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B UIL D I NG G R EAT 
E NC O UNTE R S 
Threats of the Galaxy is first and foremost a toolbox for building great 
encounters. Each entry in this book is an opportunity to dazzle players 
with interesting and exciting foes, but a statistics block does not make an 
encounter great or exciting by itself. Your job, as Gamemaster, is to put 
these characters, creatures, and droids together in such a way as to create 
a balanced threat that's both engaging, cinematic, and ensures that all the 
players involved have something to do. Mastering this process takes time 
and experience, but there are a few key pieces of advice that can help you 
along the way. 

W HAT YOu NEEO TO PL.AY 
As with any Star Wars game supplement, you need the Saga Edition 
core rulebook (so metimes abbreviated Sf) to make full use of the 
Information in Threats of the Galaxy. This book also uses material from 
an earner suppl ement, Stars hips of the Galaxy (abbrevia ted SG) , but that 
supple.ment is not essential. 

EN VIR O NME NT 
The action sequences in the films never take place in a 5-square-by-5-square 
room, and neither should yours. Consider the droid manufacturing plant on 
Geonosis from Attack of the Clones. Anakin and Padme run through a mas­
sive industrial environment, weaving their way through dangerous machinery 
while battling an almost endless number of guards. Although Anakin is more 
than a match for these minor soldiers, he's constantly dealing with the 
changing and very hazardous atmosphere, even losing his lightsaber to the 
well-timed stamp of a machine. 

When building an encounter, one of your first considerations should 
always be where the encounter will take place. It's fine for the occasional, 
unexpected fight to happen in a mundane environment, but when planning 
for a fight, be sure to fill the scene with all sorts of interesting tactical ele­
ments to enliven the encounter's circumstances. 

For your first few encounters, limit yourself to just a few interesting 
elements. The more factors you add, the harder the combat becomes to 
manage. As a good rule of thumb, select three things to make the encounter 
more engaging, preferably including an environmental hazard, interesting 
terrain, and something that gives all the pla yers an opportunity to engage 
the encounter. 

Environmental Hazards 
An environmental hazard affects both the heroes a 
both groups something else to contend with other than just blast.· 
other to pieces. An easy choice is just to use weather. Fog and fa.! 

stealthy characters a chance to use their sneakier abilities while ~15" 
ning the odds for lopsid ed fights by granting everyone ronceil1"'en ' 
higher-level heroes, you can up the ante by adding lava, scald 
jets, aggressive machinery, extreme temperatures, acid raid, pots: 
spontaneous pit traps, conveyor belts, and more. An environrr 
should be dangerous and increase the complexity of the enrounter. 
to the extent that the hazard becomes the encounter itself, 

Terrain 
Combats in Star Wars are rarely of the mundane sort. The'loccur 
interesting as the characters involved. The same should be true ofe 
Unusual terrain adds complexity to the encounter, creates opportu 
ultimately allows tactical-minded players to take ad va ntage of the' 
stances. A combat should provide opportunities to jump, climb, slide. 
and so on. There should be different levels, different chambers, p!~ 
and places to avoid. Terrain should also include cove r, which can tel 

of barriers, curving corridors, and just about anything else you ca 
make movement and the exchange of blaster fire more interesting. 

Terrain is also important for controlling the scope of the battler.e 
Wars is full of huge, sweeping environments, and battle scenes a~ 
doubly exciting because of all of the action going on in the backgrt'u 
trick is to create the illusion of space by providing large areas, but \\ 
options for movement. For example, when Oui-Gon Jinn fought 0 .. 
on Naboo, their duel spread across a large area, th ough in truth the 
ment was somewhat restricted. Much of the fighting took place 0 

bridges or in the deadly tunnel equipped with the en ergy barriers 
covered a lot of ground, and the environment cha nged as It deve 
although there was a sense of space, the particu lar encounte~ 
in controlled environments where the Jedi fought on the bridg~. tile 
and finally the power generator area, where Oui-Gon wa.s kill~d. 

Something for Everyone 
Of the three considerations, this is the hardest to anticipate. Ea.c 
have a different mi x of characters, with different capabilit ies and "'\) 
tions. You should pay close attention to the choices the pla~ Il'Rt .. row 
reward those choices in the encounters they face. A characterwhos .. ; 
pilot might not have much to do when not battl ing TIE fighters in s 
but an encounter in a starship hangar could give that charact~r a ( ....i,,~ 
make use of his skills much as Anakin did when Padme led her forces 
the palace to liberate Naboo from the Trade Federation occupit'l" 
Phantom Menace. 



ADVER S ARIE S 
Cr~at ing Star Wars encounters takes fla ir, an ability that's hard to regulate 

wi th strict guide lines. The Saga Edition core rulebook establishes a solid 

foundation for bu ilding encounters in recommending Challenge levels and 

variet y in the encounters, but th is is ju st the start. As with location , there 

are three maj or considerations when selecting adversaries: numbers, variety, 

and func t ion. 

Numbers 
The !lumbers and types of opponents to use in an encounter is probably the 

toughest decision you 'll make . In Star Wars, it's not only acceptable, but 

expected, for the heroes to fa ce numerous foes. Each enemy combatant 

doesn't stand a chanj:e against a single PC, let alone a group of them, but 

ogether they present a suitable challenge for groups of any level. 

When selecting the number of opponents, it's usually better to use more 

low- level opponents than fewer high-level opponents . The more enemies 

on the battlefield, the more targets the characters have to choose from and 

engage. On the other hand, you don't want to overwhelm the heroes, or at 

least not every time, so it's best to use somewhere between four and eight 

opponents at a time. Remember, the encounter 's Cl should be within 1 or 2 

of the par ty's average level, so the individual Cls of the various opponents 

~hould be 4 or 5 lower than the heroes' level. 

Variety 
There's a certain visceral sense of enjoyment that comes from bla sting 

torm t roopers, but even that grows tiresome after a while. By mi xing up 

the opposi ti on, you can draw from a wide selec tion of abilities to help make 

the encounter more interesting. 

The best way to do this is to select si milarly themed opponents of varyi ng 

Chal lenge Levels. This could include pairing up a soldier commander with 

a few soldiers and a medic, or an Imperial officer with a squad of storm­

troopers. However, don't overlook combinations of different types. There's 

no reason why an encounter can' t include a creature and charac ters, droids 

and characters, or a mix of all three. 

Variety is also served by approaching the same broad character archetype 

from a number of direct ions, resulting in "similar" characters at an array of 

different Challen ge Leve!s. That's why you'll find, for instance, the officer 

(el BJ. the commando squad leader (Cl 10). and the mercenary captain (CL 

5) in these pages. All of these characters fill the same basic role , but their 

specific abil it ies and CLs set them apart from one another. 

Function 
Ultimately, the question you need to answer when constructing the encounter 

is: What is its function ? How the encounter fits into the adventure's storyline 

helps guide your choices about what the heroes should ultimately face and 

when. An encounter that is not much more than an obstacle for the PCs 

doesn't need as much detail and variety as the final battle between the heroes 

and their nemesis, so spend your time and creati vi ty wisely. 

Obstacles are the simplest encounters. By themselves, these encounters 

add little to the story or development of the plot and merel y serve as a device 

to control the pacing of the adventure. Individual opponents shou ld be fa r 

below the heroes' average and as a whole, the group's Challenge level should 

be 1 or 2 lower than normal. 

Minor encounters are a bit more involved than obstacles since they 

affect the outcome of the adventu re's story. A minor combat encounter 

features opponents t ied direct ly to th e adventure's plot, and the resul ts 

of the combat might have consequences fo r the adventure's outcome. As 

with obstacles, the individual opponents can and should be far below t he 

. characters' average level, but the total Challenge Level ought to be wi thin 

1 of the PC's average level. 

The .Iast function is the major encounter. This is the big one , where the 

player characters square off against their nemesis in a climact ic battle and 

the outcome bring s about the end of the adventu re and sets up the next 

cha pter in the campaign. The Cl for these encounters can creep over the 

PCs ' level, and it should . The major villain might be able to handle a group 

of heroes, but in mos t cases, you might need to insula te the villain with 

minions and lower-level adversaries to draw out the f ight and to expand the 

poss ibi lities and developments for the va rious characters involved . 

COMMON ABILITIES 
Many of the characters, creatures, and droids described in this bool.. 

have .scnsory abilit ies tha t were originally explained in the Saga Edition 

core rulebook. For convenience and to avoid repetition, those abili t ies 

are def ined below. 

Darkvision: A character. creature, or droid that has this abili ty can see 

in the da rk, ignoring concealment and total concealment due to darkness. 

Darkvision is black and white only, so there must be at l ea~t som~ light 

to discern colors. It is otherwise like normal sight, and a creature tha t 

has darkvision can function with no light at all . 

low-Light Vision: A character, creature, or droid that has t his abili tv 

can see without penalty in shadowy illumination, ignorfng concealme 

(but not total concealment) due to darkness. It retains the abi li ty to 

distinguish color and detail under these conditions. 
~ Scent: A character, creature, or droid that has this abil ity ignores 

concealment and cover when making Perception checks to notice oppo­

nents within 10 squares, and it takes no penalty from poor visibili ty when 

tracking (see the Survival skill , SE 73). 







A DEPT, FORCE 

Force Adept CL 8 
Medium soldier 7/Force adept 1 
Force 3 
Init +9; Senses Perception + 10 
Languages Basic 

Defenses Ref 20 (flat-footed 20). Fort 22, Will 23 
hp 83; Threshold 22 

Speed 6 squares 

Melee vibroaxe +7" (2dl0+20) 

Base Atk +7; Grp +10 

Atk Options Cleave, Devastating Attack (advanced melee weapons). 


Melee Smash, Power Attack 
Special Actions Damage Reduction 10, Equilibrium 
Force Powers Known (Use the Force +12): battle strike, Force slam, 

(iil 
g 

move Qbject, surge 

Abilities Str 16, Dex 10, Con 14, Int 10, Wis 12, Cha 16 
Talents Damage Reduction 10, Devastating Attack (adv melee weapons). 

Equilibrium, Melee Smash, Weapon Specialization (adv melee 
weapons). Feats Armor Proficiency (light, medium). Force Sensitivity, 
Force Training (2). Power Attack, Weapon Focus (adv melee weapons). 
Weapon Proficiency (adv melee weapons, pistol, rifles, simple weapons) 

Skills Initiative +9, Perception +10, Use the Force +12 
Possessions vibroaxe 
"Includes 4 points of Power Attack. 

i 
~ 

The galaxy is a vast place, and the Jedi and the Sith are not the only keep­
ers of knowledge of the Force. Many planets boast their own population of 
talented individuals who are in tune with the Force, although the methods 
they employ to harness its power can vary wildly. Depending on the world, a 
Force adept might be seen as a valuable and revered members of society or 
vili fied as a suspicious, even evil practitioner of mysterious power. Regardless, 
Force adepts are respected by all for their ability to call upon the power of 
the Force to perform amazing deeds. 

The Force adept provided here represents a more violent individual in tune 
with the dark side. By tapping into his inner rage, the Force adept turns his 
weapon into an extension of his body, using his might and personal Charisma 
to get what he wants . Although this Force adept lacks a lightsaber, he's still 
a dangerous individual in melee combat, calling upon the dark side to bolster 
his natural abilities and become a whirling dealer of death. 

FORC E ADEPT E NCOUNTERS 
Some Force adepts band together, forming cabals that instruct new recruits 
in the way of the Force (although they might call it something else)-each 

group has its own flavor and techniques, some of which ca n be baffling f1 
more "traditional" Force -users, such as the Jedi or the Sith . Force ad~pts also 
have a close connection with mystics (page 59). although Force adepts are 
much more proactive than their contemplative counterparts. 

The martial-oriented Force adept described above co uld be found aloM! 
or leading a group of warriors, who both respect and fear his combat pro... ­
ess. Force adepts found on more primitive worlds might ride steeds, su 
as varactyls (page 126), instead of vehicles. Because of his connection wi 
the dark side, this Force adept could also accompany Da rk Jedi adepts 
Sith apprentices, who see the value in utilizing Force adepts' skill s and tile 

potential of converting them wholly to the dark side. 

D ATHOMIR I WITCH 
The Dathomiri Witches are female Human Force-users who hail from the 
primitive world of Dathomir. The Dathomiri Witch described here could repre­
sent a particularly powerful leader of one of the various clans. Trained in the 
powers of the Force through unorthodox methods, the Dathomiri Witch is.a 
master at clouding a person's mind or seeing into the future. Her command of 
the beasts of her planet is second to none, and she often travels with one 
more animal companions who protect her from harm. Eac h clan has it;; 01';'1 

interpretation of how the Force should be utilized, but most abide by the eO! 
"Never concede to evil." Members of the clan called the Nightsisters are a 
exception to this rule, since they practice forbidden powers that traditional 
Force-users would recognize as being of the dark side. 



Dathomiri Witch CL 10 
Medium Hu man scout 7/Force adept 3 
Force 4; Strong in the Force 
Init +11; Senses Perception +19; Force Perception 
Languages Basic, Paecian, 1 other 

Defenses Ref 23 (flat-footed 22), Fort 23, Will 27 
hp 64; Threshold 23 

Speed 6 squares 
Melee spear +6 (ld8+4) 
Ranged spear +8 (ld8+4) 
Base Atk +7; Grp +8 
Special Actions Charm Beast, Command Beast, Extra Second Wind, Flight 
Force Powers Known (Use the Force + 19): Dottle strike, move object, 

rebuke, surge 

Force Techniques Force Point Recovery, Improved Sense Surroundings 

Abilities Str 8, Dex 12, Con 10, Int 14, Wis 16, Cha 18 
Talents Adept Spellcaster, Charm Beast, Command Beast, Flight, Force 

Talisman, Force Perception 
Feats Extra Second Wind, Force Sensitivity, Force Training, Skill Focus 

(Ride), Skill Focus (Survival)' Skill Focus (Use the Force), Strong in the 
Force~ , Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Acrobatics + 11, Endurance + 10, Initiative + 11, Perception + 19, 
Persuasion +9 (+19 when charming beasts), Ride +16", Stealth + 11, 
Survival + 18, Swim +9, Use the Force +19 

Possessions spear, Force talisman, Dathomiri rancor companion 
H Human bonus feat or trained skill. 

Dathomiri Witch Encounters 
Regardless of their actual status in the clan, all Dathomiri Witches are trained 
in the art of war and are fierce and capable combatants when pressed. A witch 
knows that she's never far from her clan sisters and can rely on her spells (Force 
powers) to call them for aid. Because of her command of beasts, it's possible 
that a Dathomiri Witch could be found riding on the planet's most dangerous 
predator-the dreaded rancor-making for a seriously challenging encounter. 

TRIBAL. SHAMAN 
Am ong primitive cultures, certain Force adepts serve as tribal healers or witch 
doctors, using the power of the Force to cure ailments and mend bones. In 
addit ion to their control of the Force, tribal shamans are also proficient in 
more mundane cures, although their techniques and methods might seem 
unorthodox compared to physicians in more civilized cultures . Among many 
gro ups, tribal shamans also serve as "healers of words," acting as respected 
(and neutral) mediators between disagreeing parties. The wise words of the 
tri bal shaman go a long way in repairing any damage caused by political 
disputes and inspire unity and confidence among their people. 

Although tribal shamans are focused on curing the sick and tending to 
the wounded, not all of them have taken a vow of nonviolence. Some e~n 
accompany their warriors into battle; however, their status and relative 
lack of fighting prowess means that they are kept to the rear of combat and 
protected by a cadre of their kinfolk. 

Tribal Shaman CL 9 
Medium noble 5/scout 2/Force adept 2 
Force 4 
Init +8; Senses Perception + 12 
Languages Basic, 1 other 

Defenses Ref 21 (flat-footed 21), Fort 24, Will 27 
hp 77; Threshold 24 

Speed 6 squares 

Melee knife +5 (ld4+4) 

Ranged knife +4 (ld4+4) 

Base Atk +5; Grp +5 

Special Actions Equilibrium, Extra Second Wind, Force Focus 

Force Powers Known (Use the Force + 12): farseeing, mind trick, 


vital transfer (2) 
Force Techniques Force Power Mastery (vital transfer) 

Abilities Str 10, Dex 8, Con 14, Int 12, Wis 16, Cha 16 
Talents Coordinate, Equilibrium, Force Focus, Force Power Adept (vital 

transfer), Force Recovery 
-::­

Feats Extra Second Wind, Force Sensitivity, Force Training, Improved 
Defenses, Skill Focus (Persuasion)' Skill Focus (Treat Injury). Weapon 
Proficiency (pistol, rifles, simple weapons), Toughness 

Skills Endu ranee +11, Perception + 12, Persuasion +17, Ride +8, Survival 
+12, Treat Injury + 17, Use the Force +12 

e
Possessions knife, 4 medpacs 

A 

=­Tribal Shaman Encounters 
Tribal shamans commonly travel with thugs (generic warriors) or even martial 
artists (representing elite warriors of the tribe), who protect them from harm 

Because of their unique connection to the Force, some tribal shaman'S 
might be considered insane or at least more than a little strange, speaking 
in odd cadences and staring off into space. That said, a tribal shaman could 
also be called upon to serve as an ambassador or representat ive fora people. 
who respect his wisdom on such matters-the other party must contend with 
his unusual behavior, all the while trying not to disrespect the clan and its 
customs and traditions. 

When forced to defend himself or his people, a tribal shaman might use 
mind trick to divert an opponent's attention or otherwise convincl' that 
individual to leave and never come back. 
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A SSASSIN 

Assassin 
Medium scoundrel 7/soldier 3 

Force 3; Dark Side 12 

Init +13; Senses Perception +11 

Languages Bas'lc, 2 others 

ASSASSIN ENCOUNTERS 
Assassins are hidden killers, watching and waiting for the moment 

their target is most vulnerable. For the assassin, the attack isn' t persona 
CL 10 

It 's just a job, and one that pays well. 

Assassins focus on eliminating their targets with the least amount 

work possible. They aren't interested in collateral damage, since extra dea­

don't bring in any more credits. That said, an assassin Isn't afraid to 

few bystanders if that's the on ly way to get to the target. 
Defenses Ref 25 (flat-footed 22). Fort 21, Will 22 

When on a job, an assassin might work alone or might operate as \11e 
hp 45; Threshold 11 

leader of a small team. He might use assassin droids, espionage droids, Of 
Speed 6 squares 

Melee vibroblade + 13 (2d6+ 7) or 

Melee vibroblade + 11 (3d6+7) with Rapid Str ike 

Ranged blaster pistol + 11 (3d6+S) or 

Rangt!d blaster rifle +11 (3d8+S) 

Base Atk +8; Grp + 11 

Atk Options autofire (blaster rifle), Careful Shot, Dastardly Strike, 

Devastating Attack (advanced melee weapons). Point Blank Shot, 

Precise Shot, Rapid Strike, Running Attack , Sneak Attack +3d6, Sniper 

Abilities Str 11 , Dex 17, Con 8, Int 14, Wis 12, Cha 14 

Talents Dastardly Strike, Devastating Attack (advanced melee weapons). 

Sneak Attack +3d6, Weapon Specialization (advanced melee weapons) 

Feats Careful Shot, Point Blank Shot, Precise Shot, Rapid Strike, Skill 

Training (Gather Information). Skill Tra ining (Pilot). Sniper, Weapon 

Finesse, Weapon Focus (adv melee weapons). Weapon Proficiency 

(advanced melee weapons, pistols, rifle , simple weapons) 

Skills Acrobatics + 13, Deception + 12, Gather Information + 12, Initiative 

+13, Perception +11, Persuasion +12, Pilot +13, Stealth +13 

Possessions blaster rifle with enhanced targeting scope, blaster pistol, 

vibroblade, concealed holster, electrobinoculars, liquid cable dispenser, 

encrypted comlink, utility belt w ith medpac, 200 credits 

All assassins kil l for money. Where particular assassins differ is in the tech­

niques they use, Some are deadly snipers, taking a position far from the 

watchful eyes of sentries and passersby to wait fo r that one clear shot before 

slipping away. Others are more direct, remov ing their mark with a well-placed 

thrust of a vibrob lade when the target least expects it. 

Being an assassin is dangerous work. One who goes it alone must acquire 

his own customers, pay for equipment out of his own commissions, and lack s 

any kind of protection when a victim's friends come looking for revenge. 

Some organizations, such as the Assassins Guild, offset the risks of the 

blood trade by offering skilled killers the protection they need to make a 

living in this nasty business. Gaining membership in the Assassins Guild is 

easy; a candidate simply needs a sponsor to vouch for him, The guild is not 

particularly selective about who joins, since it is powerful enough to punish 

those who betray its secrets . 

vicious creatures such as the lethal kouhun (page 113) as tools. These serva~ 

are expendable resou rces, and their use helps to keep the assassin's ha 

clean. If an assassin ever finds himself outmatched, he is not above retrea· ­

ing-intending to strike again later and with a great deal more force. 



OATAOAOOER 
Simpl.: Wupon 
A datadagger is an elaborate and decorative code cylinder (Sf 134) that 

conlains a hidd~n weapon, When the wielder twists the hilt, a ne~dlelike 

blade exttnds from the socket. Since the blade is so well hidden within 

the code's .dectronics, it is hard to detect (+5 bonus to the. Stealth 
chrck to conceal thr objrct and no circumstance bonus if the examiner 

touchrs the wieldrr). 

S~Tiny; Cost 500; Damage 1d4; Stun Damage -; W eight 0,1 kg: 
Type Pim:ing; Availability Illegal. 

Malkite Poisoner CL 13 
Medium scoundrel 9/noble 4 

Force 6 ; Dark Side 12 

In it + 14 ; Senses Perception + 14 

Languages Basic, Bocce, High Galactic 

Defenses Ref 29 (flat-footed 26). Fort 25, Will 27; Dodge, Mobility 

hp 63; Threshold 25 

Speed 6 squares 

Melee datadagger +12 (1d4+6) or 

Melee vibroblade + 13 (2d6+6) 

Ranged hold-out blaster pistol + 12 (3d4+6) 

Base Atk +9; Grp +12 

Atk Options Dastardly Strike, Malkite Techniques, Point Blank Shot, 

Running Attack, Sneak Attack + 1d6, Triple Crit (datadagger) 
Special Actions Knack, Presence, Weaken Resolve 

Abilities Str 10, Dex 16, Con 10, Int 14, Wis 12, Cha 16 

Talents Dastard ly Strike, Knack, Malkite Techniques , Numbing Poison, 

Presence, Sneak Attack + 1 d6, Weaken Resolve 

Feats Dodge, Improved Defenses, Mobility, Point Blank Shot, Running 

Attack, Skill Training (Persuasion). Skill Training (Stealth). Skill Training 

(Use Computer). Triple Crit (datadagger). Weapon Finesse, Weapon 
Focus (advanced melee weapons). Weapon Proficiency (advanced 

melee weapons, pistols, simple weapons) 
Skills Deception + 14, Gather Information + 14, Initiative + 14, Knowledge 

(bu reaucracy) + 13, Knowledge (life sciences) + 13, Mechanics + 13, 

Perception +12, Persuasion +14, Stealth +14, Use Computer +13 

Possessions datadagger, vibroblade, hold-out blaster pistol, 2 canisters 

of diox is, 2 doses of knockout drops, 2 doses of paralytic poison, 
encrypted comlink, credit chip with 1,000 credits, utility belt, 

security kit 

MA~KITE POIS O N E R 
The remote world Malkii is famed for producing some of the most skil led 
poison manipulators in the galaxy. 

Poisoners operate in deep cover, impersonating nobles and wealthy citi­

zens as a means to get close to their mark. So he can strike when the time 

is right, a Malkite Poisoner conceals numerous toxins allover his body, from 

the folds of his clothing to hidden compartments in his belongings. Each 

dose is so well hidden that a Malkite Poisoner can carry his toxins past even 

the most resolute security teams. 

MA~KITE P OISON E R T ALE NT 
TREE 
You have mas~red the deadly arts of poison from the masters on Malkii. 

You can employ a wide array of lethal toxins with which you can quicklV 
and efficiently destroy your targets, 

Malkite Techniques : Once per encounter, you can apply a toxin 
to any nonenergy slashing or piercing weapon as a standard action. o 
If an attack roll with that weapon also exceeds the target 's Fortitude 

Defense, that targe t is poisoned, Each round on the creature's turn, 

the poison makes an attack roll (ld20 + your heroic level) against the 

target's Fortitude Defense. If the attack succeeds, the target takes 

damage equal to l d6 + one-half your heroic level and moves -1 step 
along the condition tracie A target moved to the end of the condition 

track by the poison is unconscious but continues to take damage as 

long as the poison continues to attack. The poison attacks each round 
until it misses or until the victim is cured with a Treat Injury check [DC 

10 + your heroic level) . 

Modify Poison : You can modify the delivery method of a poison 

(contact, ingested, inhaled, injury) to another delivery method by suc­

ceeding on a Knowledge-{life sciences) check (DC equal to the poison's 
Treat Injury DC). The poison's capabilities and specific effects are 

unchanged. 
Prerequisite: Malkite Techniques. 

Numbing Poison : Any target you poison Is automatically denied 

its Dexterity bonus to its Reflex Defense for as long as it remains 

poisoned. 
Prerequisite: Malkite Techniqurs. 
Undetectable Poison : The Treat Injury DC needed to cure a poison 

YOIl havr used against a target increases by 5. 

Prerequis;~: Malkite Techniques. 

V icious Poison : Any pOisons you have used against a target gain 

a +2 bonus to their attack rolls made against that target's Fortitude 

Defense 
Prerequisite: Malkite Techniqurs. 



BODYGUARD 

Bodyguard CL 6 
Medium soldier 5/nonheroic 3 
Force 8 
Init +11; Senses Perception + 11 
Languages Basic 

Defenses Ref 18 (flat-footed 16), Fort 18, Will 17 
hp 63; Threshold 18 

Speed 6 squares 
Melee unarmed +8 (ld3+3) 
Ranged blaster pistol +9 (3d6+2) 
Base Atk -1-7; Grp +9 
Atk Options Pin, Point Blank Shot 
Special Actions Draw Fire, Harm's Way, Tough as Nails 

Abilities Str 13, Dex 15, Con 13, Int 12, Wis 14, Cha 12 
Talents Draw Fire, Harm's Way, Tough as Nails 
Feats Pin, Point Blank Shot, Skill Training (Initiative), Skill Training 

(Perception), Toughness , Weapon Proficiency (pistols , rifles, 
simple weapons) 

Skills Initiative + 11, Perception + 11, Persuasion +10, Treat Injury + 11 
Possessions blaster pistol, comlink 

I( non ) 
I Celebrities and influential individuals appear to li ve happy and successful@ 

lives doing what they do. They appear unafraid of whatever life throws ~ 

i 
their way. In truth, however, even the rich and famous have enemies, and

R the bodyguard stands as the last line of defense against those who would 
infri nge on the life of his client. 

Simp'y put, a bodyguard is a paid professional whose task is to protect the 
life of his patron against anyone who would dare to threaten it. Ideally, he 

2.!J makes sure his client does not even know of any existing threats and allows® 
her to do what she wants to do. A bodyguard puts aside his own needs and 
sets the priorities of his client above his own, even to the point of risking 
his life to protect his employer. 

Typica lly, a bodyguard is quiet and maintains a serious composure, as if 
he is concentrating. He must do so, for one mistake could cost him the life 
of his charge. He dresses inconspicuously, choosing to wear clothes that hide 
his biaster pistol and afford him some measure of protection while allowing 
him to blend in where he and his client will be. 

BODYOUARD ENCOUNTERS 
Where one finds the rich and famous, a bodyguard will not be very far away. 
Either. in plain sig ht or hiding close by in the crowd, he is alw ays seconds 
away from his cl ient, ready to take action against whoever imperils his 
patron's safety. 

Bodyguards are most often found in the company of noble-class ctlar­
acters, whether they be politicians on Coruscant, well-to-do merchan 
on Neimoidia, or the royalty of Hapes. Many times, a bodyg uard is hired 
on retainer for a specific person, since the majority of high-society people 
prefer being protected by some-one they recognize to help them feel a little 
safer. However, some bodyguards rent themselves out on a temporary bash, 
wishing to move from job to job instead of tying themselves down t~ one 
person for an extended period. 

Ultimately, a bodyguard wants a peaceful job without any trouble, but 
he is not afraid to whip out his blaster and use it if the situat ion calls for it . 
He strives to resolve confl icts quickly, preferring to get the one for which 
he is responsible out of harm's way and leaving the miscreant that caused 
the incursion to the local law enforcers. 

CAPTAIN TYPHO 
Born on Naboo and raised in the sha dow of the Royal Naboo Court. Gregar 
Typho grew up wanting to serve the Queen as one of her guard. He fina l! 
got his chance and completed his training at many of the same offworld 
academies attended by his uncle, Captain Panaka. Typho joined the Palace 
Guard and served with pride in that capacity until the Trad e Federation 
blockaded the planet. 



During the fateful battle, Typho fought alongside his uncle, showing 
courage and resolve in the heat of battle. Despite his exceptional training, 
he became injured and lost his left eye. The serious wound did not slow 
down the yo ung soldier. Recognized for his valor and his uncompromising 
loyalty, Typho was promoted to captain and assigned as Amidala's Head of 
Security when Padme stepped down from the throne and became Senator 
of the Chommell Sector. Although many accused Typho of using his family 
connections to gain the distinguished position, they did not realize that it 
was not his und e who made the decision. 

Foll owing his uncle's lead, Typha did his best to implement stronger 
secu rity measures and adopted many of Panaka's practices, including the 
use of disguised handmaidens to protect the Senator. Had the use of decoys 
not been put into place, Padme would have surely died when her Naboo 
Royal Cruiser was destroyed on a landing pad on Coruscant on the day of the 
Military Creation Act vote. After a second attempt on the Senator's life, he 
was tol d to remain behind and keep up appearances by guarding the decoy, 
Donne, as if she were the Senator, while Padme returned to Naboo with the 
Padawan Anakin Skywalker. 

After the outbreak of the Clone Wars, Typha stayed close to Amidala's 
side. choosing to apply tighter security during the conflict. He traveled with 
her aboard her yacht and stayed at her apartments on Coruscant and Naboo. 
Four months into the war, Yoda was aboard Pad me's starship when he sensed 
a disturbance in the Force coming from the planet lIum. Yoda suggested 
they on a rescue mission to the icy planet. 

·ypho sternly disapproved, stating that the risks were too high. Despite his 

objections, the captain was coerced through the Force by Yoda to proceed 
with the rescue. 

Captain Typho continued to serve under Amidala throughout the Clone 
Wars, defending her against assassination attempts on Coruscant and Naboo. 
Following the end of the war, a troubled Padme prepared to depart to Mus­
tafar to confront her husband about the death of the younglings at the Jedi 
Temple. Typho tried to go with her, but she insisted on traveling with onl 
C-3PO. The next time Typho saw her was at her funeral. 

Remaining in the Naboo security force and choosing not to side with 
the Empire, Typho worked to establish a spy network to keep watch ove r 
the Imperial occupation, even as the Empire wanted to keep an eye on the 
Naboo Royal Security forces. Months after Amidala's passing, he worked 
with Ferus Olin to remove the Imperial presence from Naboo, even though 
the victory was only temporary. 

Captain Typho is a highly skilled and able soldier whose loyalties lie strictly 
with Naboo and its leadership. Stern yet sincere, he is not afraid to exp ress 
his thoughts and opinions to get the job done and is always looking out for 
Amidala's best interests. His dedication to Padme and Naboo is unswervil'g . 
He is an expert shot, despite the loss of his eye, and a capable pilot. 

Captain Typha CL 8 
Medium Human soldier 5/noble 3 
Force 4 
Init +12; Senses Perception + 11 
Languages Basic, Gunganese, High Galactic, Huttese 

Defenses Ref 25 (flat-footed 21), Fort 22, Will 23 
hp 70; Threshold 22 

Speed 6 squares 
Melee unarmed +9 (ld6+6) 
Ranged blaster pistol + 10 (3d6+4) or 
Ranged blaster pistol +8 (4d6+4) with Rapid Shot 
Base Atk +7; Grp + 10 
Atk Options Careful Shot, Deadeye, Point Blank Shot, Rapid Shot 
Special Actions Born Leader, Distant Command, Draw Fire, Harm's Way, 

Tough as Nails 

,.---:.::;--") 
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Abilities Str 15. Dex 16, Con 13, Int 13, Wis 14, Cha 12 
Talents Born Leader, Distant Command, Draw Fire, Harm's Way, 

Tough as Nails 
Feats Armor Proficiency (light, medium), Careful Shot, Deadeye, Improved 

Defenses, Linguist, Martial Arts I, Point Blank Shot, Rapid Shot, Skill 
Training (Gather Information), Weapon Proficiency (pistols, rifles, 
simple weapons) 

Skills Gather Information + 1 0, In itiative + 12, Knowledge (tactics) + 10, 
Perception +11, Pilot +12, Use Computer +10 

Possessions blaster pistol, blast vest, comlink 



BOUNTY HUNTER 

Bounty Hunter CL 10 
Medium nonheroic 3/sco ut 4/bounty hunter 5 
Force 4; Dark Side 4 
Init +9; Senses Perception + 12 
Languages Basic, 1 other 

Defenses Ref 26 (flat-footed 23), Fort 24, Will 20 
hp 82; Threshold 24 

Speed 6 squares 
Melee vibroblade + 12 (2d6+6) 
Ranged .blaster carbi ne + 13 (3d8+4) or 
Ranged blaster pistol +13 (3d6+4) or 
Ranged stun grenade + 13 (4d6+4 stun, 2-square burst) 
Base Atk + 10; Grp + 13 
Atk Options autofire (blaster carbine), familiar foe +2, Hunter's Mark, 

Pin, Trip 

Special Actions Hunter's Targ et 


Abilities Str 15, Dex 17, Con 14, Int 12, Wis 12, Cha 8 
Special Qualities familiar foe +2 
Talents Acute Senses, Expert Tracker, Hunter 's Mark, Hunter's Target , 

Nowhere to Hide 
Feats Armor Proficiency (light), Skill Training (Climb), Skill Training .C;;D {Endurance}, Skill Training {Knowledge [galactic lorell, Skill Training(ij) 

{Percept ion}, Pin, Trip, Weapon Proficiency (advanced melee weapons, 
pistols, rifles, simple weapons)~ Skills Climb +13, Endurance + 13, Gather Information + 10 {can reroll when 

l3> checking to locate a specific individual, must take second result}, 
Know ledge (galactic lore) + 12, Percepti on + 12 {can reroll, must take 
second result}, Survival + 12 ~ Possessions vibrobl ade, blaster carbine, blaster pistol, 4 stun grenades,(Ii) 
encrypted comlink, credit chip with 50 credits, electrobinoculars, glow 
rod, flight suit, field kit, binder cuffs, utility belt 

Bounty hunters occupy the ambi guous gray area between heroes and villains. 
For the most part, they are neither good nor evil; they just have a job to do. 
In some ways, bounty hunters perform a useful service, since they hun t down 
crim inals and other fugitives, bringing them in dead or alive. However, bounty 
hunters rarel y consider the ramifications of what they do or even care about 
wh om they serve. To a bounty hunter, it almost never matters what a target 
is accused of or why there's a bounty on his or her head. Bounty hunters are 
often employed by some of the most despicable villains in the galaxy. They 
can be found haunting the courts of Hutts, scouring the Outer Rim worlds 
for fugitive slaves, or toiling in the service of the Emperor. 

B OUNTV HUNTER ENCOUNTERS 
Although some bounty hunters prefer to go it alone, many form small Crl!W 

with the most notorious member leading a small team of ordinary hunters. 
Th ese groups form up for short times, usually unti l a job is done. but some­
times they co llapse when greed or grudges get in th e way. Hunters are no 
reluctant to betray even those closest to them, making their alliances tenuous 
at best. Should a job turn sour, they might turn against one anothe-r. perhaps 
giving their prey the chance it needs to sl ip away. 

A typical bounty hunter encounter usually involves a skilled bounty hunter 
of note, supported by a crew of two to three minions. If you use any of the 
unique bounty hunters described below, you can also use the generic bounty 
hunter (above) as a tough minion and the bounty hunter in the Saga Edition 
core rulebook as lesser minions. Bounty hunters who are intent on bringing 
back their marks dead rather than alive might pair up with an assassin to 
ensure that the job's done right. 

AURRA SINO 
If cold detachment is a rule for bounty hunters, Aurra Sing is the excep ­
tion. Born to a spice addi ct on Nar Shaddaa, she had Force potential. a tra it 
a mysterious Jedi known only as the Dark Woman discovered. Freed from 
the horrors of her birth world, she spent severa l years studying at the Jedi 



T(~mp!e in Coruscant, but her life would take another turn. While she was 
on a mission to Ord Namurt, star pirates captured young Sing, telling their 
prisoner that the Dark Woman had sold her to them. Sing was enraged and 
clung to the hate filling her heart, giving her the resolve to spend the rest 
of her li fe hunting Jedi. 

She learned much from the pirates. She became a pilot, a navigator, a 
killer, and a f ighter- Her expertise worried the cutthroats and they thought 
she might turn against them, so at the first opportunity, they sold her to a 
HuH named Wallanooga, who soon after turned her over to the Anzati, a 
breed of ali en vampires, to settle an old debt. These new masters saw in Sing 
a useful tool, and trained and altered her body to suit their purposes. When 
their modifications were complete, they set her loose on the galaxy, at which 
point she promptly returned to the Hutt and killed him in cold blood. 

Free for the first time, Aurra Sing did what she could to survive. She 
became a ruthless killer and bounty hunter, specializing in Jedi, whom she 
blamed for all of the ills in her life. With her training, talents with the Force, 
and augmentations given to her by her former Masters, she scoured count­
less worlds in her search for her former mistress to get the revenge she so 
desperately craved . 

Aurra Sing CL 12 
Medium near-Human scoundrel 3/Jedi 2/scout 4/bounty hunter 3 
Destiny 1; Force 6; Dark Side 12 
Init + 14; Senses Perception + 13; Force Perception 
Languages Ba si c, Bocce 

Defenses Ref 29 (flat-footed 26), Fort 27, Will 25; Elusive Target 
hp S4; Threshol'd 27 

Speed 6 squa res 
Melee lightsaber + 11 (2d8+7) or 
Melee lightsaber +9 (3d8+7) with Rapid Strike 
Ranged slugthrower rifle +13 (2d8+6) or 
Ranged blaster pistol + 13 (3d6+6) or 
Ranged blaster pistol +8 (3d6+6) and 

blaster pistol +8 (3d6+6) 
Base Atk +10; Grp +13 
Atk Options autofire (slugthrower rifle), Careful Shot, familiar foe 

+', Melee Defense, Point Blank Shot, Rapid Strike, Running Attack, 
Skirm isher, Sneak Attack + 1d6 

Special Actions Gauge Force Potential 
Force Powers Known (Use the Force + 13): battle strike, Force slam, 

move object 

Abilities Str 13, Dex 16, Con 14, Int 13, Wis 14, Cha 14 
Special Qualities familiar foe + 1 
Talents Acute Senses, Elusive Target, Improved Initiative, Force 

Perception, Gauge Force Potential, Skirmisher, Sneak Attack + 1 d6 

Feats Careful Shot, Dual Weapon Mastery I, Force SensltivityH, Force 
Training, Melee Defense, Point Blank Shot, Rapid Strike, Running 
Attack, Skill Training (Pilot), Skill Training (Survival), Skill Training 
(Use the Force), Weapon Proficiency (Iightsabers, pistols, rifles, simple 
weapons) 

Skills Acrobatics + 14, Gather Information + 13, Initiative + 14 (can reroll, 
must take second result), Knowledge (galactic lore) + 12, Perception 
+13 (can reroll, must take second result), Persuasion +13H, Pilot + 14, 
Stealth + 14, Survival + 12, Use the Force +13 (can reroll, must take 
second result) 

Possessions 5 lightsabers, slugthrower rifle with 4 clips, 2 blaster pistols, 
utility belt, flight suit, Rhen-Orm Biocomputer, ion-repulsorlift swoop, 
Corell ian blockade runner (as Corellian corvette) 

H Human bonus feat or trained skill. 

RI-IE N-ORM BIOCOM PUTER 
The Anzati surgically implanted a biocompl.lter in Aurra Sing's skull 
to expand her range of awarrn~ and sense those who have uncom­
mon "luck." The computer processes information received from a long 
antenna that protrudes from her forehead. The result of this implant is 
that when Aurra Sing makes a Sl.Irvival check to track an opponent, she 
adds her quarry's Force Point total as an equipment bonus to her checks. 
A Rhen-Orm Biocomputer must be installed by a cltaracter who has the 
Cybernetic Surgery feat, and is counted as a cybernetic prostheSIS. 

B OSSK 

Born to the cruel Cradossk, leader of the Bounty Hunters Guild on Trandosha, 

Bossk made a name for himself hunting escaped Wookiee slaves, a danger­

ous profession for just about any species aside from the Trandoshans. Bossil 

expanded his targets to include non-Wookiees, giving him fame and cred ­

ibility as a skilled bounty hunter. 


It was during these early years that Bossk had his first encounter with Han 
Solo and his partner Chewbacca. After cornering the pair on a planet that 
served as a refuge for escaped Wookiees, he tried to take Solo's partner ali ve, a 
deed that would certainly improve his standing among his peers. He failed, and 
Solo destroyed his ship, stranding the bounty hunter on the wretched planet 
and leading to the grudge that Bossk would carry for the rest of his days. 

When he finally escaped on the newly purchased Hound's Tooth , Bossk 
returned to his homeworld to find the Bounty Hunters Guild in tatters . Bossk 
murdered his father and devoured his remains, just as the guild collapsed into 
two warring factions. The savagery of Bossk's act catapulted him to head of 
the Guild Reform Committee-those younger bounty hunters committed to 
the destruction of their rivals, the true guild, which they believed had long 
outlived its usefulness. 
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As the guild disintegrated, Darth Vade r han dpicked Bossk and other hunt­

ers to hunt down the Millennium Fa/can. Alt hough Bossk's fellows saw this as 
a great opportunity to bring in Han Solo-the bounty on his head was quite 

steep-Bossk wanted Chewbacca. His efforts ultimately failed as setback 
after setback, most of which were orchestrated by Boba Fett, brought him 
to the brink of ruin, culminating with a stint in prison . 

Bossk CL 12 
Medium Tra ndoshan scout 5/soldier 3/bounty hunter 4 
Force 4; Dark Side 3 

Init +9; Senses darkvision; Perception + 12 

Languages Basic, Dosh, Shyriiwook 

Hound's Tooth 

Bossk flies a modified YV-666 light freighter. Its hangar holds a small scout 

shi p called the Noshtoh Pup, a modified Z-95 Headhunter (SG 160). 

Hound's Tooth CL 12 
Colossal' space transport 

Init -1; Senses Perception +12 

Defenses Ref 12 (flat-footed 12), Fort 30; +10 armor 

hp 180; DR 15; SR 60; Threshold 80 
[rule] 

Speed fly 16 squares (ma x. velocity 1,190 km/h), fly 4 squares 
(starship scale) 

Defenses Ref 30 (flat-footed 30), Fort 28, Will 23; Dodge, Ranged quad laser cannon + 12 (see below) or 
Unca"nny Dodge I Ranged medium concussion missile + 12 (see below) 

hp 128; Threshold 28 Ranged ion cannon + 12 (see below) 

Speed 6 squares 
Melee unarmed +14 (ld4+10) 

Ranged blaster rifle + 13 (3d8+6) or 

Ranged blaster rifle + 11 (4d8+6) with Rapid Shot or 
Ranged flamethrower +13 (3d6+6, 6-square cone) or 

Ranged stun grenade + 13 (4d6+6 stun, 2-square burst) or 

Ranged sporting blaster pistol +13 (2d4+6) or 
Ranged sporting blaster pistol + 11 (3d4+6) with Rapid Shot ~ 
Base Atk + 10; Grp +14 ,~ 

~ 
Atk Options autofire (blaster rifle), familiar foe +2, Hunter's Mark, 


Point Blank Shot, Rapid Shot 
» Special Actions Demolitionist, Hunter's Target , Shake It Off 


~ 

Abilities Str 18, Dex 17, Con 16, Int 12, Wis 12, Cha 13 

Special Qualities familiar foe +2, limb regeneration (Sf 31) 


Talents Acute Senses, Armored Defense, Demolitionist, Hunter's Mark, 


m 
 Hunter's Target , Improved Init iative, Uncanny Dodge I 


® Feats Armor Proficien cy (light), Dodge, Exotic Weapon Proficiency 

(flamethrower), Point Blank Shot, Rapid Shot, Shake It Off, Skill 
Training (Endurance), Toughness, Vehicular Combat, Weapon 

Proficiency (heavy weapons, pistols, rifles, simple weapons) 
Skills Endurance + 14, Initiative +9 (can reroll, must take second result), 

Knowledge (galactic lore) +12, Mechanics + 12, Perception +12 (can 

reroll, must take second result), Pilot +14, Stealth +14, Survival +12 
Possessions blaster rifle, flamethrower with 2 chemical cartridges, 

grenade launcher with 10 stun grenades, sporting blaster pistol, 
padded flight suit (+3 armor), binder cuffs, utility belt, Hound's Tooth 

Fighting Space 12x12 or 1 sq uare (starship scale); Cover to ta l 

Base Atk +10; Grp +55 

Abilities Str 50, Dex 10, Con -, Int 14 
Skills In itiative -1, Mechanics + 12, Perception + 12, Pilot +4, 

Use Computer +7 

Crew 1 (Bossk); Passengers 4 prisoners 
Cargo 20 tons; Consumables 6 months; Carried Craft 1 small scout ship 

Payload 6 medium concussion missiles 
Hyperdrive xl.5 (backup x6), navicomputer 

Availability Licensed; Cost not for sale 
, This ship is treated as a Gargantuan starfighter for the purpose of being 

targeted by capital ship weapons, dogfighting, and using starship 
maneuvers. 

Quad laser cannons (pilot) 

Atk +12 (+7 autofire), Dmg 6dlOx2 

Medium concussion missile (pilot) 

Atk +12, Dmg 8dlOx2 

Ion cannon (pilot) 

Atk +12, Dmg 6dl0x2 ion 

UI'M~ueT SIMPLIE 
MA 'N TRYINO TO 
MAKE MY WAY I 

THE UNIVERSE. 


-..IANGO FETT 



..J AN OCJ FETT 
Bounty hunter, assassin, and mercenary, in his day Jango Felt was one of 

th~ most feared individuals in the galaxy. After the death of his parents, 

Manda lorian warriors adopted, trained, and raised him, a debt he would 

repay when he led them during the Mandalorian Civil War. 

Perhaps the most important event in Jango Felt's long career was meeting 

Darth Tyranus. After chasing Komari Vosa, the former apprentice of Count 

Dooku, across the galaxy, Jango Fett finally caught up with her and killed 

her; this was no small feat, considering that the fallen Jedi was a skilled 

lightsaber duelist and a master of the Force. It turned out the entire enter­

Ilrise had been a test to see if Jango Fett would be a worthy candidate to 

become a template for a new clone army. Tyranus offered an incredible sum 

of money, but Fett's t.rue desire was an unmodified clone to raise himself, a 

clone he would name Boba. 

Jango Fett spent the next decade devising training regimens for the 

dones, instructing them in Mandalorian culture and fighting techniques while 

~eei ng to the education and training of his "son ." During this time, Jango 

also undertook a variety of missions on behalf of Tyranus and occasionally 

othcrs, includ ing bounty hunting. 

~ANC3CJ FETT' B S P ECIAL. 
EQUIPMENT 
Jango Fctt is a walking arsenal, armed with a staggering amount of 
firepower. Although much of his gear is self-explanatory, functioning 
as described in the Saga Edition core rulebook or in his statistics block, 
a few items deRrvc speCial mention, 

Saberdart launcher: Jango FeU is armed with a Kamino saberdart 
launcher. The darts themselves deal little damage, but the poison they 
carry is lethal. When a living creature is damaged by a Kamino saberdart, 
the poison'in the dart makes an attack roll (ld20+ 15) against the target's 
Fortitude. Defense. Ifthe attack succeeds, the poison deals 2d6 points of 
damage and t~e target moves -2 steps along the condition trade If the 
attack fails, the target takes half damage and moves -1 str~p along the 
condition track. If the target reaches the end of the condition trade, it 
dies instead of falling unconscious. The poison attacks tach round until 
the target is cured With a successful DC 25 Treat Injury check. 

Jet Pack: Jango Fett's jet pack integratcs a missile launcl1cr and a 
magnetic grappling hook that functions as a liquid cable dispenser. 

Antisecurity Blades: These electronic devices allow Jango Fett 
to bypass force ficlds and jam security devices with bursts of high­
~quency harmonic interference waves. They function as a security kit 
and grant a +2 equipment bonus to Mecnanics checks made to disable 
devices. 

Jango FeU CL 15 
Medium Human scout 3/scoundrel 3/soldier 3/gunslinger 3/bounty hunter 

2/elite trooper 1 

Destiny 1; Force 8 ; Dark Side 8 

Init + 16; Senses low-light vision; Perception + 16 

languages Basic, Bocce, Huttese 

Defenses Ref 37 (flat-footed 33), Fort 33, Will 29 

hp 104; Threshold 33 

Speed 6 squares, fly 6 squares (jetpackj 

Melee combat gloves +15 (ld6+3) 

Ranged blaster pistol + 17 (4d6+8) with Rapid Shot or 

Ranged blaster pistol + 14 (4d6+8) and 

blaster pistol + 14 (4d6+8j or 

Ranged flamethrower gauntlet +17 (3d6+7, 6-square cone) or 

Ranged rocket dart +17 (3d6+7) with Rapid Shot or 

Ranged saberdart +17 (ld4+7 plus poison) or 

Ranged whipcord +17 (grab) or 

Ranged missile launcher + 17 (6d6+7) 

Base Atk +13; Grp +17 

Atk Options Careful Shot. Deadeye, familiar foe + 1, Lucky Shot, Point 

Blank Shot. Precise Shot, Rapid Shot, Trigger Work, Triple Crit (blaster 

pistol), trusty sidearm + 1 

Special Actions Improved Quick Draw, Knack, Quick Draw, Shake It Off 

Abilities Str 15, Dex 18, Con 15, Int 14, Wis 14, Cha 13 

Special Qualities delay damage, familiar foe + 1, trusty sidearm + 1 

Talents Acute Senses, Armored Defense, Exo tic Weapon Mastery, ~ 
Improved Armored Defense, Improved Initiative, Improved Quick Draw, 

Knack, Lucky Shot, Notorious, Trigger Work 

Feats Armor Proficiency (light, medium), Careful Shot, Deadeye, Dual 

Weapon Mastery I, Martial Arts I, Point Blank Shot, Precise Shot, Quick ~ 
Draw, Rapid Shot, Shake It Off, Triple Crit (blaster pistol), Vehicular m 
Combat, Weapon Proficiency (pistols, rifles, simple weapons) T' 

Skills Endurance + 14, Initiative +16 (can reroll, must take second resu lt!. 

Knowledge (tactics) + 14, Mechanics + 14, Percept ion + 16 (can reroll, 

must take second result), Persuasion +8 (can reroll when intimidating, 

must take second resultJ, 'Pilot + 16, Stealth + 16, Survival + 14 

Possessions combat gloves, 2 blaster pistols, flamethrower gauntlet with 

chemical cartridge, rocket dart launcher, saberdart launcher, whipcord. 

Mandalorian armor (+8 armor, +3 equipment; as 'battle armor with 

helmet package; 4 weapon attachments), flight suit, jet pack (w ith 

integrated missile launcher), antisecurity blades, Slave I (SG 85) 
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BRUTE 

Brute CL 1 
Medium nonheroic 3 

Dark Side 4 

Init +7; Senses Perception +0 

Languages Basic 

Defenses Ref 11 (flat-footed 10), Fort 11, Will 9 

hp 9; Threshold 11 

Speed 6 squares 

Melee unarmed +2 (1 d4) 

Ranged blaster carbine +4 (3d6) 

Base Atk +2; Grp +3 

Atk Options autofire (blaster carbine) 

Abilities Str 11, Dex 13, Con 12, Int 8, Wis 9, Cha 10 

Feats Toughness. Weapon Focus (rifles), Weapon Proficiency (pistols, 
rifles, simple weapons) 

Skills Initiative +7 

Possessions blaster carbine, tough-looking clothes 

Brutes are ubiquitous members of galactic society and can be found any­

where, even on the most peaceful of planets . Brutes are typically crude 

and unsubtle, regardless of whether they work for some crime lord or act 

independently. Most are motivated by a simple agenda-greed, power, fear 

of superiors, or even, on occasion, loyalty. They are rarely well armed or 

armored, making do with whatever they can find, although they constantly 

look to find something better (or rob someone who has superior equipment). 

Brutes strive to gain more status and wealth and will do almost anything to 

get it, up to and including murder. In turn, brutes typically despise authority 

figures, especially police officers, military figures, and Jedi. 

The brute presented here could be a gun-toting gang member or an 

organized crime soldier. Alternatively, the statistics could also represent 
a militia member or a raw conscript who has little training (in which case, 

remove the Dark Side Score). 

"THIS PL.ACE CAN BE 
A ,L..iTTLE ROUOH. " 

OSI-WAN KENDal 

BRUT E ENC O UNTERS 
By their very nature, brutes can be found almost anywhere. They serve as 

nameless a ntagonists in every situation-from the high streets of Coruscan 

to the lowly slums of Tatooine. Brutes commonly travel in pairs or large 

groups, each group representing a street gang, a crime syndicate hi t squad, 

or a tribe of warriors. By their very nature, brutes typical ly respond to threa 

or opposition with muscle and violence, but they can be swayed by intimida­

tion, persuasion, or bribes. However, not all brutes are antagonistic - they 

can also be used as nameless allies and warriors on the side of the heroes. 

The brute works fine as a generic spearholder. cannon fodder to be used in 

the background, or an ordinary (if tough) non player charac ter for the GM (0 

use throughout adventures. 

Encounters involving brutes typically occur at lower levels. where they are 

a threat to the heroes. When the heroes have advanced to 6th level or beyond. 

the number of brutes required to make a credible threat runs over a doze 
making them difficult to coordinate in combat. Thus, ind ividual brutes Should 

be scaled up to represent stronger threats, or another archetype should be 
chosen. Alternatively, a group of brutes cou ld be paired up with 

much powerful leaders (often with heroic levelsl or drolds 

equipped with serious firepower. 



BUR E AUCRAT 

Bureaucrat CL 1 
Mediu m nonheroic 3 
Init + 1; Senses Perception +6 
languages Basic, 1 other 

Defenses Ref 10 [flat-footed 10). Fort 9, Will 10 
hp 6; Threshold 9 

Speed 6 squares 

Melee unarmed +1 (1d4-1) 

Ranged blaster pistol +2 [3d6) 

Base Atk +2; Grp +2. 


Abilities Str 9, Dex 10, Can 8, Int 12, Wis 11, Cha 14 
Feats Skill Focus [Knowledge [bureaucracy]), Skill Training (Knowledge 

Ibureaucracy]), Skill Training (Perception), Skill Training [Use 
Computer). Weapon Proficiency [pistols) 

Skills Deception +8, Knowledge (bureaucracy) + 12, Perception +6, 
Persuasion +8, Use Computer +7 

Possessions blaster pistol, comlink, code cylinder, credit chip with 100 
credits, datapad 

Bureaucrats are minor officials who represent a government or a political 
policy. From petty administrators attending backwater spaceports to the 
more prominent public servants in the Core Worlds, bureaucrats can be found 
wherever there is at least a semblance of civilization. Bureaucrats might fill 
a number of different roles, but they are all cogs in the political machine, 
and through their efforts, they ensure that the engines of society are well 
lubricated and in perfect working order. 

Ideally, a bureaucrat manages, governs, or oversees some process, but a 
great many use their political power for less idealistic reasons. Some bureau­
crats see their positions as stepping stones to greater status, and therefore 
use every trick to climb the ladder. Even bureaucrats who have no designs 
or ambitions beyond doing a good job tend to be self-important individuals, 
thinking that their role is far more important than it actually is. 

BUREAUCRAT ENCOUNTERS 
The bureaucrat represents a broad spectrum of characters who perform 
useful (or not so useful) services. Bureaucrats might be minor desk clerks 
whose job it is to sort out the arcane and esoteric information stored in 
mounds of datapads. Or they could be minor officials overseeing the comings 
and goings at a battle station. Although many encounters with bureaucrats 
might leave the player characters itching to loose a few well-placed shots 
somewhere in the direction of a hapless administrator, a meeting with an 
bu reaucrat should rarely end in violence. 

Bureaucrats can range from irritating obstacles to fonts of cri tical 
information. Fanatics dedicated to the letter of the law or those wh o covet 
a promotion and toady up to their superiors might be an insurmountable 
barrier, preventing the characters from pursuing a critical line of investiga ­
tion. Such encounters require the heroes to find creative ways around th ese 
characters, since blasting them could have repercussions. 

Of course, bureaucrats can also be useful allies. By dint of their position 
alone, they have access to information that might pertain to a mission, and 
if properly massaged, they could become a viable and consistent source of 
intelligence. 

Bureaucrats are often well protected, with security droids or security 
personnel never far away. Lesser bureaucrats might have a handful of mer­
cenaries to watch over them, while high-ranking bureaucrats might enjo 
the protection of a personal bodyguard in addition to a team of security 
specialists. When a fight breaks out, the bureaucrat is usually the first to 
head for the exit, leaving the conflict to the trained professionals. 



strike teams are reserved for the most deadly and important missions, usuall 
to destroy a vital communications array, sabotage a warship, or seize vital 

intelligence about an enemy's plans. 
Commandos in an encounter should be devastating opponents, setting up 

ambushes against the player characters and using the terrain and environ ­
ment to their benefit. They strike fast and hard before melting away, di5ap­

pearing into the surroundings. Commandos often employ hit-and-run tache 
to chip away at their opponents' resources rather than face their adl/er!>ilne:s 

head-on. In fact, such groups might circle around their opponent 's position 
to disrupt supply lines and destroy support (or escape) veh icles. 

Commandos can also serve as supplemental forces for a group of high­

level characters. As highly trained specialists, commandos might compensate' 
for the heroes' weaknesses when they are dealing with di ffi cult objectiVC!s, 

covering them while they work toward completing their mission goal 

S QUAD LEADER 
Commandos rarely work alone, though they do tend to funct ion best in 

small squads with defined role s. Commando squad leaders usually have 
some officer training and are skilled at making snap decisions in the heat of 
battle. A commando squad leader makes it his first goal to ensure that the 

mission is completed with as few casualties as possible. Sq uad leaders not 

only inspire the commandos in their squad, they al so ensure th at thc:y carry 
out their assigned mission . 
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COMMA N D O 

Commando CL 6 
Medium non heroic S/soldier 4 

Force 1 

Init +14; Senses Perception +12 
Languages Ba si c, 1 other 

Defenses Ref 19 [flat-footed 16), Fort 20 , Will 15 
hp 66 ; Threshold 20 

Speed 6 squares 
Melee vibrodagger + 12 [2d4+4) or 
Melee vibrodagger + 10 (3d4+4) with Rapid Strike 

Ranged blaster rifle + 13 (3dS+2) or 
Ranged blaster rifle +11 (4dS+2) with Rapid Shot or 

Ranged blaster pistol + 13 (3d6+2) or 
Ranged blaster pistol + 11 (4d6+2) with Rapid Shot 

Base Atk + 10; Grp +13 

Atk Options autofire (blaster rifle), Point Blank Shot, Rapid Shot. 
Rapid Strike 

Special Actions Indomitable, Tough as Nails 

Abilities Str 15, Dex 16, Con 15, Int 12, Wis 12, Cha 10 
Talents Indomitable, Tough as Nails 

Feats Armor Proficiency (light), Point Blank Shot, Rapid Shot, Rapid Strike, 
Skill Training (Initiative), Skill Training (Stealth), Weapon Proficiency 

(advanced melee weapons, pistols, rifles, simple weapons) 

Skills Initiative +14, Mechan ics +12, Perception +12, Stealth +14 
Possessions blaster pistol, blaster rifle, commando armor (as armored 

flight suit, +5 armor), secure comlink 

A commando is a type of soldier who specializes in fighting in hostile and 
dangerous environments, undertaking difficult missions for which regular 

troops lack the training and equipment. Most commandos go to deadly 
worlds, planets that feature harsh environmental conditions, where they are 

expected to drop in, engage the enemy, and get the job done. Sometimes 

commandos precede regular ground troops to clear a well-guarded area 
of enemy forces before the body of the troops lands. Experts in stealth, 

demolitions, and hit-and-run tactics, commandos are a vital part of any 
army's forces. 

COMM A NDO ENCOUNTE R S 
Commando teams consi st of small groups of two to four individuals under 
the command of an officer, usually a squad leader or an elite warrior. For 

larger mi ssions, several teams might work together, splitting up to achieve 
smaller objectives that are related to tackling a larger problem. Such large 



Commando Squad Leader CL 10 
Medium nonheroic S/soldier 5/officer 3 

Force 1 

In it + 16; Senses Perception + 14 

Languages Ba sic, 1 other 

Defenses Ref 24 (flat-footed 21), Fort 24, Will 23 

hp 93; Threshold 24 

Speed 6 squares 

Melee vibrodagger + 16 (2d4+6) 

Ranged blaster rifle +17 (3dS+4) or 

Ranged blaster rifle +15 (4dS+4) with Rapid Shot or 

Ranged blaster rifle + 12 (5dS+4) with Burst Fire or 

Ranged blaster pistol"+ 17 (3d6+4) or 

Ranged blaster pistol + 15 (4d6+4) with Rapid Shot 

Base Atk +14; Grp + 17 

Atk Options autofire (blaster rifle), Burst Fire, Point Blank Shot, 

Rapid Shot 

J~pecial Actions Assault Tactics, Indomitable, Tough as Nails 

Abilities Str 14, Dex 16, Con 14, Int 12, Wis 12, Cha 12 


Special Qualities command cover, share talent (Tough as Nails) 


Talents Armored Defense, Assault Tactics, Indomitable, Tactical Edge, 


Tough as Nails 

Feats Armor Proficiency (light), Burst Fire, Point Blank Shot, Rapid Shot, 

Skill Train ing (Initiative), Skill Training (Stealth), Weapon Proficiency 

(advanced melee weapons, heavy weapons, pistols, rifles, simple 

weapons) 

Skills Init iat ive + 16, Knowledge (tactics) + 14, Perception + 14, Stealth + 16 

Possessions blaster pistol, blaster rifle, commando armor (as armored 

f light suit, +5 armor), secure comlink 

ELITE COMMANDO 
Eli te commandos are the most skilled veterans of combat in many armies. 

An elit e commando has seen more missions than many squads combined, 

and he has learned from his experiences and become a formidable soldier. 

Elite commandos often embody the phrase "one-man army" in that they can 

often accomplish any mission with only a blaster and basic supplies. Elite 

commandos are extremely deadly and difficult to stop once they embark on 

a mission, and they are equally at home in remote reaches of the galaxy as 

they are in the urban jungles of the Core Worlds. 

Elite Commando CL 14 
Medium soldier 14 

Force 4 

Init + 14; Senses Perception +7 

Languages Basic 

Defenses Ref 31 (flat-footed 29), Fort 29 (+32 against extremes of cold 

and heat), Will 24 

hp 129; Threshold 29 

Speed 6 squares 

Melee vibrobayonet + 15 (2d6+S) 

Ranged blaster pistol + 16 (3d6+7) or 

Ranged blaster pistol + 11 (3d6+7) and 

blaster pistol + 11 (3d6+7) with Double Attack or 

Ranged blaster rifle + 17 (3d8+7) or 

Ranged blaster rifle + 12 (5d8+7) with Burst Fire 

Base Atk + 14; Grp + 16 

Atk Options autofire (blaster rifle). Burst Fire, Charging Fire, Coordinated 

Attack, Cover Fire, Double Attack (pistols). Point Blank Shot, Precise 

Shot, Triple Crit (blaster rifle) 

Special Actions Battle Analysis, Demolitionist 

Abilities Str 12, Dex 14, Con 13, Int 10, Wis 11, Cha 9 

Talents Armored Defense, Battle Analysis, Cover Fire, Demolitionist (2), 

Improved Armored Defense, Juggernaut 

Feats Armor Proficiency (light, medium), Burst Fire, Charging Fire, 

Coordinated Attack, Double Attack (pistols). Point Blank Shot, Precise 

Shot, Skill Training (Stealth), Toughness, Triple Crit (blaster rifle), 

Weapon Focus (rifles), Weapon Proficiency (advanced melee weapons, 

heavy weapons, pistols, rifles, simple weapons) 

Skills Endurance + 13, Initiative + 14, Knowledge (tactics) + 12, Mechanics 

+12, Stealth +14 

Possessions blaster pistol, blaster rifle (with vibrobayonet, folding stock, 

and targeting scope), battle armor (+S armor, +2 equipment), 1 

explosive charge, 2 blocks of detonite with 2 timers, secure comlink, 

field kit, glow rod, medpac, utility belt 
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CO N ARTIS T 

Con Artist 

Medium nonheroic 3/scoundrel 2 

Force 1: Dark Side 1 

Init +8; Senses Perception +8 

Languages Basic, 2 others 

types are the ones who know every game in the book, who are comfortabl~ 

setting up long and elaborate cons that leave the characters scratching th~ir 

heads in wonder about what just happened to them . 
CL 3 

Common con artists work alone or in small groups, since dividing up the 

spoils leaves little for the crew when the stakes are not grt'at in the fir5 t 

place. The long con artists work in larger teams, with each membt'r playing 

a particular part in the de ception to guide their victim in t he direction the 

want. Often, these teams feature individuals who have differing talen 
Defenses Ref 15 (flat-footed 14), Fort 11, Will 13 including technic ians and traders, but these crews could include just about 
hp 11; Threshold 11 anyone. 
Speed 6 squares 

Melee knife +2 [1 d4) 

Ranged hold-out blaster pistol +4 [3d4+ 1) 

Base AtK +3; Grp +4 

Atk Options Melee Defense, Point Blank Shot 

Special Actions Disruptive 

Abilities Str 8, Dex 12, Con 9, Int 14, Wis 10, Cha 12 

Talents Disruptive 

Feats Melee Defense, Point Blank Shot, Skill Focus (Deception), Skill Focus 

(Persuasion)' Skill Training (Initiative), Weapon Proficiency (pistols, 

simple weapons) 

Skills Deception + 13, Gather Information +8, Initiative +8, Persuasion + 13 

Possessions knife, hold-out blaster pistol, cheater, code cylinder, 

concealed holster, credit chip w ith 200 credits 

A sucker is born every minute, which is just the way the con artist likes it. By 

defrauding, deceiving, and lying to his marks, a con artist survives by tricking 

na'lve rubes out of the ir hard-earned credits. Most con artists are small-time 

crooks. These individuals might sell fraudulent goods, peddl ing junk that they 

try to pass off as the next big thing . They deal in stolen goods, rubbish, lies, 

and just about anything else they think they can sell. 

Although many con artists prefer a quick turnaround-they meet a mark, 

deceive that target, take the cred its, and disappear all within a few min­

utes-the dangerous con artists are the ones who pl ay the long con. These 

experienced grifters pick a mark and set up an elaborate cover meant to play 

to the mark's expectations. Once they have gained their target's confidence, 

they pull off the crime, usually walking away with a considerable fortune. 

CON A RTIST E N COUNTERS 
Most brushes with a con artist wind up being irritating setbacks, minor 

annoyances that impart a valuable lesson: Trust no one you don't know. It's 

a big galaxy, after all, and people need to make a liv ing even if it 's by shady 

means. In time (and perhaps after not too many lost credits), the heroes will 

know how to spot these tricksters and steer clear of them . The problem is that 

only the lea st talented con artists try the same trick repeatedly. The real slick 

Con artists prefer to avoid violent encounters and thus are careful 

about the victims they sel ect. They don't usually keep company with thug 

and brutes, since these folks lack the finesse and subtlet y needed for their 

profession. Instead. con artists protect themselves with blackmail and 

threats, or better still, by leaving the victim so befuddled tha t he has no 

idea what just happened. 



CRIME LORD 

Crime Lord CL 12 

Medium noble 7/scoundrel 2/crime lord 3 


Force 2; Dark Side 14 


Init +7; Senses Perception + 18 


Languages Basic, High Galactic, Rodese, 6 others 


Defenses Ref 26 (flat-footed 25). Fort 22, Will 29 


hp 47; Threshold 29 


Speed 6 squares 


Melee vibrob la de +9 (2d6+6) 


Ranged sporting bla ~ter +9 (3d4+6) 


Base Atk +8; Grp +9 


Atk Options Improved Disarm, Melee Defense, Point Blank Shot. 


Sneak Attack + 1d6 

Special Actions Born Leader 

Abilities Str 10, Dex 12, Con 8, Int 16, Wis 14, Cha 18 

Special Qualities command cover 

Talents Attract Minion, Born Leader, Connections, Distant Command, 

Educated, Inspire Fear I, Notorious, Sneak Attack +1d6 
Feats Improved Defenses, Improved Disarm, Linguist, Melee Defense, 

Point Blank Shot, Skill Focus (Deception). Skill Focus (Gather 

Information)' Skill Focus (Perception). Skill Focus (Persuasion), Weapon 

Focus (advanced melee weapons). Weapon Profi ciency (advanced 

me lee weapons, pistols, simple weapons) 

Skills Decept ion +20, Gather Information +20, Knowledge (bureaucracy) 

+ 14, Knowledge (galactic lore) +14, Perception +18, Pilot +12, 

Persuasion +20 (can reroll when intimidating, must take second result). 

Ride + 12, Use Computer +14 

Possessions sporting blaster, antique vibroblade, data pad, encrypted 

com link, enforcers (including several thugs and an 8th-level minion), 

fine quality clothing, 5,000 credits 

ot all crime lords are brutish thugs who crack heads to get things done. The 

crime lord described here is a well-educated, cosmopolitan individual raised 

in the upper crust of society. Blessed with a sense of refinement and class, 

this crime lord also has an overwhelming ego and a sense of entitlement 

that drives him to acquire wealth through underhanded methods, especially 

techniques that humiliate the victim as well as ruin him financially. On the 

surface, t his crime lord is sophisticated, witty, and charming, but underneath, 

he is cold, calculating, and cruel. Surrounded by beautiful objects and attrac­

ti ve people, he craves the new, exotic, and dangerous, going to great lengths 

to acquire anything that catches his fancy. 

Al though trained in ranged weapons, this crime lord carries an exquisite 

antique vibroblade and finds great pleasure in dueling with worthy opponents 

or gutting lowly minions to test his skills. Because of his twisted sense of 

honor, he enjoys using dirty tactics to catch his adversary off guard before 

delivering the killing stroke. 

CRIME LORD E NC O UNTERS 
This crime lord is likely to be encountered in the upper echelons of society. 

playing sabacc in fine casinos, fraternizing with holovid stars, or dining 

in top-notch restaurants-all the while wheeling and dealing with various 

contacts. In these types of locales, the crime lord is likely to be surrounded 

by hordes of sycophants and hangers-on, making combat a risky {and highly 

visible} prospect. Considering himself a "respected businessman," the crime 

lord is likely to use legal methods first, augmented by his considerable con­

nections and influence, to bring the law to bear on anyone that causes him 

even an inkling of trouble. If that fails, the crime lord unleashes his goons 

and hired personnel, trashing the heroes' base of operations, setting them 

up for blackmail, and wrecking their reputation. 

This crime lord could also be a patron of sorts, calling upon the heroes to 

acquire some rare, hard-to-get art object or to do other "favors." Ever on t he 

lookout for capable individuals, he might even try to recruit the heroes into 

his organization, offering them generous amounts of wealth and privilege-all 

for a price, of course. 



8L.ACK SUN VIO O 
The Black Sun is an enormous criminal venture that has incredible power. 
Its influence pervades almost every aspect of society, with tendrils of cor­
ruption seeping into the government. Its two primary sources of income are 
piracy and smuggling, although the Black Sun has its fingers in every illicit 
activity possible. A single boss controls the Black Sun, designating power 

to nine Vigos (an old Tionese term for the word "nephew"). each of whom 
controls his own sector and region of influence. 

Most Vigos cultivate an air of nobility, taste, and culture, which only their 
immense wealth and power can provide. The Vigo presented here does not 
fit that category. Brutish, tough, and absolutely merciless, he controls his 

criminal empire by breaking heads and using force to take what he wants. 
Althoug h perfectly capable of negotiating or using persuasion, a Black Sun 
Vigo prefers the sort of diplomacy that co mes out the end of his gun. 

Speed 6 squares 
Melee pistol whip +11 (ld6+7) 
Ranged heavy blaster pistol + 14 (3d8+9) or 

R 
~ Ranged heavy blaster pistol +9 (3d8+9) and 

heavy blaster pistol +9 (3d8+9) with Double Attack 
Base Atk +11; Grp +14 » 

Black Sun Vi go 
Medium Rodian soldier 6/scoundrel l/crime lord 7 
Force 3; Dark Side 10 

Init +15; Senses low-light vision; Perception +13 
Languages Basic, Huttese, Rodese, 2 others 

Defenses Ref 29 (flat-footed 26). Fort 26, Will 29 

hp 92; Threshold 26 

CL 14 

~ 
Atk Options Acrobatic Strike, Double Attack (pistols). Point Blank Shot, 

Sneak Attack + 1 d6 

Special Actions Indomitable, Presence, Weaken Resolve/] 
® Abilities Str 10, Dex 16, Con 10, Int 16, Wis 12, Cha 12 

Special Qualities command cover 
Talents Attract Minion (2). Gun Club, Indomitable, Inspire Fear I, Inspire 

Fear II, Notorious, Presence, Sneak Attack + ld6, Weaken Resolve, 
Weapon Specialization (pistols) 

Feats Acrobatic Strike, Combat Reflexes, Double Attack (pistols). Point 
Blank Shot, Skill Focus (Deception). Skill Focus (Gather Information)' 

Skill Focus (Persuasion)' Skill Focus (Surviva l)' Skill Tra ining (Gather 
Information). Weapon Focus (pistols). Weapon Proficiency (pistols, 
rifles, simple weapons) 

Skills Acrobatics + 15, Deception + 18, Gather Information + 18, In itiative 
+15, Knowledge (galactic lore) + 15, Perception + 13, Persuasion + 13 
(can reroll when intimidating, must take second result). Survival +18 

Possessions heavy blaster, datapad, encrypted comlink, enforcers 

(numerous thugs plus 2 11th-level minions). 2,000 credits 

Black Sun Vigo CL 14 
Medium Bith scoundrel 7/crime lord 5/gunslinger 2 
Force 4; Dark Side 14 

Init +14; Senses Perception +14 
Languages Basic, Bith, Huttese 

Defenses Ref 30 (flat-footed 28). Fort 24, Will 30 

hp 65; Threshold 24 

Speed 6 squares 


Melee unarmed + 10 (ld4+6) 

Ranged blaster pistol +14 (3d8+8) 


Base Atk +11; Grp +13 

Atk Options Deceptive Shot, Lucky Shot, Point Blank Shot, Precise Shot. 


Running Attack, Skirmisher 

Special Actions evolved intellect, Fool's Luck, Impel Ally I, Impel Ally II 
Abilities Str 9, Dex 15, Con 10, Int 14, Wi s 14, Cha 16 
Special Qualities command cover, evolved intellect. heightened 

awareness, meditative trance, trusty sidearm + 1 
Talents Deceptive Shot, Fool's Luck, Impel Ally I, Impel All y II, Inspirl! F~ar 

I, Inspire Fear II, Inspire Fear III, Knack, Lucky Shot, Skirmisher 
Feats Dual Weapon Mastery I, Dual Weapon Mastery II, Dual Wl!apon 

Mastery III, Quick Draw, Point Blank Shot, Precise Shot, Running 
Attack, Skill Focus (Deception). Weapon Focus (pistols), Weapon 
Proficiency (pistols, simple weapons) 

Skills Acrobatics + 14, Deception +20, Gather Information + 15, Initiative 
+14, Perception + 14 (can reroll, must take second result), Stealth +14 

Possessions 2 heavy blaster pistols, comlink, dark clothing, datapad, 500 
credits, various personal belongings 

81TH SPECIE S T R A ITS 
All Bith have the following species traits, 


Ability Modifiers: +2 Intelligence, -2 Constitution. Bith have /llg 

evolved minds but are physically f rail. 


Medium Size: As Medium creatures, Bith have no special bonus~ 


or penalties due to thei r size. 

Speed: Bith base speed is 6 squares. 


Evolved Intdlect : Once per encounter, a Blth can treat any s'"9 

Intelligence-based skill check as though It were a natural 20 a 

die. 


Heightened Awareness : A Blth can choose to reroll any Percep 

check, but the result of the: reroll must be accepted e:...en if itls worse 


M editat ive Trance: Bith gain all of t'he bet!efits of resting for 8 hou 
after 4 hours of meditation, Including natural healing and removill9 
persistent conditions. 

Automatic languages: Blth. 



Black Sun Vigo Encounters 
The Black Sun Vigo represents a perfect "boss" to be confronted at the end 

of an adventure, after the heroes have faced hordes of thugs and minions. 

Thanks to his vast wealth, a Black Sun Vigo can arm his enforcers with the 

best weapons, armor, and vessels to make life miserable for anyone that rubs 

him the wrong way. Unlike the crime lord described above, this Black Sun Vigo 

prefers getting into a scrap to "make an example" of his enemies, but is smart 

enough to make a tactical retreat if things go wrong. He rules through fear 

and intim idation, demanding utter subservience from his minions, and has 

littl e compunction about sending them into potentially suicidal situations. 

In addition to dozens or potentially hundreds of thugs at his command, a 

bodyguard, elite warrior, or martial artist to serve as his "heavy" to intimi­

date people and brea~ heads could also accompany the Black Sun Vigo. He 

also ma kes use of numerous specialists such as medics, pilots, slicers, and 

technicians to complete various illegal tasks or to help support his immense 

staff. 

Co nsidering their vast wealth and presti ge, Black Sun Vigos often have 

access to f ast ships armed to the teeth, and many keep small fleets of fight­

ers to protect their strongholds or to be used as raiders when piracy is the 

goa l for the day. 

HUTT CRIME L O R D 
Hutts embody many of the traits that make ideal crime lords-ambit ion , 

ru thlessness, greed, and a ma ssive ego. In fact, most citizens of the galaxy 

immediately equate Hutts with a life of crime, a reputation that most Hutts 

foster and appreciate. The Hutt crime lord despises both physical labor and 

personal combat. leaving such tasks to slaves and hired thugs. The Hutt 

crime lord presented here is armed, but uses his blaster only when things go 

horrib ly wrong. He uses his treasured stun baton freely, however, shocking 

laves that move too slowly or bashing in the brains of any minions that fail 

to appease him. 

Hutt Crime Lord CL 11 
Large Hutt noble S/scoundrel 2/crime lord 4 

Force 3; Dark Side 13 

Init +3; Senses low-light vision ; Perception + 18 

languages Basic, Huttese, 8 others 

Defenses Ref 21 (flat-footed 21), Fort 24, Will 29 (34 aga inst mind­

influencing effects) 

hp 90; Threshold 29 

Speed 1 square 

Melee stun baton +6 (2d6+S stun) 

Ranged blaster pistol +4 (3d6+S) 

Base Atk +7; Grp +12 

Atk Options Point Blank Shot 

Special Actions Born Leader, Demand Surrender, Fool's Luck, Presence, 

Weaken Resolve 

Abilities Str 10, Dex 6, Con 14, Int 18, Wis 16, Cha 18 

Special Qualities command cover, Force resistance 

Talents Attract Minion, Born Leader, Demand Surrender, Fool's Luck, 

Inspire Fear I, Notorious, Prese nce, Weaken Resolve 

Feats Improved Defenses, Linguist, Point Blank Shot, Skill Focus 

(Deception), Skill Focus (Gather Information), Skill Focu s (Knowiedge 

[bureaucracyl), Skill Focus (Knowledge [galactic lorell. Skill Focus 

(Perception), Skill Focus (Persuasion), Toughness, Weapon Proficiency 

(pistols, simple weapons) 

Skills Deception + 19, Gather Information +19, Initiative +8, Knowledge 

(bureaucracy) + 19, Knowledge (galactic lore) + 19, Knowledge (social 

sciences) +14, Knowledge (tact ics) + 14, Knowledge (technology) + 14, 

Persuasion + 19 (can reroll when intimidating, must take second result), 

Use Computer + 14 

Possessions blaster pistol, stun baton, enforcers (several thugs plus 1 8th ­

level minion) 

Hutt Crime Lord Encounters 
Most Hutts prefer to handle their affa irs through proxies, rarely if ever 

exiting the safety and comfort of their fortresslike headquarters. Heroes 

who are forced to face a Hutt crime lord often do so at the Hutt's advan­

tage-a crime lord's home is riddled with traps, barriers, escape routes, and 

dozens of heavily armed minions. Hutts are also fond of keeping dangerous 

pets-the dreaded rancor being just one possibility-and delight in watch­

ing victims feebly try to defend themselves for the amusement of the Hutt 

and his sycophants. One way to gain entry into a Hutt's fortified base is to 

present oneself as a gladiator for hire, allowing someone to be both armed 

and relatively close to the Hutt during combat. 



DARK ..JEDI 

Dark Jedi CL 7 
Medium Jedi 7 

Force 8; Dark Side 14 

Init +5; Senses Perception +5 

Languages Basic 

Defenses Ref 21 (flat-footed 18, Lightsaber Defense 22), Fort 18, Will 20; 

Deflect 

hp 66; Threshold 18 

Speed 6 squares 

Melee lightsaber +9 (2d8+6) or 

Melee lightsaber +7 (3d8+6) with Rapid Strike 

Base Atk +7; Grp +9 

Atk Options Cleave, Rapid Strike 

Special Actions Lightsaber Defense, Power of the Dark Side 

Force Powers Known (Use the Force + 15) : battle strike, dark rage, 
Farce slam 

Abilities Str 13, Dex 14, Con 11, Int 10, Wis 14, Cha 15 

Talents Deflect, lightsaber Defense, Power of the Dark Side, Weapon 

Specialization (lightsabers) 

Feats Cleave, Force Sensitivity, Force Training, Martial Arts I, Rapid Strike, 

Skill Focus (Use the Force)' Weapon Finesse, Weapon Proficiency 

(Iightsabers, simple weapons) 

Skills Acrobatics + 10, Use the Force + 15 

I 
Possessions lightsaber, dark-colored Jedi robes 

Embracing the light side of the Force is the Jedi Order, guardians of peace and 

justice in the galaxy. Surrendering to the dark side and opposing the Jedi are 

the enigmatic Sith. The Dark Jedi, not truly belonging to either organization, 
~ fall somewhere in the middle of that ancient conflict.tID 

Those Force-users who claim to be Dark Jedi are, for the most part, former 

members of the Jedi Order who succumbed to the temptation of the dark side 

and left the Order. Many who leave the ranks of the Jedi isolate themselves 

to learn and experiment with the Force, but others do find one versed in 

the ways of the dark side to complete their training. Some of them are even 

seduced by the Sith to serve under them with the hope of furthering their 

knowledge of the Force. 

However, some of those classified as Dark Jedi might be Force-sensitive 

individuals who have never been trained by the Jedi and actually began their 

instruction under another Dark Jedi. Still others might not have started life 

being sensitive to the Force and were granted the ability artificially. In any 

case, Dark Jedi pose a significant threat to freedom throughout the galaxy 

by opposing those who have sworn to protect it. 

DARK .... E DI ENCOUNTER S 
The potential for Dark Jedi to be located anywhere in the gala 

is high. Since a large number of them live by themselves to follow 

their dark pursuits, one could choose just about any planet to make 

his home and settle in. Whether they decide to live an urban lifestyle or 

establish themselves in the wilderness, Dark Jedi will locate a haven and 

make themselves difficult to detect, if they so choose. Historically. they have 

been found in such locales as the forests of Dathomir, the hidden caverns of 

Wayland, the Separatist fleet under the command of Count Dooku. and the 

halls of the Imperial capital serving the Emperor himself, en for('ing the will 
of their master throughout the galaxy. 

Although Dark Jedi might live alone, many make astonishing connections 

to accomplish their goals. Some will seek out and serve under master; of 

the dark side of the Force, such as a Dark Jedi Master or a Sith Lord. while 

others will go the other direction and recruit non-Force-using individua ls 

such as mercenaries or pirates, making themselves the master of the force 

within the group. Others might try to pass themselves off as t rue Jedi and 

associate themselves with diplomats and politicians in leg i timate govern­

ments, using the institution's backing to reach their objectives without fear 

of crossing the local authorities. 



Facing a Dark Jedi in battle is a risky venture at best, considering the 
resources at that individual's disposal. The dark side of the Force combined 
with anger or passion can cause even skilled Jedi to balk momentarily. 
Whether by himself or with supporters, a Dark Jedi enters combat with little 
hesitat ion and tends to focus his energy on Force-using heroes who oppose 
him before turning on any others, using his lightsaber and any offensive 
Force powers to quickly finish the fight. Most Dark Jedi have little sense of 
honor and wi ll retreat to fight another day when the battle turns against 
them, sometimes leaving their associates behind. 

TH E REBOR N 
The Reborn is the achievement of the dream of artificially imbuing the ability 
to perceive and ma nip.ulate the Force into beings that didn't have it before. 
Working as Dark Jed i warriors, the Reborn serve as the foot soldiers of the 
fattion kn own as the Empire Reborn, dedicated to returning the ideals of 
Emperor Palpatine back to the galaxy at large. 

The Reborn originated with Desann, one of Luke Skywalker's former 
students at the Jedi Praxeum who fell to the dark side, and Hethrir, a former 
apprentice to Dar th Vader and servant of the Emperor. By deceiving Kyle 
Karam into giving away the location of the Valley of the Jedi and the Force 
nexus located there, Hetnrir increased his powers fourfold by absorbing 
energy from ancient Jedi and Sith spirits. After gaining that power, the two 
Dark Jedi were able to imbue others with the power of the Force and use them 
as warr iors to threaten the New Republic and Skywalker's New Jedi Order. 

Dispa tched by Desann and the Empire Reborn, the Reborn worked in con­
junction with units of the Imperial Army to perform various missions across 
the galaxy. Desann used these missions not only to further the cause of the 
Empire Reborn but also to help train the Reborn for Desann's ultimate goal: 
the death of Skywalker and the destruction of his Jedi. They were stopped 
bV Kyle Katarn and Rogue Squadron. 

Ashor t time later, those Reborn who survived the assault assembled under 
the leadership of Tavion Axmis, Desann's apprentice. With the assistance 
of the Imperial Remnant, Tavion created a Sith cult called the Disciples of 
Ragnos and named it the New Reborn. Striving to continue Desann's work, 
the cult is ts eventually made their way to Korriban, where they were defeated 
wi thirl the an cient Sith tombs in the Valley of the Dark Lords by Jaden Korr 
and a band of Jed i from Skywalker's academy. 

The Reborn are easily recognized by their orange cloaks and simple, red­
bladed lightsabers. Even though they have been granted the ability to use 
the Force, their aptitude to wield it is not very strong, but their ability with 
the lightsaber compensates for this shortcoming. 

The Reborn CL 2 
Medium Human non heroic 6 
Dark Side 12 
Init +9; Senses Perception +9 
Languages Basic 

Defenses Ref 12 (flat-footed 11). Fort 12, Will 11; Dodge 
hp 19; Threshold 12 

Speed 6 squares 
Melee lightsaber +5 (2d8+4) 
Base Atk +4; Grp +5 
Force Powers Known (Use the Force +7): battlestrike(2) 

Abilities Str 13, Dex 12, Con 10, Int 11, Wis 12, Cha 9 
Feats Dodge, Force Sensitivity, Force Training, Skill Training [Use the 

Force)' Weapon Proficiency (Iightsabers, pistols, simple weapons) 
Skills Endurance +8, Initiative +9, Perception +9, Use the Force +7 
Possessions lightsaber, orange cloak 



NEW DAR I<. B IDE T A L.E N T : 
DRAIN KNOWL.EOOE 
The following talent is part of t he Dark Side talent tree (Sf 101 1 

Drain Knowledge: As a standard action. you can sp('nd a Fa 
to drain the knowledge of an enemy you touch; you must succeed 

Use the Force check (DC equal to the target's Will Defense) to Ol e 

this talent, and if you fail to activate this talent. you rna ." not I r 
on the same target f or one day. If successful, you immediately bee 

trained in one skill that the target is t rained in; if you are "Iread 

In that skill. you instead gain Skill Focus in that skill. This training 
focus lasts for one day. Additionally, your target moves - 1 pero;istent ste 

along the condition track. and the persistent condition can be remo 
only by resting for 8 hours. 

Additionally, you can choose to instead sift through the mi nd 0 

the target. looking for a specific piece of knowledge Of informa 

Doing so requires you to make a Perception check against the targel'S 

Will Defense: success indicates that you pull the relevant info 
from the target's mind. When you do so, you do not gain the tra ining 

or focus normally granted by this t alent, but otherwise the taltnt func­
tions as normal. 

Using this talent increases your Dark Side Score by 1. 

D A.R K ~EDI MA.STER 
Dark Jedi Master CL 17 
Medium Jedi 9/Jedi Knight 5/Jedi Mast er 3 

Destiny 1; Force 6; Dark Side 18; Strong in the Force 

Init +20; Senses Perception +20; Force Perception 
Languages Basic 

Defenses Ref 32 (flat-footed 31), Fort 30, Will 31; Block, Deflect. Dodge 
hp 135; Threshold 30 

Immune fear 

Speed 6 squares 

Melee lightsaber +21 (2d8+12) or 

Melee ligntsaber + 19 (3d8+12) with Rap id Strike 
Base Atk +17; Grp +19 

Atk Options Acrobatic Str ike, Melee Defense, Rapid Strike, Triple Crit 
(Iightsaber) 

Special Actions Power of the Dark Side, Redirect Shot. serenity, 
Telekineti c Power, Telekinetic Savant 

Force Powers Known (Use the Force +20) : battle strike (3), dark rage, 
Force grip (2), Force lightning (2). Force slam (2), Force thrust (2), 
move object, rebuke, surge 

Force Techniques Fo rce Po in t Recovery, Improved Sense Force 

Force Secrets Devastat ing Power, Quicken Power ~ 
Abilities Str 14, Dex 13, Con 12, In t 10, Wis 18, Cha 14I~ Special Qualities serenity 

Talents Block, Deflect. Force Intuition, Force Perception, Power of the 

~ Dark Side, Red irect Shot. Swift Power, Telekinetic Power, Te lekinetic 

Savant, Weapon Specialization (Iightsabers) 

~ Feats Acrobatic Strike, Dodge, Force Sensitivity, Force Training (3), 

Melee Defense, Rapid Strike, Skill Focus (Use the Force)' Strong in the 

Force, Triple Crit (lightsaber), Weapon Focus (Iightsabers), Weapon~ Proficiency (Iightsabers, simple weapons) 

Skills Acrobatics + 14, Initiative +20, Perception +20, Use the Force +20 

Possessions lightsaber (self-bui lt), Jedi robes, utility be lt with medpac 

The Dark Jedi are Force-attuned individua ls who reject the teaCh in gs of the 

Jedi and, for some, the Sith. Most are fal len Jedi who have failed to live up 
to the ideals and lifestyle of the Jedi and instead embrace the baser emo­

tions that lead to co rru ption and evil. Every Dark Jed i is a tragedy, a terrible 

shame that stains the illustrious history of the Jedi Order, but when a Jedi 
Ma ster falls, it is a tragedy beyond compare. 



D ARK ~ED I MASTER 
ENC:OUNTERS 
Dark Jedi Masters are excellent high-level villains for just about any era . Since 
Oark Jedi are not bound by the Rule of Two that limits the number of Sith in 

the galaxy, Dark Jedi Masters can coexist with the Emperor and any of his 

apprentices (Darth Maul, Darth Tyranus, or Darth Vader). Dark Jedi Masters 
have their own Dark Jedi apprentices, and there's no limit to the number of 

cronies they might employ. 

Although many Dark Jedi Masters have grand designs of their own, 

hatch ing evil plots in the shadows of the galaxy, some, such as Jerec (see 
below), are actually in the employ of the Sith, serving as Imperial Inquisitors, 

Hands of the Emperor, or in just about any other capacity the Dark lord of 

the Si th can conceive. 

-J E RSC: 

As a Jedi, Jerec learned the fundamentals of the Force, and more important, 


he learn ed the value and power of knowledge. 


When the opportunity arose for him to lead a team of Jedi into the 

Unkn own Regions in search of lost artifacts, he took it, never suspecting (or 
caring, if he did suspect) the growing trouble in the RepUblic. While he was 

away, the Clone Wars raged, the Republic collapsed, and the Emperor emerged 

as the undisputed master of the galaxy. So when Jerec returned, nearly 
reaching Coruscant, he was shocked to find himself captured by an Imperial 

Inqu isitor. His story might have ended there, had it not been for his willingness 

to set aside his loyalties and embrace the dark side of the Force. 

Jerec languished in Palpatine's employ. loathing Darth Vader, he sought 
ways to discredit his rival and supplant him, but the Emperor would have none 

of it. During the Rebellion against the Empire, Jerec served as an Imperial 
Inquisitor, hunting down his former comrades and destroying them wherever 

he found them. He managed to avoid the collapse of his masters' reign when 

the Emperor was finally defeated by the Rebellion. 

Jerec CL 19 

Medium Miraluka Jedi 10/Jedi Knight 2/Jedi Master 2/noble 5 

Destiny 2; Force 7; Dark Side 16; Strong in the Force 

In it +17; Senses Force sight; Perception + 17; Force Perception 

languages Basic, Bocce, High Galactic, Huttese, Miralukese, Zabrak 

Defenses Ref 36 (flat-footed 33, Lightsaber Defense 38). Fort 35, Will 36; 

Block, Deflect, Dodge 
hp 144; Threshold 35 

Immune fear 

Speed 6 squares 

Melee I:ghtsaber +20 (2d8+ 11) or 
Melee lightsaber + 17 (2d8+ 11) and 

lightsaber ~17 (2d8+11) with Double Attack or 

Melee vibroblade +20 [2d6+ 11) 

Base Atk +17; Grp +20 
Atk Options Combat Reflexes, Double Attack (Iightsabersl. Melee 

Defense, Running Attack, Whirlwind Attack 
Special Actions Drain Knowledge, lightsaber Defense, Power of the Dar 

Side, Quick Draw, serenity 
Force Powers Known (Use the Force + 17): battle strike, dark rage, 

farseeing, Force grip, Force lightning (2). Force slam, mind trick, move 
object, negate energy, rebuke, surge 

Force Techniques Improved Telepathy 
Force Secrets Multitarget Power 

Abilities Str 16, Dex 17, Con 15, Int 14, Wis 16, Cha 16 

Special Qualities Force sight, serenity 

Talents Block, Connections, Deflect. Drain Knowledge, Force Perception, 
lightsaber Defense (2), Multiattack Proficiency [Iightsabers), Power of 

the Dark Side, Wealth 
Feats Combat Reflexes, Dodge, Double Attack (Iightsabers), Force 

Sensitivity, Force Training (2). Improved Defenses, Linguist, Melee 

Defense, Quick Draw, Running Attack, Skill Focus (Persuasion)' Skill 
Training (Gather Information), Strong in the Force, Weapon Proficiency 

(advanced melee weapons, lightsabers, simple weaponsl. Whirlwind 

Attack 

Skills Acrobatics + 17, Gather Information + 17, Knowledge [galactic lore ) 
+16, Initiative + 17, Perception + 17, Persuasion + 17, Use the Force + 17 

Possessions lightsaber (self-built), vibroblade 

MIRAL.UI<A SPBC:IBS TRAITS 
All Mlraluka have the following speci~ traits. 

Ability M odifiers: +2 Intelligence. -2 Dexterity. Miraluka have keen 
minds, but their reliance on the Force to perceive their surroundings 

prevents them from reaqing quicltly. 
M edium Size: As Medium creatures, Miraluka have no special 

bonuses or penalti~ due to their size. 

Speed : Miraluka base speed is 6 squar~. 
Force Sight: Although blind, Miraluka can "see" through the Force. 

They act normally wlthou.t taking any penalties for blindness. This 

trait enables them to make Perception checks, and read and write as a 

sighted person. They can, however, ignore the effects of darkness as if 
they had darkvision. Miraluka cannot, however, detect creatures that 

are· "invisible" to the Force such as the Yuuzhan Vong and the ysalamiri 
(page 131). Th~e creatures have total concealment fram Miraluka. as 

do cteatur~ in areas that dampen or suppress the Force. 

Conditional Bonus Feat : A Miraluka who has Use the Force as a 

trained skill gains Force Training as a bonus feat. 
Automatic Languages: Basic and Miralukese. 

.­
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DARK B IDE ADE P T 

Dark Side Adept CL 6 
Medium non heroic 3/ noble 5 
Force 2; Dark Side 14 

Init +4 ; Senses Perception + 11 
Languages Basi c, 3 others 

Defenses Ref 16 (flat-footed 16), Fort 15, Will 19 
hp 26; Threshold 15 

Speed 6 squares 
Melee knife + 4 (1d4+1) 
Ranged hold-out blaster pistol +5 (3d4+2) 
Base AtR-+5; Grp +5 
Special Actions Da rk Presence , Power of the Dark Side, Presen ce 

Force Powers Known (Use the Force + 10): dark rage, mind trick, surge 

Abilities Str 8, De x 10, Co n 10, Int 12, Wis 14, Cha 13 

Talents Dark Presence, Power of the Dark Side, Presence 

Feats Force Sensitivity, Force Training, Linguist, Skill Training (Knowledge 
[galactic lore], Persuasion)' Skill Training (Use Computer), Skill Training 

(Use the Force), Weapon Proficiency (pistols, simple weapons) 

Skills Deception + 10, Knowledge (galactic lore) + 10, Perception + 11, 
Persuasion + 10, Use Computer + 10, Use the Force + 10 

Possessions knife, hold-out blaster pistol .[.(B )
(ii) 

~ 
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This dark side adept represents the hangers-on, sycophants, and ambitious 

bureaucrats who curried the Emperor's favor after the disintegration of the 
Senate. The Emperor intended to train a new breed of noble, one complete 

subservient to the dark side, to replace the planetary governors who ~e 
hoping to have a more direct hand in his control over the galaxy. Many of 

his subjects were drawn from the fawning Senators and other officia ls who 
had long been loyal to Palpatine's government and continued to serve their 

Emperor after the demise of the Republic. Each would-be servant received 
rudimentary instruction in the Emperor's vision of the Force until the cor­

ruption in their bodies matched that in their spirits. 

PRIMITIVE D AR K SIDE A DEPT 
There are many more Force trad itions than those upheld by the Jedi or twisted 
by the Sith. On a primitive world, the indigenous species might learn of the 

Force in a variety of ways. In some cases, the Force serves as magic, sorcery 
that's misunderstood ; for others, the Force is the wi ll of the god~ . But for 
a few, the Force is an expedient energy source that allows them to further 

their own ambitions. 

Primitive dark side adepts are savage Force-users who exploit the Force 
for their own wicked ends. Such characters could use th eir powers to take 

over their tribe and exert their will through terrifying methods, ruling throug 
fear and destruction. Others might support powerful warlords, using their 

dark magic to augment and enhance their master's abi lit ies. Regardl5S of 

the role, these dark side adepts are dangerous, for they of ten have no idea 
what it is they do. 

DARK SIDE A DEPT 
E NCOUNTER S 
Dark side adepts fill many roles in the galaxy, represent ing everything from 

foul warlocks twisted by hatred and fear to carefully culti vated elite waniors 
who exist only to serve the whim of the Emperor. What uni tes them is tha 

none of them subscribe to a particular Force tradition . 
The typical dark side adept is a minion, a crony in service to a higher and 

darker Force-user. Many dark side adepts are politicians and bureaucra~ 

whom the Emperor or some other dark side wielder has singled out because 
of their unique Skills. Such individuals are loyal to the Emperor, but rarely to 

each other, and they are quick to use treachery to advance their standing 
in the eyes of their master. 

Primitive dark side adepts might enjoy the support and protection of 
their savage people or they might be shunned, cast out and forced to I~ 

in isolation . In the case of the former, a dark side adept could emerge as 
a significant threat, using his Fo rce powers to bend others to his will and 

spread his wickedness throughout the land. In the case of the latter, though, 
the dark side adept seeks revenge, turning his fear into a powerful weapon 

and dominating the minds of dangerous predators and queer creatures to 
serve as his soldiers. 



The more powerful dark side adepts can become major villains in their own 
right. Since they are not a part of a Force tradition, they lack the support 
of other Force-users. Instead, they build their strength through mundane 
means, by hiring mercenaries, bounty hunters, and assassins. 

Primitive Dark Side Adept CL 9 
Medium scout 7/Force adept 2 
Force 6; Dark Side 15 
Init +9; Senses Perception + 11 
Languages Basic, 2 others 

Defenses Ref 21 (flat-footed 21), Fort 23, Will 25; Dodge, Mobility 
hp 76; Threshold 23 
Resist Eva.sion 

Speed 6 squares 
Melee force pike +5 (2d8+3) 
Ranged slug thrower rifle +6 (2d8+4) 
Base Atk +6; Grp +6 
Atk Options autofire (slug thrower rifle), Channel Aggression 
Special Actions Damage Reduction 10, Power of the Dark Side, 

Shake It Off, Telekinetic Savant 
Force Powers Known (Use the Force +11) : farseeing, Farce grip, 

Farce slam (2), Farce thrust. move abject 
Force Techniques Force Power Mastery (move abject) 

Abilities Str 9, Dex 11, Con 14, Int 14, Wis 15, Cha 15 
Talents Channel Aggression, Damage Reduction 10, Evasion, Power of the 

Dark Si de , Telekinetic Savant 
Feats Dodge, Force Sensitive, Force Training (2), Mobility, Shake It Off, 

Skill Trai ning (Use the Force), Weapon Proficiency (advanced melee 
weapons, pistols, rifles, simple weapons) 

Skills Climb +8, Endurance +11, Initiative +9, Jump +8, Perception +11, 
Stealth +9, Survival + 11, Swim +8, Use the Force +11 

Possessions force pike, slug thrower rifle with 3 clips, dark robes, fetish 

DSSANN 
Desann su ffered terribly among his own people, for they had never encoun­
tered the Force or users of the Force. When his powers began to become 
evident, he was cast out and ridiculed as a freak, abused by friends and family 
alike. Desann escaped his world when he was discovered by Luke Skywalker, 
who recognized his potential. Under the guidance of the Jedi Master, Desann 
finally found the acceptance he craved. 

Nonetheless, fear and anger were his constant companions, and he had a ten­
de.ncy to bully the other students at Skywalker's academy. Rather than making 
friendships, he sabotaged the family he had found and became an outsider. The 
situation finally deteriorated beyond repair when he accidentally killed a student 
who had the gall to stand up for himself in the face of Desann's cruelty. 

Rather than face the consequences of his actions, Desann fled the Jed i 
Praxeum on Yavin 4 and continued his training on his own, experimenting 
with the Force and using his powerful emotions to compensate for his lac 
of experience. He dabbled, fumbled, and eventually learned to harness the 
hatred and anger necessary to master the dark side. Although many of his 
abilities find their origins in the fundamentals presented to him by his former 
master, Desann is largely self-taught when it comes to the dark mysteries 
of the Force. 

When Desann had learned enough, he sought out the remnants of the 
Empire and sold his services to a splinter group known as the Empire Reborn . 
Commanding a powerful ship and supported by a fleet of starfighters, Desann 
would prove a potent foe for the New Jed i Order. 

Desann CL 9 
Medium Chistori scout 2/Jedi 5/Force adept 2 
Destiny 1; Force 6; Dark Side 14 
Init +11; Senses Perception + 11 
Languages Basic, Chistori 

Defenses Ref 23 (flat-footed 21), Fort 23, Will 25 
Resist Evasion 
hp 65; DR 2; Threshold 23 R 

Speed 6 squares 

Melee lig htsaber + 10 (2d8+7) 
 g
Base Atk +7; Grp +10 
Atk Options Channel Aggression, Cleave, Crippling Strike, Power Attack @ 
Special Actions Force Focu s, Power of the Dark Side, rage, Shake It Off d 
Force Powers Known (Use the Force +9): battle strike, dark rage, Force ~ grip, Force lightning, mind trick, move object 

Abilities Str 16, Dex 14, Con 14, Int 13, Wis 14, Cha 11 
Special Qualities Cold-Blooded, rage 
Talents Evasion, Channel Aggression, Crippling Strike, Force Focus, Power 

of the Dark Side 
Feats Cleave, Force Sensitive, Force Training (2), Power Attack, Shake It 

Off, Skill Training (Initiative), Skill Training (Use the Force), Weapon 
Proficiency (Iightsabers, pistols, rifles, si mple weapons) 

Skills Endurance + 11, Initiativ~ +11 , Jump +12, Knowledge (galactic lore) 
+10, Perception + 11, Pilot + 11, Surviva l + 11, Use the Force +9 

Possessions lightsaber, encrypted com link, Doomgiver (as Imperial I-c lass 
Star Destroyer) 
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Desann Encounters 
Desann makes an excellent villain for mid-level campaigns set after the fall 
of the Galactic Empire. Desann is almost always accompanied by either a 

Dark Jedi or a cadre of his Reborn (page 29) . During the turmoil following 
the Galactic Civil War, Desann can be found in many parts of the gala xy on 

his quest to secure more successful methods for creating his armies of dark 
side Force-users. 

Though he is not as powerful as many Jedi Masters, Desann is a dangerous 

foe nonetheless. He is a skilled warrior who has large amounts of resources 
at his disposal. Desann might also be encountered with mercenaries and 

other soldiers, particularly those loyal to the Imperial Remnant. Additionally, 
Desann has the backing of Imperial Admiral Fyyar, and he can bring down 

the resources of the Empire (including legions of stormtroopers) on those 
who get in his way. 

N EW SPECIES: CHISTORI 
The Chistori are a race of obscure saurian humanoids. So scarce is the infor­
mation on these people that even the Jedi Archives have no information on 

the Chistori homeworld. What little is known about this species comes from 

their interaction with others. Fierce and warlike, they are quick to anger and 
tend to use excessive force to deal with even the smallest slights. As a result, 

few spacefaring species have any reason to seek them out. 
Personality: The same talents that make them excellent warriors shows 

through in the Chistori's interaction with other species, with most encounters 

ending in violence . Chistori are an impatient species and have little use for 
the rigidity of order and discipline, preferring instead to go their own way 

and do as they please. 
Physical Description: The reptilian Chistori stand about 1.9 meters tall 

and have lithe, though muscled, builds. Thick scales cover their bodies, usually 
blue or purple on their backs and brown and tan on their chests, abdomens, 

and faces. Their most pronounced feature is a large snout under which is a 
hinged jaw filled with sharp teeth perfect for rending flesh. 

Homeworld: The Chistori homeworld is unknown, and many Chistori who 
wander the galaxy either have forgotten where they come from or guard this 

information with their lives. 

Language : Lacking experience or even contact with other cultures means 
that the Chistori speak only the language of their people. Eventually, neces­

sity forces these stubborn warriors to pick up Basic, but they still use words 

from their own language in everyday speech. 
Example Names: Desann, Cydon Pra x. 

Adventurers: The few Chistori who find reasons to leave their homeworld 
find work as bounty hunters, soldiers, and assassins, professions that re ftter 
their particular talents and capabilities. Interestingly, the Force seems almost 

completely unknown to the Chistori, either as a religion or as practiced b 
the Jedi. For this reason, Chistori Jedi are exceedingly rare. 

C HISTORI S PE C I E S TRAITS 
All Chislori havt the following species traits. 

Ability Modifiers: +2 Strength, -2 De).terity. Chistori are str 

but their bodies are slow and somttimes ponderous, 
Medium Size: As Medium crtatures, Chistod havt. no special bo 

or penalties due to their size. 

Speed: Chis tori base speed is 6 squares. 

Cold-Blooded: Chistori are very stnsitive to cold climates. Thtv tale 


a -S penalty to Fortitude Defeost' when in areas of txlremt cold, 

Armor Plating: Chistar! have thick scales that provide damaQt 

reduction 2. 
Rage: Once per day, a Chistori can fly into a rage as iI swift acf 

When raging, a Chlslori gains a +2 rage bonus to melee ,altac 

and melee damage rolls but cannot use skills that require patience an 
concl!lltratjon, such as Mechanics, Stealth. or Use the Force. 

A fit of rage lasts for a number of rounds equal to 5 .. the Chistori's 

Con modifier, At the end of its rage, 8 Chlstori moves -1 persist~nt stt 

along the condition track. The penalties Imposed by this condition per. 
until the Chistori takes at least 10 minut~s to recuperate, during 

time the creature can't engage in any strenuous activity. 
Automatic:: languages: Chis tori. 

"COME, ~CJI ME. 
You KNOW IN YO R 

HEART YOU'L.L. 
NEVER BE ONE OF 

THEM. " 

DES NN 



DIPL.. O M A T 

Diplomat CL 3 
Medium non heroic 6/noble 1 
Force 1 
Init +3; Senses Perception + 16 
Languages Basic, High Galactic, 4 others 

Defenses Ref 11 (flat-footed 11), Fort 11, Will 16 
hp 19; Threshold 11 

Speed 6 squares 
Melee unarmed +3 (ld4-1) 
Ranged blaster pistol '/-4 (3d6) 
Base Atk +4; Grp +4 
Special Actions Presence 

Abilities Str 8, Dex 10, Con 10, Int 15, Wis 16, Cha 16 
Talents Presence 
Feats linguist, Skill Focus (Deception), Skill Focus (Perception), Skill 

Focus (Persuasion), Skill Training (Perception), Weapon Proficiency 
(pisto ls, simple weapons) 

Skills Deception +16, Knowledge (galactic lore) + 10, Knowledge 
(bu reaucracy) +10, Perception + 16, Persuasion +16 

Possessions blaster pistol, comlink with holo capability, data pad, 
diplomat's robes 

Diplomats are the representatives of the galaxy. They represent the interest of 
their people in the larger political arena, acting on behalf of a single planet, 
3n entire sector, a corporate interest, or any other geographical, political, 
or economic body. Whether squaring off against a rival organization under 
the glowering attention of Jedi arbitrators or pleading their case before the 
august body of the Senate, Diplomats are charged with being the voice of 
the people they represent and empowered with the ability to forge agree­
ments and negotiate deals. 

Although their principal functions are clear, some diplomats have other 
ambit ions beyond their responsibilities. It is not uncommon for a diplomat to 
jockey for a seat on a senate or to maneuver into a greater position within 
his homeworld's government. Furthermore, there seems to be at least one 
diplomat in any group of them who doesn't keep the best interests of his 
people in mind, wallowing instead in the payoffs and gifts bestowed by 
those who would exploit his status. Still, these individuals are the exception; 
most are conscientious members of their community, driven to do what's 
best for their charges. 

DIPLOMAT ENCOUNTERS 
Rare is the diplomat who doesn't travel with a large entourage. A diplomat 
is the principal connection a group of people has to the larger world, and 
the loss of this envoy can have dreadful consequences. As a result, security 
personnel guard these vital agl':nts. 

A diplomat can also expect to have assistants in the form of a perso na l 
physician, lesser administrators, and other hangers-on to attend to her 
needs. In almost every case, one or more of these attendants are bodyguards 
who keep close to their charge in case an enemy somehow slips past the 
security detail. 

Since her principal function is negotiation, when on a mission, a diplo­
mat likely cloisters herself away behind heavy blast doors and permacrete 
walls to broker deals and argue about the future of the gala xy with other 
diplomats. 
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O IPL.OMAT 

Diplomat CL 3 
~ d iu m nonheroic 6/noble 1 

Force 1 
Init +3; Senses Perception + 16 
languages Basic, High Galactic, 4 others 

Defenses Ref 11 (flat-footed 11J. Fort 11, Will 16 
hp 19 ; Threshold 11 

Speed 6 squares 
Melee unarmed +3 (1 d4-1) 
Ranged blaster pistol +'t (3d6) 
Base Atk +4; Grp +4 
Special Actions Presence 

Abilities Str 8, Dex 10, Co n 10, Int 15, Wis 16, Cha 16 
Talents Presence 
Feats linguist, Skill Focus (Deception), Skill Focus (Perception), Skill 

f ocus (Persuasion), Skill Training (Perception), Weapon Proficiency 
(pistols, simple weapons) 

Skills Deception + 16, Knowledge (galactic lore) + 10, Knowledge 
(bureaucracy) + 1 0, Perception + 16, Persuasion +16 

Possessions blaster pistol, comlink with holo capability, datapad, 
diplomat's robes 

Diplomats are the representatives of the galaxy. They represent the interest of 
their people in the larger political arena, acting on behalf of a single planet, 
on en tire sector, a corporate interest, or any other geographical , political, 
or economic body. Whether squaring off against a rival organization under 
the glowering attention of Jedi arbitrators or pleading their case before the 
august body of the Senate, Diplomats are charged with being the voice of 
the people they represent and empowered with the ability to forge agree­
men ts and negotiate deals. 

Although their principal functions are clear, some diplomats have other 
ambitions beyond their responsibilities. It is not uncommon for a diplomat to 
jockey for a seat on a senate or to maneuver into a greater position within 
his homeworld's government. Furthermore, there seems to be at least one 
diplomat in any group of them who doesn't keep the best interests of his 
people in mi nd, wallow ing instead in the payoffs and gifts bestowed by 
those who would exploit his status. Still, these individuals are the exception; 
most are conscientious members of their community, driven to do what's 
best for the ir cha rges. 

DIPLOMAT E NCOUNTERS 
Rare is the diplomat who doesn't travel with a large entourage. A dipl omat 
is the principal connection a group of people has to the larger wo rld, and 
the loss of this envoy can have dreadful consequences. As a result, securi 
personnel guard these vital agents. 

A diplomat can also expect to have assistants in the farm of a personal 
physician, lesser administrators, and other hangers- on to attend to her 
needs. In almost every case, one or more of these attendants are bodyguards 
who keep close to their charge in case an enemy somehow slips past the 
security detail. 

Since her principal function is negotiation, when on a mission, a diplo­
mat likely cloisters herself away behind heavy blast doors and permacrete 
walls to broker deals and argue about the future of the gala xy with other 
diplomats. 



DOCTOR 

Doctor 

Medium nonheroic 3 

Init +2: Senses Perception +8 

Languages Basic, 2 others 

Doctors of all types employ medical droids to aid in the prognosis an 

treatment of their patients. In some cases, a doctor might leave most of 

the medical practice to the droids while focusing on research and study
CL 1 

Military doctors receive the same leve l of protection that would be provided 

for any specialty staff-either soldiers or security personnel, depending 0 

the outfit. 

Speed 6 squares 


Melee unarmed +1 (ld4-1) 


Base Atk +2: Grp +3 


Abilities.Str 8, Dex 13, Con 10, Int 14, Wis 15, Cha 12 

Feats Cybernetic Surgery, Skill Focus (Treat Injury). Skill Training 

(Perception). Surgical Expertise, Weapon Proficiency (pistols) 

Skills Knowledge (life sciences) +8, Perception +8, Treat Injury +13, 

Use Computer +8 

Possessions portable computer, datapad, data cards containing patient 

files, medical kit, 2 medpacs, surgery kit, MDS-50 medisensor 

B 
Doctors are skilled physicians trained to handle a variety of injuries and ail ­

ments, from blaster injuries to an outbreak of Gamorrean rot. Like medics, 

doctors are expected to respond quickly and think fast on their feet, but 

unli ke their field counterparts, doctors' patients are typically brought to 

them . Doctors usually need a medical environment to perform surgery or .. lID 
install cybernetic parts to replace irreparably damaged limbs and organs. 

I 
A typical doctor could be part of a much larger medical institution, per­

haps working in a Core World hospital or as part of a facility that trains other 

would-be physicians. He or she might be a "country" doctor who oversees 

the health needs of a small community. Others still could be military doc­

tors , working in hospital tents or on a capital ship where they attend injured 

soldiers, desperately trying to stay on top of the mounting casualties. Finally, ® 
a doctor might be a vile surgeon who practices his cutting-edge techniques 

on unwilling sUbjects. 

DOCTOR ENCOUN T E R S 
Typically, doctors are not opponents the heroes should face on the battlefield. 

Instead, doctors serve to keep the characters on their feet between battles, 

repairing extensive injuries and fixing physical ailments. Sometimes a doctor 

is all that stands between a hero and death, especially when a character is 

suffering from a vile poison or obscure disease. 

Many doctors run private businesses, perhaps out of small shops on an 

industrial world or as part of a large hospital 's trained staff. Others serve 

in military outfits, lending their talents to the war effort by patching up 

casualties before sending them back to the front lines. 

Defenses Ref 11 (flat-footed 10). Fort 10, Will 12 

hp 9: Threshold 10 Moe-50 MEDIBENSOR 
Sweeping this small, handheld sensor over the subject's bod 

a summary of the patient's vital signs. An MDS-SO medical sensor c. 

be used as a swift action on an adjacent C'reature or ch<lracter~ pro 

the user with the target's current hit poinls. its place on thrcond 

track, and the presence of (but no speciflC5 on) diseases, poiso] 

radiation exposure 

Cost 75; Weight 0.1 kg. 



EMERGENCY CREW 

Emergency Crew Member CL 1 
Medium nonheroic 4 

Init +1; Senses Perception +1 

Languages Basic, Bina ry 

Defenses Ref 14 (f lat-footed 14), Fort 11, Will 10 

hp 9; Threshold 11 

Speed 6 squares 

Melee unarmed +4 (ld4+1) 

Ranged blaster pistol +3 (3d6) 
Base Atk +3 ; Grp +4 

Atk Options Coordinated Attack 

Abilities Str 12, Dex 11, Con 11 , Int 12, Wis 10, Cha 8 
Feats Armor Prof iciency (light, medium), Coordinated Attack, Skill Focus 

(Mechanics), Weapon Proficiency (pistols) 

Skills Knowledge (technology) +7, Mechanics + 12, Use Computer +7 
Possessions blaster pis tol, combat jumpsuit (+4 armor), comlink, datapad, 

code cyli nder, fire extinguisher, heat sensor, mesh tape, tool kit, utility 

belt , holster 

There 's nothing easy about fighting in space. When the shields fail, when laser 

blasts rock t he ship and fires rage out of control, it falls to the emergency 
crew to ke ep the ship together long enough for the real engineers and techs 

to come in and put the sh ip back together again. A ship's emergency crew 

also has the dubious honor of defending a vessel when it's boarded by enemy 
fonces. So in addit ion to putting out fires and getting systems up and run­

ning, it is re sponsible for holding off pirates, stormtroopers, and any other 

force that intends to take over the ship. Part firefighter, part technician, 
and part warrior, t he emergency crews are the first line of defense when a 

ship becomes imperiled. 

HEAT SENSOR 
Used primarily to locate fires and damaged components buried behind 

wall panels and beneath deck plates. a heat sensor is a common device 

in the hands. of emergency crew members. A heat sensor monitors air 

temperature out to a distance of 100 meters and presents color-coded 
readings On a small screen. In addition to its normal uses, a heat sensor 

can also identify heat signatures generated by hidden creatures, making 

it.a useful tool for rooting stowaways or alien parasites. A heat sensor 
grants a +2. equipment bonus to Perception checks made to detect 
hlddrn creatures. machines. or hazardS that generate heat. 

Cost 250; Weight 0.2 kg. 

EMERGENCV CREW 
ENCOUNTERS 
The emergency crew is the first response to any danger a ship faces. These 
are the individuals who work to extract an injured starfighter pilot f rom his 

damaged ship, who put out the flames when the ship is struck by a torpedo, 

and who give their lives to defend the rest of the crew when intruders blast 

their way inside to take the ship by force. 
An emergency crew team consists of four to six members. The various 

crews might be broken into different functions, such as fire br igade, seCli ­
rity, and mechanics. Leading each team is a specialist-soldier, technician. 

or engineer-who can put these crew members to best use. De.spite the fact 

that these teams might have different primary functions, each is expected 

to pitch in whenever the ship is in danger. 

"WEtL.L. -':AKE YOU • " 
CORUSCANT FtRE 

SHIP PILOT 

6 



E N GI N EER E NCOUNTE R S ENGINEER 
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Engineer CL 2 
Medium non heroic 3/scoundrel 1 

Force 2 

Init +3: Senses Perception +2 

Languages Basic, Binary, 4 others 

Defenses Ref 16 (flat-footed 15). Fort 12, Will 12 

hp 12 : Threshold 12 

Speed 6 squares 

Melee stun baton +2 (2d6 stun) 

Base Atk +2: Grp +3 

Abilitie-s Str 10, Dex 12, Con 10, Int 14, Wis 11, Cha 10 

Talents Gimmick 

Feats Armor Proficiency (light). Linguist, Skill Focus (Mechanics). Skill 

Focus (Use Computer). Tech Specialist (SG 21). Weapon Proficiency 

(simple weapons) 

Skills Knowledge (technology) +9, Mechanics + 14, Use Computer + 14 

Possessions stun baton, padded flight suit (+3 armor). com link, code 

cylinder, blank datacards, data pad, fusion lantern, portable computer, 

fusion lantern, mesh tape, tool kit, utility belt 

Behind every technological wonder in the galaxy is an engineer who had 

the vision and expertise needed to make the impossible possible. Engineers 

are skilled techni cians who specialize in the construction, maintenance, and 

modification of machines. These individuals know the ins and outs of starship 

design, droids , and weaponry. 

In addition to the technology specialist described here, combat engineers 

fill an important role in the military organizations of the galaxy. These 

individuals apply their technical expertise to the business of warfare. Most 

of them see to the assembly of powerful artillery to pound enemy forces, 

but others might attend to constru cting bridges for foot soldiers or building 

breastworks, landing platforms, and barracks. Whatever a military unit needs, 

it's the engineer's responsibility to make it happen. 

"WE·~L. OET TO WORK 
ON HIM RIOHT AWAY." 

UNKNOWN L.LIANCE 

TECHNICIAN 

Engineers are ubiquitous. The demand for new technology keeps enginee~ 

busy manufacturing new droids, weapons, starships, and all mann~rofothrr 

technological wonders. One is likely to find engineers in the company of a 

wide assortment of characters, from squads of soldiers to teams of tl"Chni­

cians arguing about how to fix the hyperdrive computer in a dilapidated 

frigate. 

Many technology specialists work in small teams cons isting ofa f~w pttrs 

and twice as many technicians to deal with the mundane aspects of their 

jobs. Droids are also common companions for these engineers. with construc­

tion droids and power droids being the most likely. In addi t ion, nearly every 

engineer employs an astromech droid to run diagnostics and communicate 

with the machine's onboard computer. 

As for combat engineers, one or two can be found attached to a campa 

of soldiers, though entire units of combat engineers do exist as wrll, such as 

the Combat Engineers Battalion of the Grand Army of the Republic. These 

engineers are better armed and armored, and have the additional suppo 

of military personnel to give them covering fire while they work out tlce 

log istics of a problem. 

Generally, though, an engineer is not a combatant and is not likely to J OIl1 

a firefight. Engineers leave such engagements to the professionals. Instead 

they modify gear, improve armor, and optimize vehicles, while working to 
keep support equipment in top working order 



O AMBL..ER 

Gambler CL 4 
Mediu m scoundrel 4 
Force 7 
Init +4; Senses Perception + 14 
Languages Basic, Rodese 

Defenses Ref 18 (flat- footed 16), Fort 14, Will 17 
hp 25; Threshold 14 

Speed 6 squares 
Melee unarmed +2 (ld4+ 1) 
Ranged hold-out blaster pistol +5 [3d4+2) 
Base Atk +3 ; Grp +5 • 
Atk Options Point Blank Shot 
Special Actions Fool's Luck, Quick Draw 

Abilities Str 8, Dex 14, Con 10, Int 12, Wis 14, Cha 15 
Talents Fool's Luck, Gambler 
Feats Po in t Blank Shot, Quick Draw, Skill Focus (Deception), Skill Focus 

(Perception), Skill Training (Gather Information), Weapon Proficiency 
[pistols, simple weapons) 

Skills Deception + 14, Gather Information +9, Knowledge (galactic lore) 
+8, Perception +14, Persuasion +9, Stealth +9 

Possessions hold-out blaster pistol, comlink, expensive clothes 

Cunning and smooth, the gambler always seems to have everything in per­
spective and to know exactly what he is doing. At least, that is his attitude 
when it comes to money and the high life. A gambler is the kind of person 
you look for when you are out for a good time. 

A ga mbler's life revolves around playing games, wagering on contests, and 
mixing with high society. The money he earns is nice, but a gambler knows 
that both profit and loss are part of his chosen profession. When times are 
tough, a gambler is good at concealing the fact that he's strapped for cash . 
While he's waiting for his next big strike, he rubs elbows with the social 
lions and high rollers around him, always looking for a way to get back in 
the good graces of Lady Luck. 

In order to mingle with those who enjoy fame and fortune, a gambler uses 
his ski ll at deception to get into the best parties and social gatherings. Once 
he's in the door, he's good at insinuating himself into the confidence of his 
newfound friends-without letting on that it's all a ruse. The only thing he 
cares about is lining his pockets. 

GAMBL.ER ENCOUNTERS 
Gamblers spend most of their time either inside the gaming halls of the 
galaxy's casinos, most often the ones found on Coruscant, Rodia, or Ord Man­
tell, or traveling to or from one. When they are not sitting at the sabacc table 
or watching the jubilee wheel, gamblers can typically be found schmoozing 

( a~ )with the rich and famous. They know where the parties are and know how to 
get through the front door, or the back door if it comes down to it. A gambler 
might also be able to provide a means to get away from local authorities on 
the ne xt luxury cruise leaving the system-for a price, of course. 

Gamblers are good at picking up tidbits of information from their con­
versations at the game table or from their friends at the latest social event. 
Always looking for a quick score, gamblers are willing to offer what they know 
for a fee . They can help people get into the governor 's ball, past the Mof fs 

2.iJsecurity detail, or connected with the movers and shakers of society. 
Physical violence is the gambler's bane. Even though a gambler mig ht be 

at least halfway decent with a blaster, he prefers to face off against someone 
in a game rather than a gunfight. 

"HE'S A CARD PL.AVER, 

C3~MBLER. SCOUNDREL. 

You'O L.IKE HIM." 

HAN SOL..O 

http:GAMBL.ER
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INFIL.T RATOR 

Infiltrator 

Medium scout S/scoundrel 4 

Force 2; Dark Side 2 

Init +7 ; Senses Perception + 10 

Languages Basic, 2 others 

INFIL-TRATO R ENCOUNTERS 
Because of an infiltrator's skill at getting into places unnoticed, heroes 

are unlikely to be aware of his presence unless he wants to be found. An 
CL 9 

infiltrator could be hired by the heroes' enemies to sneak into their ship or 

headquarters in order to steal important plans, sabotage their computers, 

or plant incriminating evidence. If everything goes accordingly to plan, the 

heroes will find out that something is wrong only when their computers 

malfunction or they find their precious goods missing. Some infiltrators like 
Defenses Ref 25 (flat-footed 21). Fort 20, Will 21 to flaunt their success by leaving behind some kind of "ca lling card" to let 
hp 56; Threshold 20 their victims know who did the deed . 
Speed 6 squares 

Melee unarmed +8 (ld6+6) 

Ranged hold-out blaster pistol +9 (3d4+4) 

Base Atk" +6; Grp +9 

Atk Options Point Blank Shot, Precise Shot 

Special Actions Fool's Luck, Hidden Movement, Knack 

Although some infiltrators operate alone, others are part of speciali zed 

teams, typically including slicers, technicians, and com mandos, who serve 

as the infiltrator's eyes and ears or as support to help the infi ltrator get k 
and out of the target area. Infiltrators sometimes use droids (such as the 

ASN-121 assassin droid or the Mark VII seeker droid) in their work in order 

to scout ahead, deactivate security measures, and provide some prot~tio 

Abilities Str 15, Dex 17, Con 10, Int 12, Wis 12, Cha 8 if things get violent. These droids are sometimes Small or smaller in size and 
Talents Fool's Luck, Hidden Movement, Improved Stealth, Knack, have the ability to hover so they can get into hard-to-reach places. 

Total Concealment 

Feats Martial Arts I, Point Blank Shot, Precise Shot, Skill Focus 

(Acrobatics). Skill Focus (Stealth). Skill Focus (Use Computer). Skill 

Training (Acrobatics)' Skill Training (Deception). Skill Training (Use 

Computer). Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Acrobatics +17, Climb +11, Deception +8, Initiative +7, Jump +16, 

Mechanics + 10, Perception + 10, Stealth + 17 (can reroll, must take 

second result). Use Computer + 15 

Possessions hold-out blaster pistol, concealed holster, security kit, 

encrypted comlink, utility belt (miniaturized). syntherope, droid caller 

Infiltrators are experts at breaking into secured areas . The motivation 

behind this illegal act varies depending on the individual . The most common 

sort of infiltrator is self-employed-someone who breaks into homes and 

businesses to commit burglary. Other infiltrators could be "bag men" for 

spy organizations, criminal interests, or corporations. Security firms often 

employ infiltrators to test out a building's security measures, locating weak 

spots that could be exploited by criminals and competitors. 

Infiltrators must be strong, dexterous, and acrobatic, since they often find 

themselves crawling through air ducts, scaling sheer walls, and leaping from 

impressive heights to get to their intended target. In addition, infiltrators 

are good at bypassing alarms and detectors of all kinds. Most infiltrators shy 

away from combat, considering their current job a failure if they are spotted 

in the first place. They rarely carry anything more than a hold-out blaster 

pistol or a knife, to be used only as a last resort. 



INFORMATION BROKER 

Information Broker CL 5 
Medium nonheroic 3/scoundrel 4 

Force 3 

Init + 4: Senses Perception +9 

Languages Basic, 2 others 

Defenses Ref 17 (flat-footed 16), Fort 14, Will 15 

hp 23; Threshold 14 

Speed 6 squares 

Melee knife +6 (ld4+3) 

Ranged hold- out blaster pistol +6 (3d4+2) or 

Ranged hold-out blaster pistol +4 (4d4+ 2) with Rapid Shot or 

Ranged blaster pistol +6 (3d6+2) or 

Ranged blaster pistol +4 (4d6+2) with Rapid Shot 

Base Atk +5: Grp +6 

Atk Options Point Blank Shot, Precise Shot , Rapid Shot 

Special Actions Knack 

Abilities Str 13, Dex 13, Con 10, Int 14, Wis 11, Cha 13 

Talents Gimmick, Knack 

Feats Point Blank Shot, Precise Shot, Rapid Shot, Skill Focus (Gather 

Information)' Skill Traini ng (Deception), Skill Training (Stealth), Skill 

Training (Use Computer). Weapon Proficiency (pistols, simple weapons) 

Skills Deception +9, Gathe-r Information + 14, Perception +8, Persuasion 

+9, Stealth +9, Use Computer +10 

Possessions knife, hold-out blaster pistol, blaster pistol, comlink, pocket 

scrambler, code cyl inder, credit chip with 200 credits, 400 unmarked 

credits, portable computer, electrobinoculars, holocam, utility belt, 

holster, concealed holster 

Nothing stays secret forever. Dealing in rumor and whisper, information 

brokers (sometim es known as infochants) trade secrets for credits and 

f avors. They and their agents lurk in the shadows, listening for snatches of 

conversat io n, illicit meetings, and any other knowledge that could bring a 

high price. Of course, these unsa vory sorts recogn ize that information has 

va lue only if there are those who want it, and so they also keep abreast of 

tre·nds and political developments to find potential customers who might be 

interested in a dataslate filled with intelligence. 

Most information brokers are staunchly neutral, concerned only with buying 

and selli ng what they need to know and what they learn. It usually doesn't 

matter what implications could arise when they share in fo rmat ion, since 

confli ct tends to breed more juicy tidbits, which in turn generates more profit 

Information brokers are keenly aware that info rmation doesn't stay valuable 

forever, so they often work quickly to unload the "goods" they acquire. 

Informatio n brokers might be slicers-experts who can hack into computer 

systems, plunder their conten ts , and vanish without notice. They might be 

smugglers, moving illegal cargo, and meeting other criminal elements w ho 

might be willing to exchange a few choice insights in exchange for whatever 

the smuggler might know. What unites them all , methods aside, is that they 

keep their finger on the pulse of the galaxy. 

INFORMATION B R O KE R 
ENCOUNTERS 
Trading in information is dangerous business. Secrets are meant to be kept, 

and those who reveal th e dirty laundry of an influential person risk f inding 

themselves tossed out of an airlock. Infochants and brokers know this, and the 

best ones are certain to protect themselves and their lucrative business w ith 

an army of thugs and bodyguards. When they do agree to meet a potent ial 

customer, it is always under the watchful eyes of the information broker's 

brutes, who are qui ck to remind unruly clie nts who is in charge. 

Few information brokers work alone. On es of lesser stature might function 

in small cooperatives in which the various members bring different t alents 

to the table. Included in these groups are slicers, spi es, and possibly even 

outlaw techs. Leading the group is a veteran infochant who sort s out the 

useful mater ial and discards the rest 



-.JEDI KNIOH T 

Jedi Knight CL 12 
Medium Jedi 7/Jedi Knight 5 
Force 6 
Init +13; Senses Perception +9 
Languages Basic, 1 other 

Defenses Ref 26 (flat-footed 24, Lightsaber Defense 27), Fort 26, Will 27; 
Deflect 

hp 104; Threshold 26 

Speed 6 squares 
Melee lightsaber + 15 (2d8+7) or 
Melee lightsaber + 13 (3d8+7) with Rapid Strike or 
Melee lightsaber + 12 (2d8+7) and 

lightsaber + 12 (2d8+7) with Double Attack 
Base Atk +12; Grp +14 
Atk Options Battle Meditation, Cleave, Double Attack (Iightsabers), 

Power Attack, Rapid Strike 
Special Actions Lightsaber Defense, Redirect Shot, Soresu 
Force Powers Known (Use the Force +11): bottle strike (2), farseeing, 

Force thrust, mind trick, move object, surge (2) 
Force Techniques Force Point Recovery, Force Power Mastery (mind trick) 

Abilities Str 12, De x 14, Con 14, Int 12, Wis 16, Cha 10 
Special Qualities build lightsaber .°1· "':' @ 
Talents Battle Meditation, Deflect, Force Fortification, Lightsaber 
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Defense, Multiattack Proficiency (Iightsabers), Redirect Shot, SoresulP m Feats Cleave, Double Attack (Iightsabers), Force Sensitivity, Force Training 
(2), Power Attack, Rapid Strike, Skill Training (Endurance), Weapon 
Focus (Iightsabers), Weapon Proficiency (Iightsabers, simple weapons) 

Skills Acrobatics + 13, Endurance + 13, Initiative + 13, Perception +9, 
Use the Force + 11(ij) 

Possessions lightsaber (self-built), encrypted com link, Jedi robes 

Jedi Knights are members of the Jedi Order who have passed the trials and 
been knighted by the Jedi Council. They form the backbone of the Jedi Order 
and are expected to perform many of the day-to-day tasks and missions 
that are required to keep the Order running smoothly. Each Jedi Knight is 
expected to uphold the Jedi Code, to support the Order in word and deed, and 
to serve as a guardian of peace and justice. Jedi Knights are also responsible 
for training the next generation of Padawans, though taking on an apprentice 
has never been a requirement. 

Although all Jedi Knights are technically equals, sen iority among th~ 
Knights plays a large part in determining an unspoken pecking ord~r. Indi ­
vidual ability and accomplishment also figure prominent ly into a Knight's 
standing among his comrades. Relatively young Jedi Knights who a~ 
accomplished in the use of the Force, or who are re sponsible for perform­
ing great deeds, are often treated with as much deference as older, more 
experienced Knights. 

During the days of the Old Republic, the Jedi were far more commo." 
and their exploits were often lauded by the public. As time passed and their 
numbers thinned, the supposed shortcomings of the Jedi Order became mo~ 
apparent. Though they were capable warriors, the Knights were too few to 
wage wars alone on behalf of the Republic. When that scarcity was rombined 
with careful smea rca mpaigns engineered by the min ions of Palpatine. aver­
age citizens began to look upon the Jedi Knights with less fa vor. 

A Jedi is often distinguished by his simple robes and his lightsaber. which 
is the weapon of a Jedi Knight . Following the Jedi purge, most surviving Jedi 
went underground. Many of those who refused to hide were destroyed b 
the Emperor's servants. Even those Jedi who sought to conceal their identi­
ties were hard pressed to avoid the Empire's concerted effort to find the 
and wipe them out. 



..JEDI KNIOHT ENCOUNTERS 
Jed i Knights are the most numerous members of the Jedi Order, and as 
such are often the most visible. Since they are responsible for carrying out 
missions on behalf of the Order and the Republic, Jedi Knights will often be 
encountered in the course of fulfilling these duties. 

By their nature, Jedi Knights are contemplative warriors who rarely rush 
Into a conflict. They are patient, using violence only as a last resort or in the 
defense of innocent life. Once unleashed, a Jedi Knight will fight tirelessly 
to defeat his enemies. Though a Jedi Knight's most powerful weapon is the 
Force, he never uses his powers in a craven, cruel, or self-serving manner. 

Since the lightsaber is his primary mode of defense, a Jedi Knight prefers 
to close to melee range with opponents in an attempt to end a fight swiftly. 
Incoming blaster firt; is deflected or redirected back at opponents, and in the 
face of overwhelming odds, a Jedi Knight will never hesitate to withdraw in 
order to readdress his plans. 

..JEDI REFUOEE 
With the fall of the Republic and the rise of the Empire, the Jedi found 
themselves on the wrong side of galactic authority and were all but wiped 
out at the conclusion of the Clone Wars. Despite the deft machinations of 
'E mperor Pal patine, a few Jedi survived this purge and continued to live on in 
the galaxy. Some Jedi, such as Obi-Wan Kenobi and Yoda, went into hiding to 
protect themselves until it was time to fulfill their destinies. Others, however, 
chose not to stand by and watch as the galaxy descended farther into dark­
ness, and took a more active hand in defending the galaxy against evil. 

These Jedi refugees take on many roles. Some attempt to fight the Empire 
and the dark side in clandestine fashion, keeping a low profile and making 
sure that no one can connect them to their Jedi heritage. These Jedi refugees 
work behind the scenes, subtly manipulating events to stymie the Empire at 
every turn . If they must use the Force or their lightsabers, they do so in a 
way that draws no attention to themselves, trying to ensure that the Empire 
never learns of their involvement. Surviving Jedi who act in this manner know 
tha t th ey cannot hope to tackle the Empire on their own, and, believing that 
all other Jedi are dead, they struggle against the forces of evil while trying 
to preserve the Jedi tradition. 

Other Jedi refugees take a more active hand, such as Jedi Master Rahm 
Kota, who formed his own militia to take the fight to the Empire. These Jedi 
seek out like-minded individuals and launch overt attacks against Imperial 
installations and resources, inflicting as much damage as possible in an 
attempt to show the galaxy that the monolithic Empire can be defeated. 
These Jedi are almost constantly on the run, because they take no pains to 
hide their abilities or affiliation from the prying eyes of the Empire. With 
Darth Vader and the Emperor's agents always close on their heels, these Jedi 
refugees strike hard and fast before retreating back into the shadows until 
the Jedi hunters let down their guard once more. 

Jedi Refugee CL 12 
Medium Jedi 7/scoundrel 2/Jedi Knight 3 
Force 5 
Init +13; Senses Perception + 13 
Languages Basic, Bothan, Sullustese 

Defenses Ref 26 (flat-footed 24). Fort 24, Will 26; Dodge, Block, Deflect 
hp 86; Threshold 24 

Speed 6 squares 
Melee lightsaber + 11 (2d8+6) or 
Melee lightsaber +9 (3d8+6) with Rapid Strike 
Base Atk +10; Grp +12 
Atk Options Combat Reflexes, Dastardly Strike, Improved Disarm, Melee 

Defense, Rapid Strike 
Special Actions Force Haze 
Force Powers Known (Use the Force + 14): bottlestrike, farseeing, Force 

disarm, Force stun, mind trick, move object, rebuke, surge (2) 
Force Techniques Improved Sense Force 

Abilities Str 10, Dex 14, Con 10, Int 14, Wis 14, Cha 16 
Special Qualities build lightsaber 
Talents Block, Clear Mind, Dastardly Strike, Deflect, Force Fortification, 

Force Haze, Shii-Cho 
Feats Combat Reflexes, Dodge, Force Sensitivity, Force Training 

(3). Improved Disarm, Melee Defense, Rapid Strike, Skill Training 
(Deception). Weapon Proficiency (Iightsabers, pistols, simple wea pons) 

Skills Deception + 14, Initiative + 13, Knowledge (galactic lore) + 13, 
Perception + 13, Use the Force +14 (can reroll when avoiding detection 
by the Force, must take second result) 5t 

Possessions lightsaber (self-built). loose-fitting clothes, comlink 
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Jedi Refugee Encounters 
Jedi refugees make excellent mentors and allies for any heroes in the Dark 
Times or the Rebellion era. Unless the heroes are upstanding citizens of the 
Empire, they might cross paths with one or more Jedi refugees at any point 
during their careers. Most Jedi refugees are wary about new allies at first, 
given the Empire's many attempts to infiltrate their inner circle, but once a 
potential ally proves to be loyal, they are quick to return the sentiment. 

Jedi refugees are rarely found in the presence of other Force-users. Most 
encounters with Jedi refugees will include a small number of allies, usually 
soldiers or other rebellious agents who help the Jedi further his or her goals. 
Jedi refugees work well with soldiers who can provide ranged attacks and 
cover fire as the Jedi moves into melee. Additionally, a Jedi refugee encounter 
might include a pilot and a fast vehicle, allowing the Jedi to flee quickly in 
case the' fmpire shows up. 

..JEO I DUELIST 
The lightsaber, chosen weapon of the Jedi, is the symbol of everything 
that the Jedi Order stands for. It is an elegant weapon for a more civilized 
age, and those Jedi Knights who focus on its use, called Jedi duelists, can 
perform amazing feats when using the weapon. Jedi duelists dedicate much 
of their careers to the study of the lightsaber. Where other Jedi might excel 
at investigation or negotiation, a Jedi duelist is called in when violence is 
the most likely solution to the problem. Jedi duelists have a great deal of 
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Jedi Duelist Cl13 
Medium Jedi 7/Jedi Knight 6 
Force 6 
Init +14; Senses Perception + 10 
Languages Basic 

Defenses Ref 28 (flat-footed 25). Fort 25, \Nill 29; Block, Deflect 
hp 90; Threshold 25 

Speed 6 squares 
Melee lightsaber +18 (2d8+13) or 
Melee lightsaber + 16 (3d8+13) with Rapid Strike or 
Melee lightsaber + 18 (3d8+ 13) with Mighty Swing or 
Melee lightsaber +13 (2d8+13) and 

lightsaber +13 (2d8+13) with Double Attack 
Base Atk +13; Grp +16 
Atk Options Acrobatic Strike, Ataru, Double Attack (lightsab~rs). Migh 

Swing, Rapid Strike 
Special Actions Redirect Shot 
Force Powers Known (Use the Force +11): battlntrike (3), Fo~ d;sorm, 

Force slam, Force thrust, negate energy, rebuke, surge (2) 
Force Techniques Force Point Recovery, Improved Force Trance, 

Improved Sense Force 

Abilities Str 15, Dex 17, Con 10, Int 10, Wis 18, Cha 10 
Special Qualities build lightsaber 
Talents Ataru, Block, Deflect, Greater Weapo;) Focus (Iightsabers), 

Greater Weapon Specialization (Iightsabers), Redirect Shot, Weapon 
Specialization (Iightsabers) 

Feats Acrobatic Strike, Double Attack (Iightsabers), Force Sensitivity, 
Force Training (3), Mighty Swing, Rapid Strike, Skill Training 
(Acrobatics)' Weapon Focus (Iightsabersl. Weapon Proficienc 
(Iightsabers, simple weapons) 

Skills Acrobatics + 14, Initiative + 14, Use the Force +11 
Possessions Jedi robes, lightsaber (self-built) 

IMPERIAL KNIOHT 
The Imperial Knights are a members of a Force-using tradition thaI ari;es 
during the time of Darth Krayt, some 130 years following the Battle of Yavi n 
Like Jedi Knights, the Imperial Knights were trained in th e ways of the Forc~ 
including the use of lightsabers. Unlike the Jedi, however, Imperial Knights 
swore fealty to the Emperor of the period, Roan Fel, above ail ~Ise . As such, 
members of the New Jedi Order did not recognize the Imperial Knights . ­
true Jedi. 
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prowess in other areas as well, but their skill with the lightsaber makes 
them stand out. 

Jedi duelists are among the most knowledgeable about lightsaber fighting 
styles in the entire Order. Some duelists specialize in a single lightsaber style 
(the Jedi duelist presented here is an Ataru master)' while others dedicate 
themselves to the study of all lightsaber forms in the hope of better under­
standing how the weapon can be used. Jedi duelists often see the lightsaber 
as an implement of spirituality and use practice of the various lightsaber 
forms as a kind of meditation. When lost in lightsaber practice, a Jedi duelist 
finds himself opening up to the Force completely, nearly surrendering his very 
will to the Force as it guides the humming blade of the weapon. 

Jedi Duelist Encounters 
When a Jedi duelist is the primary character in an encounter, he is usually 
supported by other Jedi, in order to keep the duelist from becoming the sole 
target. Additionally, other Jedi who specialize in controlling the combat arena 
with Force powers-such as Force slam and Force thrust-make excellent 
companions for a Jedi duelist because they keep the battlefield open and 
allow the duelist to approach enemies with greater ease. 



Of the tra its that set Imperial Knights apart from their Jedi cousins, the 
ost prominent were their use of silver-bladed lightsabers and red battle 

armor. Perhaps the most interesting affectation used by the Imperial Knights 
were gauntlets composed of cortosis weave, which would cause any light­
saber blade that came into contact with them to become nonfunctional. 

Wh en a Sith Lord proclaimed himself Emperor, the Imperial Knights who 
survived the coup worked with the former Emperor in an effort to bring down 
the usurpe r. Though only a small number of Imperial Knights are thought to 
have survived the coup, it is possible that others managed to do so. 

Imperial Knight CL 10 
Medium Human Jedi 7/Jedi Knight 3 
Force 6; Dark Side 3 " 
Init +12; Senses Perception +11 
Languages Basic 

Defenses Ref 29 (flat-footed 27). Fort 28, Will 24; Deflect 
hp 109; Threshold 28 

Speed 6 squares 
Melee lightsaber +15 (2d8+9) or 
Melee ligh tsaber + 13 (3d8+9) with Rapid Strike or 
Melee lightsaber + 11' (2d8+ 17) or 
Melee li ghtsaber + 13' (3d8+22) with Powerful Charge and Rapid Strike 
Base Atk + 10; Grp +13 
Atk Options Battle Meditation, Power Attack, Powerful Charge, 

Rapi d Strike 
Special Actions Equilibrium, Redirect Shot 
Force Powers Known (Use the Force + 10): battle strike, Farce slam, 

rebuke, surge 
Force Techniques Force Point Recovery 

Abilities Str 16, Dex 14, Con 16, Int 10, Wis 12, Cha 10 
Special Qualities build lightsaber 
Talents Armored Defense, Battle Meditation, Deflect, Equilibrium, 

Improved Armored Defense, Redirect Shot 
Feats Armor Proficiency (light, medium), Force Sensitivity, Force Training, 

Improved Defenses, Power Attack, Powerful Charge, Rapid Strike, 
Weapon Focus (Iightsabersl. Weapon Proficiency (Iightsabers, simple 
weapons) 

Skills Endurance +13, Initiative + 12, Use the Force +10 
Possessions lightsaber (self-built). battle armor (+8 armor, +2 

equipment). comlink, cortosis gauntlet, various personal belongings 
, Inclu des 4 points of Power Attock. 

Imperial Knight Encounters 
During the time of Darth Krayt, Imperial Knights acted as the sworn protec­
tors of Emperor Roan Fel. As such, they are rarely encountered away from 
the Emperor. Following the coup by Darth Krayt that put the Sith Lord on the 
galactic throne, the Imperial Knights who remained behind might be found 
anywhere, working to put a stop to the new Emperor 's rule. 

Tactically, Imperial knights are similar to Jedi. They work well together, 
using their lightsabers to redirect blaster shots against their foes unti l 
they can close to melee range. When fighting other lightsaber-wielding 
Force-users, Imperial Knights attempt to use their cortosis gauntlets to 
deactivate their enemies' weapons for a few minutes. Given their loya lty to 
their Emperor, Imperial Knights are less concerned with maintaining a ba l­
ance between light and dark. As such, some might employ powers that are 
normally designated as dark side. 

C O RTO S I S G AUNTL.ET 
All Imperial Knights wear specially designed gauntlets made of cortosls 
weave that protect them from the normally Jethallightsaber blades. If 
the wearer readies an action to block a lightsaber attack. tM wearer 
can make an opposed unarmed melee attack roll against the attack 
roll of the lightsaber attack. If the wearer of the CQrtosis gauntld is 
successful. the lightsaber deactivates and may not be reactivated for 
2 minutes. The attack stili deals normal damage before the lightsaber 
is deactivated. 

If the wearer of acort05is gauntlet is the target of the Severing Strike 
talent, the attacker can choose to sever the limb where the cartosts 
gauntlet is wom without having his or her lightsaber deactivated. 

Cost 1,500; Weight 1 kg. 

"IMPERIAL KNIOHTSI 
SAVE YOUR EMPEROR. 
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-.JED I M A S TER 
Jedi Master 
Medium Jedi 7/Jedi Knight 5/Jedi Master 3 
Force 6 
Init +14; Senses Perception + 10 
Languages Basic, 1 other 

For a Jedi Knight to become a Jedi Master, he is usua lly required to talle 
on a Padawan learner. That Padawan must be fully trained as a Jedi Knight 

CL 15 before the teacher can be considered as a Jedi Master. Not only doe,> tr.lIning 
a Padawan take years, it also requires inhuman patience and the ability to 
instruct another sentient being in the often esoteric ways of the Force. 
Success is never assured, and a Padawan who does not have the proper 
mindset or talent might never come to face the trials. Su~h a failure might 
not become apparent for several years, but when discovered would require 
the would-be Jedi Master to take on a new apprentice. 

For most of the history of the Jedi tradition, only Jedi Masters .... ere 
placed on the Jedi Council. This state of affairs changed during the Rise 
of the Empire, when Anakin Skywalker was appointed to the Council b 
Emperor Palpatine. Although the Council respected Palpatine's insistence that 
Skywalker be made a member, it refused to grant the youn g knight status as 
a Jedi Master. This perceived insult, combined with Anakin 's overwhelming 
arrogance, was instrumental in bringing the young Jedi to the dark side of 
the Force. 
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Defenses Ref 30 (flat-footed 28, Lightsaber Defense 31), Fort 30, Will 31; 
Deflect 

hp 137; Threshold 30 

Speed 6 squares 
Melee lightsaber + 18 (2d8+8) or 
Melee lightsaber + 16 (3d8+8) with Rapid Strike or 
Melee lightsaber + 15 (2dB+B) and 

lightsaber + 15 (2dB+B) with Double Attack 
Base Atk +15; Grp +17 
Atk Options Battle Meditation, Cleave, Double Attack (Iightsabers), 

Power Attack, Rapid Strike 
Special Actions Damage Reduction 10, Force Focus, Lightsaber Defense, 

Redirect Shot, serenity, Soresu 
Force Powers Known (Use the Force + 12): bottle strike(3), farseeing, 

Force thrust, mind trick (2), move object, rebuke, surge (2), 
vital transfer 

Force Techniques Force Point Recovery, Force Power Mastery (mind trick) 
Force Secrets Distant Power, Quicken Power 

Abilities Str 12, Dex 14, Con 14, Int 12, Wis 16, Cha 10 
Special Qualities build lightsaber, fearless, serenity 
Talents Battle Meditation, Damage Reduction 10, Deflect, Force Focus, 

Force Fortification, Lightsaber Defense, Multiattack Proficiency 

(Iightsabers), Redirect Shot, Soresu 


Feats Cleave, Double Attack (Iightsabers), Force Sensitivity, Force Training 
(3). Power Attack, Rapid Strike, Skill Training (Endurance). Weapon 
Focus (Iightsabers). Weapon Proficiency (Iightsabers, simple weapons) 

Skills Acrobatics + 14, Endurance + 14, Initiative + 14, Perception + 10, Use 
the Force +12 

Possessions lightsaber (self-built), encrypted comlink, Jedi robes 

Jedi Masters have reached the top of thei r craft within the Jedi Order. 
Achieving the title of Jedi Master requires patience, perseverance, and above 
all, faith in oneself. A deep understanding of the Force is a must, for a Jedi 
Master is able to unlock powerful secrets that few Jedi even dream of com­
prehending. It is not a journey that is quickly made, and few Jedi survive long 
enough to complete it. Those who do are widely respected, and justly so. 



wEDI MASTE R ENCOUN TERS Jedi Sage Master CL 15 
Jedi Masters are sent on important and dangerous missions by the Jedi Medium Jedi 7/Jedi Knight 5/Jedi Master 3 
Council. Some operate alone, while others continue to instruct Padawans Desti ny 1; Force 6 
long after they have achieved the title of Master. These latter individuals Init +8; Senses Perception + 19; Force Perception 
travel with their Padawans, an arrangement that allows them to instruct their Languages Basic, 7 others 
students in a more hands-on fashion . It also exposes their apprentices to 
riskier, hig h-priority assignments, which increases the learner's confidence 
all the more. 

Whether or not a Jedi Master is encountered in the company of his 
Padawan learner, he is an opponent who cannot be underestimated. Though 
he might try to bring a conflict to a peaceful resolution, he is always able 
to bring forth his lightsaber, as well as his considerable knowledge of the 
Force. in order to purs~ what the Order refers to as "aggressive negotia­
tions" Few mundane opponents can stand against the skill and ability of 
3 Jedi Master. 

.JEDI SAOE M ASTER 

Some Jedi Masters are known as scholars even among their peers. These 

individuals, sometimes called Jedi Sage Masters, are the keepers of knowl­

edg e, and they spend much of their time deep in research or contemplation. 

They seek to test the boundaries of what is possible, while at the same time 

passing on this knowledge to those around them. If a question or problem 

comes to light that cannot be answered by members of the Jedi Council, 

th ese scholars are consulted. 


Tllough they are seldom seen outside the walls of the Jedi Temple on 
Coruscant, Jedi Sage Masters do sometimes venture out in order to conduct 
'ield research. This research might involve the excavation of a Sith temple 
or the observation of a new species or life form. Keeping the archives up 
to date requires a constant influx of information. Jedi scholars and their 
apprentices, along with non-Jedi experts, are at the forefront of this never­
ending process. 

Jedi Sage Masters are often asked to meet with potential Padawan 
learners in order to judge their Force potential. In this regard, they uphold 
their duty to help teach new Jedi by discerning which students have the 
most aptitude with the Force. They often take on Padawans of their own, 
especia lly if a candidate is intellectually adept and eager to learn more 
lllmdane abil ities. 

Although the Jedi Sage Master detailed in this entry is an expert in 
galactic tore as well as physical and life sciences, Jedi scholars are a diverse 
group. The Knowledge skills in this statistics block can be replaced with any 
other Knowledge specialty. Given their knowledge of customs and philo­
sophical thought, scholars who specialize in the social sciences often excel 
in a consular role, while those who focus on tactics might serve as generals 
among the Jedi. 

Defenses Ref 29 (flat-footed 2B). Fort 28, Will 32 
hp 92; Threshold 28 

Speed 6 squares 
Melee lightsaber + 16 (2d8+7) 
Base Atk +15; Grp +16 
Atk Options Improved Disarm, Melee Defense 
Special Actions Adept Negotiator, Force Focus, serenity, Skilled Advisor 
Force Powers Known (Use the Force + 19): farseeing, Force disarm, Force 

stun (2). mind trick (2). move object, negate energy, rebuke (2). sever 
Force, vital transfer 

Force Techniques Improved Sense Force, Improved Telepathy 
Force Secrets Distant Power, Multitarget Power 

Abilities Str 10, Dex 12, Con 8, Int 17, Wis 16, Cha 15 
Special Qualities build lightsaber, fearless, serenity 
Talents Adept Negotiator, Force Focus, Force Perception, Force 

Persuasion, Foresight, Gauge Force Potential, Master Negotiator, 
Skilled Advisor, Visions 

Feats Force Training (3). Force Sensitivity, Improved Disarm, Lingui st, 
Melee Defense, Skill Focus (Knowledge [galactic lorell, Skill Focus LJ 
(Knowledge [physical sciences]), Skill Focus (Use the Force)' Weapon 
Proficiency (lightsabers, simple weapo ns) 

Skills Endurance + 11, Knowledge (galactic lore) +20, Knowledge (life 
sciences) +20, Knowledge (physical sciences) +15, Perception + 19, 
Persuasion +19, Use the Force +19 

Possessions lightsaber (self-built). Jedi robes 

Jedi Sage Master Encounters 
Even though a Jedi Sage Master is somewhat less combat-oriented than 
his peers, this does not mean he should be trifled with. Though they are 
sometimes typified as stodgy old codgers with their noses buried in old 
holocrons, Jedi Sage Masters are some of the most powerful members of 
the Jedi tradition. The knowledge that they possess on an individual basis is 
staggering, and they can call upon the lessons of the past in order to solve 
the proplems of the future. 

In combat, a Jedi Sage Master concentrates on self-defense and disarming 
an opponent. Negotiation is an important component of his strategy, and he 
is not above using the Force in order to facilitate a peaceful resolution to a 
potentially dangerous situation. 



..JEDI BATTLEMASTER 

Jedi Battlemaster 
Medium Jedi 8!Jedi Knight S!Jedi Master 2 
Force S 

Init +19; Senses Perception +9 

Languages Basic 

being changed, either emotionally or spiritually. Jed i Masters must let th<: 
extremes of emotion wash over them, accepting them as they might acrept 

CL 15 any other event. They might recognize the ult imate futility of conflict, bu 

they must also recognize that some goals can be accomp lished only throug 

the application of military might. 

It is not enough for a Jedi Master to know how to strike- he must also 

know when to strike. "Aggressive negotiations" [a Jed i euphemism for 

Defenses Ref 30 (flat-footed 28, Lightsaber Defense 31). Fort 29, Will 30; combat) are used only as a last resort, after diplomacy and reason havt 

Block, Deflect failed. The desired outcome of such action is always peace. and strength 0 

hp 122; Threshold 29 arms must always be tempered with the wisdom to know when i t is prude.n: 
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Speed 6 squares 

Melee lightsaber +21 (2d8+ 14) or 

Melee It<;jhtsaber + 19 (3d8+14) with Rapid Strike or 

Melee lightsaber + 16 (2d8+ 14) and 

lightsaber + 16 (2d8+14) with Double Attack 

Base Atk +1S; Grp + 18 

Atk Options Double Attack (Iightsabers). Power Attack, Rapid Strike 

Special Actions Juyo, Lightsaber Defense, Redirect Shot. serenity 

Force Powers Known (Use the Force +14): battlestrike (3). 
Force slam [2). move object, surge (3) 

Force Techniques Force Point Recovery (2) 

Force Secrets Multitarget Power 

Abilities Str 16, Dex 14, Can 12, Int 10, Wis 14, Cha 14 

Special Qualities build lightsaber, feariess, serenity 

Talents Block, Deflect, Greater Weapon Focus (Iightsabers). Greater 

Weapon Specialization (Iightsabers). Juyo, Lightsaber Defense, Redirect 

Shot. Weapon Specialization (Iightsabers) 

Feats Double Attack (Iightsabers). Force Sensitivity, Force Training, Power 

Attack, Rapid Strike, Skill Focus (Initiative), Skill Training (Acrobatics). 

Skill Training (Endurance). Weapon Focus (Iightsabers). Weapon 

Proficiency [Iightsabers, simple weapons) 

Skills Acrobatics +14, Endurance +13, Initiative +19, Use the Force +14 

Possessions lightsaber (self built). Jedi robes 

Since it is the traditional weapon of their Order, every Jedi has some degree 

of expertise with the lightsaber. Jedi Masters who focus on the use of the 

lightsaber to the exclusion of all else, however, are some of the deadliest 

individuals in the galaxy. Few beings can match their skill with an energy 

blade, and many a conflict has hinged upon the martial prowess of such 

skilled Jedi Masters. 

The path of the Jedi Master leaves little room for mistakes. Jedi who 

hone their combat skills must do so in such a way that they are not tainted 

by the horrors of war. The battlefield is an environment filled with stress 

and danger, and it is almost impossible to experience these rigors without 

to relent. The Jedi battlemaster is obligated to recognize these facts, an 

to act accordingly. 

Jedi Battlemaster Encounters 
Of all the Jedi, the battlemaster is perhaps the most physically dangerous. 

Despite his obvious superiority on the battlefield, he is sti ll only B single 

being . He rarely attacks large groups of foes, preferring to instead fight In an 

intelligent and logical manner. Fast attacks. tempered with fe ints and tactica' 

withdrawals, are often the order of the day for the lone balt lemaste.r. Wile 

in the company of one or more other Jedi, he is more will ing to take great(-r 

risks if doing so will end the conflict sooner. 

If the battlemaster has a weakness, it is his focus on the martial aspects of 

the Jedi tradition. Though he can be a capable negotiator if necessity dictates 

it, a battlemaster understands that he is far more skillful when wielding a 
weapon. He will defer to other Jedi Masters, or even Knights. in the even 

that they are more formidable negotiators than he is. If a foe offers to sur­

render or negotiate terms, a battlemaster always considers such proposals 

carefully before either accepting or rejecting them. 

..JEDI SENTINEL MASTER 
The Jedi sentin-els were established during the days of the Ofd Republic. The 

were taught to withstand the influence of the dark side of the Force. and 

they did so with varying degrees of success. Due to this resistance, th~ \\~f~ 

often employed to actively seek out rogue Jedi and servants of the dar\.. side. 
They were most commonly denoted by their yellow-bladed fightsabers. but 

this old tradition is not always adhered to. 

Sentinels are dangerous individuals, due to their spe cia lized training ,,0; 
well as their ability to find, track, and eradicate threats to the light wi thou 

being taken over by the dark. Because of their near-constant exposure to 

the servants of the dark side, few sentinels rise to the ra nk of Jedi Mast(-r. 

The ones who do are lauded for their strength of character, though even th~ 

are sometimes considered suspect by their peers. 

Some Jedi argue that constant exposure to the dark side is a lu~ that 

cannot be withstood forever, even by individuals who are sworn to destroy i! 
For this reason, Jedi sentinels are often viewed with wariness by their fetlo 



in the Jedi Order. Although this attitude can be a sore spot for some, it is a 

rare sentinel who shows much concern about the paranoia of others. Most 

sent inels take it in stride and expect nothing less. 

Sentinels are a rare breed of Jedi, and those who reach the rank of Jedi 

Master are rarer still. Despite this scarcity, they have long been a part of 

the Order, and the malignant plans of many evil beings have been brought 

to heel due to the tenacity of these brave souls. 

Jedi Sentinel Master Encounters 
A sen tinel who has risen to the rank of Jedi Master makes an excellent 

entor or patron, either for a single Jedi or for a group of heroes; such an 

individual is not above using others to help him in his effort to destroy dark 

side influences. A senti nel Master might also be employed as an opponent 

for characters who continually flaunt their power in malicious and inap­

propria te ways. In the case of characters who are lost to the dark side, a 

sent inel Master and his allies present the players with a difficult long-term 

enemy to avoid or defeat. 

Th e sentinel Master is a sworn enemy of the dark side, but he is not a 

foolish adversary. He will often bide his time, using his powers and contacts 

in an effort to isolate and judge his enemies. Once he has done his research, 

a sentinel Master acts as judge, jury, a nd executioner. He is not above allow­

ing his enemies to repent their wicked ways, but such a decision is rarely 

made lightly. 

THB PRBSBN CB OF' 
A M ASTBR 
The rank of Master Is conferred on Jedl who prove themselves to be 
not only excellent teachers.but true masters of the Force. Though not 
every Master becomes a member of the Jedi Council, Jedl Masters are 
reganfed as me ultimate authority on matters concerning the Force. The 
prnence of a Jedi Master should be a momentous event in a campaign, 
because a Master's wisdom and knowledge is usually unparalleled. 
~n experienced Jedi Knights who have years of service under their 
belts pause to show a Jedi Master the proper respect, and those who 
come to the rank at a young age (such as Obi-Wan Kenobi) are both 
rare and revered. 

Including a J~ Master in your campaign can cause some problems 
if not properly handled. For one, the "eroes might come to rely on the 
power that a Jedl Master wields if the Master spends much time accom­
panying them. Similarly, some heroes might think they can use the Jedi 
Master to solve all their problems, calling upon the Master's knowledge 
and experience ~n for the most trivial matters, Finally, some players 
might feel as though their heroes art outshined by a prominent Jedl 
Master appearing In the campaign, and they could come to resent the 
Master as a character much morepowerfl.ll than their own. 

Jedi Sentinel Master CL 16 
Medium Jedi 7/Jedi Knight 5/Jedi Master 4 

Force 6; Strong in the Force 

Init +9; Senses Perception +22; Force Perception 

Languages Basic, 2 others 

Defenses Ref 31 (flat-footed 30), Fort 30, Will 33 

hp 112; Threshold 30 

Speed 6 squares 

Melee lightsaber + 17 (2d8+7) 

Base Atk + 16; Grp + 17 

Atk Options Dark Side Scourge, Melee Defense 

Special Actions Force Focus, serenity 

Force Powers Known (Use the Force +22): battlestrike, forseeing, 
Force disarm, Force slam, mind trick (2), move object, rebuke (2), 

sever Force (2), surge 
Force Techniques Improved Sense Force, Improved Sense Surroundings 

Force Secrets Devastating Power, Quicken Power 

Abilities Str 8, Dex 12, Con 10, Int 14, Wis 16, Cha 18 

Special Qualities build lightsaber, fearless , serenity 

Talents Clear Mind, Dark Side Sense, Dark Side Scourge, Force Focus, 

Force Fortification, Force Perception, Foresight, Resist the Dark Side, 

Visions 

Feats Force Sensitivity, Force Training (3), Improved Defenses, Me lee 

Defense, Skill Focus (Use the Force)' Skill Training (Initiative), Strang 

in the Force, Weapon Focus (Iightsabers), Weapon Proficiency 

(iightsabers, simple weapons) 

Skills Endurance + 13, Knowledge (galactic lore) + 15, Perception +22, 

Pilot + 14, Use the Force +22 (can reroll when avoiding detection by 

the Force, must take second result; can rerall when sen sing opponents 

with a Dark Side Score of 1+, must take second result) 

Possessions lightsaber (self-built), Jedi robes 

"I'M NOT L.OOKINO 

FOR ~ FRIENO, 


I'M L.OOKINO FOR A 

~EOI MASTER." 

LUKE SKYWALKER 

http:morepowerfl.ll


-.JEDI PADAWAN 

Jedi Padawan CL 5 
Medium Jedi 5 

Force 7 

Init +4; Senses Perception +8 

Languages Basic, 1 other 

Defenses Ref 18 [flat-footed 16). Fort 17, Will 17; Deflect 

hp 57; Threshold 17 

Speed 6 squares 

Melee lightsaber +7 [2d8+2) or 

Melee lightsaber +5 [3d8+2) with Rapid Strike 

Base Atk +5; Grp +7 

Atk Options Rapid Strike 

Special Actions Equilibrium 

Force Powers Known (Use the Force +8): move object, surge 

lID 

Abilities Str 10, Dex 14, Con 12, Int 13, Wis 12, Cha 12 

Talents Deflect, Equilibrium, Telekinetic Savant 

Feats Force Sensitivity, Force Training, Rapid Strike, Skill Training [Pilot). 

Weapon Finesse, Weapon Proficiency (Iightsabers, simple weapons) 

Skills Acrobatics +9, Perception +8, Use the Force +8, Pilot +9 

Possessions lightsaber, Padawan robes, com link 
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A Jedi Padawan is more than simply a young student of the Forre; sh~ is 
also an apprentice Jedi. Becoming a Padawan requires sensitivity to th~ 
Force as well as initial training in its use and in the use of a lightsa~r. Aft~ 

having proven herself worthy of further training, a Padawan is apprenticed 

to a Jedi Knight or Jedi Master who then trains her in the mysteries of the 

Force and in the philosophy of the Jedi. Very little of this ed ucation is formal 

instruction or classroom training. Instead, a Padawan travels with a Jedi. 
aiding him in his missions, observing his actions, and learning in a di rect 

and immediate fashion how to truly be a Jedi and to personally embody the 

Jedi philosophy. 

This apprenticeship is not without risk; Jedi sometimes take t heir 

Padawans into exceptionally dangerous situations, but it is the responsibility 

of a Jedi to protect his Padawan, and the responsibility of a Padawan to li~ 

to and heed her Master's instructions. Padawans from species that ha\/~ hair 

typically grow a single braid to signify their status, and cut the braid off when 

they become Knights. A Jedi teaches a single Padawan at one time. 

~EDI PAD AWA N ENCOUNTERS 
Jedi Padawans can be encountered anywhere in the galaxy, but each is almost 

always found near to her Master, aiding him in his missions. Even Padawanso 

adolescent age can help with dangerous missions involving delicate negotia­

tions or vital espionage. Others help their Masters in the dif ficu lt and of ten 

risky tasks of galactic peacekeeping, and much of the way a Padawan learns 

is by fighting at her Master's side. 

A Padawan might be encountered alone when she has been assignt1l to 

complete a less dangerous part of a mission or on the rare occasion ""h~n 

her Master decides that a particular endeavor is simply too perilous ro, 
her. The strong bond between Padawan and Master and the responsib ili 

that Jedi feel for their Padawans means that sometimes Padawans berome 

tempting targets for kidnappers who are intent on distracting or influendn1J 

a particular Jedi . 

"TRUL.V WONDERFU , 
TJ.:-tE MIND OF A 

CHIL.D 19." 

vco 



~ENSAARA I D EF EN DER 

Jensaarai Defender CL 8 
Medium Jedi 5/soldier 3 
Force 5; Dark Side 1 
Init + 11; Senses Perception +5 
Languages Basic 

Defenses Ref 25 (flat-footed 23), Fort 22, Will 20; Block, Deflect 
hp 85; Threshold 22 

Speed 4 squares 
Melee lightsaber + 13 (2d8+6) or 
Melee lightsaber + 11 13d8+6) with Mighty Swing 
Base Atk +8; Grp + 11 ' 
Atk Options Mighty Swing 
Force Powers Known (Use the Force + 10): battle strike(2), 

Force slam, surge 

Abilities Str 16, Dex 14, Con 14, Int 8, Wis 12, Cha 12 
Talents Armored Defense, Attune Armor, Block, Deflect, 

Improved Armored Defense 
Feats Armor Proficiency (light, medium), Force Sensitivity, Force 

Training (2), Mighty Swing, Skill Training (Initiative), Weapon Focus 
(lightsabers), Weapon Proficiency (simple, lightsabers) 

Skills Initiative +11, Use the Force +10 
Possessions ceremonial armor (+7 armor), lightsaber, comlink, 100 credits 

The Jensaarai are Force-using warriors from Suarbi 7/5. Originally founded 
by rebel Jedi in the waning days of the Republic, the Jensaarai embrace some 
Sith teachings while still practicing a great deal of Jedi philosophy. Though 
they tread close to the dark side in many of their practices, the Jensaarai 
still maintain the discipline required to serve the Force. 

The Jensaarai are much like Jedi in their study of martial practices, but 
differ in that a significant event in their training involves the creation of a 
custom suit of ceremonial armor tailored to the individual Jensaarai Defender. 
These ceremonial suits of armor resemble creatures that represent person­
ali ty traits and favored philosophies of their bearers, and Jensaarai attune 
tbemselves to their armor in order to fight at maximum efficiency. Though 
the bulk of the Jensaarai are found on Suarbi 7/5, many venture out into 
the galaxy to explore and learn more about other worlds before returning 
to thei r duties. 

~ENSAARAI ENCOUNTE R S 
Jensaarai Defenders are relatively secretive, and they fight only when forced 
to. They dedicate themselves to protecting their people, the inhabitants of 
Suarbi 7/5, and the other Jensaarai. When engaged in combat, they tend to 
fight hard and are unwilling to surrender. They focus their Force power use 
on defensive situations, preferring to confront enemies head-on rather than 
through the Force. Jensaarai Defenders usually attack voraciously, hoping 
to eliminate any threat to their safety and secrecy before the enemy can 
escape. Jensaarai have a particular disdain for Jedi, and they will seek out 
a Jedi on the field of combat whenever one is present, to the exclusion of 
all other foes. 

Encounters involving a Jensaarai Defender rarely include Force-users 
from other traditions (Jedi or otherwise). Jensaarai Defenders are formidable 
enemies when encountered in small groups, especially when they can get 
close enough to engage their enemies in melee combat. Additionally, some 
Jensaarai design their armors based on favored creatures, and might even 
have one of those creatures as a pet; for example, a Jensaarai Defender 
whose armor resembles a vornskr might bring her pet vornskrs into battle 
to fight at her side. 



MARTIAL ARTIST 

Martial Artist CL 7 

Medium soldier 7 

Force 2 

Init + 10; Senses Perception +8 

Languages Basic. 1 other 

Defenses Ref 23 (flat-footed 18). Fort 21. Will 17 

hp 77; Threshold 21 

Speed 6 squares 

Melee combat gloves +10 (ldlO+8) or 

Melee f9rce pike + 10 (2d8+7) 

Base Atk +7; Grp +12 

Atk Options Expert Grappler. Melee Defense. Melee Smash. Stunning 

Strike. Unbalance Opponent 

Regardless of the technique each one uses. martial artists excel at dose 

combat-many eschew using ranged weapons of any kind . On worlds when: 

weapons are highly regulated or rare. martial artists are relatively common. 

since they do not need weapons to protect themselves or fight their foes.. 
There are also Force-using martial arts schools (outside of the Jedi tradi tion) 

that train individuals in ways to harness their inner power for combat Both 

the Jedi and the Sith monitor martial artists and their sch ools for potential 

recruits. knowing that such exceptional individuals who are in tune with 

their own power and with the Force have the proper qua li ties 10 make ideal 

candidates. 

MARTIAL ARTIST ENCOUNTERS 
Martial artists can ea sily fill the same niche as brutes (page 20), bul instead 

of barely trained combatants. the heroes find themselves facing a capable 

melee warrior. Despite their name. martial artists could serve as bodyguards 

or even soldiers or commandos who specialize in close combat - they might 

still carry blasters. but use them only for situations that thei r funDus fist~ 

cannot handle. 

• ( I~ )
(ij) 

~ 

I 
l!l 

lID 

Abilities Str 16. Dex 14. Con 14. Int 13. Wis 10. Cha 8 

Talents Expert Grappler. Melee Smash. Stunning Strike. Unbalance 

Opponent 

Feats Armor Proficiency (light. medium). Martial Arts I. Martial Arts II. 

Ma'tial Arts III. Melee Defense. Skill Training (Acrobatics). Weapon 

Proficiency (advanced melee weapons. pistols. rifles. simple weapon s) 

Skills Acrobatics +10. Endurance +10. Initiative +10. Jump +11 . 

Perception +8 

Possessions force pike. combat gloves. utility belt with medpac 

Martial artists have trained their bodies to become living weapons. Depending 

on the technique in which one trains. a martial artist can be anything from 

an aggressive brawler who pummels his foes senseless to a graceful. fluid 

practitioner who uses his enemies' strength against them. 

M ARTIA L A RT S AND 
S IMPLE WEAPONS 
For the purpose of feats and talents that allow you to select a 

weapon group for that ability to apply to, unarmed attacks are 

simple weapons. However, combat gloves provide a martial artist 

with a damage advantage that lets him make use of talents wch 
as Weapon Specialization (simple weapons), further increasing his 

aptitude for unarmed attacks. Combat gloves are considered simple 

weapons. but attacks with combat gloves are still considered to be 

unarmed attacks. 
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Many martial artists can be found in the employ of crime lords or working 
as gladiators on many worlds, where their skills are used for the entertain­
ment of the masses. Heroes who f ind themselves in the clutches of such 
crimin als might wake up on the bloodstained floor of a gladiatorial pit or 
arena, surrounded by martial artists ready to beat them senseless yet again . 
Weapons might be thrown onto the ground for the combatants to use, or 
possibly not-the crowd might demand to see each fighter survive using only 
his or her bare hands. 

Alternatively, martial artists could represent freedom fighters who use 
their own bodies as weapons to overthrow their oppressors. Such individu­
als cou ld easily sl ip past checkpoints and scanners on the lookout for illegal 
weapons or armor, which martial artists do not need. Then, once they are 
inside the target area, the intruders spring into action. 

M A S TER OF TER A S I< A S I 
TALENT T RE E 
The Master of Teras Kiisi talent tree, described below, is for usc with the 
elite trooper prcstigt class, 

Ignore Damage Reduction: When you make an unarmed attack 
against a target that has damage redUction, and you dcal more damagt 
than the target's DR, you ignore the target's DR completely. 

Prerequisites: Terlls Kiisi Basics, Martial Arts I. 
Teris Kisi Basics: You dcal an additional die of damage with your 

unarmed attacks. 
Prcrequisitc: Martial Arts I. 
Teras Ki si Mastery: Ifyou make only unarmed attacks during a full 

attack action, you can take the full attack action as a standard action 
instead of a full-round action. 

Prercquisitcs:Terii5 Kasi Basics, Martial Arts I, Martial Arts II. Martial 
Arts III. 

Unarmed Counterstrike: When you slJccessfullY parry a melee attack 
with the Unarmed Parry talent, you can immediately make an unarmed 
attac~ as a reaction against that target. 

Prer~uisitcs: Teras Kiisi Basics, Unarmed Parry, Martial Arts I. 
Martial Arts Ii. 

Unarmed Parry: When you fight defensively, as a reaction you can 
negate a melee attack by making a successful unarmed attack roll. If 
your attack roll equals or exceeds the attack roll of the incoming melee 
attack, the attack is negated. You must be aware of the attack and not 
fiat-footed, and you take a cumulative -2 penalty to all attack rolls for 
each attack roll made since the beginning of your last tUfl1­

Prerequisites: Teras Kasi Basics, Martial Arts I, Martial Arts II. 

MASTE~ OF TERA S I<AS I 
Teras Kasi is a powerful and deadly martial arts form that enables it s wie lder 
to deal devastating amounts of unarmed damage. 

Master of Teras Kasi CL 14 
Medium soldier 7/elite trooper 7 
Force 2 
Init +15; Senses Perception + 12 
languages Basic, lather 

Defenses Ref 32 (flat-footed 26). Fort 30, Will 24 
hp 129; DR 3; Threshold 30 

Speed 6 squa res 
Melee combat gloves +19 (2d10+13) or 
Melee combat gloves +17 (3dl0+13) with Rapid Strike or 
Melee combat gloves +14 (2d10+13) and 

combat gloves +14 (2dl0+13) with Double Attack 
Base Atk +14; Grp +20 
Atk Options Double Attack (simple weapons). Expert Grappler, Melee 

Sma sh, Point Blank Shot, Rapid Strike, Stunning Strike, Unbalance 
Opponent 

Abilities Str 18, Dex 16, Con 14, Int 13, Wis 10, Cha 8 
Special Qualities damage reduction 3, delay damage 
Talents Expert Grappler, Melee Smash, Stunning Strike, Teras Kasi Basics, ( ~c. )

Teras Ka si Mastery, Unarmed Counterstrike, Unarmed Parry, Unbalance 
Opponent 

Feats Armor Proficiency (light, medium) , Double Attack (simple weapo ns). 
Martial Arts I. Martial Arts II, Martial Arts III, Point Blank Shot, Rapid 
Strike, Weapon Focus (simple weapons). Weapon Proficiency (advanced 
melee weapons, pistols, rifles, simple weapons) 

Skills Acrobatics + 15, Endurance +14, Initiative +15, Perception + 12 
Possessions combat gloves, utility belt with medpac 

"THE ART OF TERAS 
KASI IS ABOUT 
CONTROL. AND 

MASTERV OF ONE'S 
BEL.F. " 

~OC~AD OANUA, 

~EDI KNIGHT 



MEDI C 

Medic 

Medium nonheroic 6/soldier 1 

Force 5 
Init +8; Senses Perception +4 

Languages Basic, 1 other 

Speed 6 squares 
Melee knife +5 (ld4) 

Ranged blaster carbine +5 (3d8) or 
Ranged blaster pistol +5 (3d6) 

Base Atk +5; Grp +5 
Atk Options autofire (blaster carbine) 

Special Actions Battle Analysis 

FAeTFLEe~ MEDPAC
CL 3 

Using a FastFlesh medpac grants you a +5 equipment bonus 

A FastFlesh medpac offers a broader range of medicaLinstruments a 
agents than does a standard medpac. Each FaslFlesh mcdpac has e 
materials for a single use. A character who benefits from a FastFle_ 

medpac or a standard medpac cannot again derive benefits from .' 

functions as a normal mcdpac. 

Cost 600: Weight 0.5 kg. 
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medpac for 24 hours. 
Defenses Ref 15 (flat-footed 15), Fort 13, Will 12 

hp 29; Threshold 13 
Treat Injury check made to perform first aid. Otherwise, this med 

Abilities Str 10, Dex 10, Con 10, Int 12, Wis 13, Cha 12 
Talents Battle Analysis 
Feats Armor Proficiency (light), Skill Focus (Treat Injury), Skill Training 

(Knowledge [tacticsl)' Toughness, Weapon Proficiency (pis to ls, rifles, 

simp le weapons) 

Skills Initiative +8, Knowledge (tactics) +9, Treat Injury + 14 
Possessions knife, blaster pistol, blaster ca rbine, 2 stun grenades, combat 

jumpsuit (+4 armor), comlink, field kit, medical kit, 2 FastFlesh 


medpacs, holster 


When a soldier falls in battle, it is the duty of the medic to tend to him there 


or drag him back from the front lines to the field hospital. What separates 


a medic from a doctor is that a medic receives rudimentary combat train­

ing to enable him to fight alongside his companions against enemy forces . 


Although possessed of some com bat ability, a medic is not an ideal fighter 

and spends most of his time tending to the wounded. 


M EDIC E NCOUNTERS 

Medics are attached to military units, usually in a ratio of one medic for 


every dozen or so soldiers, more or less depending on the quality of the unit. 

Mercenary companies have fewer trained medics than other combat groups, 


leaving most mercenaries to tend to their own wounds. 

A medic is an important and valued member of any outfit. Since the medic's 

main responsibility is saving lives , most units don't risk their medics without 
good reason. In fact, soldiers often take risks to keep their unit's medic safe, 
even exposing themselves to gunfire to deal with a threat to the medic. In 

exchange, the soldiers expect the medic to move quickly when one of the 

team falls . While the medic applies a medpac, the rest of the team provides 
covering fire until the medic and his injured patient can return to cover. 



MER CE NA.RV 

Mercenary Soldier CL3 
Med ium nonheroic 6/soldier 1 

Force 5; Dark Side 1 

lnit +9 ; Senses Perception +3 

Languages Basic 

Defenses Ref 17 (flat-footed 16), Fort 14, Will 12 

hp 22; Threshold 14 

Speed 6 sq uares 

Melee combat gloves +6 (ld4+2) 

Ranged blaster rifle +6 (3d8) or 
Ranged frag grenade +°6 (4d6) 

Base Atk +5; Grp +6 

Atk Options autofire [b laster rifle) 

Special Actions Combined Fire 

Abilities Str 12, Dex 12, Can 11, Int 10, Wis 10, Cha 10 

Talents Combined Fire 

Feats Armor Proficiency (light), Coordinated Attack, Improved 

Defenses, Skill Training (Endurance), Weapon Proficiency (pistols, 

rifles , simple weapons) 

Skills Endurance +8, Initiative +9 

Possessions combat gloves, blaster rifle, frag grenade, combat jumpsuit 

(+4 armor), comlink, field kit, company insignia 

Mercenaries are professional soldiers who fight for anyone who will pay 

them. Their loyalty extends only so long as the credits keep rolling in, and 

even then they might break a contract if the job sours or seems hopeless. A 

ercenary doesn't sign on for causes and doesn't care about the nature or 

Ident ity of his employer, only that he is paid and paid on time. Their fickle 

nature and lack of regard for the reasons behind a conflict make mercenaries 

unatt ractive soldiers for many, but for those who have coin to spend and are 

despera te enough, a company of mercenaries can make do in the absence 

of more disciplined troops. 

Mercenary companies are organized in the same ways as other military 

units Soldiers make up the bulk of the fighting outfit, and supporting them 

are numerous specialists such as scouts and heavy infantry. 

M ERCENARY SCOUT 
Although particulars can vary, any mercenary company is certain to employ 

at least a small team of scouts. Trailblazers and rangers, they sweep ahead 

of the main body, g·athering intelligence about enemy positions, striking at 

supply lines, and sabotag ing equipment. 

CL 3Mercenary Scout 
Medium nonheroic 3/scout 2 
Force 5; Dark Side 1 

Init +9; Senses Perception +8 

Languages Basic, 1 other 

Defenses Ref 18 (flat-footed 16), Fort 13, Will 13 

hp 18; Threshold 13 

Speed 6 squares 

Melee knife +3 (1d4+ 1) 

Ranged sporting blaster pistol +5 (3d4+1) or 

Ranged sporting blaster rifle +5 (3d6+1) 

Base Atk +3; Grp +5 

Atk Options Far Shot, Point Blank Shot 

Abilities Str 11, Dex 14, Can 11, Int 12, Wis 12, Cha 10 

Talents Improved Stealth 
Feats Far Shot, Point Blank Shot, Sk"dl Training (Initiative), Skill Training 

(Survival), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills In·ltiative +9, Perception +8, Stealth +9 (can reroll, must take 

second result), Survival +8 

Possessions knife, sporting blaster pistol, sporting blaster rifle with 

standard targeting scope, combat jumpsuit (+4 armor), encrypted 

comlink, electrobinoculars, field kit, mesh tape, utility belt 
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MERCENARY HEAVY INFA N TRY 
Mercenary heavy infantry forms the backbone of any mercenary sq uad. 
Equ ipped with heavy weaponry and superior armor, they lead the vanguard 
in assaults, drawing fire from their enemies while the rest of the mercenaries 
attack from the flanks, all the while mowing down enemy soldiers with a 
barrage of blaster fire . Heavy infantry units are often far more experienced 
than ordinary soldiers and are typically composed of grizzled veterans who 
have been through their fair share of campaigns. 

Mercenary Heavy Infantry CL 4 
Medium soldier 4 
Force S 
Init +9; 5.enses Perception +8 
Languages Basic 

Defenses Ref 21 (flat-footed 19). Fort 18, Will 14 
hp SO; Threshold 18 

Speed 6 squares 
Melee combat gloves +6 (ld4+S) 
Ranged heavy blaster pistol +6 (3d8+2) or 
Ranged heavy blaster pistol +4 (4d8+2) with Rapid Shot or 
Ranged heavy blaster rifle +7 (3d8+4) or 
Ranged heavy blaster rifle +S (4d8+4) with Rapid Shot 
Base Atk +4; Grp +6 
Atk Options autofire (heavy blaster rifle). Coordinated Attack, 

Devastatin g Attack (rifles). Rapid Shot 

Abilities Str 14, Dex 14, Con 12, Int 11, Wis 13, Cha 11 


Talents Devastating Attack (rifles). Weapon Specialization (rifles) 

Feats Armor Profic iency (light, medium). Coordinated Attack, Rapid Shot, 


Skill Training (Mechanics). Weapon Focus (rifles)' Weapon Proficiency 
(pistols, rifles, simple weapons) 

Skills Endurance +8, Initiative +9, Mechanics +7, Perception +8 
Possessions combat gloves, heavy blaster pistol, heavy blaster rifle, 2 

explosive charges with timers, battle armor (+8 armor, +2 equipment). 
com lin k, electrobinoculars, field kit 

"IF MONEY IS ALL 
YOl!J LOVE, THEN 

THAT'S WHAT YOU'L~ 
iRECEIVE. " 

PRINCESS LElA 

F A MOUS M ERCENARY 
C O M PANIES 
The Expanded Universe is fUll of famous and infamous soldlt'rs-for­
Perhaps the most widespread use of these military groups came during 
the Rebellion against the Galactic Empire. As the casualties mounted 
the Rebel Alliance tumed to hiring mercenary companies to .short lip 
i ts flagging numb~rs. Since the Galactic Empire: had reslrictions ag3\115t 
hiring mercenaries, many companies signed on to fight alongside 
Rebellion. while some remained neutral in thl' conflict. 

Ailon Nova Guard : An ancient and distinguished unit, the Ailo 
Guard ronsisted largely of non-Human warriors. Having long worked fo 
the Galartic Republlr, the Guard bl'lieved Senator Palpatine to ~ an al 

an individual who shared its belief in the survival of the fittest. Howe>;' 
their exploitation by the Emperor and the.' endless suicide mi!oS1Ms 
sent them on taught them the.' error of that way of thinking, so afle 
Battle of Endor, they helped to wipe out Imperial remnants. 

Black Curs: Formed for the express purpose ofgetting revenge.' 0 

the.' Galactic Empire, this mercenary outfit of ~mugg/ers and ou 
worked for the New Republic by selling it infollTlalion and moni 

Imperial movements. 
First Sun Mobile Regiment : Spec.ializing in se.'arrh-and-destto 

sions. the First Sun Mobile Regiment found rtgular service.' in the em 
of the Galactic Empire, The relationship cventually soured after orders 
rame down for the First Sun to execute one of its own rompan"r 

Laramus Base Irregulars : These soldiers had a reputation for taking 
on extremely dangerous missions. During the Galactic Civil War, 
tried to stay out of the f ighting, but when the con flirt spilled onto Ine 
world that held their base, they were forced to take artion. The.' Irregu' 
eventually joined the.' New Republir in fighting again~t the last hold 
of the Empire. 

M istryl Shadow Guard: Th,s elite group of all-female.' mercena' ­
ies formed after the Empire rendered their home.'world uninhabi 
Vowing neve.'r to serve the Empire.'-although. ine.'xplicably. the.'re.' 
be.'en exceptions-the Mistryl Shadow Guards gained a reputation 
ruthless efficiency as assassins and soldiers. 

Red Moons: Led by a former Colonel of the New RepUblic, thcR 
Moons was an aggressive merrenary band dedicated to wiping 0 

remnants of the Empire, Although a me.'rrenary company, it worltd on 
for those employers who shared its agenda 

Sabaoth Squadron: In the years leading up to the Clone wars, tne.' 
Sabaoth Squadron worked for Count Dooitll to stre.'ngth~n Scpal1ltl~ 
defenses and rombat the pirates who were harassing the Separatist 
worlds, 



M E RCENARY ENCOUNTERS 
Mercenaries do not fight for free. Before they sign up to join the army of 

heir employer, they must negotiate the terms of their contract. The contract 

spells out the duties and expectations placed on the mercenaries, specifying 

how marlY engagements they are to fight in, the terms of th eir payment. 

reimbursements fo r supplies, and so on . 

One of the biggest myths about mercenary compan ies is t heir unreliabil­

ity. Mercenary companies cannot afford to switch sides in the middle of a 

batt le, because when they do, they diminish their reputation and reduce their 

cha nces of landing another contract down the road . Traitorous companies 

do exist , but they are the exception rather than the rule . Once a mercenary 

company signs on, it almost always abides by the letter of the contract until 

that agreement expires. 

Mercenaries are grim opponents, having cut thei r teeth on numerous 

engagements and having wi tnessed the horrors of war time and again. In 

no rush to join the casualty list, they are cautious in their tactics and don 't 

take unnecessary ri sks. Mercenaries also don't take things personally, since 

their next employer might be the folks they're fighting now. 

A company of mercenaries is organized along similar lines to other military 

groups. The core of any unit is the foot soldiers, those grunts who do the bulk 

of the fighting. Core units of mercenary soldiers have the support of heavy 

infantry, wh ich lays down covering fire or might even lead the charge. Scouts 

and out riders range ahead to assess enemy positions, while a support staff 

made up of medics, surgeons, technicians, pilots, and other personnel ensures 

that the unit is properly outfitted and attended during engagements. 

Merce naries can be allies or adversaries. The heroes might hire a group 

of mercs to protect their headquarters, to accompany them on missions, 

or provide them with a bit more muscle when following up lead s on a par­

ticular ly thorny investigation . In these cases, the quality of the mercenaries 

determines their price, with the better-known and better-equipped soldiers 

commanding the highest prices. Quality mercenaries don't take on long 

contracts, since they know from experience that a relationship could turn 

sour at any time . 

A mercenary band might invite the PCs to join its ranks. In such a case, 

a mercenary company is an excellent vehicle to propel the heroes through a 

variety of adventures, carrying th em to new worlds and new environments 

dependmg on who will pay them and how much. Such scenarios also give 

the heroes a chance to ri se up in the ranks of their company until one day 

they might lead the group to even greater glories. 

As enemies, mercenaries can fill a variety of roles. The most common 

and acceptable use for mercenaries is in a support role for a major vi llain . 

Mercenaries could serve as a personal guard, safeguarding the villain's lai r 

or a location that' s of particular importance to his plans. Since the villa in is 

paying the mercenaries for their service, they might not share his goals and 

might eventually be inclined to stop working for him, if he proves treacher­

ous or particularly evil. 

Lesser-known and greener mercenaries are not as selecti ve about wr om 

they work for, since they are largely concerned with developing their own 

reputation. Lowly mercs take service with anyone who will pay them, hoping 

to build their resumes. These novice groups can be fo und working for minor 

crooks, up-and-coming crime lords, or aliens that harbor darker designs 

behind friendly facades . 

MERCENARY TA~ENT TREE 
Nlr most mercenaries, it's not about the mission, but rather the paycheck 
that comes once the mission Is complete. The following talents arc for 
usc with the soldier class (and arc considered part of the Mercenary 
talent tree presented in The ForceUnleashed Campaign Guide). 

Combined Fire: You gain a +2 bonus to damage rolls on attacks 
against targets that have been damaged by an ally since the end of 
your last turn. 

Prerequisite:Coordinated Attack feat. 
Mcn:cnary's Determination: As a free action,on yourturn, you can 

spend a Nlrte point to double your speed for 1 round. You must walt 5 
rounds between each use of this ability. 

~requisl~:Mercenary's Grit. 
Mercenary's Grit: When you are affected by any debilitating concti­

tion, you can convert the condition's modifier from apenalty to a bonus 
for' round as a swift action. At the end of yournext turn, move -1 step 
along the condition track. 

Mercenary's Teamwork: You gain a +2 bonus to damage rolls (to a 
maximum of +10) for each ally that has damagedyour target since the 
end of your last turn. 

Prtrequlsites: Combined' Fire, Coordinated Attack ~at. 



M E R CENARY CAPTAIN 

Mercenary Captain Cl5 
Medium soldier 2/noble 3 

Force 8; Dark Side 1 

Init +9; Senses low-light vision; Perception + 10 

Languages Basic, Bocce 

Defenses Ref 21 (flat-footed 19). Fort 20, Will 18 

hp 56; Threshold 20 

Speed 6 squares 

Melee combat gloves +5 (ld4+3) 

Ranged heavy blaster pistol +7 (3d8+2) or 

Ranged'heavy blaster pistol +2 (3d8+2) and 

blaster pistol +2 (3d6+2) 

Base Atk +4 ; Grp +6 

Special Actions Battle Analysis, Born Leader, Distant Command 

Abilities Str 12, Dex 14, Con 12, Int 13, Wis 13, Cha 14 

Talents Battle Analysis, Born Leader, Distant Command 

Feats Armor Proficiency (light, medium). Dual Weapon Mastery I, Linguist, 

Skill Focus (Knowledge [tactics]). Toughness, Weapon Focus [pistols). 

Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Endurance +8, Initiative +9, Knowledge (tactics) + 13, 

Perception +10 

Possessions combat gloves, heavy blaster pistol, blaster pistol, 

battle armor (+8 armor, +2 equipment) with helmet package, 

electrobinoculars, field kit, utility belt 

Although mercenaries might not be an official part of any standing army, 

and might not be soldiers dedicated to some cause or other, they are soldiers 

at heart. If they plan on surviving to earn their pay and see more work, they 

need a strong leader to guide them and represent their interests to potential 

employers_ This is where the mercenary captain comes in_ 

A leader on the battlefield and a shrewd negotiator between jobs, the 

mercenary captain is responsible for commanding his unit and maintaining 

the necessary discipline within his ranks_ Mercenary captains ascend to 

command roles in a variety of ways_ Some are ex-soldiers themselves, having 

left the ranks of the Grand Army of the Galactic Empire or the New Republic. 

Others might be disenfranchised nobles, and others could be disgraced war­

riors, accused rightly or wrongly of some past crime. Regardless of their past, 

mercenary captains have chosen a life that allows them to use their natural 

leadership skills_ It might not be much glory, but it's enough. 

MERCENARY CAPTAIN 
ENCOUNTERS 
The mercenary captain is the heart and soul of a mercenary unit. The captlin's 

personality shapes the unit, deciding which jobs they take Bnd which the 

skip. The mercenary captain also affects the quality of the soldiers who ~I'\~ 

under his command. Cruel captains breed equally cruel so ldiers, while lazy 

captains attract lazy mercenaries. As a result, a mercenary captain is omn 

the best representative of a company's capabilities on the battlefield, and a 

wise leader who's looking to expand his or her army by hiring mercenaries 

would do well to look closely at the sort of leader who commands them. 

Most encounters with mercenary captains include mercenary soldiers 

or heavy infantry under the captain's command. The c(l ptain leads these 

forces into combat, using their tactical expertise to good effect Combat 

against these characters should be harrowing, with the enemy well prtpared 

and benefiting from advantageous positioning. Mercenary captains do not 

squander their troops, or they'll find themselves out of work. 

When negotiating service of mercenaries, it's always with t he mercenary 

captain that the heroes must deal. Captains are usually sh re wd negotiators 

who look for the best arrangement for themselves and without overly com­

mitting their forces. Most mercenary captains are not interested in lon9­

term emp loyment. preferring short jobs with a quick turnaround, The mort 

dangerous the task, obviously, the higher the pay they demand. 



MYS T I C 

Mystic CL 4 
Medium non heroic 6/scout 3 
Force 4; Strong in the Force 
Init +4; Senses Perception + 15; Force Perception 
Languages Basic, 1 other 

Defenses Ref 13 (flat-footed 13). Fort 15, WillIS 
hp 45; Threshold 15 

Speed 6 squares 
Melee quarterstaff +5 (ld6+ 1) 
Base Atk +5; Grp +~ 
Special Actions Shake It Off 
Force Powers Known (Use the Force +15): farseeing, mind trick (2). 

move object, rebuke (2) 

Abilities Str 8, Dex lO, Con 14, Int 14, Wis 14, Cha 12 
Talents Force Perception, Visions 
Feats Force Sensitivity, Force Training (2). Shake It Off, Skill Focus (Use 

the Force), Skill Training (Stealth). Skill Training (Use the Force). Strong 
in the Force, Weapon Proficiency (simple weapons) 

Skills E~durance +11, Perception + 15, Persuasion +lO, Stealth +9, Survival 
+11, Use the Force +15 

Possessions quarterstaff, robes, fetish, pouches of strange powders 

In the remote corners of the galaxy are places that have never heard of the 
Jedi, the Sith, or even the Force. However, the Force flows through all living 
things, and so, many isolated cultures learn to use the Force in their own way. 
As is to be expected, explanations for these strange powers run the gamut, 
from gifts from the gods to mastery over some magical power. Regardless 
of what they consider to be the source of the power, those who succeed in 
harnessing this energy are referred to as prophets, sorcerers, or mystics . 

Blessed (or cursed) with the ability to use the Force, mystics are not 
exact ly certain what energy they tap when they perform miraculous acts . 
Since the source of their power is unknown to them and their people, how 
mystics fit into their societies varies from world to world. Many mystics are 
reviled, hated, and feared, and thus face lonely existences as exiles, shunned 
by families and friends alike; these individuals might become dark side adepts. 
Others are seen as prophets, holy men, or powerful magicians who wield 
forces beyond understanding. Such mystics command enormous respect and 
power, having a great deal of influence over their people. 

MYSTIC ENCOUNTERS 
Although many mystics are powerful in the Force, most lack formal tra in­
ing and thus are not formidable opponents. Instead, mystics best serve as 
advisors; one might offer guidance to a chieftain in exchange for an exal ted 
place in the tribe. Alternatively, a mystic might be a hermit, a figure of great 
wisdom but one who dabbles in powers beyond mortal conception, and only 
those in the direst need seek out their knowledge. 

On worlds that have numerous Force-users, mystics might band tog~ther 
as a separate society. The purpose and nature of these groups depends on 
the techniques they develop and how their understanding of these powe rs 
evolves. Some groups function as mystical orders of priests, while others 
might act as cabals of sorcerers who push against the limits of reality through 
their haphazard explorations of the Force. 

However, with misunderstood power comes negative reactions-there are 
many tragic cases of individuals strong in the Force who are driven from their 
villages because of the strange abilities they demonstrate. Rare are the exiled 
mystics who do not turn to the dark side, for fear, hate, and anger are their 
constant companions, twisting these lost souls into creatures of evil. 



OFFI CER 

Officer CL 8 
Medium nonheroic 6/soldier 3/officer 3 

Force 2 

Init +7; Senses Perception + 13 

languages Basic, Bocce, 4 others 

Defenses Ref 20 (flat-footed 19), Fort 20, Will 23 

hp 62; Threshold 20 

Speed 6 squares 

Melee unarmed +10 (ld4+3) 

Ranged blaster pistol +11 (3d6+3) 

Base AtK '+lO; Grp +12 
Atk Options Cover Fire 

Special Actions Assault Tactics, Battle Ana lysis, Deployment Tactics 

(Q) 

Abilities Str 10, Dex 14, Con 12, Int 15, Wis 14, Cha 16 

Special Qualities command cover, share talent (Cover Fire) 

Talents Assault Tactics, Battle Analysis, Cover Fire, Deployment Tactics 

Feats Armor Proficiency (light)' Improved Defenses, linguist, Skill Focus 

(Knowledge [tactics]), Skill Focus (Persuasion)' Skill Training (Use 

Computer), Toughness, Weapon Proficiency (pistols, rifles, simple 

weapons) 

Skills Knowledge (tactics) + 18, Perception + 13, Persuasion + 19, 

Use Computer + 13 

Possessions blaster pistol, code cylinder, officer's uniform, encrypted g 
com link, utility belt with medpac 

i 
~ 

The officer described here represents a leader who goes out in the field , 

commanding alongside her troops. She is trained in quickly assessing the 

battlefield and deploying her troops in the most effective way possible-with 
2.iJ the hope of keeping losses in both soldiers and equipment to a minimum. 
lID 

Thi s sort of officer leads by example, giving orders from the front lines of 

combat, often scoffing at the plans concocted by the higher-ups in the 

safety of the rear deployment zone. An officer must make tough decisions, 

putting her troops in extremely hazardous, and sometimes suicidal, positions 

to get the job done. Officers carry little in the way of weapons or armor, 

relying on other troops for protection and transportation. Depending on 

their actual rank, this "entourage" can be anything from a bodyguard and 

an airspeeder all the way up to a brigade of troops, heavily armored tanks, 

and a contingent of battle droids. 

It is important to remember that an officer's rank isn't nece:;sari ly tied 

to her level as a game character-a brigade commander might have feW1':f 

heroic levels than the lieutenant of a platoon, especially i f that lieutenant 

has seen intense combat. Heroic levels represent a character's participation 

in action-filled adventures or missions of deep intrigue, not the number of 

years she spent as a desk Jockey. 

O F F ICE R E NCOUNTERS 
Officers are almost never encountered alone-even on "so litary' mis.sion; , 

they are often accompanied by a retinue of noncommissioned officers and 

enlisted personnel. The officer presented here works best as the commander 

of a squad of 6-1 0 soldiers or a platoon of 20-30 soldiers, wi th accompanying 

support vehicles, equipment, and droids (the exact number depends on th~ 

CL of the encounter). This sort of officer is a capable fi ghter in her own right 

but works best when she is able to direct the movement of her troops 

An officer might be assigned to lead a group of highly t rained specialis 

in order to complete a specific mission . Typical allies in clu de commandos. 

elite soldiers, medics, and pilots-possibly with the officer being the least 

powerful member of the group. 



INTELLIGENCE OFFICER 
Int~lIigence officers delve into mounds of intercepted codes, plans, and 
reports to determine the best way to bring down the enemy by knowing 

ore than they do. Handpicked for their natural intelligence and personal 
charm, intelligence officers are masters at teasing out information from a 
variety of sources. Most are expert interrogators, using a mix of "carrot and 
stick" to cause an enemy agent to spill his guts, revealing vital data or even 
convincing him to become a turncoat. Although they bear great similarities to 
spies, intell igence officers are part of a strict chain of command and have far 
more restrict ions placed upon them when performing their duties. In short, 
spies collect the data and intelligence officers process it. 

Because of the valuable knowledge they possess, intelligence officers 
are considered key targets and highly sought-after prizes. As a result, they 
are heavily protected by their units to keep them falling into the hands of 
the enem y. 

Intelligence Officer CL 10 
Medium noble 7/officer 3 
Force 3 
Init +9; Senses Perception + 16 
Languages Basic, Bocce, Bothese, Durese, High Galactic. Huttese. 

Quarrenes e. Ryl 

Defenses Ref 23 (flat-footed 21). Fort 20. Will 26 
hp 42 ; Threshold 20 

Speed 6 squares 
Melee unarmed +B (1 d4) 
Ranged blaster pistol +9 (3d6+5) 
Base Atk +B; Grp +9 
Atk Options Point Blank Shot 
Special Actions Born Leader. Demand Surrender. Presence, 

Shift Defense II, Weaken Resolve 

Abilities Str 10. Dex 12, Con B, Int 16. Wis 13, Cha 17 

Special Qualities command cover, share talent (Shift Defense I) 

Talents Born Leader. Demand Surrender. Presence. Shift Defense I, Shift 

Defense II, Weaken Resolve 
Feats Improved Defenses, Linguist, Point Blank Shot, Skill Focus 

(Deception), Sk ill Focus (Gather Information), Skill Focus (Knowledge 
[social sciences]), Skill Focus (Perception), Skill Focus (Persuasion), 
Weapon Proficiency (pistols, simple weapons) 

Skills Deception + lB, Gather Information + lB, Initiative +9, Knowledge 
(bureaucracy) + 13, Knowledge (galactic lore) + 13, Knowledge (social 
sciences) +18. Perception + 1 B, Persuasion +18, Use Computer + 13 

Possessions blaster pistol. code cylinder, encrypted com link, datapad, 
officer's uniform 

Intelligence Officer Encounters 
Intelligence officers rarely go into the field on their own-they use the 
information gleaned by spies and other sources to make their assessments 
from the safety of headquarters. Most heroes are likely to encounter an 
intelligence officer after they have been captured and are undergoing 
interrogation. Intelligence officers are smooth operators who rarely get 
riled up (unless they choose to) and are extremely difficult to intimidate 
or crack. During such interrogations, two to four soldiers or a single el ite 
soldier accompanies an intelligence officer to provide both protection and 
an intimidation factor. 

When encountered in the field, intelligence officers are heavily protected . 
One might be accompanied by a squad of up to eight soldiers, or a pair of elite 
soldiers, as well as a personal bodyguard. In totalitarian regimes, particu larly 
the Empire, intelligence officers might have orders to commit suicide if they 
are captured, which they carry out after destroying any physical evidence 
they might possess. In turn, these regimes impose punishment on any troops 
that kill, rather than capture, enemy intelligence personnel. 

Intelligence officers make extensive use of droids in their work-protocol 
droids for translation and diplomatic situations, probe droids for intelligence 
gathering on far-flung worlds (particularly the Viper series probe droid). and 
specially designed interrogation droids. 

THE CHAIN O F COMMAND 
An advantag~ to including an offic~r-as w~1I as a commanders or 
a squad leaders (from other entries)-In an encounter is that such a 
character effectively increas5 the challeng~ provided by each individual 
ally he brings with him. When designing encounters using officers, the 
Gamemast~r should keep in mind that the other eneml51n the encounter 
will be slightly more powerful (though not enough to adjust th~ir CU; 
although this might not make any difference in an encounter that fea­
tures only a small number of enemi5, the effect becomes cumulative 
when mor~ enemi5 are added to the encount~r. Each additional enemy 
is one that is more likely to successfully use the aid anothet action for 
its alli5, causing the heroes' defense scores to drop while ~nemy attad 
bonuS5 rise. Add to that the-officer's ability to share talents (effec:ti~ly 
giving nonheroic opponents access to abilities usuallY resmed for 
heroic characters), and an encounter's difficulty can jump drastically. 
Nonheroic enemies under an offICer's command can become tougher 
to hlt and can deal more damag~, so Gamemasters who include large 
numbers of nonheroic enemies in an encounter with an officer should 
be careful to monitor the effects of an officer's talents 00 the overa11 
encounter difficulty. 



OUTLAW TECH 

Outlaw Tech CL 4 
Medium scoundrel 2/scout 2 

Force 4 

Init +9; Senses Perception +3 

Languages Basic, Binary, Durese, Sullustese 

Defenses Ref 19 (flat-footed 17), Fort 16, Will 17 

hp 30; Threshold 16 

Speed 6 squares 

Melee unarmed + 1 (ld4+1) 

Ranged I;>laster pistol +4 (3d6+2) 

Base Atk +2; Grp +4 

Atk Options Hyperdriven, Point Blank Shot 

Special Actions Jury-Rigger 

Abilities Str B, Dex 14, Con 10, Int 16, Wis 12, Cha 14 

Talents Hyperdriven, Jury-Rigger 

Feats Improved Defenses, Point Blank Shot, Skill Focus (Knowledge 

[technology]), Skill Focus (Mechanics), Skill Focus (Use Computer), 

Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Deception +9, Gather Information +9, Initiative +9, Knowledge 

(technology) + 15, Mechanics + 15, Persuasion +9, Use Computer + 15 

Possessions blaster pistol, concealed holster, credit chip, datapad, hacked 

code cylinder, security kit, com link, tool kit, utility belt, 500 credits 

The outlaw tech combines technological know-how with criminal tendencies. 

He is an expert at breaking and entering, and is as comfortable hijacking a 

starship as he is hotwiring a speeder. His tools are some of his most valued 

possessions, and they range from high-end datapads to specialized security 

kits. He prides himself on getting the job done quickly, and approaches each 

new assignment with childlike zeal. He is an opportunist, but he's also willing 

to plan ahead when time allows him the luxury of doing so. 

Because he is both charismatic and intelligent, an outlaw tech is just as 

capable at gaining a mark's confidence as he is at hacking a code cylinder. 

This versatility allows the outlaw tech to be more flexible in the field, and 

to approach each new situation differently depending on the circumstances. 

He knows how to do his homework, because he has friends on the street who 

can feed him the information he needs. An outlaw tech also keeps up on 

the latest technology, even if he can't afford it, because he might someday 

come up against it in the course of his job. 

DUTL.AW TECH ENCOUNTERS 
Outlaw techs are everywhere, plying their trade throughout the galaxy lVith 
varying degrees of success. They work on the wrong side of the law, and ilf~ 

often pitted against the authorities whether or not they succeed on their 

current job. Particularly gifted outlaw techs might find steady employment 

with criminal syndicates or less than savory corporate interests, but mo 

work on a freelance basis. Some even work as legitimate technicians. using 

the information they gather during their normal work hours to develop new 

plans and schemes. 

Though capable in a fight, outlaw techs are not frontlin e combatants. 

They prefer to fight from a distance, using cover and concealment as the 

snap off well-aimed shots from a blaster pistol. They're not above shoot­

ing someone in the back, especially if doing so will bring a quick end to a 

potentially messy firefight. Utilizing their skills to seal a blast door between 

themselves and their enemies is also perfectly acceptable. Hand - to- hand 

combat is never something that outlaw techs seek to engage in; they prc'Rr 

to leave such activity to the soldiers and thugs who do it best. 



PILOT 

Pilot Cl5 
Medium nonheroic 4/scout 4 

Force 2 

Init + 14; Senses Perception +8 

Languages Basic 

Defenses Ref 17 (flat-footed 15), Fort 17, Will 15; Dodge, Mobility 

hp 35; Threshold 17 

Speed 6 squares 

Melee unarmeci +5 (ld4+1) 

Ranged heavy blaster pistol +8 (3d8+2) 

Base Atk +6; Grp +8 

Special Actions Acute Senses 

Abilities Str 9, Dex 15, Con 12, Int 10, Wis 12, Cha 8 

Talents Acute Senses, Improved Initiative 

Feats Armor Proficiency (light), Dodge, Mobility, Skill Focus (Initiative), 

Ski ll Focus (Pilot), Skill Training (Perception), Vehicular Combat, 


Weapon Proficiency (heavy weapons, pistols) 


Skills Init iative + 14 (can reroll, must take second result). Perception +8 

(can reroll, must take second result), Pi lot + 14 

Possessions heavy blaster pistol, padded flight suit (+3 armor), com link, 

tool kit, R2 series astromech droid, vehicle or starship 

Although almost everyone in the civilized portions of the galaxy can drive 

an airspeeder or steer a vehicle through routine routes, pilots are the true 

experts. The pilot described here can represent anyone from a fighter pilot, 

to a ship captain, to a tank commander-as long as a vehicle needs some­

one to do some tricky handling, the pilot is the one to do it. As a result, 

pilots are in high demand, especially for jobs that involve charting unknown 

territory or flying through hazardous regions. Even the most conservative 

pilot is accustomed to taking risks and knows how to push his vehicle to the 

edge if necessary. Many pilots, especially if they own their own vehicles, 

are also capable mechanics and can lend a hand to ensure that their craft 

is working at its best. Pilots are skilled at avoiding trouble and keeping their 

vehicles, cargo, and passengers safe from harm. 

I A PIL.OT, YOU 
KNOW, AND SOME 
DAY l'M C30INO TO 

FL.Y AWAY FROM 

THIS PL.ACE." 


ANAKIN SKYWA1-KER 

PILOT ENCOUNTERS 
When not in their vehicles, pilots are typically encountered around hangar 

bays, barracks, repair shops, or cantinas, relaxing before their next mission. 

If a pilot is part of a unit of some kind, such as a Rebellion squadron or a 

planetary militia, he has a rank, which comes with duties and a chain of 

command, and thus must follow orders. Independent pilots pursue their own 

agendas and could be hired for or persuaded to undertake any number of 

missions. Pilots who man a spaceship commonly call that vessel home. As 

a result, most pilots are extremely protective of their vehicle and are loath 

to place it in serious risk unless the price is right. Although a pilot mighl 

not seem to be much of a threat when he's not flying his ship, it should be 

remembered that he can turn the interior of his vessel into a nightmare fo r 

intruders-decompressing corridors, turning off the gravity, flooding the 

engine room with radiation, and the like-all from the safety of the bri dge 

or cockpit . 
Pilots are often accompanied by members of their unit or their sh ip's 

crew and can call on them for help if things go wrong. Typical allies inetude 

the ship's captain, gunner, medic, engineers, or officers (thugs can be used 

to represent generic crew). In addition, many pilots own astromech droids 

that help them by plotting astrogation coordinates or monitoring thei r ship's 

internal workings. 



P'L-OT, A CE 

The ace pilot is a rare example of true excellence in piloting starships. When 

he is seated in the cockpit of his craft, the starfighter becomes an ex ten­

sion of his will , with the pilot and the vessel becoming as one. Deadly in the 

extreme, these pilots have survived numerous dogfights. They have racked 
up an impressive number of kills and can outmaneuver just about any foe. 

Ace Pilot CL 14 
Medium scoundrel 7/ace pilot 7 
Force B 

Init + 1 5; Senses Perception + 13 

languages Basic, 2 others 

Defenses Ref 31 (flat-footed 28). Fort 29, Will 26 ; Dodge 
hp 98; Threshold 29 

Speed 6 squares 
Melee unarmed + 10 (1d4+7) 

Ranged blaster pistol + 13 (3d6+ 7) 

Base Atk + 10; Grp + 13 

Atk Options Double Attack (heavy weapons), Hyperdriven, Point Blank 

Shot, Precise Shot, Running Attack, Spacehound, Starship Raider 
Special Actions Elusive Dogfighter 

Abilities Str 11 , Dex 17, Con 15, In t 14, Wis 12, Cha 12 
Special Qualities vehicle dodge +3 

Talents Elusive Dogfighter, Hyperdriven, Keep It Together, Re lentless 

Pursuit, Spacehound, Starship Ra ider, Stellar Warrior, Vehic le Evasion 
Feats A Few Maneuvers (see sidebar). Dodge, Double Attack (heavy 

weapons). Point Blank Shot. Precise Shot, Running Attack, Skill Focus 
(Pilot). Vehicular Combat, Weapon Proficiency (heavy weapons, pistols, 

simple weapons) 

Skills Initiative + 15, Knowledge (tactics) + 14, Mechanics + 14, Perception 

+13, Pilot +20 (can reroll when initiating dogfight and take better 
result). Use Computer + 14 

Possessions blaster pi sto l, flight suit, com link, breath mask, medpac, f ield 

kit , fusion lantern , starfighter, astromech droid 

"YOU'RE OCelD, 
CelRRAN, BUT 

YOU'RE NO LUKE 
BKYWALKER. " 

WEDGE ANTIL.L.ES 

ACE PILOT ENCOUNTERS 
Ace pi lots-from the Rebel starfighter pilot who racks up two doz~n kills 

to the TIE interceptor pilot who screams into dogfigh ts leaving glowing 
shards of molten metal in his wake-can be irreplaceable all ies or dr~adfu l 

opponents. Word of these characters' exploits travels quickly t hrough the 

galaxy. As their reputation grows, they become almost legendary. Th is can 

attract ambitious would-be ace pilots who want to become the next "top 
gun"-a desire that is alm ost never fulfilled. 

NEW PEAT: 
A PEW MANEUVERS 
You can weave, jUke, and roll to avoid enemy fire in the 
thick of combat. 

Prerequisites: Dodge, Vehicular Combat. 
Benefit: When piloting a vehicle of Colossal sIze or smaller, 

you grant a 't2 dodge bonus to your vehicle's Reflex Defense. Fur· 

thermore, If you are the target of a missile or torpedo attack an 

the attack roll misses by 5 or more, the projectile: self-destruro 
harmlessly. 

http:ANTIL.L.ES


PII-OT, EI-ITE 

Elite Pilot CL 10 
Medium scoundrel 4/soldier 3/ace pilot 3 
Force 5 
Init + 12 ; Senses low-light vis ion; Perception +7 
Languages Basic 

Defenses Ref28 (flat-footed 26), Fort 25, Will 21; Dodge 
hp 68; Threshold 25 

Speed 6 squares 
Melee unarmed +8 (ld4+5) 
Ranged blaster pistol + JO (3d6+5) 
Base Atk +8; Grp +10 
Atk Options Combat Reflexes, Double Attack (heavy weapons), Elusive 

Dogfi ghter, Point Blank Shot. Precise Shot, Spacehound, Starship Raider 

Abilities St r 11, Dex 15, Con 13, Int 10, Wis 10, Cha 10 
Talents Armored Defense, Improved Armored Defense, Elusive Dogfighter, 

Spacehound, Starship Raider, Vehicular Evasion 
Feats Armor Proficiency (light). Combat Reflexes, Dodge, Double Attack 

(heavy weapons), Point Blank Shot, Precise Shot. Skill Focus (Pilot). 
Vehicular Combat, Weapon Proficiency (heavy weapons, pistols, simple 
weapons) 

Skills Ini tiat ive +12, Knowledge (tactics) + 1 0, Perception +7, Pilot + 17, 
Use Computer + 10 

Possessions blaster pistol, armored flight suit (+5 armor) with helmet 
package, starship 

Where the ace pilot is a legendary figure with a score of kills under his 
belt, the eli te pilot described here represents the somewhat more common 
st<l rf ighter pilots who have seen their fair share of combat. Although they 
might not have the fame (or infamy) of ace pilots, elite pilots can hold their 
awn in a fi ght and enjoy a bit more freedom than their more renowned 
counterpar ts do. 

Elite pilots also represent those veteran squadrons of starfighters whose 
names are spread throughout the galaxy, such as Rogue Squadron and Saber 
Squadron of the 181st Imperial Fighter Group. Though few of the members 
stand out from the rest, they are experts at fighting in formation, and their 
shared exploits are enough to cause their enemies concern. 

EL.ITE ~IL.OT ENCOUNTERS 
An elite pilot is not much without his ship, but in his cockpit he's a terror. 
Encounters with these characters should almost always be in starf ighter 
combat, pitting the heroes against these hardened veterans in hair-raising 
dogfights. Furthermore, elite pilots rarely operate on their own and are typi­
cally part of a larger squadron. 

Elite squadrons are those groups that have survived severa l confrontations 
In important battles around the galaxy. Like the ace pilot, these squadrons 
attract a fair bit of attention, gaining enemies from unexpected quarters 
who want to take them down a notch or to prove they themselves an: 
the better. These squadrons might be tasked with escorting an important 
transport that bears important passengers, patrol a contested section af 
space, or safeguard a space station that happens to be the site of tense and 
unpopular negotiations. 

When organized into squadrons, most elite pilots count at least one of 
their number as an ace pilot . This hotshot might be a talented pilot to wham 
they owe much of their success, or he might be their squadron commander. 
Elite pilots are usually protective of their aces and take risks to keep them 
safe. 

Elite pilots do not have to be openly antagonistic to the heroes ; they might 
even fight on the same side. Ri va lries brew in competing squadrons, and it 's 
possible that one or more heroes might compete with the members of a rival 
squad. As long as these rivalries are friendl y, rarely is there trouble. It's when 
things get out of hand that allies can turn into nasty enemies. 



PIRATE 

Pirate CL 6 
Medium non heroic 6/scou t 2/scoundrel 2 

Force 2 

Init +5; Senses Perception +5 

Languages Basic 

Defenses Ref 17 (flat-footed 16). Fort 16, Will 14; Dodge 

hp 42; Threshold 16 

Speed 6 squares 

Melee vibroaxe +8 (2dl0+3) 

Ranged heavy blaster pistol +7 (3d8+2 ) 

Base Atk +6; Grp +7 

Atk Options Point Blank Shot, Sneak Attack +ld6 

Special Actions Jury-Rigger, Shake It Off 

Abilities Str 13, De x 13, Con 13, Int 10, Wis 10, Cha 8 

Talents Jury-Rigger, Sneak Attack + 1d6 

Feats Armor Proficiency (light). Dodge, Point Blank Shot , Shake It Off, 

Skill Training (En durance, Pilot) , Weapon Focus (advanced melee 

weaponsl. Weapon Proficiency (advanced melee weapon s, pis tols, 

rifles. simple weapons) 

Skills Deception +9, Endurance +11, Mechan ics +5 (can reroll when jury­

rigg ing, must take second result). Pilot + 11 

Possessions vibroa xe, heavy blaster pistol, 2 stun grenades, utility belt 

The pirate moniker can be applied to just about anyone who makes a livin g 

robbing and stealing ships. From bloodthirsty crews lurking on the fringes of 

space to professional thieves plying the trade lanes, pirates are an age-old 

problem in the galaxy and one not likely to go away any time soon. Generally, 

pira te s are little better than bandits, ly ing in wait to beset a passing ship. 

However, not all pirates fit the cruel image attributed to most of their kind. 

any follow a strict code of conduct, being more selective about whom th ey 

hit, how often, and when. Some pirates never kill, whil e others st rike only 

at ships loya l to the Empire. It can be difficult , however, to figure out what 

sort of pirate is about to be encountered, and som etime s it's better to shoot 

first and sort out the details later. 

THE BL. A Z I N O CL.AW 
For thousands of years, th~ Blazing Claw has served as th~ symbol of 

piracy. Although innum~rabl~ variatiOns of the symbol exist, they are 

II more or less adaptations of the same Image: a fiery talon. This image 

t>as been romanticized somewhat on holovlds, with the result that many 

average citizens hold pirates in high regard, but those who operate de~p­

space ships have no such Illusions. To them, the Blazing Claw means just 

one th 'ng : the thr at of death, 

PRIVATEER 
In addition to pirates, the galaxy is also home to privateers-civilian sh ips tha t 

hire out their crews to a government to serve as professional bandi ts. P iva ­

teers all operate under letters of marque and reprisal s, contracts between 

the mselves and their employers that describe the term s of the re la ionsh ip, 

settin g the length of employment, clearly defi ning the rights of the emp loyer 

and the privateer, and detailing any compensations that are to resul t from 

the terms of service. Privateers are just as ruthless as other pirates, but they 

operate from behind a veneer of legitimacy. 



Privateer CL 9 
Medium non heroic 4/soldier 3/scoundrel 5 
Force 5 
Init +13; Senses Perception +7 
Languages Basic, 1 other 

Defenses Ref 24 (flat-footed 20), Fort 22 (26 against extreme heat or 
co ld), Will 21 

hp 55; Threshold 22 

Speed 6 sq u a res 
Melee vibroblade + 11 (2d6+8) 
Ranged heavy blaster pistol +12 (3d8+6) or 
Ranged heavy blaster pistol + 10 (4d8+5) with Rapid Shot 
Base Atk +9; Grp-+ 11 
Atk Options Hyperdriven, Melee Defense, Point Blank Shot, Precise Shot, 

Rapid Shot, Spacehound, Starship Raider 

Abilities Str 15, Dex 15, Con 13, Int 12, Wis 12, Cha 10 
Talents Hyperdriven, Spacehound, Starship Raider, Weapon Specialization 

(advanced melee weapons, pistols) 
Feats Armor Proficiency (light). Melee Defense, Point Blank Shot, Precise 

Shot, Rapid Shot, Skill Training (initiative, Mechanics, Pilotl, Vehicular 
Combat, Weapon Focus (pistols). Weapon Proficiency (ad va nced melee 
weapons, pistols, simple weapons) 

Skills Deception +11, Initiative +13, Persuasion +11, Mechanics +12, 
Pilot + 13 

Possessions vibroblade, heavy blaster pistol, all-temperature cloak , 
fli ght suit 

PIRATE ENCOUNTERS 
A pirate or privateer attack is swift and brutal, often the result of an ambush. 
Pira tes use asteroid belts and strange stellar phenomena to mask their pres­
ence whi le waiting for their prey, and often employ a number of smaller scout 
shi ps to watch for potential targets. Pirates might be greedy, but they aren't 
stupid: They'll let a heavily armed warship slip through their fingers if they 
don't stand a chance against it. 

If pirates have starfighters, they send these smaller snub fighters out 
to herd the larger prey into their trap, where one or more pirate ships can 
emerge from hiding and cut off their prey's escape. Although pirates hit 
ha rd and fast, they don't want to destroy their prey, since doing so would 
defeat the purpose of piracy. Instead, they direct their attacks to cripple 
their prey, targeting engines and sensors, and weakening the target so it 
can't make the jump to hyperspace. Once the ship is sufficiently damaged, 
the pirates demand surrender; failing that, they'll board and attempt to take 
the ship by force. 

After a raid, pirates immediately strip the target of anything they deem 
valuable, both for personal profit and to recoup whatever losses they might 
have incurred in the attack. What they do with prisoners depends on the 
pirate captain and the situation. Most pirate captains aren't too interested 
in keeping prisoners but might do so if they stand to make a profi t, l'Ih(th(J 
by ransoming the victims back to families or just selling them into slavery. 
Other pirates don't choose to deal with living cargo at all, and so they might 
let the survivors keep their ship, strand them on a remote wo rld, or even 
just execute them. 

Between raids, pirate crews go about their business as any other ship 
crews might. They make repairs, recruit new crew members, and spend their 
credits on personal pleasures. Aside from keeping the crews happy, these 
furloughs are also great ways to gather information. Pirates are ever watchful 
for bounty hunters and Imperial warships, but are even more interested In 

news about targets for their ne xt raid. 
Although pirates are generally reluctant to choose sides in a contlie •• 

during the Galactic Civil War many pirates fought on the side of the R(bel­
lion. The Empire's attitude toward non-Humans, coupled with its draconian 
tactics, often put the Empire at odds with the views of many pirate ere 
As such, many pirates trained their attacks on cargo ships that were moving 
munition s, foodstuffs, and other goods to Imperial emplacements, thus 
weakening the Empire's war effort. 

In addition to independent pirates, the Rebel Alliance was notorious for 
hiring privateer fleets to shore up its forces. Although support ing these 
contracts came at great cost to the Rebellion, the effort was worth it since 
the privateers were experts at hit-and-run tactics and thus co uld weaken 
the Empire's fleets. More important, though, employing priva teers allowed 
the Alliance to reduce pirate attacks along some dangerous routes and thus 
prevent its own ships from falling prey to unexpected attacks. 

"DEPL-OY THE 

SHUTTL-EAND 


READY MY L-AUNC 
 • 
MAIN ION CANNO '.• 

FIREI" 

UFUAS XI-IAXIN, 

REBE'L.. PRIVATEER 



PIRATE CAPTAIN 

Pirate Captain CL 11 
Medium scound re l 5/noble 4/ace pilot 2 
Force 8 
Init +12; Senses Percept ion +6 
Languages Basic, 3 others 

Defenses Ref 27 (flat-footed 25), Fort 23 (28 agai nst extreme heat or 
cold), Will 23 

hp 66; Threshold 23 

Speed 6 squares 
Melee vibroblade +9 (2 d6+5) or 
Melee vibroblade +4 (2d6+5) and 

vibrulJlau t +4 (2d6+ S) with Double Att ack 
Ranged blaster pisto l +8 (3d6+5) or 
Ranged hold-out blaster pistol +8 (3d6+5) 
Base Atk +6; Grp +8 
Atk Options Double Attack (adva nced melee weapons), Hyperdri ven , 

Melee Defense, Point Blank Shot, Spacehound, Starship Raider 
Special Actions Demand Surrender, Presence, Quick Draw 

Abilities Str 10, Dex 14, Con 10, Int 13, Wis 13, Cha 17 
Special Qualities vehicle dodge + 1 
Talents Demand Surrender, Hyperdriven, Presence, Spacehou nd, Starship.(1 :- ) Ra ider, Vehicular Evasion 

I 

Feats Double Attack (adva nced melee weapons), Lingui st, Melee Defense, 


Point Blank Shot. Quick Draw, Skil l Train ing (Persuasion)' Toughness, 

Weapon Finesse, Weapon Focus (advanced melee weapons), Weapon 

Proficiency (advanced melee weapons, pistols, simple weapons) 


Skills Deception +13, Gather Information +13, Initiative +12, Knowledge 
(tactics) +11, Persua sion +13, Pilot +12 

Possessions vibroblade, blaster pistol, hold-out blaster pistol in@ 
concealed holster, encrypted com link, all -temperature cloak, 
utility belt, capital sh ip 

Pirate ca ptains are an eclectic mix of characters, encompassing everything 
from flamboya nt rogues commanding rott ing shi ps to grim-faced brutes 
who slau ghter and kill with caprice. Like most pirates and privateers, pirate 
captains rarely choose their lot, and most have had their status thrust upon 
them. Pirate captains come from a variety of backgrounds and incl ud e dis­
graced nobles, ex-slaves, and fugitives from justice. What separates these 
ch aracters from their crews is a special quality that gives them the edge to 
claw their way to the top of the heap and take charge. Yet , any thug can 
rule through brute force, so it also takes cunning an d strength for a captain 
to hold his comma nd. 

The first prior ity of any pirate captain is to keep his crew happy. Mutin 
a common problem among pirates, and although every ca ptain has a certain 
amount of goodwill born from the loya lties he earned when he took e 
mand, no pira te will risk his life for his ca ptain when he's poor or hungry. 
Therefore, pirate captains usually ma sk their personal greed to ensure tha 
they take care of their men. 

PIRATE CAPTAIN ENCOUNTERS 
A pirate captain is the heart and soul of a pirate ship. It is his ambitions, his 
beliefs, and above all, his agenda that shapes the character of his Cftw. 
captain's approach to piracy is reflected in the actions of his crew. so a brutal 
captain likely has bloodthirsty brutes under his command. while a genera 
an d capricious ca"ptain might have a lot of undisciplined rogues as a ere ••. 
So, the sort of pirates the heroes encounter are the best indication of the 
sort of person who lead s them . 

A typical pirate captain commands a freighter or larger vessel that enjo 
the support of a number of smaller starfighters. The captain leads from the 
deck of his ship, directing the battle from his ship's command center. Mal..e 
no mistake- pirate capta ins are typicall y skilled pilots themselves, and on 
smaller runs, a pirate captain might pilot a smaller craft to lead his crew 
through the thickest of combats. 



POLICE OFFICER 

Police Officer 
Medium nonheroic 6 
Init +4; Senses Perception +7 
languages Basic 

Police officers are charged with keeping the peace and enforcing laws. 
Depending on each world and its laws, a police officer can be anything from 
little more than a monitor who has little authority to a brutal instrument 

CL 2 
of the state. The vast majority of police officers fall in the mid dle ground . 
They have the authority to detain suspicious individ uals, make arrests (with 
sufficient evidence), and use deadly force in self-defense or to protect 
bystanders from harm. Most police officers are overworked and underpaid, 

Defenses Ref 15 (f lat-footed 14), Fort 10, Will 9 but continue to do an otherwise thankless job for the sake of keeping the 
hp 14; Threshold 10 streets safe. Customs and laws of various worlds make bribery a possibHit 
Speed 6 squares when dealing with police officers-minor violations might be overlooked for 
Melee stun baton +5 (2d6+ 1 stun) the right amount of credits. 
Ranged blaster pistol +5 (3d6) The statistics provided here can also be used for security guards, pn­
Base Atk +4; Grp t5 vate defense contractors, and other individuals dedicated to com muni! 
Atk Options Pin protection. 
Abilities Str 13, Dex 12, Con 11, Int 10, Wis 9, Cha 8 
Feats Armor Proficiency (light), Pin, Skill Training (Endurance)' Skill 

Tra ining (Knowledge [bureaucracy]), Weapon Proficiency (pistols, 
simple weapons) 

Skills Endurance +8, Knowledge (bureaucracy) +8, Perception +7 
Possessions blaster pistol, stun baton, combat jumpsuit (+4 armor), 

encrypted comlink 

POLICE OFFICER ENCOUNTERS 
Police officers typically wear light armor and carry sidearms, which is enough 
protection and firepower to deal with regular criminals and to deter suspects 
from doing anything drastic. Many police officers are required to keep their 
blasters on stun setting as a means of preventing unnecessary fatalities. 
They also carry stun batons for close combat. Most police officers assigned 
to a vehicle also carry more powerful (or specialized) weapons to deal wllh 
bigger threats. A police "cruiser" typically carries a blaster rifle, an ion rine. 
three stun grenades, and an ion grenade. On more authoritarian or viol!!n! 
worlds, police officers have their weapons to do lethal damage and commonly 
use rifles and heavier armor. 

Police officers are usually assigned to work in pairs and are understanding 
orders to call for backup if things become dangerous. On average, additional 
police officers arrive within ldlO minutes after a call is made. Wealthier 
worlds also team police officers with droids to provide additional f irepower 
or reduce the chance of an officer getting injured. These droids are linked 
Into the local precinct's systems, sending a constant stream of information 
back for use as evidence. 

II o D.NE MAK S 

VICTIM DF FOLK 


I'M SWORN TO 

PROTECT.. 


CORR HOR 



POL-ITICIAN, VETERAN 

Politician, Veteran CL 11 
Medium non heroic 6/noble 9 
Force 5 
Init +7; Senses Perception +8 
Languages Basic,S others 

Defenses Ref 20 (flat-footed 20), Fort 18. Will 22 
hp 12; Threshold 18 

Speed 6 squares 
Melee unarmed +9 [ld4+3) 
Ranged hold-out blaster pistol + 11 [3d4+4) 
Base Atk +10 ; Grp +10 
Atk Options Coordinated Attack, Melee Defense 
Special Actions Born Leader, Presence, Weaken Resolve 

Abilities Str 9. Dex 11. Con 9. Int 12. Wis 12, Cha 14 
Talents Born Leader, Connections, Presence. Weaken Resolve, Wealth 
Feats Coordinated Attack, Linguist (2), Melee Defense. Skill Focus 

D 


[Deception), Skill Focus [Gather Information). Skill Focus (Persuasion), 

Skill Training (Gather Information), Skill Training (Knowledge 

[b ureaucracy]). Skill Training (Persuasion)' Skill Training (Use 

Computer), Weapon Focus (pistols), Weapon Proficiency (pistols, 

simple weapons) 


Skills Deception + 19, Gather Information + 19. Knowledge [bureaucracy) 
+13, Knowledge (galactic lore) +13. Persuasion +19, Use Computer +13~ 

Possessions hold-out blaster pistol. data pad with data cards, personal 
~ holoprojector, holorecorder, fine robes 

I Politicians are some of the most prominent movers and shakers in the galaxy. 
The veteran politician has spent years honing his craft, mastering the tools 
of intrigue needed to survive in the halls of power. Veteran politicians rep­® 
resent any number of political figures, including powerful bureaucrats and 
ambassadors. judges and princes. ministers. and any number of counselors 
and advisors. Although their titles vary, their talents and abilities are more 
or less the same. 

Standing out from the rest of the political entities infesting the galaxy 
are two important groups. representing the government of the Old and New 
Republ ics as well as the cold tyranny of the Galactic Empire. 

The first political group, and the most enduring, is the Senators. In each 
of the major political phases dominating the core of the galaxy-the Galac­
tic Republic, the Galactic Empire, and the New Republic. as well as other 
key eras-the Senators served their homeworlds, sectors, or even private 
consortiums. Senators were principally responsible for representing their 
constituents' interests in the Senate, but at various times, they would act 

as heads of state as well. Such power attracted the ambitious and corrupt. 
but also the noble, creating an interesting tension between self-serving 
interest and the idealism of those who championed the cause of freedo 
and justice. 

The Senate has always been a critical component of the galactic govern ­
ment, but during the dark days leading up to the Clone Wars, t he Senate 
was rife with corruption, so much so that it languished and proved unable 
to attend to any threat at all. This weakness enabled the charismatic Senator 
Pal patine to seize the position of Supreme Chancellor, after which he steadily 
worked to consolidate his power. 

With the outbreak of the Clone Wars and the formation of th e Grand 
Army of the Republic, Palpatine installed regional governors, called Moffs, 
to oversee the galaxy's sectors and exert control over unru ly populations, 
nominally to shore up their defenses against the Separatists. This act further 
weakened the Senate, reducing it to the point of utter usele ss ness. Through 
the support of his growing military presence and the authori ty he vested in 
the Moffs. the Supreme Chancellor was eventually able to disso lve the Senate 
and reform the outmoded Republic into the Galactic Empire. 

After the conclusion of the Civil War, and the apparent death of the 
Emperor, the ways of the Galactic Republic were restored and a neW Senate 
was formed. Although divisiveness, infighting, and the sweeping troubles that 
plagued the old Senate remain. this body has regained its former power and 
influence, forging ahead to create a new society founded on the principles 
of democracy and justice. 



VETERAN POL.ITICIAN 
ENCOUNTERS 
Considering their power and influence, veteran politicians are not the sorts 
of opponents the heroes are likely to face in combat. Politicians are shielded 
from harm by a network of security personnel and bodyguards, who make 
sure nothing befalls their charge. One or more of these protectors escort 
the character out of danger while the rest of the security detail lays down 
covering fi re . 

Veteran politicians are better suited to be potent allies, lending their 
influence for the benefit of the player characters, or as charges, significant 
personal it ies whom the heroes need to protect from assassins and ri vals. 
Veteran politicians can be cooperative, but haughtiness and arrogance are 
com mon character t~aits attributed to these figures. 

As adversaries, veteran pO\"lttc"oa-ns malic rer exce\\ent "~ace\ess "'·'\\dins ." 
hey don't move directly against the PCs; they use mercenaries, assassins, 

and bounty hunters to attend to their enemies. Taking the fight to a politi­
cian is a challenge, since a wise politician conceals his criminal acts and ties 
up lo ose ends. A direct assault against this sort of hidden enemy can have 
sweeping repercussions if the heroes don't first uncover hard evidence of 
their opponent's villainy. 

BAIL. CJROANA 
Noted as one of the principal architects of the Rebellion, Bail Organa-the 
adopted father of Leia Organa-long championed the cause of freedom and 
was a staunch supporter of democracy. At first, Bail Organa was one of 
Chancellor Palpatine's close allies, for both were disgusted by the stagnancy 
pervading the Galactic Senate, but as Palpatine's power grew and the Senate's 
role wa ned, Organa's suspicions and fears came to the forefront. His associa­
tion with his former ally weakened, and soon he became Pal patine's active 
opponent, f ighting against the formation of the clone army and later against 
Palpatine's naked grabs for power. It was during this time that Bail Organa 
joined forces with the Jedi High Council, many members of which shared 
Org an a's concerns about the Clone Wars and Palpatine's growing strength. 

In the end, Bai l Organa's efforts and those of his allies, Mon Mothma 
and others, failed and the Galactic Empire was born. Organa continued to 
se rve in the Senate, hoping to bring about change from within . The Emperor 
wou ld eventually force his hand as the cruelties and evil of the Empire grew 
unchecked. After the Empire wiped out hundreds of protestors, Bail Organa 
was resolved to topple the regime and helped form the Alliance to Restore 
the Republic, which eventually became known as the Rebel Alliance. 

Bail Organa CL 9 
Medium Human noble 9 
Force 8 
Init +10; Senses Perception +16 
Languages Basic, Man Calamarian, Sullustese 

Defenses Ref 12 (flat-footed 11), Fort 14, Will 18; Dodge 
hp 50; Threshold 14 

Speed 6 squares 
Melee unarmed +6 (ld4+4) 
Ranged blaster pistol +7 (2d6+4) 
Base Atk +6; Grp +7 
Atk Options Melee Defense 
Special Actions Born Leader, Inspire Confidence, Presence, Quick Ora.. 

Abilities Str 11, Dex 13, Con 10, Int 13, Wis 15, Cha 14 
Talents Born Leader, Connections, Educated, Inspire Confidence, Pre sence 
Feats Dodge, Linguist, Melee Defense, Quick Draw, Skill Focus 

(Deception), Skill Focus (Knowledge [bureaucracy]), Skill Focus 
(Perception), Skill Training (Initiative)' Skill Training (Pilot), Skill 
Training (Use Computer), Weapon Proficiency (pistols, simple weapons) 

Skills Deception + 16, Gather Information + 11, Initiative + 10, Knowledge 
(bureaucracy) + 15, Knowledge (galactic lore) + 10, Knowledge (social 
sciences) +10, Perception +16, Persuasion +11, Pilot +10, Treat Injury 
+11, Use Computer + 10 

Possessions blaster pistol, com link, data pad 

"SHE'S A 
POL-ITICIAN, A 

THEY · ARE NOT TO 
E TRUSTED." 

OBI-WAN KENCJBI 



SABOTEUR 

Saboteur 
Med ium scoundrel 4/soldier 4 
Force 7 
In it +6; Senses Perception +10 
Languages Basic, 1 other 

Defenses Ref 22 (flat-footed 20), Fort 21, Will 20 
hp 58; Threshold 21 

A saboteur must be both a skilled technician who specializes in causing 
devices to fail and a spy or commando trained in stealth and deceptton. To 
be successful, he must be able to swiftly disable or destroy a device, either 

CL 8 
by subtly altering its circuits or planting a thermal detonator in the preC'is~ 

location that does the most damage. Because saboteurs work behind enem 
lines and often must go into the heart of enemy factories and research labs 
being a saboteur is exceptionally dangerous. As such, the vast majority either 
work alone or with no more than a handful of trusted companions. 

Speed 6 squares 
Melee vibrodagger +8 (2d4+5) 
Ranged blaster pistol +9 (3d6+4) or 
Ranged blaster pistol +7 (4d6+4) with Rapid Shot 
Base Atk +7; Grp +9 
Atk Options Combat Reflexes, Deadeye, Point Blank Shot, Precise Shot, 

Rapid Shot 
Special Actions Knack 

Abilities Str 13, Dex 14, Con 12, Int 12, Wis 12, Cha 12 
Talents Demolitionist. Knack, Gimmick 
Feats Deadeye, Point Blank Shot. Precise Shot, Rapid Shot, Skill 

Focus (Mechanics). Skill Focus (Stealth). Skill Training (Knowledge 
([technology]). Skill Training (Pilot). Weapon Proficiency (pistols, 
rifles, simple weapons) 

Skills Deception + 10, Knowledge (technology) + 10 Mechanics + 15, 
Perception + 10, Pilot + 11, Stealth + 16, Use Computer + 10 

Possessions blaster pistol, vibrodagger 

~ 
"I
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Saboteurs are experts in destroying all forms of machinery. They know how to 

swiftly and silently gain access to their objectives and either destroy them or 

subtly render them useless. The best saboteurs can damage weapons, vehicles,


2ll 
 and other targets so that they appear in perfect condition and then suddenly 
® 
fai l in a catastrophic manner, preferably at the worst possible moment. For 
example, a sabotaged protective force field might collapse the moment it 
came under heavy attack, when any repair effort would come far too late. 

Both wars and commercial contests are often won through superior tech­
nology, and these conflicts attract saboteurs who aid their sid e by disabling 
or destroying their opponents' technology. Saboteurs are especially useful if 
their enemy has developed some powerful new secret weapon, such as the 
clone soldiers that are used in the Clone Wars or the two Death Stars used 
during the Galactic Civil War. When one side relies exclusively upon a new 
technology, a single saboteur can decide the course of the conflict. 



SABOTEUR ENCOUNTERS 
Saboteurs are most commonly encountered in factories and research labs 
that are developing or producing important technologies. These factories 
and laboratories typically have exceedingly tight security, making sabotage 
a diff icult challenge. 

Most saboteurs choose between two modes of operation. Some are brave 
and stea lthy commandos who sneak or shoot their way into heavily guarded 
installations, perform their destruction, and rapidly leave. Some of these 
commando saboteurs are sufficiently skilled that they can perform delicate 
and di fficult-to-detect sabotage in a few minutes, but most either cause 
obvious, large-scale destruction or swiftly hide a thermal detonator or other 
explosive that can be triggered later. 

Other saboteu!s are more like specialized spies who infiltrate a secure 
installation using aglib tongue, a talent for disguise, and skill at misdirection 
to become an employee. Once inside a location, this kind of saboteur might 
work there for weeks, discreetly sabotaging various vital pieces of equipment, 
and taking the time to make certain that each device will fail in precisely 
the manner she wishes it to. Then, when she has completed her mission, she 
simply stops coming to work. 

TWltLEK SABOTEUR 
Twi 'lek saboteurs specialize in infiltration and subtle sabotage. Being a 
Twi' lek saboteur, like being a spy, demands a mi xture of skill, dedication, and 
a wi llingness to live in the shadows and to embrace secrecy and deception 
as a way of life. For a Twi'lek the key to successful sabotage is the same as 
the key to all other forms of success-understanding and subtly manipulating 
people. Ultimately, even the best security can be overridden by a sympa ­
thetic guard who decides to make an excepti on for someone who claims to 
be late for work and is worried about getting fired or who has forgotten 
his 10 badge. After getting past security, the Twi'lek either sneaks off and 
stealthily f inds a way to his objective or continues to bluff his way past every 
obstacle, perhaps pretending to be a repair technician who has been ordered 
to "fix " the very device he is intent upon sabotaging. Twi'leks eschew armor 
and heavy weaponry, rarely carrying more than a hold-out blaster pistol, 
beca use th ey know that having to use heav y weapons or armor means that 
they have already failed. 

H-OH. " 
Se:eULBA 

Twi'lek Saboteur CL 6 
Medium Twi'lek scoundrel 4/soldier 2 
Force 4 
Init +6; Senses low-light vision; Perception +9 
Languages Basic, Ryl, 2 others 

Defenses Ref 19 (flat-footed 18). Fort 20, Will 18 
hp 39; Threshold 20 

Speed 6 squares 
Melee knife +5 (1 d4+3) 
Ranged hold-out blaster pistol +6 (3d4+3) 
Base Atk +5; Grp +6 
Atk Options Point Blank Shot 
Special Actions Knack 

Abilities Str 11, Dex 12, Con 10, Int 14, Wis 12, Cha 16 
Special Qualities deceptive (Sf 32). low-light vision 
Talents Demolitionist, Knack, Gimmick 
Feats Point Blank Shot, Linguist, Skill Focus (Deception). Skill Focus 

(Persuasion)' Skill Focus (Stealth). Skill Training (Knowledge 
([bureaucracy]), Skill Training (Knowledge [technology]), Weapon 
Proficiency (pistols, rifles, simple weapons) 

Skills Deception + 16 (can reroll, must take second result). Kn owledge 
(bureaucracy) + 10, Knowledge (technology) + 10, Mechan ics +10, 
Perception +9, Persuasion +16, Stealth + 14, Use Computer +10 

Possessions knife, hold-out blaster pistol 

Twi'lek Saboteur Encounters 
The most skilled Twi'lek saboteurs avoid notice altogether. The other employ­
ees in a factory or research lab are unlikely to remember the fr iendly but 
easily forgettable Twi'lek technician who worked there for a short while. 
However, these same people will rarely be able to forget the time when their 
prized weapon or vehicle failed spectacularly during its first major test. In 
the case of corporate sabotage, the people involved instead remember the 
time that a piece of new technology cata strophically backf ired when the 
corporation's leaders demonstrated it before the Qu een of Naboo, in an effort 
to convince her government to purchase it. The only time the presenc e of a 
Twi'lek saboteur becomes obvious is when something goes wrong, such as 
someone noticing a minor discrepancy between her actions and the person 
she is impersonating or a security droid hearing a soft no ise coming from 
a hallway or storage room that should be empty. At this point, the Twi'lek 
~ill either try to swiftly accomplish her job and flee, or leave quickly and 
try again anoth er day. 

Hiring a Twi'lek saboteur is often somewhat chall enging, since Twi'lel<:S 
are not inclined to trust others. She attempts to find out all she can abOUl 
a prospective client before accepting any offer of employment, so that she 
can be certain that her employer will not double-cross her. 



SECTOR RANGER 

Sector Ranger CL 7 
Medium soldier 4/scout 2/scoundrel 1 
Force 2 
In it +11; Senses Perception + 10 
Languages Basic, Bocce, 3 others 

Defenses Ref 25 (flat-footed 22). Fort 20, Will 20 
Resist Evasion 
hp 66; Threshold 20 

Speed 6 squares 
Melee unarmed +6 (1 d6+4) or 
Melee stun baton +6 (2d6+4 stun) 
Ranged heavy blaster pistol +9 (3d8+3) 
Base Atk +5; Grp +8 
Atk Options Hyperdriven, Point Blank Shot, Precise Shot 
Special Actions Shake It Off 

Abilities Str 12, Dex 16, Con 13, Int 14, Wis 14, Cha 10 
Talents Acute Senses, Armored Defense, Evasion, Hyperdriven, Improved 

Armored Defense 
Feats Armor Proficiency (light, medium). linguist, Martial Arts I, 

Point Blank Shot, Precise Shot, Shake It Off, Skill Training (Gather 
Information). Skill Training (Use Computer). Weapon Focus (pistols). 
Weapon Proficiency (pistols, rifles, simple weapons)(Q] 

Skills Gather Information +8, Initiative + 11, Knowledge (bureaucracy) 

~ +10, Knowledge (galactic lore) +10, Perception +10 (can reroll, must 
~ take second result). Pilot +11, Use Computer +10 

I Possessions heavy blaster pistol, stun baton, combat jumpsu it (+4 armor)' 
encrypted com link 

Established in the days of the Old Republic, Corps of Rangers is law enforce­(ill 
ment agency with wide-ranging powers. Sector Rangers were given the 
power to track and apprehend criminals throughout an entire region of the 
galaxy, often encompassing hundreds or thousands of planets. Because their 
powers were involved in law enforcement, and not military or political, Sector 
Rangers must walk a delicate line of jurisdictions, local laws, and customs. 
Sector Rangers are train ed to be cautious and methodical in their gathering 
of evidence or employment of their powers, so as not to have criminals be 
released due to legal loopholes or mistrials. Other than a name change, Sector 
Rangers changed litt le during the time of the Empire . Sector Rangers had the 
right to commandeer local policemen or make use of Republic (or Imperial) 
vesse ls in the course of their duties, although most avoided doing so unless 
the situation at hand required such draconian methods. 

S ECTOR R A N GER E N COUNTERS 
Sector Rangers are highly trained and competent individua ls that are used to 

tackling difficult cases on their own. They are capable combatants. usually 
more than a match for the scum they track down and apprehend. On particu­
larly dangerous cases, Sector Rangers often travel in pairs or groups of four, 
with their own ship and complement of droids. Considering the highly unusual 
circumstances that most Sector Rangers find themselves in , they could be in 
the company of almost any type of archetype-mercenaries, pilots, slicers, 
or even gamblers-each possessing some unique skill that proves helpful to 
the Sector Ranger in bringing cr iminals to justice. 



SPECI A L ENFORCEMENT 
OFFI C ER 
Special Enforcement Officers (also known as SEOs) are Sector Rangers 
granted additional powers and leeway in their duties. Considered the elite of 
the organization, Special Enforcement Officers are typically expert trackers, 
investigators, and interrogators, using their remarkable powers of observation 
and encyclopedic knowledge to hunt down criminals. Many SEOs go about 
their duties undercover, allowing them to infiltrate criminal organizations and 
bring it dow n from the inside. They receive training in a wide range of subjects 
so as to be prepared for whatever bizarre and dangerous circumstances they 
f ind themselves in. Special Enforcement Officers have a higher rank than 
regu lar Sector Rangers, which sometimes rubs the regular rangers the wrong 
way when the SEO us~s it take over a ranger's investigation or pull him off of 
his case to assist the SEO's own. Most Special Enforcement Officers are held 
in regard and represent the ultimate goal for a Sector Ranger to eventually 
attain through years of service. 

Special Enforcement Officer CL 13 
Medium scout 5/noble 4/bounty hunter 4 
Force 3 
Init +12; Senses Perception +18 
Languages Basic, Bocce, High Galactic, Huttese, 4 others 

Defenses Ref 29 (flat-footed 27). Fort 24, Wi ll 27 
hp 60; Threshold 24 

Speed 6 squares 
Melee unarmed +10 (ld6+6) 
Ranged heavy blaster pistol + 11 (3d8+6) 
Base Atk +10; Grp + 11 
Atk Options familiar foe +2, Hunter's Mark, Keen Shot, Pin, Precise Shot 
Special Actions Demand Surrender, Presence 

Abilities Str 10, Dex 12, Con 9, Int 16, Wis 14, Cha 17 
Special Qualities familiar foe +2 
Talents Acute Senses, Demand Surrender, Expert Tracker, Hunter's Mark, 

Keen Shot, Nowhere to Hide, Presence 
Feats Linguist, Martial Arts I, Pin, Point Blank Shot, Precise Shot, Skill 

Foc us (Gather Information)' Skill Focus (Persuasion)' Skill Focu s 
(Perception), Skill Focu s (Use Computer), Skill Training (Deception), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Deception + 14, Gather Information + 19 (can reroll when checking 
to locate a specific individual, must take second result), Init iative 
+12, Knowledge (bureaucracy) + 14, Knowledge (galactic lore) + 14, 
Percept ion +18 (can reroll, must take second result). Persuasion +19, 
Pi lot + 12, Use Computer + 19 

Possessions heavy blaster pistol, Sector Ranger uniform, encrypted 
comlink, data pad 

Special Enforcement Officer Encounters 
As mentioned above, many Special Enforcement Officers operate undercover 
and operate under a number of aliases and disguises-thus, no one can ever be 
entirely sure who is and isn't an SEO. Because Special Enforcement Offi cers 
are assigned the most dangerous and "biggest" of cases, they often overloo 
lesser transgressions by their contacts in order to maintain a decent working 
relationship, although they might discreetly (or even anonymously) provide 
information to local law enforcement officials about the criminal affairs 
of anyone they encounter during a mission. SEOs keep strange company, 
making them perfect additions to a group of heroes who might or might not 
be aware of the Spec ial Enforcement Officer's occupation. 

Special Enforcement Officers can bring a tremendous amount of resources 
to bear onto their targets, up to and including sma ll fleets of Republic ships, 
platoons of regular police (page 69), and the like. Special Enforcement Offi ­
cers often work alongside Jedi in their pursuit of criminals, although most 
SEOs chafe at the Jedi's dwellings on the Force or refusal to get involved 
in certain types of cases. In turn, most Jedi respect Special En forceme nt 
Officer's dedication and natural ability, but are also turned off by th e cyni ­
cism that is all too common for these world-weary individuals. 

S E CTOR R ANO E R 
ENFOR C E M E NT P OWER S 
Sector Rangers have far-reaching jurl!>diction and have the right 10 
demand aid, information, equipment, and personnel from local authori ­
ties. On most Republic worlds. this translates to a +5 bonus to Persuasion 
checks made to acquire such assistance. Failure indicates running afoul 
of locallawt., red tape, or simply suspicious or indignant attitudes f rom 
the authority figures in question. On planets located on the Rim [such 
as Tatooine) wha are not affiliated With the Rl'public or hold it in poor 
regard (such as Nar Shaddaa l. this bonus does nat apply-tht' Sector 
Ranger must rely on her own skills of negotiation (or intimidation) to 
get to help they need. 

"WHAT OTHERS 

ABANDON, WE 


PROTECT." 


SECTOR RANGER 

MOTTO 



SECURITY PER S ONNEL. 

Security Personnel CL 2 
Medium nonheroic 6 

Init +4; Senses low-light vision; Perception +9 


Languages Basic 


Defenses Ref 16 (flat-footed 15). Fort 11, Will 10 


hp 22; Threshold 11 


Speed 6 squares 


Melee stun baton +4 (2d6 stun) 


Ranged blaster pistol +5 (3d6) 


Base Atk +4; Grp +5 


Abilities StOt 10, Dex 12, Con 11, Int 10, Wis 9, Cha 11 


Feats Armor Proficiency (light). Improved Defenses, Toughness, Weapon 

Focus (pistols). Weapon Proficiency (pistols, si mpl e weapons) 

Skills Percep tion +9 

Possessions stun baton, blaster pistol with holster. blast helmet and vest 

(+2 armor) with helmet package. security pass. binder cuffs 

The galaxy is a dangerous place. filled with all sorts of nasty characters. As 

a result. security is one of the primary concerns for most people of wealth. 

orestig e. and power. To protect against vi llainy and to safeguard the common 

c!t i ze~ aga inst crime. governments maintain extensive security forc es. These 

groups often consist of law enforcement officers who police the streets on @ 
foot or through the ai r in airspeeders. Like military units, security personnel 

typically follow a rigid rank structure. with guards outranked by detectives, ~ sergeants. and so on all the way to the commander at the top. 

I Securi ty personnel are not restricted to law enforcement agencies. These 

characters can also represent the personal security forces of powerful figures 

in the galaxy. Security personnel might be private soldiers of a corporate 

sector czar or the armed guards of a powerful crime lord . They can be found(ij) 
protecting ambassadors and diplomats. veteran politi cian s. and just about 

anyone who holds power and has enemies. 

SECURITV SPECIAL.IST 
The secu rity speciali st is an elite guard who has the benefit of special train­

ing and ex tensive experience. Similar in many ways to bodyguards. security 

special ists are typically the las t line of defense between their employer and 

his or her enemies. Security specialists are commonly trained in close-combat 

fighting and are equipped to deal with just about any sort of foe. Security 

specialists vary a great deal. as necessary for their part icu lar mission, so you 

should customize this sta tistic s block to meet your needs. 

Security Specialist CL 5 
Medium sold ier 5 

Force 4 

Init +4 ; Senses Perception +B 

Languages Basic 

Defenses Ref 21 (26 with riot shield) (flat-footed 19), Fort 21, Will 16; 

Dodge 

hp 67; Threshold 21 

Speed 6 squares 

Melee stun baton +7 (2d6+S stun) 

Ranged blaster rifle +7 (3dB+2) or 

Ranged heavy blaster pistol +7 (3dB+2) or 

Ranged stun grenade (4d6+2 stun) 

Base Atk +5; Grp +7 

Atk Options autofire (blaster rifle), Melee Smash. Point Blank Shot, 

Precise Shot, Stunning Strike 

Abilities Str 14. Dex 14. Con 14. Int 10. Wis 12. Cha 10 

Talents Melee Smash. Stunning Strike 

Feats Armor Proficiency (light. medium). Dodge, Point Blank Shot, Precise 

Shot, Toughness. Weapon Proficiency (pistols. rifles . simple weaponsl 

Skills Knowledge (tactics) +7. Mechanics +7. Perception +B 

Possessions stun baton. blaster rifle. heavy blaster pisto l, 2 stun grenades. 

battle armor (+B armor, +2 equipment), riot shie ld, breath mask, 

comlink. binder cuffs. medpac. glow rod 



SECURITY PERSONNEL 
ENCOUNTERS 
5~curity personnel protect a certain group of people or a specific person. 
As law enforcement agents, they might patrol in pairs or in small teams to 
respond to crimes and protect innocent villains from violence, robbery, or 
anythin g else that would ha rm them. When faced with a significant threat, 
securi ty personnel double or triple their numbers and supplement their 
strength with security specialists and soldiers as the situation demands. 

In some instances, a security team might include a number of droids. 
Patrol dro ids might fill in for security forces or accompany them as they make 
their rounds. likewise, security droids can also augment a security force's 
streng th, though battle droids and military security droids are rare after the 
Clone Wars. On the other hand, within the Trade Federation and the Separatist 
Movement, droids served almost exclusively as security forces. 

Security specialists are more advanced versions of standard security 
personn el. These are special operatives selected for their unswerving loyalty 
and discipline. Governments and employers relied on them to crack down on 
unruly civilians or to provide the best protection available. Security specialists 
are less numerous than standard security personnel and might be charged 
with leading a security team. Typically, security specialists answer directly to 
their ~mployers, but in the case of some wealthy and powerful charges, they 
migh t deal with a bodyguard who oversees the entire security detail. 

Riot shields are common gear for law enforcement and planetary ddense 
forces, Me!,suring about 1 meter long and half as wide. a riot shield is 
made ofa metal frame that generates an energy shield that bends light 
o that its outer surface is opaque whilc its inncr side Is transparcnt. 

allowing YOll unobstructf:d vision but not cxtending the same benefit 
to your opponents. A riot shield has DR 5. 20 hit points, and a break 
DC of 25. 

When held, a riot shield grants you cover (+5 cover bonus to your 
Reflex Defense) against all ranged attacks on any turn during which you 
fight defensively. You can also wield a riot shield as a melee weapon. 
When used in this way, it has the same statistiCS as a stun baton (SE 
123) 

Cost 500; Weight 6 kg; AvaJlability Military. 

R OYAL H ANDMAIDE N 
The Royal Handmaidens are an exclusive security force charged to protect 
the elected Naboo monarch, most notably Queen [and later Senator} Amidala. 
The Royal Handmaidens were all young. about the same age asAmidala, and 
very similar in appearance, allowing them to step in as decoys to keep their 
mistress safe. Although these are the most famous security special ists, it's 
likely that other, similar organizations exist in the gala xy. 

Royal Handmaiden CL 6 
Medium Human noble 3/soldier 3 
Force 4 
Init +9; Senses Perception + 1 0 
Languages Basic, Gran, Gungan, High Galactic, Rodese 

Defenses Ref 20 (flat-footed 17). Fort 18, Will 20 
hp 41; Threshold 18 

Speed 6 squares 
Melee unarmed +6 (ld8+3) 
Ranged sporting blaster pistol +6 (3d4+3) 
Base Atk +5; Grp +6 
Atk Options Melee Defense, Point Blank Shot 
Special Actions Battle Analysis, Bolster Ally, Harm's Way, Inspire 

Confidence, Quick Draw 

Abilities Str 10, Dex 13, Con 10, Int 13, Wis 14, Cha 16 
Talents Battle Analysis, Bolster Ally, Harm's Way, Inspire Cunfidence 
Feats linguist, Martial Arts I, Martial Arts II, Melee Defense, Point Blan 

Shot, Quick Draw, Skill Focus [Deception}, Weapon Proficiency [pistols, '" "" 
rifles, simple weapons) ~ 

Skills Deception + 16, Initiative +9, Knowledge [tactics) +9, Percepti on 
+10, Persuasion +11, Pilot +9, Treat Injury + 10, Use Computer +9 

Possessions sporting blaster pistol, comlink, handmaiden's outfit 

"WE RE BRAVE, 

YOUR HIOHNESS. " 


F'ADME 



SHIP CAPTAIN 

Ship Captain CL 13 
Medium soldier 3/scoundrel 7/officer 3 
Force 5 
Init +8; Senses Perception + 11 
Languages Basic, 2 others 

Defenses Ref 27 (flat-footed 25). Fort 25, Will 27 
hp 71; Threshold 25 

Speed 6 squares 

Melee vibrodagger +12 (2d4+6) or 

Melee vibrodagger +7 (2d4+6) and 


vibrodagger +7 (2d4+6) with Double Attack 
Ranged blaster pistol + 12 (3d6+6) 
Base Atk + 10; Grp +12 
Atk Options Coordinated Attack, Double Attack (advanced melee 

weapons), Hyperdriven, Melee Defense, Point Blank Shot. Precise Shot, 
Spacehound, Starship Raider 

Special Actions Assault Tactics, Battle Analysis, Tough as Nails 


Abilities Str 10, Dex 14, Con 10, Int 15, Wis 11, Cha 13 

Special Qualities command cover, share talent (Stellar Warrior) 

Talents Assault Tactics, Battle Analysis, Hyperdriven, Spacehound, 
o Starship Raider, Stellar Warrior, Tactical Edge, Tough as Nails 
Feats Armor Proficiency (light. medium). Coordinated Attack, DoublelID Attack (advanced melee weapons). Melee Defense, Point Blank 

I 
~ » Shot, Precise Shot, Skill Focus (Knowledge [tactics]). Skill Training 

(Persuasion). Vehicular Combat, Weapon Finesse, Weapon Proficiency 
(advanced melee weapons, pistols, rifles, simple weapons) 

Skills Knowledge (tactics) + 13, Mechanics + 13, Perception + 11, 
Persuasion + 12, Pilot + 13, Use Computer + 13 

lil Possessions vibrodagger, blaster pistol in holster, code cylinder, comlink, @ 
uniform, rank insignia, capital starship 

A shipcaptain is rhe commanding officer ofa starship. The title applies to all 
sorts of ships, from transport vessels all the way up to star dreadnaughts. The 
title of ship captain is independent of actual rank, and it's just as possible for 
a commander to hold the title as it is for an admiral. On the deck of a ship, 
the captain is the ultimate autho rity of the vessel (unless, of course, Darth 
Vader happens to be on board). 

SHIP CAPTAIN ENCOUNTERS 
A ship captain is not much without a ship, and th us encounters featuring 
these characters ought to include a sh ip of at least friga te size. 5malle 
vessels, including personal transports and shuttles, mig ht also have ship 
captains, but these are typically pilots with the title to re flect their authoril 
and are in no way in the same class as the ship captains described here. 

A ship captain commands the entire crew and support pilots of his or 
her ship, and might be responsible for hundreds if not thousands of subordi ­
nates. Falling under the ship captain's authority are any special forces slJch 
as ground assault teams, scouts, and secondary vessels accompanying the 
captain's ship, though each of these smaller ships have their own captains 
as well. 

In addition to the main vessel, most ships under the co mmand of these 
characters also include a number of starfighters. The ship captain does not 
pilot one of these craft except in the most unusual circumstances, but he d015 

command them from the deck of his ship, transmitting tactical inforrnatio 
to his forces in response to developments. 

Ship captains attain fame or infamy in equal numbers. The mere names 
of some of the more successful Imperial captains can inspire fear in their 
enemies, and cause opposing admirals to adjust their tactic.s based on the 
reputation of the foe they oppose. 



SHIP GUNNER 

Ship Gunner CL 7 
edium nonheroic 4/scoundrel 3/soldier 3 

Force 3 
In it +7; Senses low-light vision; Perception +8 
Languages Basic 

Defenses Ref 19 (flat-footed 17), Fort 20, Will 18 
hp 38; Threshold 20 

Speed 6 squa res 
Melee unarmed +9 [ld4+4) 
Ranged blaster cannon + 11 (3d12+5) or 
Ranged blaster cannon +6 (3d12+5) and 

blas ter cannon +6 13d12+5) with Double Attack or 
Ranged heavy blaster pistol + 10 (2d8+3) 
Base Atk +8; Grp +10 
Atk Options Devastating Attack (heavy weapons). Double Attack (heavy 

weapons), Point Blank Shot, Precise Shot, Spacehound, Starship Raider 

Abilities Str 13, Dex 15, Con 11, Int 10, Wis 12, Cha 10 
Talents Devastating Attack [heavy weapons). Spacehound, Starship 

Raider, Weapon Specialization (heavy weapons) 
Feats Armor Proficiency (light), Double Attack (heavy weapons). Point 

Blank Shot, Precise Shot, Skill Training (Knowledge [tactics], Use 
Comp uter), Vehicular Combat, Weapon Focus (heavy weapons), 
Weap on Proficiency (heavy weapons, pistols, simple weapons) 

Skills Knowledge (tactics) +10, Perception +8, Use Computer +10 
Possessions blaster cannon, heavy blaster pistol, arm ored flight suit (+5 

armor) with helmet package 

The ship gurmer controls one or more weapon systems not directly under the 
con trol of the pilot. Typical sorts of weapons a gunner might employ include 
the composite-beam laser on the LAAT/i gunship or the blaster cannon on 
the In com-T47 airspeeder. In most cases, the pilot retains control over some 
of th e weapon systems, but the gunner's role is largely to free up the pilot 
to maneuver the ship, while the gunner unleashes a torrent of fire against 
enemy vehicles. 

Ship gunners are prevalent in starships of just about any size and can also 
be found operating the batteries on ground vehicles and other atmospheric 
craft. Most armored assault vehicles and walkers include a broad spectrum 
of weapons and might employ multiple gunners. 

S HIP OUNNE R ENCOUNTERS 
Ship gunners appear in skirmishes involving armored vehicles or large- scale ospace battles. Gunners function as part of a ship 's crew, arid a ship with a 
full crew complement will have at least one gunner for each gunner position 
on the vessel. In these cases, the gunner's most vital attribute is his attack 
bonus, with his other statistics rarely coming into play. This said, most gun­
ners are pilots as well, and they can fill in for a wounded or dead pilot or 
copilot as needed. 

In atmospheric encounters, gunners function in much the same way, usu­
ally as part of a walker's or armored assault vehicle's crew. Again, a gunner 
can also serve as a pilot and might be called upon to fill in for an injur('d 
comrade. Should the vehicle be disabled, a gunner is an effective combatant 
and fights along with the rest of the surviving crew. A ship gunner's training 
with heavy weapons allows such a character to perform double duty and 
function as heavy infantry when needed, laying down suppressive fire with 
a blaster cannon or missile launcher as the situation demands. 

:'it NTENSIFY FORW RD 
FIREPOWERI" 
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91TH ApPRENTICE 

Sith Apprentice CL 13 
Medium scoundrel 7!Sith apprentice 6 
Force 8; Dark Side 15 
Init +13; Senses Perception + 13; Force Perception 
Languages Basic 

Defenses Ref 27 (flat-footed 25), Fort 27, Will 27; Block, Deflect, Dodge , 
hp 98; Threshold 27 

Speed 6 squares 
Melee lightsaber +13 (2d8+8) 
Ranged ~Iaster pistol + 13 (3d6+6) 
Base Atk +11; Grp + 13 
Atk Options Acrobatic Strike, Running Attack, Sneak Attack + 1 d6 
Special Actions Force Fortification, Power of the Dark Side 
Force Powers Known (Use the Force + 13): battle strike, dark rage, 

Force lightning 
Force Techniques: Force Point Recovery, Improved Sense Force, Improved 

Telepathy 

Abilities Str 14, Dex 14, Con 14, Int 11, Wis 15, Cha 15 
Talents Block, Deflect, Force Fortification, Force Perception, Power of the 

Dark Side, Sneak Attack + 1 d6, Swift Power 
Feats Acrobatic Strike, Dodge, Force Sensitivity, Force Training , Point 

Blank Shot, Running Attack, Skill Training (Stealth), Skill Training (Use 
the Force), Weapon Proficiency (Iightsabers, pistols, simple weapon s) 

Skills Acrobatics +13, Deception +13, Initiative +13, Perception +13, 
Stealth + 13, Use the Force +13 

Possessions lightsaber, blaster pistol in concealed holster, personal 
holoprojector 

During the Rise of the Empire and after, as set down by Darth Bane (page 84), 
there are only two Sith at anyone time: a Master and his apprentice. These 
apprentices are the products of their training, twisted into cruel monsters 
of depthless evil. Although apprentices are useful minions, a Sith Lord must 
always be watchful for treachery, because the need for revenge burns hot in 
every Sith's heart. and it is just a matter of time before an apprentice seizes 
the opportunity to murder his Master and claim his mantle. 

T L ST WE WILL 
HAVE REVENGE." 

D .ARTH M UL 

91TH ApPRENTICE 
ENCOUNTERS 
Every Sith apprentice secretly believes in his superiority over his Master and 
watches for the time to strike, to cut down the Dark Lord of the Sith and tale 
his place. Treachery, then, is something for which a Sith Lord must be t'~r 
watchful. Thus, a Sith Lord dispatches his trained apprentice on a vari~ty a 
missions, sometimes alone, others with a squad or com pany of minions, and 
if the apprentice dies, the Sith Lord can simply tra in a replacement. 

Sith apprentices are vicious and aggressive. Most despise th~ Jedi, seeing 
them as weak and foolish, too wrapped up in outdated id eals to see the [rul! 
power of the dark side. Thus, Sith apprentices are ever eager to test their 
greater skills against their rivals and delight in the chance to face the J~di 
When faced with these opponents, a Sith apprentice is likely to take on one 
or more single-handedly, ignoring other opponents simply for the chanc~ to 
vent his hatred on the Sith's age-old foes. This is a clear weakness and one 
that has gotten the better of more than one servant of the dark sid~. 

DARTt-t MAU~ 
When Darth Sidious discovered the Force potential in a young Zabrak. he 
snatched the child away and subjected him to an intense training onkal 
designed to strip away his humility and compassion. Soon aft er. Sidious 
abandoned the youngster on an isolated world, telling him that he would 
have to find some way to survive in the hostile clima te for a month until he 
returned. Alone and pursued by vicious assassin droids, the Zabrak suffered 



terribly unti l he was too weakened, too exhausted to continue fighting. Just 
as he su rrendered to the relentless droids, Sidious returned and provoked the 

apprentice into attacking him. When the Zabrak finally gave into his anger 

and ha tred, he succumbed to the dark side of the Force and transformed 
into a slave of evil, becoming Darth Maul. 

Darth Maul is part assassin, part spy, and all killer. His unique talents and 

his enduring hatred of the Jedi made him the perfect tool for eliminating 

DB rt h Sidious's enemies. Furthermore, Darth Maul revealed his talent as a 

skilled techn ician when he constructed a wide range of Sith devices from 

ancien t Sith holocrons and specifications. With his incredible fighting talents 

and his terrifying array of weapons and equipment, Darth Maul proved to be 

one of the most dangerous characters in the Rise of the Galactic Empire. 

Darth Maul CL 15 
Medium Zabrak Jedi 7!Sith apprentice 8 

Destiny 1; Force 6; Dark Side 14 

Init + 16; Senses Perception +9 
Languag es Basic, Huttese, Ryl, Zabrak 

Defenses Ref 34 (flat-footed 30, Lightsaber Defense 35), Fort 31, Will 30; 

Block 
hp 152; Threshold 31 

Speed 6 squares 
Melee double-b laded lightsaber +20 (2d8+ 12) or 

Melee double-bladed lightsaber +20 (2d8+12) and 

double-bladed lightsaber +20 (2d8+ 12) 

Melee unarmed +18 (ld8+10) 

Base Atk + 15; Grp + 19 

Atk Options Acrobatic Strike, Dark Scourge 
Special Actions Lightsaber Defense, Power of the Dark Side 

Force Powers Known (Use the Force + 13): bottle strike, dark rage, Force 
grip, Force slam, mind trick, move object 

Force Techniques Force Power Mastery (bottle strike), Improved Move 

Light Object, Improved Sense Force, Improved Sense Surroundings 

Abilities Str 17, Dex 19, Con 16, Int 16, Wis 14, Cha 12 

Talents Block, Dark Scourge, Lightsaber Defense, Power of the Dark Side, 

Stolen Form (Jar'Kai, Juyo, Niman), Weapon Specialization (Iightsabers) 

Feats Acrobatic Strike, Dual Weapon Mastery I, Dual Weapon Mastery II, 
Dual Weapon Mastery III, Force Sensitivity, Force Training (2), Martial 

Ar ts I, Martial Arts II, Weapon Focus (lightsabersl, Weapon Proficiency 

(lightsabers, simple weapons) 

Skills Acrobatics + 16, Initiative + 16, Jump + 15, Mechanics + 15, 

Perception +9 (can reroll, must take second result), Use the Force + 13 
Possessions double-bladed lightsaber (self-built), 3 Dark Eye probe droids, 

personal holoprojector, Bloodfin, Scimitar 

NE W S I T H TAL.ENT 
The following talent Is Intended for use with the Sith talent tree. 

Stolen Form: You have learned how to use a Jedi fighting technique 

to defeat Jedi in combat Choose one talent from the Lightsaber Forms 

tal~t tree (SE2181; you gain the benefit of this talent and are consid ­

ered to have this talent for the purpose of satisfying prerequisites. You 

must meet all the prerequisites as normal for the chosen lightsabtr form 
talent. in addition to the prerequisites of this talent. 

You can select this talent multiple times. Each time you select iI, 
choos~ a different lightsaber form. 

Prerequisite:Anyone Force technique. Weapon Focus (Iightsabers) 
f~at. 

Razalon FC-20 Speeder Bike 

One device the Sith apprentice Darth Maul relied on was a Razalon Speeder 
Bike, a small, lightweight vehicle noted for its quiet operation. Its distinctive 

U-shape design made the vehicle a comfortable ride and easy to operate (+2 

equipment bonus to Pilot checks) . 

Bloodfin Razalon FC-20 Speeder Bike CL 15 
Medium ground vehicle 

Init +23; Senses Perception +9 DDefenses Ref 32 (flat-footed 25), Fort 13; +0 armor 

hp 36; DR 5; SR 0; Threshold 13 

Speed 8 squares (max. velocity 180 km/h) 

Fighting Space 1 xl; Cover total 

Base Atk +15; Grp +18 

Abilities Str 17, Dex 24, Con -, Int 14 

Skills Initiative +23, Mechar:lics + 15, Perception +9, Pilot + 18, 

Use Computer + 10 

Crew 1; Passengers 0 


Cargo 2 kg; Consumables -; Carried Craft ­


Availability Licensed; Cost 4,000 (new), 1,000 (used) 




91TH L. O RD 

Sith Lord CL 18 
Medium noble 7!Sith apprentice 8!Sith Lord 4 
Destiny 2; Force 7; Dark Side 16 
Init +16; Senses Perception +22; Force Perception; Gauge Force Potential 
Languages Basic, 5 others 

Defenses Ref 33 (flat-footed 31, Lightsaber Defense 34). Fort 31, Will 34; 
Block 

hp 105; Threshold 31 
Immune fear 

Since the time of the first fallen Jedi, the Sith have survived in one form or 
another for thousands of years. As the passage of t ime marched forwaro. 
the ancient teachings of the Jedi were forgotten, twisted, and corrupt~ 
Few Sith Lords, then, came from the formal training of the Jedi, and ne 
Sith Lord s learned the methods of the dark side from other Sith lords until 
they could rise up and claim the mantle for themselves. Although they la-cketl 
the formal instruction of their Jedi counterparts, these Sith Lords proved 
every bit their equal, making up for their lack of discipline with hat~d, a 
for their lack of combat training with savage brutali ty. 

F"A~~EN ~EDI 91TH ~ORD 
Sith Lords are the inheritors of the first renegade dark Jed! who rebdl 
against the rigid teachings of the Jedi Order to explore the mysteries of 
dark side of the Force. The initial conflict between the Jedi factions eventu 
led to the exile of these fallen Jedi to the fringes of space until they carre 
upon a planet inhabited by a primitive and savage people called the Sith. 
The evil Jedi descended on the world, conquered the primiti ve s, and declared 
themselves the Lords of the Sith. 

EJ

I •• 

I 

~ 

tID 

Speed Qsquares 
Melee lightsaber +19 (2d8+10) or 
Melee lightsaber + 16 (2d8+ 10) and 

lightsaber +16 (2d8+10) with Double Attack or 
Melee lightsaber +11 (2d8+10) and 

lightsaber + 11 (2d8+10) and 
lightsaber + 11 (2d8+ 10) with Triple Attack 

Base Atk +17; Grp +19 
Atk Options Double Attack (Iightsabers). Melee Defense, Triple Attack 

(Iightsabers) 
Special Actions Damage Reduction 10, Gauge Force Potential, Lightsaber 

Defense, Power of the Dark Side, Telekinetic Power, temptation 
Force Powers Known (Use the Force +17): farseeing, Force disarm, Force 

grip (2). Force lightn ing (4). Force slam, Force thrust, mind trick, move 
object (2) , rebuke (2). surge 

Force Techniques Force Point Recovery, Force Power Mastery (Force 
lightn ing). Improved Sense Force, Improved Telepathy 

Force Secrets Devastating Power, Multitarget Power, Quicken Power 

Abilities Str 13, Dex 15, Can 11, Int 14, Wis 16, Cha 16 
Special Qualities fearless, temptation 
Talents Connections, Block, Damage Reduct ion 10, Dark Side Adept, Force 

Perception, Gauge Force Potential, Lightsaber Defense, Multiattack 
Proficiency (lightsabers). Power of the Dark Side, Telekinetic Power 

Feats Double Attack (Iightsabers). Force Training (4). Linguist, Melee 
Defense, Skill Focus (Use the Force)' Triple Attack (Iightsabers). 
Weapon Finesse, Weapon Proficiency (Iightsabers, pistols, simple 
weapons) 

Skills Deception + 17, Initiative + 16, Knowledge (galactic lore) + 16, 
Perception +22, Persuasion +17, Pilot + 16, Use Computer + 16, Use the 
Force +22 (can reroll when activating a Force power with the [dark 
side] descriptor, must take second result) 

Possessions lig htsaber, Sith robes 



Fallen Jedi Sith Lord CL 18 L..UMIVA, 
Mediu,m Jedi 7/Jedi Knight 4!Sith apprentice 5!Sith Lord 2 DARK L..ADV O F T HE 91TH 
Destiny 2; Force 6; Dark Side 18 Before the Dark Lady of the Sith came into being, there was a promising 
Init + 17: Senses Perception + 13 Imperial Intelligence cadet named Shira Elan Colla Brie . Train ed to fi ght for 
languages Basic, 3 others the Empire, she worked hard to become an expert pilot, a skilled combatant, 

Defenses Ref 34 (flat-footed 31, Lightsaber Defense 35), Fort 33, Will 35: and above all a spy. It was during her training she caught the eye of Darth 

Block, Deflect Vader. Recognizing her talents and her knack with the Force, Vader guided 

hp 148: Threshold 33 her training, helping her to learn the power of the dark side of the Force . 

Immune fear Her first assignment was to infiltrate the Rebellion and work her way into 
the Rogue Squadron. Her cha risma, beauty, and piloting skills made her a Speed 6 squares 
popular member of the team, and so it didn't take long before she met LukeMelee light saber +21 (2d8+ 11) or 
Skywalker. She worked hard to ingratiate herself with the Rebels, secretlyMelee ligh tsaber +19 (3d8+11) with Rapid Strike or 
feeding information to Darth Vader and the Empire.Melee lightsaber +1912d8+11) and 

Everyth ing changed, though , on a secret mission to strike against anshort lightsa ber +19 (2d6+ 11) 
Imperial fleet to recover a powerful alien that was thought to be able toBase Atk +18: Grp +21 
assist the Rebellion 's efforts to communicate with thei r allies across theAtk Options Acrobatic Strike, Combat Reflexes, Rapid Strike, Running 
galaxy. As part of the mission, Shira, Skywalker, and others were to pilot TIEAttack, Wicked Strike 
fighters. In the ensuing dogfight, Luke's com puter went out, and so he rel iedSpecial Actions Lightsaber Defense, Power of the Dark Side, Redirect 
on the Force to pi ck out his targets, which ultimately led to the destruction Shot, Shien, temptation 

of Brie's sh ip.
Force Powers Known [Use the Force + 18): battiestrike(2), dark rage, 

While Luke Skywalker faced the Charges leveled against him for shoot­Force disarm, Force grip (2), Force slam (2), Force lightning (2), move 
ing down a fellow officer, Brie somehow sur vived the destruction of herobject, negate energy (2), surge (2) 
sta rfighter long enough for Darth Vader to find her. Although she survived ,Force Techniques Force Point Recovery, Force Power Mastery, Improved 

Move Light Object, Improved Sense Surroundings she was terribly injured, necessitating the replacement of her limbs and 
organs with cybernetic replacements. When she emerged from the bactaForce Secrets Multitarget Power 
tank, she was a woman changed, more machine than Human, and so it wasAbilities Str 15, Dex 17, Con 15, Int 16, Wis 18, Cha 18 
that the Dark Lady of the Sith wa s born.Special Qualities fearle ss, temptation 

Lumiya, as sh e now called herself, trained further with Vader, lea rning
Talents Block, Deflect, Djem So, Elusive Target, Forc e Deception, 

the ways of the Force and even so me Sith techniques. She eventually trBv­Lightsaber Defense, Power of the Dark Side, Redirect Shot, Shien, 
eled to Ziost-a terrible planet of grave importance to the Sith-to continue iCKed Strike 
her training on her own terms, but soon afterward she learned that both Feats Acrobatic Strike, Combat Reflexes, Dual Weapon Mastery I, Dual 
Darth Vader and the Emperor were dead after the Battl e of Endor. Fi ll ed withWeapon Mastery II , Force Sensitive, Force Training (3), Rapid Strike, 
hatred for Luke Skywalker and the so -called Alliance, she vowed she would Running Attack, Weapon Focus (Iightsabers), Weapon Proficiency 
get revenge regardless of th e cost(I ightsabers, simple weapons) 

Skills Acrobatics + 17, Deception + 18, Initiative + 17, Jump +16, Use the 
Force +18 

Possessions lightsaber (self-built), short lightsaber, Sith robes 

liTHE DARK BIDE OF THE FORCE IS. 
PATHWAY TO ANY ABIL.ITIES SO E 

CONSIDER TO BE UNNATURA • " 
SUPREME CHANCELLOR PAL..PATINE 

g 
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Lumiya. Dark Lady of the Sith CL 19 
Medium Human soldier 5/scoundrel 3/ace pilot 3/Force adept 3/Sith 

apprentice 3/Sith Lord 2 
Destiny 2; Force 7; Dark Side 18 
Init +18 ; Senses low-light vision; Perception +18 
Languages Basic, Bocce, Sith 

Defenses Ref 42 (flat-footed 38). Fort 34, Will 38 
hp 125; Threshold 34 
Immune fear 

Speed 6 squares 
Melee lightwhip +20 (2d4+ 10; reach 2) or 
Melee lightwhip +18 (3d4+ 10; reach 2) with Rapid Strike 
Ranged patm blaster +20 (3d6+9) 
Base Atk +16; Grp +20 
Atk Options Channel Aggression, Channel Anger, Combat Reflexes, Rapid 

Strike, Space hound 
Special Actions Equilibrium, Power of the Dark Side, temptation 
Force Powers Known (Use the Force +23): battlestrike(2). 

dark rage, farseeing, Farce grip, Farce slam, Farce stun, mind trick, 

negate energy (2) 
Force Techniques Improved Force Trance, Improved Telepathy 
Force Secret Quicken Power 

o 
 Abilities Str 13, Dex 18, Con 12, Int 14, Wis 18, Cha 18 


~ 

Special Qualities fearless, temptation, vehicle dodge + 1 

lID Talents Armored Defense, Channel Aggression, Channel Anger, Dark Side 
Adept, Dark Side Master, Equilibrium, Force Pilot, Improved Armored 
Defense, Power of the Dark Side, Spacehound, Swift Power,w 

l;> Vehicular Eva sion 
Feats Armor Proficiency (light, medium). Combat Reflexes, Force 

~ Sensitive, Force Training (2). Improved Defenses, Rapid Strike, 
Skill Focus (Deception). Skill Focus (Use the Force). Skill Trainingw 

[ij) (Deception). Vehicular Combat, Weapon Finesse, Weapon Proficiency 
(Iightsabers, pistols, rifles, simple weapons) 

Skills Deception +23, Endurance + 15, Initiative + 18, Knowledge (tactics) 
+16, Mechanics + 15, Perception + 18, Pilot +23, Use the Force +23 (can 
reroll when activating a (dark side] Force power, must take second 
result or spend Force Point and take better result) 

Possessions lightwhip, custom armor (as armored flight suit with helmet 
package; modified, +8 armor). cybernetic prosthetics (4, both arms and 
legs, equipped with palm blaster assemblies in each arm). utility belt 
with medpac, Sith robes 

Palm Blasters-The Dark Lady's prosthetic arms conceal blasters, the 
barrels of which open in the palms of her hands. As a swift action, she 
can "draw" the blasters and fire them as if they were blaster pistols. A 
power pack contained inside her body powers these weapons. 

DARTH BANE 
Long have the Jedi carried the shame of the Sit h, for it was the Jedi's inability 
to wipe out the infection within their ranks t hat allowed the first renegades 
to flee into exile, to form a twisted society, and to brew the utter wicktd ­
ness that would eventually spread throughout the galaxy. Ever since tha 
moment of mercy, the Sith have been a plague, leading to two fu ll-blown 
Sith wars. It wasn't until the Battle of Ruusan that the Jedi believed Ihe Sit! 
threat was at an end, for in this climactic battle, the Sith and the Jedi who 
fought them were utterly destroyed by a weapon of catacl ysmic proportions. 
Believing they had ended the threat, even at such a great cost. the Jedi put 
the matter to rest. 

However, one Sith survived : Darth Bane. An apprentice of a powerful Sitl 
Lord, he managed to escape the devastation and fled the ruins of the world. 
During his flight, the specter of an ancient Dark Lord forced his vessel to 
crash-land on Onderon's moon, Dxun. There he encountered the orbalislls, 
which quickly swarmed over his body, changing him into something more 
than Human. As he grappled with the transformation and th e rea lization that 
he was the la st of his kind , he was struck by an ep iphany. 

The Sith's gravest weakness was that they inevitably tu rned against one 
another. The divisiveness that seemed always to result would prevent the 
Sith from getting the revenge they so craved. It was then. on this small 
moon, covered with parasites that fused themselves to his body, that Danh 
Bane decreed, as the last of the Sith, henceforth there wo uld be only r...-u: 
a Master and an apprentice. 

L-I O HTW.... IP 
Ughtsaber 
Alightwhip is similar to a IIghtsaber in that it emits a beam of energy 
from it5 handgrip. The device differs. though. in that tne ·blade" is lorig 
and flexible, giving it the: propertles of a whip. Although a lightw' . 

: W~ght 

a greater reach, it lacks the power of a more traditional lightsabe,. 
Alightwhip has a reach of 2squares. Aside from tht normal dalTta9~ 

this weapon de:al~ In combat, It can be used to PHI and trip the urge 
as if th~ wield~r was using tne Pin or Trip f~at; the. wielder ITt 

proficient with light5abers but doesn't ne~d to have the Pm or Trip rea 
to use this f~ature of the w~apon. 

Size Medium; Cost 5,000; Damage 2d4; Stun Damage ­
1 kg; Type Energy and slashing; Availability Rare. 

.. 




O RBAL-ISK ARMOR 
When on the moon Dxun, Darth Bane stumbled upon a dormant calon 


orbalisks. These paraSitic creatures, exclusive to Dxun, feed by allachlng 


themselves to a host. As a byproduct of their parasitism, the orbalisks 


form a dense plating that protects tlleir host-an armor of l'XCeptiorl3 


strength even against lightsabers 


When a host is covt!red in orbalisks, the creatures grant damage 


reduction 10 to that individual. Unlike normal forms of damage reduc­


tion, the orballsks' protection applies even to lightsabers. 


9 1TH LORD ENCOUNTERS 
Sith Lords should be the elite villains of your campaign. They are the undis­

puted masters of the dark side of the Force. Any Sith Lord encountered after 

the Battle of Ruusan is a calculating plotter, a fiend of intrigue who hides 

his presence behind countless false identities and minions to ensure that he 

can keep working toward his goal, which is ultimately the utter dest ruction 

of the Jedi. A Sith Lord is unlikely to reveal himself wi l lingly, rese rving his 

confession to a likely apprentice at a time when he is most likely to turn the 

subject toward the dark side. 

Instead, a Sith Lord relies on a host of minions to further his ag enda. The 

most important minion is his Sith apprentice, though a Sith Lord is careful to 

limit his time with his minion lest he create an opportunity for his apprent ice 

to betray him. Instead, the Sith Lord uses the apprentice as a too i, overseeing 

vital missions and ensuring that his plans proceed as intended. 

Beneath the Sith apprentice, there can be any number of dark side thralls <..> 

serving the Sith Lord, including dark side adepts, dark Jedi, and other cor­ ~ 
rupted servants. It's important to note that these servants are not technically 

Sith even though they are usually quite skilled in the dark side of t he Force ) 
and might harbor the same hatred toward the Jedi that their Masters do. In -" 

some rare cases, a lesser m in ion might prove himself worthy to replace the 

Sith apprentice, which, as his Master does with his greatest ally, is something 

for which the apprentice always watches. 

6&. AM DARTH BANE, 

DARK LORD OF 


THE 91TH. I WIL..L.. 

SURVIVE. ~TANY 


COST." 

DARTH BANE 

Darth Bane CL 20 
Med',um Human Jedi 7/Jedi Knight 5'/Sith apprentice 3/Sith Lord 5 

Destiny 3; Force 10; Dark Side 22; Strong in the Force 

Init ..-20 ; Senses Perception +21 

Languages Basic, Bocce, Ryl , Sith 

Defenses Ref 38 (fla t-footed 33), Fort 36, Will 39; Block, Deflect 

hp 194; DR 10 [applies to lightsabers); Threshold 36 

Immune fear 

Speed 6 squares 

Melee :ightsaber +25 (2d8 + 15) or 

Melee I;ghtsaber +23 (3d8+15) with Rapid Strike or 

Melee I'ghtsaber +20 (2d8+15) and 

lightsaber +20 (2'd8+ 15) with Double Attack 

Base Atk +20; Grp +25 

Atk Options Cleave, Double Attack (lightsabersl. Great Cleave, Lightsaber 

!'l row, Melee Defense, Power Attack, Rapid Strike, Running Attack, 

Severing Strike, Wicked Strike 

Special Actions Equi librium, Juyo, Power of the Dark Side, temptation 

Force Powers Known (Use the Force +20): battle strike (2), dark rage, 
farseeing, Force grip, Force lightning (3), Force slam, mind trick, move 
object, rebuke (2), surge 

Force Techniques Force Point Recovery, Improved Move Light Object, 

Improved Sense Surroundings 

Force Secrets Devastating Power, Distant Power, Multitarget Power, 

Qu icken Power 

Abilities Str 16, Dex 20, Con 17, Int 17, Wis 22, Cha 20 

Special Qualities fearless, temptation 

Talents Block, Deflect, Djem So, Equilibrium, Force Deception, Juyo, 

l ightsaber Throw, Power of the Dark Side, Severing Strike, Swift Power, 

Weapon Specialization (Iightsabers), Wicked Strike 

Feats Cleave, Double Attack (Iightsabers), Force Sensitive, Force Training 

(2), Great Cleave, Melee Defense, Power Attack, Rapid Strike, Running 

Attack, Strong in the Force, Weapon Focus (Iightsabersl, Weapon 

Prof iciency (Iightsabers, simple weapons) 

Skills Acrobatics +20, Deception +20, Endurance + 18, Initiative +20, 

Knowledge (galactic lore) + 18, Perception +21, Use the Force +20 

Possessions lightsaber (self-built), orbalisk armor (+10 armor and grants 

DR 10 that applies even to lightsabers), Sith robes 

• Darth Bane was a member of the Brotherhood of Shadow, a dark side 

organization made up of renegade Jedi. While this group studied the dark 

side extensively, It passed down many of the fighting forms of the Jedi to 

its students. 
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SL.ICER 

Slicer CL 5 
Medium scoundrel 5 

Force 1 

Init +4 ; Senses Perception +9 

languages Basic, Binary, Huttese 

Defenses Ref 19 (flat-footed 17), Fort 15, Will 18 

hp 32; Threshold 15 

Speed 6 squares 

Melee unarmed +2 (ld4+1) 

Ranged hold-out blaster pistol +5 (3d4+2) 

Base Atk +3;' Grp +5 

Atk Options Point Blank Shot 

Special Actions Trace 

Abilities Str 8, Dex 14 Con 10, Int 16, Wis 14, Cha 12 

Talents Gimmick, Master Slicer, Trace 

Feats Point Blank Shot, Skill Focus (Knowledge [technology]), Skill Focus 

(Deception). Skill Focus (Mechanics), Skill Focus (Use Computer), 

Weapon Proficiency (pistols, simple weapons) 

Skills Deception +13, Gather Information +15, Knowledge (galactic lore) 

+10, Knowledge (technology) + 15, Perception +9, Persuasion +9, 

Mechan ics + 15, Use Computer + 15 (can reroll when improving access 

and take better result) 

Possessions 	hold-out blaster pistol, security kit, code cylinder (forgery), 

encrypted comlink, 10 datacards, lectroticker (+6), credit chip, 

portable computer 

While most heroes find adventure throughout the galaxy, slicers roam 

the electroni{:l1l'ghways of the HoloNet and find plenty of excitement and 

danger along the way. Slicers are experts at breaking into secured computer 

net works-the more secure the computer, the bigger and better the chal­

lenge. Slicers often find work with large organizations that can supply them 

wi th necessary equipment, programs, information, and credits to meet their 

demands. Others are independents, slicing into computer networks for infor­

mation to sell to the right bidder or just for the sheer thrill of proving their 

sk i ll at being able to move in and out of highly protected networks. 

In add ition to being technically brilliant, the most successful slicers must 

also possess decent interpersonal skills, in order to con passwords and other 

sensitive information from people when their computer skill s won't or can't 

apply. They typically know the ins and outs of large organizations and can 

easily bypass red tape to get what they want. 

SLICE R ENC O UNTER S 
Slicers pride themselves on getting in and out of computer sys te ms without 

anyone even knowing they are there. In most cases, slicers don't deal with 

people face to face, relying instead on messages sent through the HoloNet, 

couriers, or proxies in order to keep their identity secret and their (often 

illicit) businesses secure. Slicers are rarely physical threats, al though those 

in the military have at least minimal training so they can defend themselves 

if necessary. However, if a slicer can gain access to a computer network, he 

can shut off lights, activate fire extinguishers, power up droids, and the like, 

turning a location into a tangle of hazards. 

~Iicers also commonly work with other specialists, forming highly trained 

teams that can infiltrate any secured location. These specialists include 

assassins, commandos, infiltrators, outlaw techs, and spies, with the slicer 

often located far from the scene, opening doors and bypassing security 

measures from the safety of his remote terminal. 



ZAt<.ARISZ OHENT 
Zakarisz Ghent is a legendary slicer and associate of the famous smuggler 
Talon Karrde (page 89). Ghent was extremely intelligent and had a preter­
natura l gift when it came to computers and codes. The first hint of Ghent's 
iechnical brill iance came when he cracked a near-impossible Imperial code 
in two months on his own. Although a genius when it comes to slicing or 
d~cipher i ng codes, Ghent is hopelessly naive, absent-minded, and disinter­
ested in anything that wasn't programmed in Binary. 

Ghent's slicing has proven key during several crucial times in the New 
Republ ic era . His skills helped acquit Admiral Ackbar from false charges of 
bribery during the Thrawn Crisis. He helped uncover an Imperial Intelligence 
infil t rat ion of the New Republic headquarters. After the death of Thrawn, 
Ghent j oined up with New Republic Intelligence, eventually rising to the 
position of Chief of Cryptography. Finally, Ghent unlocked hidden holograms 
inside R2-D2, revealing Luke Skywalker's mother to be Padme Amidala and 
chronicling the way in which she died. 

Zakarisz Ghent CL 10 
Med ium Human scoundrel 10 
Destiny 1; Force 4 

Init + 12; Senses Perception +9 
languages Basic, Binary, Bocce, Mon Calamarian 

Defenses Ref 25 (flat-footed 23), Fort 22, Will 21; Dodge, Mobility 
hp 58; Threshold 22 

Speed 6 squares 
Melee unarmed +7 (ld4+5) 
Ranged blaster pistol +9 (3d6+5) 
Base Atk +7; Grp +9 
Atk Options Melee Defense, Point Blank Shot. Precise Shot 
Special Actions Fool's Luck, Knack, Trace 

Abilities Str 10, Dex 14, Con 12. Int 18, Wis 8, Cha 16 
Talents Fool's Luck, Knack, Gimmick, Master Slicer. Trace 
Feats Dodge. Improved Defenses. Melee Defense. Mobility. Point Blank 

Shot. Precise Shot. Skill Focus (Deception). Skill Focus (Knowledge 
{galac tic lorell. Skill Focus (Knowledge [technology]). Skill Focus 
(Persu asion)' Skill Focus (Use Computer). Weapon Proficiency (pistols, 
sim ple weapons) 

Skills Deception + 18, Gather Information + 19, Initiative + 12, Knowledge 
(galactic lore) + 19. Knowledge (technology) + 19, Mechanics + 19, 
Perception +9, Persuasion + 18. Pilot + 12. Use Computer + 19 (can reroll 
when improving access and take better result) 

Possessions blaster pistol. encrypted com link with holo capability, 

datacard, data pad, portable computer (Intelligence 16) 


N E W S L ICER OEAR 
Slicers, like members of any other profession, rely on a number of tools 
to get the job done. Although the primary tools of the slicer are portable 
computers and datapads, a varu:ty of other equipmrmt is available to help 
slicers (and even those not adept at computer use) overcome electronic 
obstacles. Slicers commonly make use of the following equipment. 

Computer Spikes 
Computer spikes are single-use programs built into a basic piece of 
computer hardware that plugs directly into anOther .computer system 
Designed to bypass computer security and help improve access to 
protected systems, a computer spike interfaces with another computer 
system and uses untraceable programs to Chip away at" the target 
system's defenses A computer spike can be activated as a swift action, 
after which it makes a single Use Computer check (with a bonus of +2 
or higher, determined by its cost and quality) that can be llSed only to 
improve access. All computer spikes are considered Illega l. 

Cost ',500 credits per +2 skill bonus; Weight 1 kg. 

HiBaka 2000 Mem-Stik 
Frequently utilized by slicers to smuggle valuable information past 
security guards and police, the HiSaka 2000 Mem-Stlk is a tiny piece of 
hardware that holds a moderate amount of information without taking 
up too much space. Though a Mem-Stik does not have rnough space to 
carry a computer programs, It can hold simple text, image, and video 
data (as well as under' minute of holographic data). A Mem-Stik is Ant 
in size and can be hidden inside t he power pack slot of a standard blaster 
pistol (granting a +10 equipment bonus to Stealth checks to hide the 
Mem-Stik) . A blaster tha t has a Mem-Stik in Its power pack slot cannot 
be fired without first reinserting the power pack. 

Cost 50 credits; Wtlght -. 

l ectroticker 
A small electronic device used to bypass low-grade security systems, 'II 
lectroticker consists of several small wires connected to a sense-plate 
When the sense-plate is inserted into a standard security lock (suCh 
as those found on doors throughout the galaxy), the: sense-plate is 
charged with varying amounts of energy, scrambling the signals sent to 
the electronic lock and fooling its systems into thinking that the corTec 
access card has been provided. A lectroticker can be activated asa .swift 
action, af£!, which it makes a singh! Mechanics check (with a bonus of 
+2 or higher, determined by its cost and quality) to disable an electronic 
lock. AU lectrotickers are considered illegal. 

Cost 1,500 credits per +2 skill bOnus; Weight 1 kg. 



SMUOOL.ER 

Smuggler CL 7 
Medium scoundrel 4/scout 2/noble 1 
Force 3; Dark Side 1 
Init +10; Senses Perception +5 
Languages Basic, Bocce, Durese, Huttese 

Defenses Ref 22 (flat-footed 20). Fort 18, Will 22 
hp 41; Threshold 18 

Speed 6 squares 
Melee unarmed +3 (1d4+2) 
Ranged heavy blaster pistol +7 (3d6+3) or 
Ranged hold-out blaster pistol +7 (3d4+3) 
Base Atk +4; Grp +6 
Atk Options Hyperdriven, Point Blank Shot, Precise Shot 
Special Actions Knack 

Abilities Str 8, Dex 14, Con 10, Int 12, Wis 14, Cha 16 
Talents Barter, Connections, Hyperdriven, Knack 
Feats Improved Defenses, Point Blank Shot. Precise Shot, Skill Focus 

(Deception). Skill Focus (Persuasion). Skill Training (Pilot). Vehicular 
Combat, Weapon Focus (pistols), Weapon Proficiency (pistols, rifles, 
simple weapons) 

Skills Deception + 16, Initiative + 10, Knowledge (galactic lore) +9, 
Persuasion +16 (can reroll when bartering, must take second result). 
Pilot + 10, Stealth + 10 

Possessions heavy blaster pistol, hold-out blaster pistol (concealed)' 
Corellian YT-1300 transport, comlink, utility belt. illicit cargo 

Regardless of the era or location in the gala xy, there are always those who 
want to move goods (or people) from one place to another without paying 
taxes or coping with government interference, or even just for discretion's 
sake Smugglers are experts at moving this cargo (or individuals)' secretly 
hauling illegal goods under the noses of bureaucrats, soldiers, and even 
crime lords who might want the items for themselves. Smugglers possess 
a blend of social charm and incredible piloting ability, relying on the latter 
when their deceptions fall through. They pride themselves on the speed and 
discreetness of their deliveries, although a few take risky ventures just for 
the thrill of thumbing their noses at the authorities that try to squash their 
livelihood. Some have a "no questions asked" policy regarding the goods 
they transport, while others are more particular about what they'll carry in 
their cargo holds and might not transport certain items such as illegal drugs, 
weapons, or sentient beings bound for slavery. 

SMUOO~ER ENCOUNTERS 
Smugglers can be found almost anywhere, from the seediest of cantinas, ro 
starship docks, to the upper echelons of society, where they hope to land high­
paying jobs. Because they must often slip past authority patrols and check­
points, smugglers and their ships can also be found in deep space or traveling 
along dangerous routes that no "sane" individual would think of going throug 
(or investigating) . Smugglers rarely stay in one place for long andconsider t~ir 

ships home, although some have regular ports-of-call to link up with contacts 
and pick up passengers and steady streams of cargo. A few smugglers ~n 
have legitimate jobs, working as Republic ship commanders or diplomats, ail 
the while moving illicit goods back and forth to pa~the i r income. 

Smugglers rely on stealth and deception to get the job donl"- Cl patrol 
vessel that is aware of their presence is a threat to be avoided. Althoug 
they are capable fighters, most smugglers shun combat, which places both 
their lives and their cargo at risk. Many smugglers carry goods for even less 
savory individuals, such as crime lords, who take a dim view when their goods 
are damaged or destroyed during transport. 

Smugglers are typically encountered with members of their ship's crew, 
sometimes bolstered by additional personnel, such as slicers, gamblers, mert'(' ­
naries, and technicians (who keep their sh ips in pristine operat ing condition) 
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TAL-ON KARRDE 
Talon Karrde is a notorious information broker and the creator of the famous 
Smugg lers' All iance. His ship. a heavily modified Action VI Transport called 
the Wild Karrde. serves as his base of operations. Although Karrde started out 
In smuggling. gathering intelligence and information was both his passion 
and his specialty. Eventually, Karrde's organization grew to such a degree 
hat it was believed to harbor more secrets than both the Republic or the 

Empi re had any reason to suspect. Karrde strove to remain a neutral party. 
re ga rd less of whom he worked for. although he was known to have aided 
such famous individuals as Han Solo and Luke Skywalker. 

Ta lon Karrde is an educated and sophisticated individual with great busi­
ness acumen and a strong sense of loyalty to those who work under him. 
Despite his illicit businesses and his penchant for dealing with disreputable 
people. Talon Karrde had a deep underlying sense of honor that always pushed 
him to eventually do the right thing. 

Talon Karrde Cl12 
Med iu m Human scoundrel 7/crime lord 5 
Force 5 
In it +13; Senses Perception + 17 
Languages Ba sic. Bocce. Huttese. Shyriiwook 

Defenses Ref 27 (flat-footed 25). Fort 23. Will 27 
hp 80 ; Threshold 23 

Speed 6 squares 
Melee unarmed +9 (ld4+7~ 
Ranged heavy blaster pistol + 11 (3d8+6) or 
Ranged heavy blaster pistol +9 (4d8+6) with Rapid Shot 
Base Atk +8; Grp +10 
Atk Options Hyperdriven, Point Blank Shot. Precise Shot, Rapid Shot, 

Sneak Attack + 1d6 
Special Actions Demand Surrender. Disruptive. Impel Ally II, Presence 

Abilities Str 13. Dex 15. Con 12. Int 16. Wis 13. Cha 17 
Special Qualities command cover 
Talents Attract Minion. Demand Surrender. Disruptive. Hyperdriven. Impel 

Ally I. Impel Ally II . Presence. Sneak Attack + 1d6. Stellar Warrior 
Feats Point Blank Shot. Precise Shot, Rapid Shot. Skill Focus (Deception). 

Skill Focus (Gather Information). Skill Focus (Perception), Skill Focus 
(Persuasion). Skill Focus (Pilot). Vehicular Combat. Weapon Focus 
(pistols). Weapon Proficiency (pistols. simple weapons) 

Ski lls Deception + 19. Gather Information + 19. Initiative + 13. Knowledge 
(galactic lore) + 14. Mechanics + 14. Perception + 17. Persuasion +19. 
Pilot + 17 

Possessions heavy blaster pistol, toolkit. modified Action VI Transport 
(Wild Karrde). fine clothing 

Talon Karrde Encounters 
Talon Karrde was most active during the time of the New Republic. although 
heroes could encounter a younger version of him around the time of the 
Battle of Yavin. One of Karrde's traits was surrounding himself with capable 
and loyal allies who would protect him from harm. including fellow smuggler 
Zakarisz Ghent (page 87) and Mara Jade (he later became the "father of th e 
bride" at her wedding to Luke Skywalker) . During the early years of the New 
Republic. Karrde could also be encountered with his two pet vornskrs (page 
128) named Sturm and Orang-he learned that by docking their ta ils. the 
Force-sensing bea sts could be domesticated. making loyal and affectionate 
companions and fierce protectors. 

Given his line of work. the most dangerous aspect of encountering Talon 
Karrde is the numerous foes that were out to get him. The vicious Admira l 
Thrawn. intelligence agencies. bounty hunters, rival smugglers, and cri me 
lords all had it out for Karrde. who proved smart (and lucky) enough to evade 
them all and thrive. Of course. anyone hunting Talon Karrde is unli ke ly to 
catch him off guard. since his massive network of informants and spies aler ts 
him to any potential danger long before it can manifest itself. 

VCX-35 0 L.IOHT FREIOHTER 
The VCX-350 is a Corellian Engineering Corporation space transport often 
used by smugglers after the fall of the Galactic Empire. Designed for long ­
range travel and boasting the newest technology, the VCX-350 light freighter 
can be found in almost any smuggler fleet. including Talon Karrde·s. 

CEC VCX-350 Light Freighter Cll0 
Colossal space transport 
Init -2; Senses Perception +6 

Defenses Ref 15 (flat-footed 13). Fort 28; +13 armor 
hp 150; DR 15; SR 30; Threshold 78 

Speed fly 12 squares (max. velocity 980 km/hl. fly 3 squares (starship 
scale) 

Ranged laser cannons +4 (see below) 
Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 
Base Atk +2; Grp +40 
Atk Options autofire (laser cannons) 

~Abilities Str 46, Dex 14, Con -, Int 14 
Skills Initiative -2. Mechanics +6. Perception +6. Pilot -2, 

Use Computer +6 

Crew "3 (skilled); Passengers 8 

Cargo 250 tons; Consumables 6 months; Carried Craft none 

Hyperdrive x 1 (backup x 11) 

Availability Licensed; Cost 300.000 (175.000 used) 


Laser cannons (pilot or gunner) 
Atk +4 (-1 autofire). Dmg 4d10x2 



S P E cFoRCE HEAVV WEAPONS 

SPECIALIST 

While much of the Rebel Alliance's military was tied up in the sector fu~:; 

spread throughout the galaxy, the Alliance High Com mand employed Spe­

cial Forces, also known as SpecForces. Organized in about ten divisions. 

SpecForce soldiers were each trained to perform a speci fic funct ion so Ihe 

could undertake the most dangerous and important missions. While the 

sector forces defended Alliance worlds, the SpecForces were used to mount 

counterattacks and unravel the Galactic Empire's hold on the galaxy. 

The SpecForce soldier presented here is a typical member of the 6th reg ­

ment HWS. These soldiers received extensive training in heavy weapon 

to support friendly forces and soften entrenched enemy positions by layinq 
down a brutal barrage of artillery and blaster fire . Of the various regimel1lS 

in SpecForces, these soldiers had the highest casualty rates, since once Ihe 

were detected on the battlefield, the Empire moved swift ly to eliminate their 

emplacements. 
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SOLDIER 

Soldier CL 2 
Medium non heroic 6 

Init +4; Senses Perception +3 

Languages Basic 

Defenses Ref 15 (flat-footed 14), Fort 11, Will 10 

hp 22; Threshold 11 

Speed 6 squares 


Melee vibroblade +4 (2d6) 


Ranged blaster rifle +5 (3dB) or 


Ranged frag grenade +5 (4d6, 2-square burst) 


Base AU(, +4; Grp +5 


Atk Options autofire (blaster rifle), Coordinated Attack 


Abilities Str 11, Dex 13, Con 13, Int 10, Wis 10, Cha 10 

Feats Armor Proficiency (light), Coordinated Attack, Weapon Proficiency 

(advanced melee weapons, pistols, rifles, simple weapons) 


Skills Endurance +9 


Possessions vibroblade, blaster rifle, 2 frag grenades, combat jumpsuit 


[+4 armor), comlink, data pad with maps, field kit 

Soldie rs are the troopers in the galaxy's legions. Unlike clones and droids, 

these individuals are not manufactured, and many of them volunteer to fight 

for their government. Having received basic training in a variety of martial 

abilities ranging from hand-to-hand combat to heavy weapons, they are 

the core of any military force. They consist of the individuals who answered 

the call of duty, were drafted into the teeming ranks of the Galactic Empire, 

or who followed their conscience and took up arms to fight alongside the 

Rebellion. 

The average soldier, as presented here, represents the common troopers 

found in sector forces in the Rebel Alliance, but can also be used for those in 

the employ of just about any military organization. After the Clone Wars, the 

Galactic Empire recruited Human soldiers to fill its diminished ranks. Some 

of these recruits became storm troopers, while others moved on to become 

officers. This soldier can also represent individuals who might be mustered 

to defend a single world against invaders or who serve as the personal guard 

of a powerful noble. 



SpecForce Heavy Weapons Specialist CL 5 
Medium non heroic 6/soldier 3 

Force 2 

Init +6; Senses low-light vision; Perception +6 

Languages Basic 

Defenses Ref 20 (flat-footed 18), Fort 16, Will 13 

hp 42; Threshold 16 

Speed 6 squares 

Melee combat gioves +9 (ld4+6) 

Ranged heavy blaster pistol +9 (3d8+3) or 

Ranged heavy repeating blaster +9 (3dl 0+5) or 

Ranged heavy repeat ing blaster +7 (3dl 0+5) when braced or 

Ranged heavy repeatiflg blaster +4 (Sdl0+S) with Burst Fire or 

Ranged missile launcher + 10 (6d6+S, 2-square burst) 

Base Atk +7; Grp +9 

Atk Options autofire (heavy repeating blaster), Burst Fire, Devastating 

Attack (heavy weapons), Suppression Fire 

Abilities Str 15, Dex 15, Con 13, Int 10, Wis 10, Cha 10 

Talents Devastating Attack (heavy weapons), Weapon Specialization 

(heavy weapons) 

Feats Armor Proficiency (light , medium), Burst Fire, Skill Training 

(Mechanics), Suppression Fire, Weapon Focus (heavy weapons), 

Weapon Proficiency (heavy weapons, pisto ls, simple weapons) 

Skills Knowledge (tactics) +9, Mechanics +9 

Possessions combat gloves, heavy blaster pistol, heavy repeating blaster, 

missile launcher with 2 magazines, battle armor (+8 armor, +2 

equipment) with helmet package, data pad, field kit 

E W F E A T: 

SUPPR E SSION F IR E 

You tan lay down a hail of blaster fire to pin your enemies. 

Prerequisites: Strength 13, Burst Fire, Weapon Proficiency (heavy 

,..-capons) 

Benefit: Wilen you use the aid another action to impose a penalty 

to an enemy's attack rolls and your attack roll exceeds the target's Will 

Defense, that enemy must end its next tum in a position where it has 

cover from YOLI if possible. Targets whose level IS equal to or higher than 

your character level are immune to tht effect ofSuppression Fire. This 

is a mind-affecting fear effect. 

SOLDIER ENCOUNTER S 
Soldiers are, obviously, combat encounters for the most part. They are 

typically used to hold a position after SpecOps agents, commandos, or eli te 

soldiers have taken the site. Soldiers, although brave and possessed of some 

combat ability, do not compare to veteran crews, and thus make up for their 

relative inexperience with numbers. 

Small teams of soldiers are organized into squads consisting of four to si 

members and led by a higher ranking soldier (use statistics for a SpecForces 

heavy weapons specialist). In additio n, they are likely to have a medic on 

hand as well. Companies consist of two to five squads. Heading up t hese 

larger forces is a soldier commander. 

For large-scale engagements, a military force relies on transport vehicles 

to deploy troops where needed. During the Clone Wars, the LAAT/i gunshi 

(5£177) served well in this capacity, able to carry up to thirty passengers at 

a time, while clearing out an area with its heavy weaponry before deposit­

ing its cargo and lifting off to gather another company of troops. Walkers, 

assault tanks, and gun batteries can also provide covering fire for these 

assault troops. 

Special Forces are another matter entirely. The SpecForces were created 

to provide small groups of specialized soldiers who could handle mission 

beyond the abilities of ordinary troopers. Recruits were selected from amoog 

the exceptionally brave, those with unique capabilities, and those who were 

nearly fanatical in their loyalty to the Rebellion against the Empire. As a 

result, most of the soldiers who made up these units were ex-Imperials, 

refugees from scorched worlds, and just about anyone else who had an axe 

to grind against the Empire. 

A typ ica l SpecForces unit consists of a tight-knit group of three to eigh 

members. Each mission involves a very specific objective, and once that 

objective is achieved, the unit withdraws and leaves it to the regulars to clean 

up the mess. Since the nature of the mission is extremely dangerous and 

leaves no room for error, SpecForces rarely include non-SpecForces person­

nel in their units and rely on the main body of their force to supply medics, 

technicians, and other suppor t. Although entrusted with a great deal of 

autonomy and responsibility, SpecForces still abide by the chain of command. 

The executive officer is usua lly a high-level soldier commander, commando. 

or elite soldier who acts as a liaison with the Alliance High Command. 

The SpecForce soldier is a good exampl e of any veteran soldier who has 

specific training, so you can use this stat istics block to represent any sort 

of heavy weapons specialist you might need . You can also use this character 

to model other SpecForce soldiers such as SpaceOps troopers, pathfinders, 

urban combat specialists, and so on. 



SOL.DIER COMMANDE R 

Soldier Commander CL 6 
Medium non heroic 6/soldier 3/officer 1 
Force 2 
Init +12; Senses Perception + 11 
Languages Basic, 2 others 

Defenses Ref 18 (flat-footed 16), Fort 17, Will 19 
hp 40; Threshold 17 

Abilities Str 10, Dex 14, Con 12, Int 15, Wis 13, Cha 15 
Talents Assault Ta ctics, Battle Analysis, Cover Fire 
Feats Armor Proficiency (light), Coordinated Attack, Point Blank 

Shot, Precise Shot, Skill Focus (Knowledge [tactics]), Skill Training 
(Initiative), Weapon Proficiency (pistols, rifles, simple weapons)@ Skills Knowledge (tactics) +17, Initiative +12, Perception +11, 
Persuasive +12' (ii) 

Possessions knife, blaster pistol, blaster rifle, combat jumpsuit (+4 armor), 

~ field kit, electrobinoculars, data pad, uniform, insignia 
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The soldier commander encompasses a broad range of military ranks held 
by those who lead squads and companies of troopers and soldiers. Examp les 
include the Rebel field officers who fought a delaying tactic against the 
Empire while the Alliance evacuated Echo Base as well as the commanders 
that led the ground assault against those same Rebels from their AT-AT walk­
ers. "Commander" is indeed a rank, and on e recogn ized in various military 
groups throughout the galaxy, but for these purposes, it ca n cover any people 
in charge, from sergeants to field marshals. 

The most obvious role of the soldier commander is to lead those under 
his command toward a specif ic military objective-holding the line, rooting 
out the enemy from a well-defended base, raiding supply lines, and so on. 
The soldier commander is the ultimate authority on the field, and it's his 
experience and expertise on which the rank-and-file so ldiers depend to 
survive the engagement. 

Speed 6 squares 

Melee knife +8 (ld4+2) 

Ranged blaster pistol + 10 (3d6+2) or 

Ranged bfaster rifle + 10 (3d8+2) 

Base Atk +8 ; Grp + 10 

Atk Options autofire (blaster rifle), Coordinated Attack, Cover Fire, Point 

Blank Shot, Precise Shot 
Special Actions Assault Tactics, Battle Analysis 

S OL.DIER COM M ANDER 
E NC O UNTERS 
Soldier commanders lead other martial characters, and so they are found in 
the company of troopers, so ldiers, and similar combatants. A soldier com ­
mander usually occupies a central position, directing his men as needed 
to best deal with the enemy. Soldier commanders have a well-de\r~loped 

understanding of tactics and strategy, which means that soldiers under their 
command fight more efficiently and with better positioning. 

Deployment is a critical factor for the typical soldier com mander. If g l\r~n 

the chance to geLt the jump on his enemies, he positions his soldiers behind 
cover and scattered in small groups to set up a crossfire if possible. Once 
combat is joined, a soldier commander holds his position to direc t his troops, 
using Assault Tactics each round, until his position is compromised. A soldier 
commander is no shirker in fighting, though, and when not giving orders, he 
adds his blaster fire to those of the soldiers under his com mand. 

CL. O NE COMM A N D E R CC-ZZZ4 
At the start of the Clone Wars, CC-2224 was just another clone commander 
charged with leading the newly unve iled clone troopers against the Separatis 
Movement. Specifically designed by his handlers on Kamino to fill a leadership 
position, CC-2224 consistently showed a penchant for individual thought and 
independence, making him sta nd out from the other commanders. As was 
often the case, those clones that showed special qualiti~s quickly caught the 
attention of the watchful Kaminoans, who se lected him for special training 



Even with his unusual persona lity qualities, CC-2224 might have passed 
by unnoticed were it not for his association with famousJedi . As commander 
of the 7th Sky Corps, his first assignment was to work alongside Jedi Master 
Mace Windu an d then after the Battle of Skor II , he was reassigned to Gen­
era l Ob i-Wan Kenobi. Working alongside the famed Jedi Knight was a task 

C-2224 had ant icipated, but complications in the Clone Wars as well as 
special missions to thwart the plans of Count Dooku kept General Kenobi 
and his par tner Anakin Skywalker from the clone force, leaving command 
to fall more or less on 2224's shoulders. 

It was during this time that CC-2224 wa s removed from command 
tem pora ril y to undergo a special training program designed to augment 
field co mma nders that showed a flair for ind ependent action. The process 
utterly awakened 2224's personality and he soon after took the name Cody 
and persona l affectations began to show up in his actions and his armor, as 
well his installat ion of a jetpack on his clone armor. 

Elevated to the rank of clone marshal commander, he returned to com­
mand and worked closely with Obi-Wan, this time more extensively. A 
fnendsh ip formed between the pair, but even the camaraderie that had 
developed wou ld not be enough for Cody to ignore Order 66 when it came. 
When he rece ived the instructi ons, it was with some reluctance that he 
gave the command to fire on his former friend, sett ing aside his respect and 
loyal ty for his Jed i ally. 

Clone Commander CC-2224 Encounters 
When it comes to clone trooper commanders, Cody is the exception rather 
than the rule. For most commanders, you can just use the clone trooper 
commander in the Saga Edition core rulebook (Sf 281) . However, Cody and 
others like him such as Commanders Bly and Gree work well as elite soldier 
commanders and function as high-ranking clone commanders who oversee 
several companies. Before Order 66, any of the characters might work along­
side Jed i heroes fighting in the Clone Wars against the Separatist movement, 
and after ward, of course, the same heroes might find themselves fighting 
for their lives against their old allies. 

Cody f ills the same posit ion as other soldier commanders in combat, 
llsinB his tactical knowledge to position his troops in the best ways possible 
and exploi ting terrain with Field Ta ctics and positioning with Deployment 
Tactics. Cody, however, is a far more competent commander than his less 
individualist ic counterparts and adapts to new battlefield developments as 
needed to ensure victory. 

HE SIEOE 00E9 

Clone Commander CC-2224 "Cody" CL 12 
Medium soldier 7/officer 5 
Force 3; Dark Side 5 
Init +15; Senses low-light vision; Perception + 15 
Languages Basic, High Galactic, Mando'a 

Defenses Ref 31 (flat-footed 27), Fort 28, Will 28 
hp 97; Threshold 28 

Speed 6 squares 
Melee unarmed +14 (ld4+8) 
Ranged heavy blaster rifle + 17 (3d10+6) or 
Ranged heavy blaster rifle + 15 (4dl0+6) with Rapid Shot or 
Ranged frag grenade +16 (4d6+6, 2-square burst) or 
Ranged ion grenade +16 (4d6+6 ion, 2-square burst) 
Base Atk +12; Grp +16 
Atk Options autofire [heavy blaster rifle), Careful Shot, Chargin g Fire, 

Coordinated Attack, Deadeye, Point Blank Shot, Preci se Shot, Rapid 
Shot, Running Attack 

Special Actions Assault Tactics, Battle Analysis, Deployment Tactics, 
Field Tactics, Harm's Way 

Abilities Str 15, Dex 18, Can 15, Int 14, Wis 14, Cha 13 
Special Qualities command cover, share talent (Battle An alysis) 
Talents Armored Defense, Assault Tac tics, Battle An alysis, Deployment 

Tactics, Field Tacti cs, Harm's Way, Improved Arm ored Defense 
Feats Armor Proficiency (light, med ium), Careful Shot, Charging Fire, 

Coordinated Attack, Deadeye, Point Blank Shot, Pre cise Shot, Ra pid 
Shot, Running Attack, Weapon Focus (rifles), Weapon Proficiency 
(pistols, rifles, simple weapons) 

Skills Endurance + 13, Initiative +15, Knowledge (tactics) + 13, Perception 
+15, Pilot + 15, Use Computer + 13 

Possessions heavy bl aster rifle, fr ag grenade, ion grenade, clone trooper 
armor (+6 armor, +2 equipment) with helmet package, jetpack, 
encrypted comlink (miniaturized) with holo capability, utility belt with 
medpac 

WELL. WITH OUR, 

C:O INTINUED BARRAOE,THEIR SHIELDS 
SHOUL.D BE DOWN IN THREE MONTHS. 

COMMA DER CODY 



SOL.DIER, EL.ITE 

Elite Soldier CL 10 
Medium so ldier 7/elite trooper 3 
Force 2; Dark Side 4 
Init + 13; Senses low-l ight vision; Perception + 10 
Languages Basic, Durese, High Galactic 

Defenses Ref 24 (flat-footed 20), Fort 27, Will 20 
hp 93; DR 1; Threshold 27 

Speed 6 squares 
Melee unarmed attack + 14 (ld6+7) 
Ranged heavy blaster rifle + 17 (3d10+9) or 
Ranged he avy blaster rifle + 15 (4dlO+9) with Rapid Shot or 
Ranged frag grenade +15 (4d6, 2-square burst) or 
Ranged ion grenade +15 (4d6 ion, 2-square burst) 
Base Atk +12; Grp + 15 
Atk Options autofire (heavy blaster rifle), Deadeye, Devastating Attack 

(rifles), Penetrating Attack (rifles), Point Blank Shot, Precise Shot, 
Rapid Shot, Sniper 

Abilities Str 14, Dex 16, Con 12, Int 14, Wis 10, Cha 8 
Special Qualities delay damage 
Talents Armored Defense, Devastating Attack (rifles), Greater Weapon 

Focus (rifles), Greater Weapon Specialization (rifles), Penetrating 
Attack (rifles), Weapon Specialization (rifles) 

Feats Armor Proficiency (light, medium), Deadeye, Martial Arts I, Point~ 

I 
Blank Shot, Precise Shot, Rapid Shot, Sniper, Weapon Focus (rifles), 

~ Weapon Proficiency (pistols, rifles, simple weapons) 
Skills Endurance + 11, Initiative + 13, Knowledge (tactics) + 12, 

Perception + 10, Use Computer + 12 
Possessions heavy blaster rifle , battle armor (+8 armor, +2 equipment), 

2 frag grenades, ion grenade, encrypted comlink (miniaturized), utility@ 
belt with medpac 

El ite soldiers are some of the best and deadliest warriors that an army, mer­
cenary force, or planetary guard has to offer. Ta ught to master the essentials 
or-combat and basic soldiering, elite soldiers receive special, highly intensive 
train in9- .to specialize in particular ways of killing. Because of the time and 
cost invo lved in training such troops, they are used sparingly for specific 
missions in w~ich their skills can utterly dominate the enemy. 

Elite soldiers are often put together in small units of talented individu­
als-such un its are almost equal in capability to a full platoon or even a 
company of regular troopers. Other elite soldiers are placed in command 
of normal troops, leading by examp le and bolstering their firepower and 
usefulness on the battlefie ld. Certain elite so ldiers serve as bodyguards for 

high-ranking offic ia ls or characters, who might be quite powerful in their 
own regard. Wherever there is conflict in the universe, eli te soldier.; are 0 

hand, doing the dirty work that few others are capable of handling. 

EL.ITE SOL.DIER ENCOUNTERS 
Elite soldiers can be fo und in nearly any dangerous situation, where the 
serve the will of their superiors. Their duty could include se.rving on traditional 
battlefields, protecting sensitive areas, or engaging in clandestine operations. 
As befitting their status, elite soldiers are equipp ed wit h the best armor, 
weapons, and gear tha t the ir superiors have to offe r, including cutting-tdge 
technology not readily available to regular troops. 

Elite soldiers are commonly teamed with commandos, soldiers., and soldle! 
commanders. forming the vanguard of armies or leading assault forces where 
surgical precision is called for. Some elite sold iers form the equivaknt of 
"terror squads," meant to inflict as much damage in as grandiose a way as 
possible in order to send a political message or to break down the will 0 

the enemy. These elite so ldiers specialize in heavy weapon, dernolitions, and 
psychological techniques that maximize the impact of their actions. 

http:trainin9-.to


On occasion, elite soldiers work alongside droids, especially battle droids, 
wh o br ing additional firepower to a conflict. Any droids assigned to work 
al ongsi de elite soldiers are considered expendable assets-the cost of a droid 
is negl igible compared to the expense involved in the training and outfitting 
of an elite soldier. Because of this, droids are sent in as decoys to draw fire 
while the elite soldiers flank the enemy in order to complete their mission. 

SPEc::FoRC::E ELITE SOLDIER 
First implemented by Crix Madine as the Alliance Special Forces Unit, and 
then continued later as New Republic Special Forces , the elite unit known as 
Spec Forces is one of the most dangerous military units in the galaxy. Stealthy 
commandos who are among the first to enter the field of battle, SpecForce 
soldiers are trained to ge brutally efficient and highly mobile, allowing them 
to infiltrate a target area and secure it quickly and with minimal violence. 
SpecForce agents pride themselves on their speed, efficiency, and ability to 
cont inue fighting when most so ldiers would be down and out of the fight. 

A SpecForce soldier is a multipurpose combatant whose sharpshooting 
abilities are rivaled only by his stealth. SpecForce soldiers are quiet and 
dea dly, and specialize in commando missions where they can put these abili­
ties to good use. SpecForce agents are sometimes used as front-line assault 
troops as we ll, breaking through the ranks of an enemy army and making 
way for the rest of the troops. 

SpecForce Elite Soldier Encounters 
The stat istics presented above represent an elite member of SpecForces, a 
cut above the rest of his comrades and likely a veteran of many years. Such 
a soldier comes along only once in a long while, and an elite SpecForce agent 
is a one-man instrument of destruction. However, Spec Force agents never act 
alone, and an elite SpecForce soldier would likely be encountered along with 
other members of SpecForces. Encounters with a SpecForce elite soldier might 

se the elite soldier as a leader or commander figure for an entire squad, 
whose ranks would be filled out with both soldiers and commandos. Such a 
squa d would also benefit from the presence of a soldier commander, making 
it easier for the SpecForce elite soldier to bring down his targets. 

Alternately, a SpecForce elite soldier could be paired with commandos 
in encounters designed to focus on stealth and subterfuge. A SpecForce 
el ite soldier might be encountered with several infiltrators as well, who 
run interference for the SpecForce agent as he picks off enemies one at a 
time. The SpecForce elite soldier also benefits from the ability to find cover 
an d take the full attack action (allowing him to make two attacks at only 
a min or penalty). so in some encounters the SpecForce elite soldier would 
benefit from being teamed up with melee combatants (such as some of Luke 
Skywa lker'sJedi from the Praxeum). who do not detract from the SpecForce 
agent's effic iency thanks to the Precise Shot feat. 

N E W S OL.DIER TALE NT 
The following new talent is considered a part of the soldier's Commando 
talent tre~ 

Hard Target: You can catch a second wind as a reaction instead of 
as a swift action. 

Prerequisite: Tough as Nails. 

SpecForce Elite Soldier CL 13 
Medium soldier 7/scout 3/elite trooper 3 
Force 3 
Init +14; Senses low-light vision; Perception + 16 
Languages Basic, 1 other 

Defenses Ref 30 (flat-footed 27). Fort 31, Will 26 
hp 132; DR 1; Threshold 31 

Speed 8 squares 
Melee knife +13 (ld4+7) 
Ranged blaster rifle + 16 (3d8+8) or 
Ranged blaster rifle + 14 (4d8+8) with Rapid Shot or 
Ranged blaster rifle + 15 (3d8+8) and 

blaster rifle + 15 (3d8+8) with Double Attack or 
Ranged blaster pistol + 15 (3d6+6) 
Base Atk +12; Grp +15 
Atk Options autofire (blaster rifle). Double Attack (rifles). Point Blank 

Shot, Precise Shot, Rapid Shot, Running Attack 
Special Actions Extra Second Wind, Hard Target, Tough as Nails 

Abilities Str 12, De x 16, Con 15, Int 12, Wis 16, Cha 13 
Special Qualities damage reduction 1, delay damage 
Talents Armored Defense, Hard Target, Improved Stealth, Long 

Stride, Multiattack Profi 2iency (rifles) (2). Tough as Nails, Weapon 
Specialization (rifles) 

Feats Armor Proficiency (light, medium). Double Attack (rifles). 
Ext ra Second Wind, Point Blank Shot, Preci se Shot, Rapid Shot, 
Running Attack, Skill Focus (Stealth). Skill Training (Stealth), 
Toughness, Weapon Focus {rifles). Weapon Proficiency (pistols, 
rifles, simple weapons) 

Skills Initiative + 14, Mechanics + 12, Perception + 16, Stealth + 19 (can 
rer(lll, must take second resultl. Use Computer + 12 

Possessions blaster pistol, blaster rifle with standard targeting scope, 
knife, SpecForce armor (as armored flight suit, +5 armor) with helmet 
package, encrypted com link 



Spy 

Spy CL 7 
Medium scoundrel 2/scout 5 
Force 3 
Init +5; Senses Perception +9 
Languages Basic, 2 others 

Defenses Ref 21 [flat-footed 19), Fort 18, Will 18; Dodge, Mobility 
hp 50; Threshold 18 

Speed 6 squares 
Melee vibrodagger +7 [2d4+4) 
Ranged bla~ter pistol +8 (3d6+3) 
Base Atk +6; Grp +8 
Atk Options Improved Disarm, Melee Defense, Point Blank Shot 

Abilities Str 12 , Dex 14, Con 12, Int 14, Wis 12, Cha 13 
Talents Acute Senses, Hidden Movement, Improved Stealth, Gimmick 
Feats Dodge, Improved Disarm, Linguist, Melee Defense, Mobility, Point 

Blank Shot, Skill Training (Acrobatics)' Weapon Proficiency (pistols, 
rifles, simple weapons) 

Skills Acrobatics + 10, Deception +9, Gather Information +9, Perception 
+9 [can reroll, must take second result), Persuasion +9, Stealth + 10 
(can reroll, must take second result), Use Computer +9 

Possessions blaster pistol , vibrodagger 

~ 
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The ultimate job of a spy is to collect information, almost always informa­
tion that someone else doesn't want him to have. In his efforts to obtain 
this information, a spy might need to impersonate someone, steal, bribe 
informants, seduce important people, discreetly li sten at doors, blackmail 
unwilling clerks and data-handlers, and occasionally fight his way into or 
(more often) out of a secure installation. Above all, spies must be versatile. 
and it often helps to also be ruthless. Every mission is different, and many 
people and organizations are exceedingly skilled at keeping their information 
out of the hands of their enemies. 

Most spies use one of two primary methods to obtain the information 
they seek. The first is to infiltrate an organization, either by imper50nating 
someone who works there, by obtaining a false identity and getting a job 
there, or by sending in an espionage droid to spy on the target from within. 
Once inside, the spy or his droid is free to listen at doorways, obtain acttSs 
to secure computers, or simply perform a job and learn what he (or it) can 
The second method is for the spy to obtain information by force or threats. 
He might sneak into a secure facility and blow open asafe, or he might care­
fully watch someone who has access to the information he wa nts and either 
kidnap the person and obtain the needed information through threats or use 
his observations to blackmail the person into doing his bid ding. Individua 
and corporations, as well as planetary governments, hire or employ security 
staff whose job is to uncover spies within their organization and prevent 
spies from gaining access to their people and information. The battle of wits, 
and occasionally blaster bolts, between spies and security personnel is one 
of the primary challenges of this difficult profession, and successful spies 
must learn ways of outthinking or tricking their target's secu rity. 

S p y E N C OUNTERS 
Whenever corporations, governments, or the wealthy attempt to keep impor­
tant or potentially valuable information secret, there are spies attempting to 
uncover this information. Some spies work for rival governments or corpora ­
tions and are motivated by loyalty or ideology. Others are private contractOr5 
who seek information so they can sell it to the highest bidder- which might 
be the organization or person they obtained it from. 

The most important quality any spy must have is the ability to remain 
unnoticed. As a result, a spy's presence is almost never obvious. However, 
sometimes an important offiCial or one of his bodyguards or aides se~ an 
unexpected shadow under a doorway, notices that a partic ular servant or 
repair technician seems unfamiliar or unusualiy nervous, or hears a faint noise 
as a spy breaks into a room down the hall. Such incidents might be the only 
warning that characters have about the presence of a spy. Sometimes a spy 
isn't even present. Instead, a character might notice that someone who has 
access to sensitive information is acting particularly nervous. If the character 
follDws this person and avoids being nDticed, she might discover the per50n 
meeting with a spy in a dark alley or dimly lit tavern. 



BOTHAN Spy 
Bothans are widely acclaimed as the best spies in the galaxy. In large part, 
this reputation is due to the excellent quality of the Bothan Spy Network 
(also known as the Bothan spynet). This mysterious and widespread orga­
nizat ion was formed centuries ago to protect and serve the interests of the 
Bothan people. However, it also sells information and services to the highest 
bidder and often gives discounts or even freely offers valuable information 
to organizations whose interests also serve the needs of the Bothan people. 
Bothan spies were instrumental in uncovering information about both Death 
Sta rs during the Galactic Civil War. They freely gave this information to the 
Rebels because the leaders of the spynet feared that the Empire might soon 
subjugate or enslave the Bothan people. 

Bothan spies ar~ typically fiercely loyal to their own people and especially 
to their comrades in the spynet. The combination of paranoia and fierce 
loya lty that is so common among Bothans is especially widespread among 
Bothan spies, many of whom have difficulty trusting others, especially indi­
viduals outside the spynet. However, once he gives his trust to someone, a 
Bothan spy is usually willing to defend that person to the death. 

Bothan Spy CL 8 

Medium Bothan scoundrel 2/scout 6 

Force 5 

Init +5; Senses Perception + 10 

Languages Bothese, Basic, 2 others 


Defenses Ref 23 (flat-footed 20), Fort 19, Will 20 

hp 48; Threshold 19 


Speed 6 squares 

Melee vibrodagger +7 (2d4+5) 

Ranged blaster pistol +9 (3d6+4) 

Base Atk +6; Grp +9 

Atk Options Combat Reflexes, Improved Disarm, Melee Defense, 


Point Blank Shot 
Special Actions Quick Draw 

Abilities Str 12, Dex 16, Con 10, Int 14, Wis 12, Cha 13 
Talents Acute Senses, Hidden Movement, Improved Stealth, Gimmick 
Feats Combat Refle xes, Improved Disarm, Linguist, Melee Defense, Point 

Blank Shot, Quick Draw, Skill Focus (Deception), Skill Focus (Gather 
Information)B, Skill Training (Use Computer), Weapon Proficiency 
(pistols, rifles, simple weapons) 

Skills Acrobatics + 12, Deception + 15, Gather Information + 15, Perception 
+10 (can reroll, must take second result), Persuasion +10, Stealth + 12 
(can reroll, must take second result), Use Computer + 11 

Possessions vibrodagger, blaster pistol 

THE BOT....AN SPVNET 
Legendary in its influence, the Bothan spynet is one of the most far­
r~c.hing intelligence organizations in the galaxy. Obtaining information 
from the Bothan spynet is no simple matter, since it wilt not just giVl: 
information out to anyone with credits. Making contact with an agent 
of the spynet requires a DC 2S Gather Information check to locate a 
hidden individual, Once contact has been made with thl' 5Pynl't, a hero 
an request Information that might normally be out of his or her rl'ach. 

A hero who has made contact with the spynl't can put in a requ~t for 
information, and the spynet makes a Gather Information check on his 
or her behalf. Depending on how much monl'Y an individual i~ willing to 
spend, spynet agents will put more effort Into discovering the sought­
after information. A spynet agent then makes a Gather Information 
check at a bonus that varies based on how many credits the hero paid 
for the agent'~ time and efforts. 

for every 350 credits the hero spends; the spynet agent's GathCf 
Information bonus increases by I. Thus, for a Gather Information chee 
at +5, a hero must pay 1,750 credits. For a Gather Information chl'ck 
at +20, a hero must pay 7,000 credits. Th~e credits go toward the 
~pensl's associated with discovering the information, as well as to the 
spynet agent's personal funds. Unlike most Gather Information checks, 
aspynet agent's skill checks are not limited to the local vicinity or ~vcn 
to information available on a computer network, and the information 
can be about almost anything in the galaxy. Normal rults for Gather 
Information checks still apply (though credits paid to a spynet agent 
count as bribe money). 

Bothan Spy Encounters 
As some of the galaxy's premier spies. Bothans are often charged with 
missions deemed impossible by other spies and intelligence agencies. As a 
result. many Bothan spies regularly risk their lives breaking into the most 
secure facilities in the galaxy or attempting to impersonate someone in a 
situation when discovery means torture followed by execution. However. 
every Bothan spy knows h~ can rely upon the other members of the spynet 
to aid him. Bothan spies are sometimes forced to work alone. but when 
possible they work in small teams, with each team member complementing 
the others' abilities. 

.Bothan spies usually avoid taking a direct path to their goal, such as 
attempting to shoot their way into a secure installation. They generally do 
not attempt to break into a secure installation unless there is no oth er way 
to accomplish their mission. Even more than other spies, they are most fond 
of bribing or blackmailing people who have the information they are seek­
ing or using their talents of impersonation to walk in the front doo r of the 
facility they want to enter. 
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Swoop GANG LEADER 

Swoop Gang Leader CL7 
Medium scoundrel 7 

Force 4 
In it +6; Senses Perception +8 

Languages Basic, 2 others 

Defenses Ref 23 (flat-footed 20), Fort 17, Will 18 

hp 39; Threshold 17 

Speed 6 squares 

Melee unarmed +6 (ld6+1) or 

Melee vibrQdagger +6 (2d4+4) or 
Melee vibrodagger +4 (3d4+4) with Rapid Strike 

Ranged heavy blaster pistol +8 (3d8+3) 
Base Atk +5; Grp +8 

Atk Options Fortune 's Favor, Point Blank Shot, Rapid Strike, Skirmisher, 

Sneak Attack +2d6 

Abilities Str 12, De x 16, Con 10, Int 14, Wis 10, Cha 13 

Talents Fortune's Favor, Skirmisher, Sneak Attack +2d6 

Feats Martial Arts I, Point Blank Shot, Rapid Strike, Skill Focus (Pilot), Skill 
Training (Gather Information), Vehicular Combat, Weapon Proficiency 

(acvanced melee weapons, pistols, simple weapons) 
) Skills Deception +9, Gather Information +9, Mechanics + 10, 

Perception +8, Persu asion +9, Pilot + 16, Use Computer + 10 

Possessions vibrodagger, heavy blaster pistol, modified Raptor 
speeder bike 

Swoop gangs infest the galaxy. Composed of thugs, hoods, and common 

crimi nals, they cause no shortage of trouble in their communities. At the 

head of these gangs are swoop gang leaders, veteran gang members who 

have clawed their way to the top using a combination of skill, cunning, and 
persistence. 

Swoop OANO L.EADER 

ENCOUNTERS 

Most swoop gangs are small, consisting of two to four malcontents under 

the command of a charismatic leader. They prowl about their community, 

get into fights with other swoop gangs, and cause trouble wherever they go. 
These are easily the most common representatives of swoop gangs, but some' 

are quite a qit larger, with members found on multiple worlds throughout 
a sector. As with any group, the nature of one of these gangs has a lot to 

do with its leader. 

Ikas-Adno R-2000 Raptor Speeder Bike 

The R-2000 Raptor speeder bike is designed by Ikas-Adno, a prominent 
manufacturer of speeder bikes. The R-2000 is highly customizable, and 

though more rare than the Nightfalcon model, it can be found in almost all 
secto rs of the known galaxy. 

Modified R-2000 Raptor Speeder Bike CL7 
Large ground vehicle (speeder) 
Init +5 ; Senses Perception +8 

Defenses Ref 23 (flat-footed 16). Fort 15; +0 armor 

hp 56; DR 5; SR 0; Threshold 20 

Speed 12 squares (max. velocity 750 km/h) 


Ranged laser cannon +8 (4d8+3) 

Fighting Space 1 square; Cover total 


Base Atk +5; Grp +20 


Abilities Str 21, Dex 24, Con -, Int 16 

Skills Initiative +5, Mechanics +10, Perception +8, Pilot +23, 

Use Computer + 1 0 

Crew 1; Passengers 0 
Cargo 1 kg; Consumables ­

Availability Licen sed; Cost 10,000 (new). 7,000 (used) 



SWOOP DANG ME M BE R 

Swoop Gang Member CL2 
Medium nonheroic 4/scoundrel 1 

Force 2 

Init +8; Senses Perception +2 

Languages Basic 

Defenses Ref 14 (flat-footed 13), Fort 11, Will 11 

hp 15; Threshold 11 

Speed 6 squares 

Melee vibrodagger +3 (2d4) 

Ranged blaster P!stol +4 (3d6) 

Base Atk +3; Grp +4 

Atk Options Point Blank Shot, Skirmisher 

Abilities Str 11, Dex 13, Can 10, Int 10, Wis 9, Cha 10 

Talents Skirmisher 

Feats Point Blank Shot, Skill Focus (Pilot), Skill Training (Initiative), 

Weapon Training (advanced melee weapons, pistols, simple weapons) 

Skills In itiative +8, Pilot +13 

Possessions vibrodagger, blaster pistol, used Nebulon-O swoop racer 

Swoop gang members are drawn from the idle youth of a local co mmunity, 

Many swoop gang members have little interest in being responsib le members 

of society and are common criminals, terrorizing locals and stea ling what 

they need to get by. A swoop gang to these disaffected young people is like 

a large family, with bonds as close as those between siblings. Most swoop 

gang members ride used and dangerous swoop bikes painted in a variety of 

colors and patterns, usually working in their gang's blazon somewhere on 

their bikes. Many wear distinctive clothing, marking their membership in a 

particular group. Tattoos are also quite common. 

Swoop OANO MEMBER 
E NCOUNTERS 
Swoop gang members prefer safety in numbers and don't stick around to fight 

by themselves. Swoop gangs stake out their territory and spend much of their 

time making their rounds and causing trouble. Most times, it's en ough for 

them to be seen, and they go on their way, but many swoop gangs en gage 

in criminal acts including theft and vandalism. 

When not beating up people or destroying property, swoop gang members 

haunt their local hangout. Most communities that are home to swoop gangs 

have swoop bars that specifically cater to those who like the fast li fe. Here, 

gang members rub shoulders with their rivals, socialize with their friends, 

and swap lies. Fights are common, especially late in the evenings, but most 

times these are little more than scraps. 

Mobquet Nebulon-Q Swoop Racer 
Gang members, pirates, and other scum use the Nebulon-O swoop racer 

because of its affordable price, its high speed, and its intimidation factor. 

It's a bike for those who live fast and die young. However, it is difficul t 10 

control and imposes a -5 equipment penalty to all Pilot checks (included In 

the statistics below). 

Nebulon-Q Swoop CL2 
Large ground vehicle (swoop) 

Init +7; Senses Perception +2 

Defenses Ref 18 (flat-footed 11), Fort 13; +0 armor 

hp 20; DR 5; Threshold 18 

Speed 12 squares (max. velocity 600 km/h) 

Fighting Space 1 square; Cover total 

Base Atk +3; Grp + 16 

Abilities Str 16, Dex 24, Con -, Int 16 

Skills Initiative +7, Mechanics +2, Perception +2, Pilot +7, 

Use Computer +2 

Crew 1; Passengers 0 

Cargo 2 kg; Consumables ­

Availability Licensed; Cost 5,500 (new), 1,050 (used) 



TEC ..... NICIAN 
Technician 
Medium nonheroic 2/scoundrel 1 
Force 2 
Init +2; Senses Perception + 1 
Languages Basic, Binary, 1 other 

Criminal technicians go wherever the credits are and can find wor\.. in a 
variety of places, since everyone on both sides of the law depends on therr 

CL 1 skills. Technicians can be found in the company of smuggle~, installing hidd~n 
cargo holds to throw off inspectors and maintaining ships be tween runs. 
Pirates and crime lords also have use for technicians; they set them to repair­
ing vehicles and droids and modifying weaponry to max imize it.s utility. 

Technicians also work with military outfits. When an assault vehicle or 

Defenses Ref 14 (flat-footed 13), Fort 11, Will 12 
hp 10; Threshold 11 

Speed 6 squares 
Melee unarmed + 1 (ld4) 
Ranged blaster pistol +2 (3d6) 
Base Atk"+ 1; Grp +2 
Atk Options Point Blank Shot 

Abilities Str 11, Dex 12, Con 11, Int 14, Wis 10, Cha 8 

walker takes damage in regular use, it falls to the techn ician to get it bac 
in working order. During the Clone Wars, the Separatist Movement emplo~ 
a veritable army of technicians to maintain its combat droids and drOld tri­
fighters . Though much of this responsibility fell to labor dro ids, technicians 
kept the work force in working order. 

Talents Gimmick 
Feats Point Blank Shot, Skill Focus (Mechanics), Skill Focus (Use 

Computer), Tech Specialist (SG 21), Weapon Proficiency (pistols, simple 
weapons) 

Skills Mechanics + 13, Pilot +7, Use Computer + 13 
Possessions blaster pistol, comlink, personal computer, code cylinder, 

tool kit 

( I:.~ ) 
Technicians are characters who maintain and modify existing technol­, II (jj) 
ogy. A technician might oversee the upkeep and repair of equipment on a 
mining colony, work in the hangar bay of a capital ship repairing damaged 
starfighters, or be employed by a city to keep its mechanized services in 
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working order. In each case, he brings extensive mechanical experience to 
technical problems and can usually sort out any trouble given enough time 
and sufficient motivation. 

Not all technicians are legitimate in their chosen trades. Many work for 
® 	 smugglers, pirates, and crime lords, taking a cut of the profits in exchange 

for keeping their gear in working order. Such characters might also dabble in 
the shady practices of slicers, using their expertise to defeat security systems. 
Technicians are found along the full spectrum of morals, with some taking 
pride in the good they do and others using their talents to defraud. 

TECHNICIAN ENCOU N TERS 
Maintenance technicians might work singly or in small teams of two to four, 
For larger jobs, such as repairing extensive damage on a starship or modify­
ing larger mechanical devices, they might work in crews of a dozen or more 
members. In addition to the techs, these teams also employ a wide range of 
droids to assist in communicating with computers and provide technical read­
outs of the devices they are working on. Astromech droids and labor droids 
are typical companions, but many technicians also employ power droids and 
occasionally protocol droids to deal with stubborn computers. 



TRADER 

Trader CL 1 
Medium non heroic 4 
Init +2; Senses Perception +8 
Languages Basic, Bocce 

Defenses Ref 10 (flat-footed 10). Fort 9, Will 11 
hp 7; Threshold 9 

Speed 6 squares 

Melee unarmed +2 (ld4-l) 

Ranged hold-out blaster pistol +3 (3d4) 

Base Atk +3; GrR +3 


Abilities Str 8, Dex 10, Con 9, Int 12, Wis 12, Cha 13 
Feats S~ill Focus (Deception). Skill Focus (Persuasion)' Skill Training 

(Perception). Weapon Proficiency (pistols, simple weapons) 
Skills Decepti on +13, Perception +8, Persuasion +13 
Possessions hold-out blaster pistol, datapad with inventory disks, 

trade goods 

If there's a constant in the galaxy aside from conf lict and war, it's commerce. 
Whether they are associated with the Trade Federation or corporate cartels 
or the trading guilds, traders and merchants are everywhere. From the surly 
junk dealer on an Outer Rim planet to the slick starship sa lesman pushing the 
latest design from Incom, there's a trader for any and every commodity. 

Most traders operate legitimate businesses, working as dealers, manu­
facturers, tinkers, or merchants. Traders also include illicit dealers, peddlers 
of drugs and poisons, and fencers of stolen goods and illegal weaponry. 
Since every trader's main interest is turning a profit, many slip back and 
for th across the line of legality, purchasing goods on the cheap from smug­
glers or moving black market goods on the side to help offset th e expense 
of their operations. 

TRADER ENCOUNTERS 
Given the pervasive presence of traders in the galaxy, the heroes are likely to 
encounter trad ers just about anywhere they go. A trader can supply heroes 
with useful gear, replace damaged or faulty equipment, or sell them a star­
ship . Profit is clearly the trader's motivation, and a good trader knows just 
what to say and what not to say to make sure he comes out ahead in any 
bargaining situation. 

Most traders run small operations that consist of the trader himself plus 
a few helpers, including a technician and some common laborers or labor 
droids to move merchandise around the warehouse. A well-off trader might 
also have muscle on hand to deal with unruly customers and to co llect pay­
ments from delinquent clients. 

Larger operations h-ave far more employees and could include several 
traders who all work for the same guild. Each trader has a staff of employ­
ees, security personnel, and droids. The operation also boasts one or more 
ground vehicles to move goods around as well a transport vessel to carry 
merchandise to a variety of destinations. 

The largest trading organizations are corporations. These are massive 
cartels with their own laws, representatives, and industries, functioning 
almost as independent societies. During the Rise of the Empire, the Trade 
Federation was one of the largest corporate guilds. It had represe ntatives in 
the Senate and could field massive droid armies replete with assau lt vehicles, 
air support, and ca pital ships to ensure its commercial advantage. Although 
the Trade Federation was a sprawling entity that formed a key compon!'n t 
in the Separat ist Movement whose formation triggered the Clone Wars, 
fundamentally its membership was made up of common traders who joined 
together for protection and economic balance. 



I

WARRIO R , E L.ITE 

Elite Warrior CL 15 
Medium nonheroic 3/soldier 8/elite trooper 5 

Force 5 

Init + 15; Senses low-light vision; Perception + 16 

Languages Basic, 1 other 

Defenses Ref 28 (flat-footed 25). Fort 28, Will 24 

hp 116; DR 2; Threshold 28 

Speed 6 squares 

Melee gun club +18 (ld6+9) or 

Melee combat gloves +18 (ld6+10) 

Ranged heavy blaster pistol + 17 (3d8+6) or 

Ranged heavy blaster rifle + 18 (3d10+8) or 

Ranged heavy blaster rifle +16 (5d10+8) with Controlled Burst or 

Ranged heavy blaster rifle +15 (3d8+8) and 

heavy blaster rifle +15 (3d8+8) with Double Attack or 

Ranged heavy blaster rifle + 10 (3d8+8) and 

heavy blaster rifle +10 (3d8+8) and 

heavy blaster rifle + 10 (3d8+8) with Triple Attack 

Base Atk + 15; Grp + 18 

Atk Options autofire (heavy blaster rifle), Burst Fire, Charging Fire, 
~~ ) Controlled Burst, Devastating Attack (rifles), Double Attack (rifles), 

Gun Club, Point Blank Shot, Triple Attack (rifles) 

Abilities Str 17, Dex 15, Con 12, Int 12, Wis 12, Cha 8~ 
)) Special Qualities delay damage 


I 

~ Talents Armored Defense, Controlled Burst, Devastating Attack {rifles}, 


Gun Club, Multiattack Proficiency (rifles), Weapon Specialization 


[rifles) 


Feats Armor Proficiency (light, medium), Burst Fire, Charging Fire, Double 

Attack (rifles), Martial Arts I, Point Blank Shot, Toughness, Triple (ill 
Attack (rifles). Weapon Focus (rifles). Weapon Proficiency (heavy 

weapons, pistols, rifles, simple weapons) 

Skills Endurance + 14, Initiative +15, Perception + 16 

Possessions combat gloves, heavy blaster rifle with enhanced low-light 

targeting scope, heavy blaster pistol, Corellian powersuit (+7 armor) 

with helmet package, utility belt 

Elite warriors include a broad array of professional soldiers who benefit 

from advanced combat training and who are familiar with a large variety of 

weaponry. Many elite warriors are former rank-and-file soldiers who have 

proved their fighting expertise to their superior officers. A few might be 

members of a veteran squad, their experience giving them the edge they 

need to survive. Other elite warriors could be members of legendary fighting 

outfits, noted for their discipline and their record of victories. 

MANDALoRIAN 
SUPER COM MA NDO 
The Mandalorians are a breed of elite warriors, drawn from a varietyofspe ­

cies and trained in the fighting arts passed down through coun tless genera­

tions of warriors since the time of their founder, Mandalore. Known by their 

distinctive armor, made famous by such bounty hunters as Jango FeU and 

his son Boba Fett (and which served as inspiration for the clone troopers' 

armor during the Clone Wars), Mandalorian Supercommandos often strike 

terror in the hearts of those who must face them. 

The origins of this esteemed group are murky, but some claim they Were 
founded by a reptilian species eons ago. As these people wandered the gulfs 

of space, leaving a trail of destruction in their wake, they welcomed into their 

ranks any who had the mettle and drive to learn their fighting techniques. 

After the original Mandalorians died out, their heirs remained bound ttl the 

principles of honor and excellence in warfare that have helped spread thei r 

name to nearly every corner of the galaxy. 

Part of the reason the Mandalorians retain their own cult ure. despite 

the regular infusion of other species, is their adherence to a se t of six ke 

principles. All of them wear Mandalorian armor, speak the ancient language 

of Mando'a, effectively defend themselves and their families, raise their heirs 

in the traditions of the Mandalorians, support the clan, and ultimately ans 

the call to war by the Mandalore-the leader of the Mandalorian dans. 



Mandalorian Supercommando CL 16 
Medium Human soldier 7/elite trooper 9 
Force 5; Dark Side 2 
Init +16; Senses low-light vision; Perception + 15 
Languages Basic, Mando'a 

Defenses Ref 37 (flat-footed 33). Fort 34, Will 28 
hp 144; Threshold 34 ; DR 4 

Speed 6 squares 
Melee force pike +21 (2d8+ 15) or 
Melee force pike +16 (2d8+ 15 ) and 

force p;ke +16 (2d8+15) with Double Attack or 
Melee combat gloves +19 (ld6+12) or 
Melee vibrobayonet +21 (2d6+15) or 
Melee vibrobayonet + 16 (2d6+15) and 

vibrobayonet + 16 (2d6+15) with Double Attack 
Ranged blaster carbine + 19 (3d8+8) or 
Ranged light repeating blaster + 14 (3d8+8) or 
Ranged light repeating blaster + 17 (3d8+8) when braced or 
Ranged frag grenade + 19 (4d6+8, 2-square splash) 
Base Atk +16; Grp +19 
Atk Options autofire (blaster carbine, light repeating blaster). Cleave, 

Combat Reflexes, Double Attack (advanced melee weapons). Great 
Cleave, Point Blank Shot, Power Attack 

Special Actions Indomitable, Tough as Nails 

Abilities Str 16, Dex 17, Con 15, Int 12, Wis 14, Cha 10 
Special Qualities delay damage 
Talents Armor Mastery, Armored Defense, Greater Weapon Focus 

(advanced melee weapons). Greater Weapon Specialization (advanced 
melee weapons). Improved Armored Defense, Indomitable, Second Skin, 
Tough as Nails, Weapon Specialization (advanced melee weapons) 

Feats Armor Proficiency (light, medium). Cleave, Combat Reflexes, Double 
Attack (advanced melee weapons). Great Cleave, Martial Arts I, Point 
Blank Shot, Power Attack, Weapon Focus (advanced melee weapons). 
Weapon Proficiency (advanced melee weapons, pistols, rifles, heavy 
weapons) 

Skills Endurance +15, Initiative + 16, Perception + 17, Pilot + 16, 
Treat Injury +15 

Possessions force pike, combat gloves, light repeat ing blaster with 
vibrobayonet, extended stock, underslung grenade launcher, 4 frag 
grenades, blaster carbine, Mandalorian battle armor (+8 armor, +3 
equ ipment) wlm neimer pacKdge, a'jl -'ter.t fJl:~rd'tun: tlltrdl-,<,\\~..b't;;L, 
electrobinoculars, utility belt 

EL.ITE WARRIOR ENCOUNTERS 
An encounter with one or more elite warriors is especially dangerous, since 
these soldiers have far more advanced training than their lesser cou nterparts 
do. Skilled in a variety of fighting techniques, from hand-to-hand co mbat to 
the use of heavy weaponry, elite warriors are equipped to face and destroy 
just about any threat that comes against them. The presence of a single elite 
warrior can shift the tide of a large battle. 

Elite warriors have many similarities to commandos, and in fact, the 
might lead small teams of these other soldiers. The elite warrior is gener­
ally chosen for the most dangerous missions, often against overwhelming 
numbers. Such missions fall on these characters' shoulders because th ey, 
and only they, can get the job done. As a result, elite warriors are often dis­
patched to poisonous worlds, sent to lead the vanguard of an attack against 
an entrenched unit, or even used as shock troops, dropping in and wiping out 
all resistance to securing a landing site for the main force. 

The Mandalorian clans are among the best of the elite warriors. Using 
fighting techniques passed down through the centuries and equipped with 
cutting-edge weaponry and armor, they are a devastating force to encounter. 
In fact, so effective are the Mandalorian warriors that the Emperor based 
the Imperial Guard on their fighting techniques and style of armor. Although 
mercenaries by trade, they are far superior to other mercenary bands. Man­
dalorian warriors have at various times in their history fought on all side s, and 
might even switch sides during a conflict if the enemy offers better pay. 

MANDAL.ORIAN ARM OR 
Mandalorian armor Is constructed of a rare iron alloy, favored for I 
strength and durability as well as Its ability to tum away lightsa~ 
attacks. The Mandalorians guard the secret of producing armor made 
from this material. making it especially rare in the gal.ltV. 

Mandalorlan armoris typically battle armor or heavy battle armor. 
The armor's equipment bonus to Fortitude Defense is 1 higher than 
normal. Finally. if the wearer has damage reduction. he can apply Its 
benefit against attacks made by IIghtsabers. In some eras. particularly 
during the Mandalorian Wars. the armor alone grants favorable circum­
stances on Persuasion checks to intimidate. 

Mandalorian armor costs 30.000 credits more than a standard suit 
of armor (mostly because of its rarity). 







CORELLIAN 
BANSHEE BIRD 

Corellian Banshee Bird CL 2 
Small beast 3 
Init +4; Senses low-light vision; Perception +8 

Defenses Ref 15 (flat-footed 11), Fort 11, Will 12 
hp 16; Threshold 11 

Speed 10 squares (flying) 
Melee claw +6 (ld3+1) 
Fighting Space 1 square; Reach 1 square 
Base Atk +2; Grp + 1 
Atk Options Running Attac k 
Special Actions banshee's wail 

Abilities Str 10, Dex 18, Con 12, Int 2, Wi s 14, Cha 11 
Special Qualities low-light vision 
Feats Running Attack, Weapon Finesse 
Skills Perception +8 

Banshee's Wail-As a standard action , a Corellian banshee bird can emit a 
loud wail that disorients opponents. The Corellian banshee bird makes 
an attack roll (ld20+6), comparing the results to the Will Defense 
o all targets within 12 squares. If the attack roll equals or exceeds a 
target's Will Defense, that target moves -1 step along the condition 
t rack. A single target cannot be affected by more than one Corell ian 
banshee bird 's wail per turn. If this ability would push a target to the 
end of the condition track, instead of falling unconscious the target 
falls prone and may not take any actions. This is a mind-affecting 
ef fect. 

The Corell ian banshee bird is a dangerous avian predator that gets its name 
from its distinctive wail. The screech of a banshee bird can be heard from 
~il es away, and the creature typically uses it to flush out hidden prey as 
It swoops down on a hunting ground. On Corellia, banshee birds are often 
sought after by wealthy individuals and offworld nobles as pets; li ke many 
other birds, banshee birds can be tamed by a skilled trainer and made into 
relative ly domesticated creatures. However, unlike other birds, banshee birds 
cannot be kept caged for any significant amount of time; they are extremely 
claustrophobic creatures, and as a result those who do have them as pets 
usually keep them in large, open spaces (such as an aviary) in order to allow 
t em to stretch their wings and fly. Corellian banshee birds are fast and 
dangerous predators but make good companions, because they are loyal to 
those who treat them well and vicious against anyone they perceive as a 
threat to them or their masters. 

COREL..L..IAN BANSHEE BIRD 
ENCOUNTERS 
Corellian banshee birds are encountered only in the wild on Corellia or on 
other worlds that have savannahs covered in tall grasses or forests with dense 
undergrowth. Heroes are most li kely to encounter a Core ll ian banshee bird as 
a companion to another character, most likely a noble or other high-ran 'ing 
offiCial who can afford to have one of the expensive birds tamed . Add it ion­
ally, banshee birds are highly sought after by hunters of all kinds throughout 
the galaxy, since their distinct ive wail can be used to drive prey out of thick 
undergrowth and into the sights of a hunter's blaster rifle. Some bounty 
hunters use Corellian banshee birds when hunting down prey on worl ds 
that have a large amount of wilderness; the banshee bird's natural hun tin g 
Instincts, combined with its ability to flush out prey, has proven invaluable 
in capturing many bounties , 

Corellian banshee birds are a favorite pet among crime lords, particularly 
those who have a very public and sinister persona, A Corellian ban shee bird 
has a distinctly predatory appearance, and many crime lords use them to 
intimidate their foes and supplicants alike, 



C ORE L-L- IA N 
S A ND P A NTHE R 

Corellian Sand Panther CL 7 
Medium beast 8 

Init +6; Senses low-light vision, scent; Perception +7 

Defenses Ref 17 (fla t -footed 11), Fort 12, Will 12 

hp 52; Threshold 12 

Speed B squares 

Melee 2 claws +9 each (1 d4+B plus poison) and 

bite +9 (ld6+8) 

Fighting Space 1 square; Reach 1 square 

Base Atk +5; Grp + 11 

Atk Options ambush, poison 

Abilities Str 18, Dex 23, Con 16, Int 2, Wis 14, Cha 14 

Special Qualities low-light vision, scent 

Feats Skill Focus (Stealth). Skill Training {Perception}, Skill Training 

(Survival) 

fkills Perception +7, Stealth +16, Survival +7 

Ambush-A Coreliian sand panther deals an extra 2d6 points of damage 

with its natural weapons against a flat-footed opponent. 

Poison-If :he claws of a Corellian sand panther deal damage to a living 

t a-get, the target is also poisoned. If the poison succeeds on an attack 

roll (1d20+9) against the target's Fortitude Defense, the target moves 

-1 step along the condition track. The poison attacks each round until 

cured with a successful DC 15 Treat Injury check. 

Coreli ian sand panthers are feline predators with coats of soft fur, long tufted 

t3i ls, and large, wide paws. Most sand panthers live in deserts, although 

sOr"e species can be found in more temperate lones. Usually a sand pan­

ther has a light yellow coat that blends in well with its sandy surroundings, 

altrough a few rare alb ino and silver-colored panthers have been found . 

Furries, who make expensive garments and bag s from the fine hides, covet 

the:r coats. However, sand panther hunting has been illegal for centuries on 

Corellia, and sand panthers are found on only a few other worlds. Poach­

ers sometimes manage to ta ke a few pelts from the Corellian wilderness, 

but the overall rarity of such furs continues to make them very expensive, 

;;~fordable only by the galaxy's wealthiest elite . The sand panther is one of 

the galaxy's quietest stalkers, often able to move within centimeters of its 

vey without alerting it. 

CORELLIAN SAND PANTHER 
ENCOUNTERS 
Obviously, Corellian sand panthers are most likely to be found in the wilder­

ness of Corellia, although illegal exporting by big game hunters, collectors, 

and poachers has spread the species to a few other planetary systems. 

Sand panthers are normally solitary hunters, although small fam ily groups 

sometimes hunt together and are able to take down all but the hardiest of 

prey. Corellian sand panthers are remarkably patient hunters and can spend 

days tracking down and stalking a target, waiting for the most opportune 

moment to strike. They are smart enough to divide and conquer, wa iting for 

an individual to become separated from the herd (or adventuring group) 

before silently pouncing. 

Encounters involving Corellian sand panthers are likely to occur in the 

wilds of Corellia or on some backwater planet where the creatures have 

been released to repopu late. They serve well as "surprise" encounters when 

the heroes feel at their safest-in camp or marching through the track less 

waste with no potential threats in sight. Corellian sand panthers are prize{! 

by wealthy individuals, especially crime lords, who raise them for use In 

"hunting games" in which victims are released into a compound and slowly 

stalked and killed by these efficient hunters while the owner looks on. 

Notoriously difficult to tame, a captured Corellian sand panther will never 

be found as a "pet" to be stroked by its owner-the creatures are simply too 

temperamental and thus are always kept in cages or allowed to roam in 

h ig h -secu rity preserves. 



DRAOCJNSNAKE 

Dragonsnake CL 12 
Large beast 13 

In it + 12; Senses low-light vision; Perception + 13 

Defenses Ref 14 (flat-footed 14), Fort 15, Will 12 

hp 136; Threshold 20 

Speed 6 squares, 12 squares (swimming) 

Melee 2 claws + 16 each (1d6+ 13) and 

bite +16 (1d8+13) 

Fighting Space 2x 2; Reach 1 square 

Base Atk +9; Grp +21 

Atk Optio~s ambush, Cleave, Power Attack 

Abilities Str 24, Dex 12, Con 20, Int 2, Wis 14, Cha 10 

Special Qualities low-light vision 

Feats Cleave, Power Attack, Skill Training (Perception), Skill Training 

(Stealth), Toughness 

Skills Initiative +12, Perception + 13, Stealth +7 

DRAOO NSNAKE E NCOUNTERS 
Dragonsnakes are voracious but not exceptionally bright predators. As a 

result, they regularly attack anything of Medium or smaller size that comes 

close. Most dragonsnakes lie in wait within a few yards of the shoreline. so 

that they can lunge forward , stretching out their long forelimbs and necks and 

literally snatch their unsuspecting prey from the shore and drag i t underwater. 

Here, most prey is helpless to resist the dragonsnake's attacks. 

Dragonsnakes have been known to attack literally any th ing that move~, 

including small droids, large pieces of wind-blown trash, or even tent flaps 

blowing in the wind. They swiftly spit out objects that prove indigestible and 

can do so with surprising force . They are also intensely territorial, defending 

their lakes or bays against both others of their own kind and against an 

other large predators, or anything that they perceive to be a large preda­

tor. They will not attack any creature of Large or larger size on the shore. 

but they attack any creature or object of Huge or smaller size tha t travels 

through, under, or a yard or two above the surface of their watery domain 

and attempt to drive these intruders away. As a result, they occasionali 

attack landspeeders and even low-flying starships. 

Ambush-A dragonsnake deals an extra 2d6 points of damage with its 

natural weapons against a flat-footed opponent. 

The dragonsnake is one of the deadliest predators found on Dagobah. It is( [~ ~ 
a swift but patient hunter, lying motionless for hours, waiting for prey to 

" (ij) come within range. When prey approaches, it lunges forward in the water 

and either engulfs the target with its large mouth or grabs it with its two 

clawed forelimbs and drags it underwater. Although slow-moving creatures ~ 
on land, dragonsnakes move with surprising swiftness when they attack inj t he water. They are exceptionally silent swimmers and excel at gliding silently 

forward in the water until they come within striking range. Dragonsnakes tiil 
@ can swallow whole any Small or smaller creatures, but must rend and tear 

larger prey in order to consume it. They are solitary hunters; each beast claims 

a single lake, bay, or other moderately large body of water as its territory. 

Because they must come ashore to lay their eggs, dragonsnakes always make 

their lairs fairly close to shore. 



OUNDARK 

Gundark CL 10 
Medium beast 10 

Init +9 ; Senses low-light vision, scent; Perception + 13 

Defenses Ref 19 (flat-footed 15), Fort 16, Will 13 

hp ~05; Threshold 16 

Speed 6 squares 

Melee 4 slams + 15 each (ld4+ 13) and 

bite +15 (ld6+13) or 

Melee club +15 (ld6+16) or 

Melee club + 15 (2.d6+ 16) with Mighty Swing or 

Melee club + 11' (ld6+24) 

Fighting Space 1 square; Reach 1 square 

Base Atk +7; Grp + 15 

Atk Options Crush, Mighty Swing, Pin, Power Attack 

Abilities Str 27, Dex 18, Can 22, Int 6, Wis 15, Cha 13 

Special Qualities constrict, low-light vision, scent 

Feats Crush, Mighty Swing, Pin, Power Attack 

Skills Acrobatics +9, Climb + 13, Initiative +9, Perception + 13, Stealth +9, 

Survival +8 

Constrict-A gundark that succeeds in grappling an opponent can use 

the Crush and Pin feats as normal. When crushing, however, a gundark 

deals 2d6+ 13 points of damage . 

• Includes 4 points of Power Attack. 

Gundarks are a widespread and robust species, known as one of the most 

dangerous creatures in the galaxy. Gundarks have four arms, broad hands 

and feet with opposable digits, ears nearly as wide as their heads, and a 

covering of short hair that ranges from brown to gray in color. They can be 

found the galaxy over, but most live in temperate climates. 

Gundarks are considered to be semisentient by most galactic authorities. 

As such, they are protected from exploitation, even after the Empire's rise 

to power. This protection does little to stop black market trade in gundarks, 

which is little better than slavery. Because of the gundarks' reputation as 

fearless and aggressive combatants, they are most often sold to underground 

gladiatorial arenas, or to hunters who see them as the ultimate sport. 

The primitive society of gundarks consists of small matriarchal family 

units. Multiple families sometimes gather together into tribes, allowing them 

to support one another. While the females hunt and gather food, the males 

construct homes and teach young gundarks how to fight. Defense of the 

home falls to the males, and it is a task they excel at. 

C3UNDARK E NCOUNTERS 
Gundarks are most often found in the wild. They exist on a number of plan­

etary systems across the galaxy. They are aggressive, and will kill and eat 

just about anything or anyone that they can catch. They most often attack 

from ambush, hiding until their prey ventures close enough that they can 

initiate a grapple. This grapple leads to a constriction attack, which is anI' 

of the gundark's most feared abilities. 

In some locales, gundarks are popular opponents in clandestine gladiato ­

rial arenas. Gundarks that manage to survive multiple bouts often gain fan 

followings of their own. The creatures prefer to fight with their bare hands, 

delivering a flurry of brutal punches with all four of their heavy arms, but 

they will not shy away from using clubs and other simple weapons if such 

implements are available. 



KATARN 

Katarn CL 8 
Medium beast 8 

Init +8; Senses low-light vision; Perception +7 

Defenses Ref 19 (flat-footed 15). Fort 13, Will 13 

hp 60; DR 5; Threshold 13 

Speed 10 squares 

Melee 2 claws + 11 each (ldlO+9) and 

bite +11 (ld4+9) and 

horns + 11 (2d4+9) 

Fighting. Space 1 square; Reach 1 square 

Base Atk +6; Grp + 11 

Atk Options maternal rage, Power Attack 

Abilities Str 20, Dex 18, Con 15, Int 2, Wis 15, Cha 9 


Special Qualities low-light vision, maternal rage 


Feats Power Attack, Skill Focus (Climb). Skill Training (Survival) 


Skills Climb + 19, Initiative +8, Jump +9, Perception +7, Stealth +8, 


Survival + 12 

Maternal Rage-If her pups are threatened, a female katarn enters a 

maternal rage. This rage grants the mother a +2 bonus to melee attack 

rolls and damage rolls and a +2 bonus to Fortitude and Will Defense, 

but it also causes a -2 penalty to her Reflex Defense. A maternal rage 

lasts for a number of rounds equal to 5 + the mother's Con modifier. 

After raging, the mother moves -1 persistent step along the condition 

track, and the persistent condition can be removed only if the katarn 

rests for 10 minutes. 

The katarn is a predator native to the Wookiee homeworld of Kashyyyk. It 

is a lizard like quadruped with a thick hide and rows of sharp spurs along 

its legs. These spurs make katarn excellent tree climbers; they are able to 

move at their full speed when climbing up or down trees. The creature has a 

narrow, beaklike mouth that is lined with several rows of teeth. Though the 

bite of a katarn is not particularly fearsome in combat, it is quite effective 

when used to root tree-burrowers from their arboreal homes. 

Katarns mate every few years, and females that become pregnant leave 

their mates as soon as they are ready to give birth. The female climbs high 

into the forest canopy in search of a likely spot to deliver her young. Once 

the pups are born, she savagely protects them from predators until they are 

old enough to fend for themselves. 

The katarn is an important part of Wookiee mythology and tradition. 

Wookiees believe that the katarn once hunted them, which in turn taught the 

Wookiees how to resist or escape the katarn in order to survive. Over time, 

the Wookiees became the hunters and the katarn the hunted, and things will 

remain that way until such time as their positions are reversed once more. 

KATARN E N COU NTERS 
Katarn are considered to be some of the most intelligent predators in t~ 

galaxy. They stalk their prey for long periods, preferring to attack fro 
ambush instead of making frontal assaults. They shy away from attacking 

prey that appears to be larger or stronger than they are, and a katam Will 

never attack a large group unless it is young, inexperienced, starving, or 

enraged. When stalking its prey, a katarn is capable of moving very quietlv. 

It will get as close as it can prior to pouncing, then attack with its daws.. 

Stories are often told of katarn befriending other beings, thereafter 

becoming loyal companions and guardians of their chosen cohort.s.. On 

the rare occasion that such a pairing does take place, it is usually after a 

wounded katarn has been saved from an opponent, thou gh ta les persist 0 

female katarn befriending individuals who stumble into their nests shortly 

after their pups have left. Whatever the circumstances, such incidents have 

been difficult to reproduce under controlled conditions. 



KINTAN STRIDER 

Ki ntan Strider CL 5 
Large beast 6 

Init - 1; Senses low-light vision; Perception +2 

Defenses Ref 15 (flat-footed 16), Fort 16, Will 12 

hp 63; fast heal ing 5; Threshold 26 

Speed 6 squares 

Melee 2 claws + 10 each (1 d6+9) or 

Melee tree branch + 10 (1d8+12) 

Fighting Space 2x2; Reach 2 squares 

Base Atk +4 ; Grp +15 

Abilities Str 22, Dex 8, Con 22, Int 2, Wis 14, Cha 6 

Special Qualities fast healing 5, low-light vision 

Feats Improved Damage Threshold, Weapon Proficiency (simple weapons) 

Skills Endu ranee + 11, Perception +7 

Possessions tree branch (treat as mace) 

Fast Healing 5-A Kintan strider automatically regains 5 hit points every 

round at the end of its turn, up to its normal maximum, until it is killed. 

Now extinct on its home planet, the Kintan strider can be found on various 

other planets of the gala xy, where it is used as a guard beast by Hutt crim~ 

lords or as an opponent in gladiatorial combat in less civ ili zed soci~t i~5. 

Kintan striders are enormous beasts with huge shoulders and arms that n~arly 

drag on the ground. A Kintan strider does not have a neck-its overexag ­

gerated face sits squarely in the middle of its chest, protected by a thick 

layer of fat and hide. 

Although they are barely intelligent, Kintan striders have lea rned holY 

to use branches and poles as weapons, bashing their prey with powerful 

two-handed swings. Some even utilize these weapons to shovel food In 

their mouths, giving the appearance to uneducated observers that they are 

actually sentient, tool-using beings. Kintan striders possess incredible heal­

ing abilities and can come back from wounds that would easily kill beasts 

of similar size. 

Although few citizens of the gala xy have ever seen a Kintan strider, almost 

everyone knows the creature as a piece in the game called Dejari k and i 
familiar with its signature move, the Kintan strider death gambit. 

KINTA N eT~IDE~ ENCOUNTE~S 
Ironically, the one place this creature will never be encountered is the 

planet for which it is named. Millennia of hunting by the planet's primary 

species, the Nikto, nearly wiped out the strider population. After t he Hutts' 

domination of the Nikto, the few hundred surviving striders were shipped 

offplanet, to be bred in captivity or released into the wilds on other. more 

hospitable worlds. 

Heroes might run into a Kintan strider within a crime lord's headquaft~r;. 

where these creatures are kept as fodder for blood sports, or in "execution 

pits" where criminals are bludgeoned to death and eaten by these raven ­

ous beasts. Crime lords who consider themselves notable Dejarik players 

sometimes mimic the game in real life, by utilizing the same types of beasts 

found in the game within their collection of deadly creatures. True "masters" 

of this macabre game also employ the famous Kintan strider death gambit. 

in which the strider is sacrificed during the gladiatorial display in order for 

the victor to fall prey to some other creature kept in reserve. 



KNOBBY 
WHITE SPIDER 

Knobby White Spider 
Huge beast 9 

Init +6; Senses darkvision; Perception +5 

The knobby white spider is a landspeeder-sized predatory arachnid native to 

the swamps of Dagobah. In addition to living amid the pillarlike roots of the 

planet's enormous gnarltrees, it is also a part of the gnarltrec's bizarre life 
cycle . To reproduce, gnarltrees occasionally extrude mobile roots that drop 

CL B off the tree when they are no larger than an astromech droid . These roOB 

immediately begin hunting live prey so they can grow. When this ·spider· 

reaches Huge size, it locates a clear area and takes root. It shoves its eight legs 

Defenses Ref 16 (flat-footed 15). Fort 22, Will 11 deep into the ground, and these legs become the first of the new gnarltreC"s 

hp 130; Threshold 37 roots. The transformation from spider to tree is swift; within three month 
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Speed 6 squares 

Melee sting +14 (1d8+12 plus poison) and 

bite +14 (2d6+12) or 

Melee sting + 12 (2d8+ 12 plus poison) with Rapid Strike and 

bite + 12 (3d6+ 12) with Rapid Strike 

Fighting Space 3x3; Reach 2 squares 

Base Atk +6; Grp +24 

Atk Options Rapid Strike, poison 

Abilities Str 26, Dex 14, Can 34, Int 2, Wis 12, Cha 10 

Feats Improved Damage Threshold, Rapid Strike, Skill Training 

(Endurance), Toughness 

Skills Endurance +21, Jump + 15, Perception +5 

Poison-If the sting of a knobby white spider deals damage to a living 

target, the target is also poisoned. If the poison succeeds on an attack 

roll (1d20+10) against the target's Fortitude Defense, the target moves 

-1 step along the condition track. A target moved to the end of the 

condition track by the poison is immobilized, but not unconscious. The 

poison attacks each round until cured with a successful DC 15 Treat 

Injury check. 

after rooting, the creature's skin has sufficiently darkened and thickened tha 

it has become indistinguishable from any other young gna rltree. Unlike most 

other animals, knobby white spiders have complete rad ial symmetry. The , 

have a stinger near the end of each leg capable of delivering their poison 

and a ring of eight eyes underneath their eight legs, allowing them to see 

in all directions at once. 

KNOBBY WHITE SPIDER 
E NCOUNTERS 
These creatures exist in their mobile phase for five to seven years, during 

which time they grow from Small to Huge size. During this time, they are 

exceedingly voracious predators. They attack any prey of t heir own sizC' or 

smaller and often attack creatures one size category larger than they are. 

They are nearly fearless, relying on both the exceptionally durable nature a 

their vegetable construction and the deadliness of their poison to protect 

them from harm. Because of their exotic metabolism, they require no stee 

and need to spend no time resting, mating, digesting, or doing anything 

other than stalking the gnarl forests, hunting prey for the entirety of the•• 

lives. They are utterly tireless and will track large prey for many hours, but 

can be distracted from this pursuit if they encounter prey that is smaller 

and thus easier to overcome. 

.. HERE'S 
SOMETHING AL.IVE 

DOWN THERE. 

LUKE BKVWAL.KER 



KOU ..... UN 

Kouhun CL 2 
Diminutive beast 3 
Init + 10; Senses darkvision; Perception +8 

Defenses Ref 19 (flat-footed 15), Fort 11, Will 12 
hp 19 ; Threshold 11 

Speed 6 squares 
Melee bite -1 (ld4 plus poison) 
Fighting Space 1 square ; Reach 0 squares 
Base Atk +2; Grp -16 
Atk Options poison 

Abilities Str 4, Dex 18, Con 12, Int 1, Wis 14, Cha 12 
Feats Skill Training (Initiative), Skill Training (Perception) 
Skills Initiative + 10, Perception +8, Stealth +25 

Poison-If a kouhun deals damage to a living target. the target is also 
poisoned. If the po ison succeeds on an attack roll (ld20+10) against 
th e target's Fortitude Defense, the target takes 4d6 points of damage 
and moves -1 step along the condition track. If the attack fails, the 
target takes half damage and doesn't move on the condition track . 
Kouhun poison attacks each round until cured with a DC 25 Treat 
Injury check. 

Kouhuns are pale-colored, centipedelike arthropods around 30 centimeters 
long. Native to the jungle-planet Indoumodo, they are attracted to warmth . 
In the wild, they live in vast hollow trees and hunt dog-sized creatures that 
nest in crevices deep in the tree . They are a favorite of assassins across 
the galaxy because they are small and swift-moving, and their poison is 
exceptionally deadly. In addition, in most intelligent species the symptoms 
of kouhun poisoning resemble those associated with heart attack and other 
natural deaths. Although the creatures are naturally white in color, feeding 
them various natural dyes causes them to change color. If an assassin takes 
the time to determine the domi~ant colors of a victim's dwelling before 
using a kouhun to deliver poison, and introduces a corresponding dye into 
the creature, then the kouhun gains a +3 bonus to Stealth checks (for a total 
modifier of +28) while it is in the victim's dwelling. 

KOUHUN ENCOUNTERS 
Except for their occasional presence in zoological exhibits or poison re search 
facilities, kouhuns are found almost exclusively in the possession of assas­
sins. There are also small breeding colonies of kouhuns in the poore,t and 
most run-down di st ricts of some of the most urbanized worlds, including the 
underlevels of Coruscant, but all of these colonies trace their origin to kou­
huns that escaped from the cages of assassins. Kouhuns make ideal weapons 
for assassins-an assassin can deliver them in person, have them carried in a 
small droid to the victim's vicinity, or even mail them in a package. 

Kouhuns can enter a dwelling through slightly opened wind ows, vent ila ­ D 
tion ducts, or other similarly tiny apertures. Once inside, they home in on the 
victim's body heat and kill the victim with their poison. Kouhuns are quitt" ~ 
aggressive but also somewhat timid in certain conditions. They usua lly either 
hide or freeze in place if their victim moves or turns on a light. However. as 
soon as the light goes out and the victim ceases to move, they attack. They 
attempt to flee and hide from attackers, unless they are cornered, in which 
case they attempt to fight back . 

aaaE CAREFUL.. 
THEY'RE VERY 
POISONOUS. " 

~ANC30 FETT 



I<.RAYT DRAOON 

Krayt Dragon, Greater CL 16 
Colossal desert beast 17 

Init -2; Senses low-light vision, tremorsense; Perception +6 

Defenses Ref 16 (flat-footed 16). Fort 30, Will 12 

hp 399; DR 15; Threshold 80 

Speed 10 squares 

Melee bite +24' (4d6+40/x 3) and 

tail slap +24' (3d6+40) or 

Melee bite +28' (4d6+48/x 3) with Powerful Charge 

Fighting Space 8x 8; Reach 6 squares 

Base Atk + 12; Grp +54 

Atk Options devour, Powerful Charge, Triple Crit (bite) 

Abilities Str 54, Dex 6, Can 48, Int 1, Wis 13, Cha 10 

Special Qualities camouflage, low-light vision, tremorsense 

Feats Improved Defenses, Power Attack, Powerful Charge, Skill Focus 

(Stealth), Skill Training (Perception). Tripl e Crit (bite) 

Skills Perception +6, Stealth +8 
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Tremorsense-A krayt dragon automatically senses the location of 

anything that is in contact with the ground and within 100 squares (no 

Perception check required). 

Camouflage-A krayt dragon's natural co loration changes to mimic its 

surroundings. Krayt dragons ignore their size modifier when they make 

Stealth checks. 
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Devour-If a krayt dragon hits with its bite attack against a Huge or 

sma ller opponent, it ca n automatically make a grapple check with its 

bite attack at its full bonus (even if it has already taken a full-round 

act ion) If the grapple check is successful, the dragon can begin 

devouring its target. Any creature being devoured takes 1d8+22 points 

of damage each round it is in the krayt dragon's maw. When the 

creature reaches 0 hit points, it is swa llowed by the krayt dragon and 

continues to take 1d6 points of acid damage each round. 

'Includes 10 points of Power Attack. 

The greater krayt dragon is a truly massive beast. This 100-meter-long desert 

titan lives among the endless dunes of Tatooine. A greater krayt dragon 

actually submerges itself in th e shifting sands, and can use its ten powerful 

l imbs to swim through the dunes. 

Tatooine natives rarely see a living krayt dragon, although the titanic 

bones of these creatures dot the landscape and are highly prized as building 

material or trade goods. The gigantic reptile prefers to lurk under the warm 

desert during the day, moving about at night as it slinks close to the surface 

of the sand. A greater krayt dragon attacks with its massive jaws or whiplike 

tail; its claws have evolved exclusively for locomotion . Kray t dragonssubsiS{ 

on the largest prey, including herds of banthas and dewbacks. Anythino that 

moves across a krayt dragon's field of vision is fair game, though. 

GREATER KRAVT DRAOON 
EN C OUNTERS 
If a truly determined hunter were to penetrate the beast's armo~d hid~ 

and slay a krayt dragon, that hunter would be rewarded wi th an Emperor's 

ransom in dragon pearls-ordinary stones polished to priceless perfecti o 

in the dragon's stomach. A single such stone could fetch well over 100,000 

credits. A greater krayt dragon contains 2d4+2 such polished gems. 

Krayt dragons are always encountered sing ly-although it 's possible to 

run into a krayt dragon that is in the middl e of assaulting a herd of animals. 

adding to the danger as these panicked animals run for their lives. Too stupid 

to notice (and too tough to care) that they aren't edible, krayt dragons com ­

monly attack landspeeders, Jawa sandcraw lers, an d other large vehicles. A 

krayt dragon's lair can sometimes be discerned by the "melted" remains 0 

some vehicle that sat a long time in the creature's stomach before it was 

spat up as being indigestible. 

Enterprising and extremely foolhardy hunters sometimes stalk krayt drag ­

ons with massive firepower or on swoops, allowing them to make numerous 

hit-and-run attacks, in the hope of killing a krayt dragon and stealing the 

dragon pearls inside. Predictably, casualties on such ventures are high. 



CANYON KRAVT ORAClON 
Ca nyon krayt dragons are smaller versions of the greater krayt dragon, but 
sti ll immense monsters nonetheless. Canyon krayt dragons prowl the craggy 
mountains that border the Jundland Wastes ofTatooine. Single-minded and 
ferocious, the only thing a canyon krayt dragon fears is a greater dragon; 
sometimes these two titanic beasts clash when one strays into the other's 
territory. Canyon dragons are weaker than greater dragons, but their smaller 
size works well in the twisting ravines and gullies of their lair, allowing them 
to entrap herds of banthas, eopies, or rontos (page 124) with little more than 
ruthless predatory instinct and determination. 

Canyon krayt dragons also have ld4+4 of the same "dragon pearls" in 
their stomachs as their greater cousins do and are considered slightly easier 
prey for hunters. Trat said, killing a canyon krayt dragon is a remarkably 
dangerous task-most treasure seekers prefer to locate a dying or recently 
deceased canyon krayt dragon to loot the stomach without facing the risk 
of having to go down its mouth the hard way. 

Canyon Krayt Dragon Encounters 
As befitting their name, canyon krayt dragons are likely to be encountered in 
the cliffsand winding canyons that surround the immense dunes ofTatooine's 
Jundland Wastes. Because most of the indigenous creatures on that planet 
live in the relati ve "safety" of these rocky crags, the canyon krayt dragon 
has plenty of prey to devour, making it dangerous for anyone who thinks he 
can stay out of harm 's way by taking to the mesas and cliffs. 

Because of the huge amount of food they require, canyon krayt dragons 
sta lk herds of animals, such as banthas, making it hazardous for characters 
to be near such a group for a long period of time. However, unless a krayt 
dragon is particularly hungry or aggravated, it is likely to ignore most Medium 
or smaller creatures (in other words, most heroes) unless they open fire 
or make a lot of noise or visual distractions. Sand people sometimes hunt 
j uvenile canyon krayt dragons, which provide tremendous amount of (ill­
tasti ng) meat for their tribes, as well as raw materials for crafting items, or 
even shelter-the hide of a krayt dragon makes a fine canopy that repeals 
even the most intense heat from Tatooine's twin suns. 

II AND PEOPL-E ARE 

Krayt Dragon. Canyon CL 14 
Colossal desert beast 15 
Init -1; Senses low-light vision, tremorsense; Perception + 12 

Defenses Ref 14 (flat-footed 29). Fort 25, Will 12 
hp 292; DR 10; Threshold 75 

Speed 10squares 
Melee bite +24' (4d6+28/x3) and 

2 claws +24' each (3d6+28/x 3) or 
Melee bite +28' (4d6+35/x3) with Powerful Charge 
Base Atk +11; Grp +48 
Fighting Space 6x6; Reach 4 squares 
Atk Options devour, Powerful Charge, Triple Crit (bite) 

Abilities Str 44, Dex 8, Con 40, Int 1, Wis 14, Cha 6 
Special Qualities low-light vision, tremorsense 
Feats Power Attack, Powerful Charge, Skill Focus (Perception). Skill 

Training (Climb). Triple Crit (bite) 
Skills Climb +22, Perception +4 

Tremorsense-A krayt dragon automatically senses the location of 
anything that is in contact with the ground and within 100 squares (no 
Perception check required). 

Devour-If a krayt dragon hits with its bite attack against a Hu ge or 
smaller opponent, it can automatically make a grapple check wi th its 
bite attack at its full bonus (even if it has already taken a full -round 
action). If the grapple check is successful, the dragon can begin 
devouring its target. Any creature being devoured takes ld8+22 points 
of damage each round it is in the krayt dragon's maw. When the 
creature reaches 0 hit points, it is swallowed by the krayt drag on and 
continues to take ld6 points of acid damage each round . 

'Includes 4 points of Power Attack. 
;:. 

EAS' FRIGHTENED 
BUT THEV'L-L- SOON BE BAC'- t AND IN 

GREATER UMBERS." 

OSI-W K6NCJBI 



MANTELLIAN SAVRIP 

Mantellian Savrip Cl6 
Large beast 6 
Init +2; Senses Perception +6 
Languages Savrip 

Defenses Ref 16 (flat-footed 16), Fort 15, WiliB 
hp 39; Threshold 20 

Speed B squares 
Melee claw +B (1d6+7) and 

bite +B (1dB+7 plus poison) or 

Melee claw +B (2d6+7) with Mighty Swing 

Fighting 'Space 2x2; Reach 2 squares 

Base Atk +4; Grp + 13 

Atk Options Mighty Swing, Power Attack, poison 


Abilities Str 1B, Dex B, Con 20, Int 6, Wis 6, Cha 4 
n Special Qualities ferocious, primitive, survivor 

Feats Mighty Swing, Power Attack, Toughness 
Skills Perception +6, Stealth +2, Survival +1 

Ferocious-A Mantellian Savrip can choose to reroll any failed attack roll 
with one of its natural weapons, but the result of the reroll must be 
accepted even if it is worse. 

Poison-If the bite of a Mantellian Savrip deals damage to a living ta rget, 
the target is also poisoned. If the poison succeeds on an attack roll 
(1d20+10) against the target's Fortit ude Defense, the target moves 
-1 step along the condition track. A target moved to the end of the 
condition track by the poison is immobilized, but not unconscious. The 
poison attacks each rou nd until cured with a successful DC 15 Treat 
Inj ury check. 

Primitive-Mantellian Savrips do not gain Weapon Proficiency (pistols, 
rifles, or hea vy weapons) as start ing feats at 1st leve l, even if their 
class normally grants them. 

Survivor-A Mantellian Savrip can choose to reroll any Perception, 
Stealth, or Survival check, but the result of the reroll must be accepted 
even if it is worse. 

Mantellian Savrips are a type of large humanoid native to the planet of Ord 
Mantell. Despite walking upright on two relatively short legs, Savrips are 
able to move with surprising speed. Their arms, by comparison, are long, 
and their hands nearly drag across the ground as they walk. They have lo~g 
necks and reptilian heads that, when combined with their formidable claws 
and thick armored hide, only adds to their intimidating appearance. When 
standing straight up, Savrips can reach up to 4 meters in height. However, 
they spend much of their time hunched over, a practice that exaggerates 
their already prodigi ous mass. 

Savrips are a long-lived species. Some specimens are thought to be as 
much as five hundred years old, though such elderly Savrips are ran:, g i\~, 

the violent lives that they often lead. The creatures speak a primitive language 
composed of roars, shrieks, and growls. This languag e, known as Savrip, is 
largely incomprehensible to other creatures. Although modern translation 
equipment and droids have had some success in deciphering SImple linguis­
tic concepts, the Savrip language continues to baff le linguists. Rumors 0­

Savrips that have learned to speak Basic have yet to be confirmed by an 
legitimate source. 

Though considered to be only semisentient by most galactic authorittes, 
Savrips are actually a sentient, albeit primitive, species. They represent the 
original natives of Ord Mantell, wh ich were forced to flee into the wilderness 
of their homeworld when it was colonized by the Old Rep ublic thousands of 
years ago. Violent conflicts arose between Ord Mantell's colonists and th 
Savrips almost immediately following the initial drive to colonize the world. 
The Savrips, being an aggressive speci es, were part ially to blame for this 
friction, while the expansionist mindset of the colon ials also played a large 
part in the initial conflict. 

Given the Sav'rips' limited technology, they stood little chance against the 
weapons that were available to the colonists. Sizable bounties were placed 
on Savrip hides, a practice that contin ues well into the Rebellion era. B'9 
game hunters from as far away as Rodia came to the planet to test thrir 
skills against the famed Mantellian Savrip. Thousands of hunters, professiono 
and amateur alike, were killed by Savrips in the decades that followed, bu' 
the death toll for the Savrips themselves, though never reco rd ed, was easi 
in the tens of thousands. As the Savrip populat ion decl ined, encounters 
with colonists became less frequent. Big game hunters, which had been a 
large source of planetary income for decades, took their guns elsewhere. 



Ord Mantell's economy recovered in short order, but the Mantellian Savrip 
population continues to remain low. 

Ord Mantell's surviving Savrip tribes are passionately territorial, and they 

tend to attack intruders on sight. Though Savrips have always been aggres­

sively protective of their tribal lands, the fact that most of the intruders that 
they encounter actively hunt the Savrips has only reinforced thei r behavior. 

Savri ps disp lay abso lutely no fear of their enemies, and even juvenile Savrips 

will fight to the death, even if an escape route is available. Savrips manufac­
ture sim ple hand weapons, such as clubs and other bludgeons, and they set 

traps and snares t hat often prove deadly for unwary travelers. 

Given their sinister reputation, Savrips are popular features in under­

ground blood sports and glad iatorial arenas across the galaxy. Though trade 

in Savri ps is illegal on most civilized worlds, such activity has nonetheless 
ili lowe d them to spread to systems beyond Drd Mantell. As a result, Savrips 

fea ture prominently in galactic lore. They are widely perceived as one of the 

trongest creatures in the galaxy, and images of them have been adopted as 

tleraldic symbols by noble houses, education institutions, mercenary units, 

and sports teams. In fact, one of the most powerful pieces in the game of 
Oejarik is t he Mantellian Savrip. 

MANTELLIAN 9AVRIP 
ENCOUNTERS 
Mantellian Savrips are thought to display little in the way of tactics, but this 

assumpt ion could not be farther from the truth. The typical Savrip, upon 
confron ti ng an intruder, lets out a deafening roar before charging blindly into 

the f ra y. Savrips are not concerned with the number of opponents they face, 

nor are they intimidated by displays of superior firepower. In many cases, a 

Savrip's terr ible reputation is the most effective weapon it possesses. 
Vict ims who stand their ground against an enraged Savrip risk being 

pulver ized by the advancing creature, while nearly sixty percent of those 

who flee manage to escape with little or no injury. Given their speed and 
power, it is unlikely that Savrips would be unable to catch their quarry unless 

they didn't want to. Conversely, Savrips have also been known to set simple 

tra ps, such as ca mouflaged pits, to catch enemies and prey. These traps are 
always placed along the most convenient avenue of escape. A Savrip, during 
i ts initia l charge, attempts to herd its prey in the direction of the trap, and 

foes tha t retreat blindly are often ensnared. 

Th ough they are native to Ord Mantell, Savrips can often be encountered 

on other worlds. They are popular attractions in underground fighting rings, 

and gamblers will bet thousands of credits on the outcome of a fight that 
features one or more Savrips . They are excellent hand-to-hand combatants 

and prefer to use their claws when fighting. When facing parti cularly for­

midable foes, Savr ips sometimes use large clubs or rocks in addition to their 

natural weaponry. They can sustain a surprising amount of damage before 

being disabled, which guarantees that a fight featuring a Savrip is never a 
dull or anticlimactic affair 

MANTEL.L.IAN BAVRIPS 
AS HEROES 
Unlike many other beasts, Mantellian Savrips can be played as heroes. 

Anyone who wants to playa Mantellian Savrip as a heroic character can 

use the following species traits. 

Ability Modifiers: +4 Strength, -2 Dexterity, +4 Consti tut ion, -4 

Intelligence, -4 Wisdom, -4 Charisma. 
Large Size: As Large creatures, Savrips take a -1 size penalty to 

Reflex Defense and a -5 size penalty to Stealth checks. 

Speed: Savrip base speed is 8 squares. 
Natural Armor: Savrips have a tough hide that protects them f rom 

harm. They gain a +2 natural armor bonus to their Reflex Def ense. A 

natural armor bonus stacks with an armor bonus. 

Natural Weapons: A Savrip can rake with one of its claws instead 
of making an unarmed attack. The claw attack deals ld6 poin ts of 
slashing damage (plus Strength modifier) and does not provoke a ttac~s 

of opportunity. Due to the presence of its natural weapons, a Savrip i 
always considered to be armed for the purposes of threateni ng adja ­
cent squares and making attacks of opportunity. Natural weapons are 

considered simple weapons. 

Poison: If the claws of a Savrip deal damage to a living ta rget, t he 
target is also poisoned. If the poison succeeds on an attack ro ll (ld20 

+ the Savrip's character level) against the target's Fortitude Defense, 
the target moves -1 step along the condition track. A target moved 

to the end of the condition track by the poison is immobilized, but not 

unconscious. 

Primitive: Savrips do not gain Weapon Proficiency (pistols, rille'., 

or heavy weapons) as starting feats at 1st level, even if their class 

normally grants them. 
Rage: Once per day, a Mantellian Savrip can f ly into a rage as a 

swift action. While raging, a Savrip temporarily gains a +2 rage bonu3 

to melee attack rolls and melee damage rolls but cannot use skills that 

require patience and concentration, such as Mechanics, Stealth, or Use 

the Force. 
A fit of rage lasts for a number of rounds equal to 5 + the Savrip"s 

Constitution modifier. At the end of its rage, a Savrip moves -1 persisten t 

step along the condition track. The penalties imposed by this condi tion 

persist until the Savrip takes at least 10 minutes to recuperate, during 

which time the Savrip can't engage in any strenuous activity. 

Automatic Languages: Savrip (speak only) 



MASS IFF ENCOUNTE R S 
The natives of Geonosis keep massiffs primarily to guard their encampments 
from intruders and to eat the various forms of vermin native to thai world. 
Wealthy Geonosians breed these animals for ferocity, and they often bet 
large sums of money on fighting matches between prize specimens. Massiffs 
are also common in the encampments of the Tusken Raide rs on Tatooine 
where they guard the raiders' camps. Both the Geonosians and the Tusken 
Raiders rarely bother to train their massiffs to capture intruders. Instead, 
massiff guard beasts are typically free to capture and devour any intruders 
they can bring down . Massiffs can also be found guarding vessels who5e 
crews originate from either Geonosis or Tatooine. In port, th ese creatures 
keep intruders from venturing onto the ship, and in space, they hunt down 
and sometimes devour stowaways. On some shi ps, they are allowed to fn~elv 

roam through the cargo compartment, a fact that should deter passenger; 
from visiting the cargo bay without being accompanied by the massiffs 
trainer. Wild populations of massiffs are common on both Geonosis and 
Tatooine, and though they are relatively slow-moving crea tures, they are 
excellent trackers and can pursue prey not swift enough to easi ly outdistance 
them for many miles. 
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MASSIFF 

Massiff CL 3 
Medium desert beast 4 
Init +2; Senses darkvision, scent; Perception +9 

Defenses Ref 14 (flat-footed 14). Fort 14, Will 12 
hp 42; Threshold 14 

Speed 6 sq uares 
Melee 2 claws +7 (ld4+6) and 

bite +7 (ld6+6) 
Fighting Space 1 square; Reach 1 square 
Base Atk +3; Grp + 7 
Atk Opti~hS Pin 

Abilities Str 18, Dex 10, Con 18, Int 2, Wis 14, Cha 12 
Special Qualities darkvision, scent 
Feats Pin, Toughness 
Skills Perception +9 

Massiffs are bulky, well-armored predators originally from Geonosis and now 
found on several worlds. They are most common on Geonosis and Tatooine. 
Massiffs were domesticated thousands of years ago by the Geonosians, 
who use them as sen tries and guard beasts. Because of their usefulness, 
the crews of some Geonosian ships carried them to guard their vesse ls and 
sold others to offworlders. Standing a meter high at the shoulder, these 
animals make fearsome guards, and their keen senses allow them to easily 
notice the approach of any intruders. Massiffs are voracious eaters capable 
of wrestling down large, slow-moving prey. However, their wild diet consists 
mostly of various types of sma ll vermin as well as carrion and any smaller 
carrion-eaters who fail to flee when massiffs arrive at a carcass. 
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MVNCJCK 

Mynock CL 1 
Sma ll space-dwelling beast 2 
Init +6; Senses darkvision; Perception +8 

Defenses Ref 18 (flat-footed 13), Fort 15, Will 12 
hp 21 ; Threshold 15 

Speed 10 squares [flying, in space only) 
Melee 2 wing buffets (slam) +0 each (1d3) 
Fighting Space 1 square; Reach 1 square 
Base Atk +1; Grp + 1 
Atk Options Runniflg Attack 

Abilities Str 8, Dex 20, Con 20, Int 2, Wis 14, Cha 10 
Special Qualities survive in vacuum, fly through space 
Feats Running Attack 
Skills Perception +8 

Survive in Vacuum-Mynocks are silicon-based life forms that take 
no damage from exposure to vacuum. However, they take the same 
damage from being in a planetary atmosphere that ordinary life forms 
do from being in vacuum. 

Fly through Space-Mynocks can fly in the vacuum of space, and can 
maneuver without any hindrance or penalty in vacuum. 

Mynocks are one of the few species of space-dwelling life believed to have 
evolved in vacuum. They cannot survive for more than a few minutes inside 
any sort of atmosphere. A mynock has a wingspan of a little over a meter. If 
attacked, it defends itself by hitting opponents with its exceedingly tough 
win gs. 

These sil icon-based based life forms originated in the rings of the planet 
Ord Mynock. Today, they are found throughout the galaxy. Their magnetically 
charged wings allow them to catch the stellar winds and literally fly through 
space. They live in asteroid fields and planetary rings and make their nests on 
small asteroids. Mynocks normally subsist on a mixture of stellar radiation 
and the charged particle fluxes put out by stars, but are often attracted to 
richer energy sources, such as the power plants of passing starships. They 
are regarded as dangerous pests by all star-travelers; ships that approach 
airless worlds are often inspected for mynock infestations, and those that 

ave attracted any of the creatures are usually quarantined. 

MVNOCK ENCOUNTERS 
Mynocks are most commonly encountered in asteroid fields, where they 
attempt to attach themselves to the hulls of starships with their suckerlike 
mouths. They absorb energy from the starship's power plant. A sufficient 
number of mynocks attached to the hull can put a strain on a ship's power 
generation. Also, in an effort to obtain even more nourishment, mynocks 
regularly chew through power cables and hull plates. Their attempts to do 
this can both compromise the hull's integrity and do substant ial damage 
to the ship. 

The easiest way to dislodge them is to take the ship into a plane tary 
atmosphere, which kills any mynocks that do not flee into space. However, 
ships that are far from a planet often cannot afford to risk the possibilit 
of mynocks damaging their vessel. In such a case, the most common wa y to 
get rid of the creatures is for crew members to put on space su.its, venture 
out onto the hull, and attempt to shoot the mynocks, forcibly pry th em from 
the hull, or attack them with jets of compressed air. Doing this is relatively 
easy if only a few mynocks are on the ship, since individuals are fairl y timid. 
However, mynocks become more aggressive in swarms. Groups of hal f a dozen 
or more mynocks often gang up and attack crew members. 



NAROL.ATCH 

Narglatch CL 6 
Huge aquatic beast 7 

Init +7 ; Senses low-light vision , scent; Perception + 1 

Defenses Ref 14 (flat- footed 12), Fort 17, Will 11 

hp SO; Threshold 27 

Speed S squares, 4 squares (swimming) 

Melee 2 claws +13 each (ldS+11) and 

bite +13 (2d6+11) 

Fighting Space 3x3; Reach 2 squares 

Base Atk +5; Grp +23 

Atk Options Pin 

Abilities Str 27, Dex 14, Con 24, Int 2, Wis 13, Cha 11 

Special Qualities low-light vision, scent 

Feats Pin, Skill Focus (Stealth), Skill Training (Initiative) 

Skills Initiative +7, Stealth + 12 

o 
The narglatch is a stealthy predator found on planets such as Naboo and 

Or to Plutonia. It is a solitary hunter that moves extremely silently, stalking 

prey with incredible focus . Narglatches are also strong swimmers, but prefer 

to hunt on the land. 
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The male narglatch has additional fleshy spikes on its back and shoulder'S, 

while females are much more smooth. Narglatches have densely padded f~t 

that silence footfalls. They have long, powerful tails that end in broad fans. 

acting like a rudder both during swimming and high-speed chases. Since 

young can hunt immediately upon birth, mothers abandon them as soon as 

they are born. Pregnant females always have twins, wh ich are in turn always 

a male and female. These cubs hunt together unti l matur it y, making them less 

vulnerable to other predators (particularly mature narg latches). 

NAROLATCH ENCOUNTERS 
Despite the fact that they are neither the largest nor fiercest creatu~ 

that prowl the swamps of Naboo, narglatches are sti ll extremely dangerous 

predators, rightly feared and respected by the inhabitants of that planeL 

Extremely territorial, narglatches are likely to attack any Medium Cfeatures 

(such as the heroes) that dare venture into their enormous territory. Although 

most narglatches are solitary, heroes could encounter nea rly mature paired 

siblings, drastically increasing the danger of the encounter. 

Narglatches can operate on land or in the water, although most encoun ­

ters with them occur on land. Narglatches stalk prey d ose to the sho~'s 

edge so they can tackle land-based creatures and drag them into the water, 

where they eventually drown. Narglatches have also been known to lurk a 

the very edge of a body of water, with their snouts barely st icki ng out- to the 

untrained eye, they resemble nothing more than a rock jutting from the watt'f. 

Even the vehicles piloted by the Human and Gungan popUlations of Naboo are 

not safe from the predation of narglatches, who strike from cover in order 

to get at the "sweet meat" inside. Unlike most wild animals. narglatches are 

not easily scared off by loud noises, even that of blaster fi re . 

The narglatch can also serve as any generic aquatic-based predator tha 

excels on stealthy attacks. 



NASt-fTAt-f 

Nashtah CL 9 
Medium beast 9 
Init +11 ; Senses low-light vision, scent; Perception +8 

Defenses Ref 17 (flat-footed 15). Fort 11, Will 15 
hp 58; Threshold 21 

Speed 14 squares 
Melee bite +10 (ld8+8) and 

ba rbed tail +10 (ld3+8) and 
claw +10 (ld6+8) or 

Melee claw +8 (2d6+.8) with Rapid Strike and 
barbed ta il +8 (2d3+8) with Rapid Strike and 
claw +8 (2d6+8) with Rapid Strike 

Fighting Space 1 square; Reach 1 square 
Base Atk +6; Grp +10 
Atk Options leap attack, Rapid Strike 

Abilities Str 19, Dex 15, Can 13, Int 1, Wis 19, Cha 7 
Special Qualities low-light vision, scent 
Feats Improved Damage Threshold (2). Rapid Strike, Toughness 
Skills In itiative + 11, Jump +8, Perception +8, Survival +8 

Leap Attack-As a full-round action, a nashtah can make a leap attack at 
the end of a charge of at least 2 squares in distance. This leap attack 
allows it to make six ser,rate claw attacks against a single opponent. 

Also known as Dravian hounds, nashtahs are vicious reptilian predator 
native to Dra III. They resemble lizards with six legs, several rows of j agged 
teeth, and barbed tails. Powerful muscles ripple beneath their thick green 
hides. They can grow to lengths of 1.5 meters, but their innate strength is 
far greater than their size might otherwise imply. 

Nashtahs hunt prey in small packs. They are relentless, rarely giving up 
the chase once they've managed to scent their prey. Packs of the beaS15 
have been known to pursue prey for days or weeks, never stopping even 
when presented with easier fare. Despite their vicious reputation, nashtahs 
are quite dedicated to their mates and offspring, at least until their young 
are capable of surviving on their own. 

NASHTAH ENCOUNTERS 
Poachers around the galaxy prize nashtah young, which can be trained 
as hunting animals if they are caught early enough in their lives. Nashtah 
hatchlings that are older than three months are impossible to train. Even 
those that are trained from birth are difficult to control and maintain, and 
often require shock collars in order to make them more manageable. Many 
planets have acquired populations of nashtahs as a result of specimens that 
have escaped captivity, and as a result importing nashtah has become ill ega l 
in many systems. 

Despite (or perhaps because of) the nashtah's fearsome reputation, the 
creatures are widely sought as guard animals by wealthy aristocrats and 
criminals. If the possibility of having to fight a nashtah isn't enough to 
dissuade intruders, then actually facing one usually does the trick. Anyone 
who keeps nashtahs as guard animals must take special care when handHn 
them, since they are just as likely to turn on their masters as they are to hunt 
down and eliminate intruders. 

Nashtahs are reckless when attacking, and they don't seem to be affected 
by the wounds they've suffered until they finally keel over dead. When hunt­ ~ 
ing as part of a group, they '>till act as individuals, neither helping nor hi nder­

lU 
ing their companions. Once a nashtah has damaged an opponent, it will not 
switch targets or cease attacking until that opponent has been defeated 



RANCOR 

Dathomiri Rancor CL 11 
Huge beast 9/scout 3 
Force : 2 
Init +6; Senses low-light vision; Perception + 11 
Languages Paecian 

Defenses Ref 17 (flat-footed 17). Fort 16, Will 10 
hp 146; fast healing 5; Threshold 26 

Speed 8 sq uares 
Melee bite +18 (ld8+15) and 

claw +18 [2d6+15) 
Ranged slin'g +7 (ld4+15) 
Fighting Space 3x3; Reach 2 squares 
Base Atk +8; Grp +27 
Atk Options Cleave, Crush, Pin, Power Attack 

Abilities Str 28, Dex 9, Con 23, Int 5, Wis 10, Cha 15 
Special Qualities fast healing 5, low-light vision 
Talents Acute Senses, Expert Tracker 
Feats Cleave, Crush, Pin, Power Attack, Skill Training (Survi va l)' 

Toughness, Weapon Proficiency (simple weapons) 
Skills Perception + 11 (can reroll, must take second result). Survival + 11 

Fast Healing 5-A rancor automatically regains 5 hit points every round 
at the end of its turn, up to its normal ma ximum, until it is killed . 

In addition to being slightly larger and stronger than most other rancors (Sf 
276). Dathomiri rancors are considerably more intelligent, and their claws 
function as hands. They can speak, they have an enduring culture, and they 
can both make and use simple tools. Although no one knows if they learned 
fire and tool use from the Humans who colonized Dathomir many centuries 
ago, today these rancors chip knives and other tools from stone, use fire for 
both warmth and cooking, and have elaborate histories and tales of heroism 
that they pass on from one generation to the next. Although they might have 
once had their own language, today all Dathomiri rancors speak Paecian, 
the native language of the Witches of Dathomir (page 10). Like the witches, 
these rancors are matriarchal . Each of their small bands of between a half 
dozen and a dozen adult rancors is led by the largest and oldest female in 
the band, who is known as the herd-mother. 

These rancors' intelligence makes them extremely dangerous to those 
who attack them or intrude into their territory. In addition to communicating 
with each other and occasionally calling upon the witches for aid, Dathomiri 
rancors use slings and other primitive missile weapons and can build simple 
traps such as deadfalls and pit traps. 

D ATHO M IRI RAN COR 
E NCOUNTE RS 
Dathomiri rancors are most often found in either their own rude villages, 
which consist of a few huts of undressed logs and thatch, or in the vi llages 
and towns of the Witches of Dathomir. The rancors and the wi tches have a 
close relationship that borders on cultural symbiosis. Some rancors partnN 
themselves with individual witches. These partnerships are fo r life, and the 
rancor serves as the witch's mount, companion, and protector. 

Most of Dathomir's intelligent rancors are not partnered wi th witches, 
because the rancors outnumber the witches by more than a factor of ten 
However, all of the witches' villages have a quarter set aside for their rancors, 
and some witches share their own dwellings with their bestial allies, The 
villages of the unpartnered rancors are often built near one of the villages 
of the witches, so that they can seek aid from the witches. Rancor herd­
mothers often go to the witches for advice and for help with rancors that 
have become ill. In return, the wild rancors work with the partnered rancors 
to help the witches defend their villages and use their immense strength to 
help clear land, build roads, and perform other similar tasks for the witches. 
Foolish hunters occasionally travel to Dathomir for the chal lenge of hunting 
prey as clever and deadly as the intelligent rancors, but the ra ncors and the 
witches deal with them very harshly. 

Away from Dathomir, intelligent rancors are almost always found in the 
company of a witch who has decided to travel offworld. Naturally, anyone 
who threatens or even seriously harasses a witch must deal wi th her rancor's 
wrath. Almost all rancors who tra~ offworld learn to understand Basic, but 
like Wookiees, they are incapable of speaking it. 



Most of the other Dathomiri rancors found away from Dathomir are in 

zoos and menageries owned by individuals who are sufficiently unscrupulous 

and immoral to keep sentient beings in cages. When the Witches of Dathomir 

learn of an intelligent rancor being held captive against its will, they send 

one or two witches and their rancors to free it, sometimes by using payment 

or threat s, but most often by force. The only other Dathomiri rancors found 

away from Dathomir are those few unpartnered rancors that want to travel 

offworld and either join Interstellar circuses or make a living as bodyguards 

for those who value the intimidation factor that being protected by a hulk­

ing rancor provides. 

Tv RANT RANCOR 
A rare variety of roocor only found on a few worlds throughout the galaxy, 

the tyrant rancor is much larger than most other rancors. Most tyrant rancors 

live on worlds where food is abundant; xenobiologists speculate that most of 

them are actually the descendants of rancors that were relocated from other 

worlds to habitats that were unprepared for a predator of its size, allowing 

the tyrants to run rampant over the ecosystem and grow to incredible size. 

Tyrant ra ncors are of much the same disposition as most normal rancors but 

are much stronger and heartier, making them extremely dangerous opponents 

in any environment . 

Tyrant Rancor CllS 
Gargantuan beast 15 

Init +11; Senses low-l ight vision; Perception +5 

Defenses Ref 15 (flat-footed 15), Fort 25, Will 8 

hp 307; fast healing 10; Threshold 45 

Speed 8 squares 

Melee 2 claws +20' each (2d6+26) and 

bi te -'-20' (3d6+26) 

Fighting Space 4x4; Reach 3 squares 

Base Atk +11; Grp +40 

Atk Options Bantha Rush, Cleave, Crush, Pin, Power Attack 

Abilities Str 38, Dex 9, Con 40, Int 2, Wis 7, Cha 15 

Special Qualities fast healing 10, low-light vision 

Feats Bantha Rush, Cleave, Crush, Pin, Power Attack, Toughness 

Skills Init iative + 11 

Fast Healing 10-A tyrant rancor automatically regains 10 hit points 


every round at the end of its turn, up to its normal maximum, until it 


is ki lled . 


"ncludes 5 points ofPower Attock. 


T RA' C OR 
The tra'cor is a subspecies of rancor found on the remote world of Socorro. 

Much smaller than the typical rancor, the tra'cor is an aquatic creature that 

spends most of its life beneath the surface, consuming fish and other marine 

life. Though the tra'cor is amphibious, it can survive for only short periods 

outside the water, since it dehydrates quickly. Tra'cor have large tails that 

resemble those of some serpentine sea creatures, adding a natural weapon to 

the creature's arsenal that most rancors do not possess. Thou gh the tra'cor is 

deadly in any situation, underwater it is exceptionally fast and can overt ake 

its prey in a matter of seconds. 

Tra'cor Cl6 
Large aquatic beast 7 

Init +3; Senses low-light vision; Perception +3 

Defenses Ref 13 (flat-footed 13), Fort 17, Will 10 

hp 81; fast healing 5; Threshold 22 

Speed 6 squares, 8 squares (swimming) 

Melee 2 claw s +9* each (ld6+ 11) and 

bite +9' (1 d8+ 11) and 

tail +9' (ld6+11) 

Fighting Space 2x2; Reach 2 squares 

Base Atk +5; Grp +14 

Atk Options Bantha Rush, Cleave, Power Attack 

Abilities Str 22, Dex 11, Con 25, Int 2, Wis 10, Cha 13 

Special Qualities fast healing 5, low-li ght vision 

Feats Bantha Rush, Cleave, Power Attack 

Skills Swim + 14 

Fast Healing 5-A tra'cor automatically regains 5 hit points every round 
:=at the end of its turn, up to its normal maximum, until it is ki lled. 

"'ncludes 2 points ofPower Attack. 
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threatened, the creature will turn on the menace and attempt to sma5h i 

RONTO 

Ronto 

Huge desert beast 4 

Init -1; Senses poor vision, scent; Perception + 1 

RONTO ENCOUNTERS 
Rontos are common sights on Tatooine, as they st ru ggle under tne weigh 

of va rious goods or haul he avy wagons while being bare ly controlled b 
CL 3 

their owners. In the wild, rontos are relati ve ly harmless, since they typi ­

cally run away from danger. However, if a ronto is cornere d or its young art 

Defenses Ref 11 (flat-footed 11), Fort 19, Will 11 to a bloody pulp. 
hp 54; Th reshold 29 

The most common encounters with rontos occur in Tatooine's few towns 
Speed 8 squares when someone, accidentally or otherwise, start les a ran ta, causing it to go 
Melee slam + 11 (1d8+ 10) on a rampage. In fact, unscrupulous characters (which are all too common 
Fighting Space 3x3; Reach 2 squares on Tatooine) so metimes do just that to create a diversion in order to engage 
Base Atk +3 ; Grp +21 in some illicit activity or to cause mass ive amounts of property damage. 
Abilities Slr 26, Dex 9, Can 28, Int 2, Wis 12, Cha 6 Some gang leaders and crime lord s have been known to ex tort money fro 
Special Qualities poor vision, scent or "teach a lesson" to individuals by placing them in an enclosed space with 
Feats Skill Focus (Endurance), Toughness a ronto and then goading the creature into a frenzy. 
Skills Endurance + 11 Rontos can also be encountered in caravans snaking along the scorching 

Poor Vision-Rontos have very poor vision and take a -5 penalty to 

Perception checks involving sight. 

Toweri ng beasts of burden, rontos are mammals prized for their ability to 

shrug off Tatooine's intense heat, although they do require large amounts of 

water. Their size makes them particularly effective at discouraging preda­

tors, and their sense of smell is acute enough to detect a krayt dragon (page [ZJ 
114) from up to a kilometer away. However, rontos are somewhat skittish 

' lID in urban environments: their poor eyesight cannot adjust quickly enough to 
W the sudden movements of smaller creatures and vehicles. till 

A ron to 's first instinct when confronted with such potential threats inD. 
close proximity is to get away, regardless of any burdens or passengers it 

~ might be carrying. A spooked ronto will often throw its riders to the ground 

and then lumber off in a random direction until it can no longer sense the till 
@ tn reat. A lthough Jawas are particularly fond of these easily trained animals, 

the li t tle scavengers are also poorly suited to controlling a panicked ronto . 

"UTI II" 
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sand s of Tatooine-a welcome sight to anyone lost in the desert without 

su pplies. Jawas are the most common handlers, alt hough Tusken Raiders 

sometimes herd rontos , making it dangerous to assume that every meeting 

with such a carava n will be an amicable one. 



SARL.ACC 

Sarlacc CL 12 
Colossal beast 13 
Init +0; Senses tremorsense; Perception +10 

Defenses Ref 7 (flat-footed 7), Fort 28, Will 10 
hp 234; DR 10; Threshold 83 

Speed 0 squares 
Melee 9 tentacles + 18 each (special) and 

bi te +18 (4d6+ 15) 
Fighting Space 6x6; Reach 4 squares 
Base Atk +9; Grp :;1-38 
Atk Options Pin 

Abilities Str 28, Dex 10, Con 44, Int 2, Wis 8, Cha 7 
Special Qualities camouflage, tentacle grab, tremorsense 
Feats Improved Damage Threshold, Improved Defenses, Pin, Skill Training 

(Stea lth), Toughness 
Skills Perception + 10, Stealth + 11 

Camouflage-A Sarlacc ignores its size modifier when it makes Stealth 
checks. 

Tentacle Grab-If a Sarlacc hits with one of its tentacles against a Huge 
or smaller opponent, it can automatically make a grapple check with its 
tentacle attack at its full bonus (even if it has already taken a full­
round action). If the grapple check is successful, the Sarlacc can make 
an opposed grapple check each round to move the grappled creature 1 
square closer, until it pulls the creature into its maw. 

Tremorsense-A Sarlacc automatically senses the location of anything 
that is in contact with the ground and within 100 squares (no 
Perception check required). 

A Sarlacc is a massive, fearsome monster that hides itself underground and 
drags in unwary passersby to slowly digest them over the course of several 
cen tu ries. Only a small portion of the Sarlacc's gigantic body peeks out of 
the ground-its mouth. As a result, the Sarlacc gains improved cover (already 
factored into the Sarlacc's Reflex Defense) and is extremely resistant to damage 
since al l ils vital organs are at least a dozen meters under the sand and rock. 

The Sarlacc feeds by using its nine gripping tentacles to draw v~tims 

into its great maw. When prey of Large or larger size reaches the Sarlacc's 
mouth, that creature is subjected to attacks until it is broken down into more 
manageable chunks. Medium and smaller creatures are simply stuffed into 
the Sarlacc's mouth, then carried along by esophageal action into its primary 
stomach (to be digested immediately) or one of several secondary stomachs. 
Creatures in the primary stomach take a cumulative 2d6 points of damage per 
roun d; they can escape back through the alimentary canal by succeeding on 
an Acrobatics check opposed by the Sarlacc's Strength check (+9 modifier). 

Victims in a secondary stomach fare somewhat better, because the 
Sarlacc actually stores its meals in a sort of conscious suspended animation 
until it is ready to devour them. Held tight to the stomach lin ing by meter­
long bondlike cilia (opposed Strength check to escape), such a creature 
is exposed to somewhat weaker digestive juices, taking a cumulative Id6 
points of damage each day. Creatures in this predicament are sustained by 
the Sarlacc through nutrients in its system that seep in through the vic tim's 
skin, preventing the prey from dying of hunger or thirst. 

BARL-ACC ENCOUNTERS 
Albeit the most famous,- the Sarlacc found on Tatooine is neither the sole ­
example of nor typical of the species. The Sariacc is mDst at home in damp 

environments, such as swamps and bogs. However, being hardy and adaptable, 

Sarlaccs can be found in almost any terrain. Because they are stationary crea ­

tures, encountering a Sarlacc is more akin to a terrain hazard than a fight with 

a beast-in order to fight a Sarlacc, you have to travel to where it lairs. 


The Sariacc can be an obstacle for the heroes to overcome if they are 
charged with retrieving something (or someone) trapped with in the gullet of 
this enormous beast. In addition to the hazards involved in tryin g to get to 
the remote location where a Sarlacc resides, the heroes must then figure out 
how to get inside the beast and back out again without becoming a meal. 

On planets other than Tatooine, a Sarlacc might serve as a "sacred area" 
where the natives go to dispose of their criminals, pariahs, or cursed items. In 
such a case, any individuals caught harming a Sarlacc might find themselves 
tossed inside by angry natives. 



VARACTYL 

Varactyl CL 4 
Huge beast 4 

Init +6; Senses low-light vision; Perception +4 

Defenses Ref 12 (flat-footed 9), Fort 21, Will 12 

hp 62; Threshold 31 

Speed 10 squares 

Melee bite +11 (ld8+10) and 

claw +11 (ld6+10) and 

tail lash + 11 (ld4+10) 

Fighting Space 3x3; Reach 1 square 

Base Atk +3; Grp +21 

Atk Options Running Attack, Trip 

Abilities Str 26, Dex 18, Con 32, Int 2, Wis 14, Cha 8 

Special Qualities excellent climber, low-light vision 

Feats Running Attack, Skill Focus (Climb) 

Skills Climb +20, Endurance +13, Jump +10, Perception +4, Stealth -4, 

Swim +10 

Varactyls are a large saurian species native to the planet Utapau. They arc 

lizardlike in appearance, with green scales that thicken into armored plates 

on the varactyl's head. Quills, some of which resemble feathers, sprout in a 

ridge that runs from the creature's head to the tip of its t ai l. The plumage of 

the female of the species tends to be more vibrant than that of the male. 

As cold-blooded animals, varactyls are more active during daylight hours. 

They spend much of the day sunning themselves as they cling to the walls of 

Utapau's sinkholes. They are excellent climbers and can trave l across vertical 

surfaces with incredible speed and agility. When they aren't warming them­

selves, they hunt for lichens and roots to eat. At night, varactyls retreat into 

burrows that they create in sinkhole walls. They do so to avoid the dactillioll., 

a birdlike predator that is also native to Utapau. 

Although they are native to Utapau, varactyls have also been encoun­

tered on a handful of other worlds. For instance, Kashyyyk maintains a small 

population of the creatures, though the details of how they came to the 

Wookiee homeworld are somewhat mysterious. It is assumed that one or 

more varactyl eggs ended up on Kashyyyk in the possession of a smuggler, 

but this has yet to be proven beyond a reasonable doubt. 

VARACT VL. ENCOUNTERS 

o 
Excellent Climber-A varactyl can choose to reroll any Climb check, but 

the result of the reroll must be accepted even if it is worse. 

Trip-A varactyl that hits with a tail lash attack can attempt to trip an 

opponent (as if using the Trip feat) as a free action that does not 

provoke attacks of opportunity.@ 
w 
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Varactyls are most commonly encountered in one of two instances : in the 

wild, or when they are used as mounts or pack animals. Given their docile 

nature, wild varactyls tend to avoid conflict unless their young are threat­

ened. In such cases, the creatures will impose themselves between their young 
and the threat, if possible, and press forward, viciously attacking with bea 

and claw. Females are more likely to lead such a charge tha n are males, but 

males are more than capable of joining in the fray. 

When facing smaller creatures, including Humans and Human- sized 5~1t:: ­

cies, varactyls are much more likely to charge, using their mass to propel them 

into their enemy. Their ability to scale sheer surfaces makes them especia ll 

mobile when traversing the si nkholes and caves of Utapau. The nati ve lizard 

riders use this to their advantage. 

TRAINING A V A RACTV L. 
Though the natives of Utapau might make training the creatures look 

easy, most wild var.actyls have an unfriendly attitude toward anyone who 

approaches them. If that attitude can be shifted to indifferent (either by an 

Utai wrangler, b.,.use of the Charm Beast talent, or by some other means) 

the animal can be approached, though cautiously. If the creature's attitude 

can be shifted to friendly, it will allow another person to ride it as a mount, 

though it is often resistant to the rider's commands (causing the rider to 

take penalties on Ride checks for unfavorable circumstances) . Only when 

a varactyl's attitude is shifted to helpful does it accept riders without an 

resistance. 



UTAI VARACTYL HANDLER 
The Utai, sentient natives of Utapau, domesticated varactyls thousands of 
years ago, and they continue to use the creatures as mounts and beast of 
burden. Utai make exceptionally good varactyl handlers due to their natural 
rapport with beasts and their years of experience. Each varactyl handler 
receives extensive instruction on the best way to train and care for the 
large beasts, and thanks to their excellent hand with the large animals most 
domesticated varactyl become loyal, friendly mounts. 

High-backed saddles, especially made for varactyls, are used in order 
to grant their riders the stability necessary to control the beasts. Varactyls 
have excellent memories concerning the riders they have served. Indiv idual 
va ractyls can maintain unwavering loyalty for years, if not decades, toward 
r iders who have treat ed them well. 

UTAI SPECIES TRAITS 
All Utai have the following species traits. 

Ability Modifiers: +2 Constitution, -2 Charisma. Utai are sturdy 
and hard-working, but they do not make good leaders. 

Small Size: As Small creatures, Utai gain a + 1 size bonus to their 
Reflex Defense and a +5 size bonus to Stealth checks. However, their 
lifting and carrying limits are three-quarters of those of Medium 

creatures. 
Speed : Utai base speed is 4 squares. 
Animal Handler: The Utai are naturally gifted when it comes to 

dealing with beasts and wild creatures . An Utai can choose to reroll 
any Ride check, but the result of the reroll must be accepted even if it 
is worse. Additionally, an Utai can make Persuasion checks to change 
the attitude of an undomesticated creature that has an Intelligence of 
2 or lower. 

Cooperative: An Utai automatically succeeds when attempting to 
aid another on a skill check, as long as the target is adjacent to and can 
hear and understand the Utai. 

Low-light Vision: Utai ignore concealment (but not total conceal­
ment) from darkness. 

Automatic Languages: Utapese. 

Varactyl Handler CL 1 
Small Utai nonheroic 2 
Init +2; Senses low-light vision; Perception +3 
Languages Utapese 

Defenses Ref 12 (flat-footed 11). Fort 11, Will 12 
hp 7; Threshold 11 

Speed 4 squares 
Melee stun baton +2 (2d6+ 1 stun) 

Base Atk +1; Grp -3 
Special Actions animal handler 

Abilities Str 13, Dex 12, Con 12, Int 8, Wis 14, Cha 13 
Special Qualities animal handler, cooperative, low-light vis ion 
Feats Skill Focus (Persuasion)' Skill Training (Knowledge [life sciences}" 

Skill Training (Ride). Weapon Proficiency (simple weapons) 
Skills Knowledge (life sciences) +5, Persuasion + 12 (can change the 

attitude of undomesticated beasts). Ride +7 (can reroll, must keep 
second result) 

Possessions stun baton, personal belongings 

NEW RIDINO F E ATS 
Skilled riders know how to manipulate their mounts to make them more 

effective in combat. The following new feats should allow beast riders 

more flexibility during mounted combat. Each of these feats also applie 

to riding a speeder bike as well, allowing a rider to gain the benefi ts of his 

or her skill and experience regardless of the exact form of the mount. 


e 

Momentum Strike ~ 

'" You know how to put the full weight of your momentum into attacks ~ 
while riding a mount or a speeder bike. 


Prerequisite: Trained in the Pilot or Ride skill. 

Benefit: When riding a beast as a mount or on a speeder bike (as a 


passenger or a pilot), you add +1 die of damage to any melee attacks 
if your mount or vehicle has already moved at least its speed th is t urn. 

Mounted Defense 

You are able to react to incoming attacks, using your mount or speeder 


bike to absorb attacks against you. 

Prerequisite: Trained in the Pilot or Ride skill. 
Benef"Pt : When riding a beast as a mount or on a speeder bike lao 


passenger or a pilot). once per encounter you can redirect any attac 

made against you at your mount or vehicle instead. The decision to redi· 

rect the attack is made after the result of the attack roll is determine 

but before damage or other effects are resolved. 




VORNSKR ENCOUNTERSVORNSKR 
Vornskrs are dangerous predators that are widely sought as guard animals. 
The creatures are incredibly difficult to train, and even specimens that arr 

Vornskr CL 7 
raised in captivity are too wild to be tru ly domesticated. Vornskrs that hav~

Medium beast 7 
their tails clipped are made somewhat less aggressive by the process, but 

Init +6; Senses low-light vision; Perception +8 
they are also deprived of their paralytic poison as a res ult of th~ surgery. 

Defenses Ref 18 (flat-footed 15), Fort 13, Will 12 Regardless of the method used to domesticate vornskrs, they will always
hp 52; Threshold 13 continue to be agitated by Force-users. 
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Speed 8 squares 
Melee 2 claws +8 each (1d6+6) and 

bite +8 (1 d8+6) and 
tail +8 (1 d4+6 plus poison) or 

Melee 2 claws +6 each (2d6+6) with Rapid Strike and 
bite +6 (2d8+6) with Rapid Strike and 
tail +6 (2d4+6 plus poison) with Rapid Strike 

Fighting Space 1 square; Reach 1 square 
Base Atk +5; Grp + 18 
Atk Options Combat Reflexes, poison, Rapid Strike 

Whether they are encountered in the wild, or as part of a security detach­
ment, vornskrs use their Force abilities to locate and track their prey. They 
are ferocious animals, but nonetheless cunning . They prefer to attack in small 
groups, using numbers and surprise to knock their opponent off balance 
before delivering a paralyzing tail lash. Once the foe is immobilized, the 
move in for the kill as a group. When facing multipl e adversaries, a pac~ of 
vornskrs pair off and attempt to disable those individuals who appear to ~ 
most threatening. If the tide turns against them, they retrea t and regroup. 
returning only if they are trained to do so. 

On their home planet of Myrkr, vornskrs are most often encountered after 
Abilities Str 16, Dex 17, Con 17, Int 5, Wis 14, Cha 10 dark when they are hunting for ysalamiri. They spend the daylight hours 
Special Qualities Force Perception, low-light vision asleep, with a single member of the pack left awake to keep wa tch. 
Feats Combat Reflexes, Force Sensitivity, Rapid Strike, Skill Training 

(Stealth) 
Skills Perception +8, Stealth + 11, Use the Force +8 

Force Perception-A vornskr's sensitivity to the Force grants it Force 
Perception, an ability that works like the Sense talent of the same 
name. 

Force Sensitivity-Vornskrs have Force Sensitivity as a bonus feat. 
Poison-If the tail of a vornskr deals damage to a living target, the target 

is also poisoned. If the poison succeeds on an attack roll (1d20+8) 
against the target's Fortitude Defense, the target moves -1 step along 
the condition track. A target moved to the end of the condition track 
by the poison is immobilized, but not unconscious. 

Nat ive to the planet Myrkr, the vornskr is a doglike predator with an innate 
sensitivity to the Force and Force-users . These furred quadrupeds have long 
legs tipped in sharp claws, powerful jaws filled with deadly fangs, and long, 
wh iplike tails tipped with poisonous spines. They are aggressive, fast, and 
incredibly strong for their size. Vornskrs are nocturnal, hunting after dark in 
packs consisting of between three and five individuals. 

One of the vornskr's primary prey animals is the ysalamiri (page 131), a · 
lizardlike creature that is also native to Myrkr. Ysalamiri project a bubble­
shaped field that nullifies the use of Force powers, which makes it difficult 
for vornskrs to locate them. Vornskrs sometimes mistake a Force-user for 
a group of ysalamiri, leading them to attack. The presence of Force-users 
enrages vornskrs, a behavior that no amount of training can eliminate. 



W O M P R AT 

Womp Rat CL 2 
MediurT desert beast 3 

Init +1; Senses low-light vision; Perception +7 

Defenses Ref 12 (flat-footed 12), Fort 12, Will 11 

hp 25; Threshold 12 

Speed 6 squares 

Melee bite +3 (1d6 +2) 

Fighting Space 1 square; Reach 1 square 

Base Atk +2; Grp +3 

Abilities Str 12, Dex.lO, Con 14, Int 2, Wis 12, Cha 8 

Special Qualities low-light vision, overwhelm 

Feats Sk;1I Trai~ing (Endurance), Toughness 

Skills EndL1rance +8, Perception +7 

Overwhelm-Womp rats gain a +2 bonus to melee attack rolls for each 

adjacent allied womp rat. 

Womp rats are large rodents native to the deserts of Tatooine. They breed in 

sizable colonies and are both scavengers and hunters. Individual womp rats 

subsist by eating carrion or hunting small animals, often including wandering 

pets and, on rare occasions, small children. Groups of womp rats sometimes 

work together to bring down larger prey, including young banthas, as well 

as lone Jawas, Sand People, or other intelligent beings who find themselves 

poorly armed and alone. However, they are not especially dangerous except 

when hunting in groups, and their tactics consist largely of attacking a single 

target at once. If there are sufficient numbers of womp rats, they are oft 

willing to attack Medium or Large targets. Although never acclaimed for 

their bravery, womp rats are often renowned for both their endurance and 

their determination. They are perfectly adapted for life in the deep desert 

and can go for days without either food or water. 

WOMP RAT ENCOUNTERS 
Wild womp rats are considered vermin by all of Tatooine's sentient species. 

The local government provides a bounty on womp rats, and several dozen 

hermits and eccentrics earn most of their meager living hunting these crea­

tures. Small groups of womp rats regularly scavenge garbage on the outskirts 

of towns, but they rarely come near settlements in large numbers. Althoug 

they have never been successfully domesticated, a few people catch young 

womp rats and keep them as half-feral pets. Most often, their owners keep ;: 

them to guard their homes or businesses, using them as cheaper and less 

deadly alternatives to massiffs (page 118). 

Out in the open desert, womp rats are far more deadly and re gularly 

travel in packs of up to twenty. On occasion, a large enough pack of womp 

rats have brought down a small bantha caravan. One of the most dangerous 

things about womp rats is that they are both relatively bright and cowardly. 

Many learn to recognize a blaster being pointed at them and flee whe n this 

happens. Womp rats almost never attack targets that are Medium or larger 

without half a dozen or more of their fellows at their side. 

"I USED TO BULLSEYE 

WOMP RATS IN MY 

T-16 BACK HOME. 


THEV'RE NOT MUCH 

. BIOOER THAN TWO 


METERS." 
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WOMP RAT PACK 

Womp Rat Pack CL 4 
Large desert beast pack 3 
Init + 1; Senses low-light vision; Perception +7 

Defenses Ref 11 (flat-footed 11). Fort 12, Will 11 

hp 26; Threshold 22 

Speed 6 squares 

Melee bite +3 (ld6+2) 
Fighting Space 2x 2; Reach 1 square 

Base Atk +2; Grp +8 

Abilities Str 12, Dex 10, Con 14, Int 2, Wis 12, Cha 8 

Special Qualities low-light vision, overwhelm, pack traits 
Feats Skill Training (Endurance). Toughness 

Skills Endurance +8, Perception +7, Stealth -4 

Overwhelm-Womp rat packs gain a +2 bonus to melee attack rolls for 

each adjacent allied womp rat pack. 
Pack Traits-The melee attack of a pack is an area attack that affects all 

squares within reach. The ranged attacks of a pack are considered to 

have a l-square splash. Area attacks deal an extra 2 dice of damage 
against a pack or swarm . 

PACKS AND SWARMS 
The womp rat pack statistics given here represent a womp rat that has 
been modified to fit the "pack" species trait. Cr~atures that tlav~ the" 

"pack" or "swarm" species trait are actually a group of three or more 

individual creatures that move and fight as a singl~ unit. They oecup 
the same space and are treated as a single creature for the purpos~ of 

combat, though they might be described as a cluster of several crea LU~. 

For example, a womp rat pack has a single sta t istics block and acts like 
a single creature, but might actually be three or four womp rats in th 

context of the encounter's description. Typically, a pack or swarm has 

a Cl 2 higher than the base creature's CL. 

To create a pack or swarm, make the following changes to the sta­
tistics block of any beast : 

Increase the creature's size by one category, and apply all re levilnt 
modifiers. 

Double the creature's hit points. 

Increase the creature's damage threshold by 10. 
All melee attacks are considered melee area attacks, affecting all 

squares within reach. An adjacent allied pack or swarm is not affected 

by a pack or swarm's area mel~e attack. 

All ranged attacks are considered to have a l-square splash. 

Area attacks deal an extra 2 dice of damage against a pacl<. 0 1 

swarm. 

Womp rats, like many other animals, travel in packs in order to protect 
themselves and bring down prey more easily. A womp rat pack can swarm 

over its prey in a flurry of claws and teeth, bringing the target down in a 
matter of seconds. Though they are still no match for most people familiar 

with the womp rat, a womp rat pack can sometimes overwhelm unprepa~ 

beings that they encounter in the wild. 

WOMP RAT PACK ENCOUNTERS 
A womp rat pack is a more formidable version of the womp rat, best suited 

for wilderness encounters on worlds such as Socorro and Ta tooine. The 
womp rat pack is particularly proficient at bringing down mu lt iple enemies, 

and in groups of two or three, womp rat packs can be dangerous foes that 

can swarm over a party of several characters. A womp rat pack can also be 

paired with more intelligent characters, such as bounty hunters and crime 
lords, who might use a womp rat pack as a distraction to cover their own 

activities in combat. 



VSALAMIRI 

Ysalamiri CL 1 
Tiny beast 1 

Init -2; Senses low-light vision; Perception -2 

Defenses Ref 10 (flat-footed 10), Fort 8, Will 8 

hp 2; Threshold 8 

Speed 2 squares, 2 squares (climbing) 


Melee bite -3 (1d4-4) 


Fighting Space 1 square; Reach 0 squares 


Base Atk +0; Grp -14 


Abilities Str 3, De x..7, Can 6, Int 2, Wis 6, Cha 6 

Special Qualities arboreal grip, low-light vision, nullify Force 

Feats Skill Focus (Stea Ith) 

Skills Climb +1, Perception -2, Stealth +13, Survival-2 

Arboreal Grip-Ysalamiri have a +20 species bonus to opposed grapple 

checks made to resist being removed from the tree to which they are 

attached. 

Nullify Force-The Force-nullifying bubble that each ysalamiri creates 

has a 6-square radius centered on itself. Characters and creatures 

cannot employ Force powers, Force techniques, or Force secrets within 

a ysalamiri's bubble, nor can they make a Use the Force check of any 

kind. Force powers activated outside the bubble cannot penetrate 

it, and they cease to function if the user of the ability moves into 

the ysalamiri's radius. This ability is automatic; the ysalamiri cannot 

control it or turn it off. Force-users who are affected by the ysalamiri's 

nullify Force ability are immediately aware of it, and though they 

might not understand the source of the interference, they immediately 

recognize that attempts at using the Force are entirely futile. 

Ysalamiri are tiny creatures native to the planet Myrkr. They grow to be up 

to hal f a meter long, are covered in fur, and superficially resemble snakes 

with legs. The typical ysalamiri spends most of its life in a motionless state, 

attached by its claws to the metal-rich trees that form its primary habitat. 

The creatures are difficult to remove from the trees once they have attached 

themselves, and they will die 1d4 days after being removed. 

The most interesting aspect of the ysalamiri is its ability to push back or 

repel the Force in a spherical area centered on itself. It has been hypothesized 

that this ability evolved as a defense mechanism against the ysalamiri's pri ­

mary prey animal on Myrkr, the vomskr (page 128). Since vornskrs depend 

on Force powers in order to locate and bring down prey, the ysalamiri's 

ability to push back the Force makes the small creatures much harder for 

these predators to locate. 
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YSALAMIRI ENCOUNTERS 
Despite their ability to nullify the Force, ysalamiri are largely peaceful and 

inoffensive. They remain immobile for most of their lives, and are largely 

incapable of physically defending themselves against predators. If attacked. 

ysalamiri remain motionless, as they are anchored to a tree. 

Ysalamiri are occasionally sought out by individuals who wish to use 

them as shields against Force powers. This tactic was first employed by 

Grand Admiral Thrawn in his assault on the New Republic. It is possible 

that ysalamiri might be utilized in this fashion to foil the powers of Jedi 

and other Force-users. Prior to this time, ysalamiri were largely unknown 

throughout the galaxy, so it is quite unlikely that they would be encountered 

in the earlier eras . 
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ARTIL.L.ERY DROID 

VX Series Artillery Droid Cl 12 
Medium droid (4th-degree) soldier 12 

Force 1 

Init +8; Senses low-light vision; Perception +13 
Languages Binary 

Defenses Ref 26 (flat-footed 24), Fort 26, Will 23 

hp 90; Threshold 31 

Immune droid traits 

Speed 6 squares (tracked) 

Ranged missile launcher + 15 (6d6+8, 2-squa re splash) or 

Ranged light concussion missile +15 (+5 against targets smaller than 
Huge) (4dl0+8x2, 2-square splash) 

Base Atk + 12; Grp + 14 

Atk Options Devastating Attack (heavy weapons), Doub le Attack (heavy 

weapons). Far Shot, Penetrating Attack (heavy weapons). Point Blank 
Shot, Precise Shot, Sniper, Triple Attack (heavy weapons) 

Special Actions Battle Analysis, Indomitable, Tough as Nails 

Abilities Str 12, Dex 14, Con -, Int 10, Wis 10, Cha 8 

Talents Battle Analysis, Devastating Attack (heavy weapons), Indomitable, 
Penetrating Attack (heavy weapons). Tough as Nails, Weapon 

Specialization (heavy weapons) 

Feats Armor Proficiency (light, med ium), Coordinated Attack, Double 

Attack (heavy weapons). Improved Damage Threshold, Improved 
Defenses, Far Shot, Point Blank Shot, Precise Shot, Sniper, Triple Attack 

(heavy weapons), Weapon Focus (heavy weapons). Weapon Proficiency 
(heavy weapons, pistols, rifles, sim ple weapons) 

Skills Perception + 13 

Systems tracked locomotion, 2 tool appendages, basic processor, 
improved sensor package, integrated comlink 

Possessions 2 missile launchers with 4 magazines, light concussion 

missile launcher with 2 light concussion missiles 
Availability Military; Cost 30,000 

The VX series artillery droid is one of the oldest but most reliable military 
droid models in the galaxy, The earl iest models of the VX series artillery droid 

date back thousands of years to the time when the Czerka Corporation began 

supplying the droids to both sides of the Jedi Civil War, Since that time, the " 
technology behind the VX series has always been upgraded to stay with the 

times, but the basic design of the droid has remained the same. The VX series 

droid has been used in almost every major galactic conflict, and continues 
to be a favorite of militaries of all kinds. 

VX series artillery droids can't be played as droid heroes. 

ARTILLERY DROID 
ENCOUNTERS 
The VX series droid works best when it does not have to be on the front lin~ 
of a battle. As an artillery droid, the VX series droid can stay far behind any 

other combatants and unleash a rain of miss iks down on its opponents. 

Arti llery droids work well when teamed with military units (including soldiers 
and mercenaries), and can be particularly devastating aga inst large groups of 

tightly clustered enemies. Despite their good Reflex Defens e, ar t illery droids 

are vulnerable to close- range attacks (particularly melee attacks, since these 
droids have no weapons to make close-range attacks of the ir own) and are 

usually paired with allies that can kee p their enemies at bay. 

LIGHT CONCUSSION 

MISSILE LAUNCHER 

Heavy Weapon 

The light concussion missile launcher is an antivehicle weapon used b 

military units on battlefields where star fighters and heavy artillery are 

often present. A light concussion missile launcher fires a s'ngle missil 
at a target on each attack, and the Rapid Shot feat cannot be used ,n 

conjunction with a light concussion missile launcher. The missile has a 

2-square splash, and attacks with a light concussion missile launcher on 
targets smaller than Huge take a -10 penalty to their attack ro lls. 

Light Concussion Missile Launcher: Size Large; Cost 4,000 ; Rate 

ofFire S; Weight 18 kg; Availability Military. 

Light Concussion Missile: Cast800; Oamage4dlOx 2; Stun Damage 
-; Weight 10 kg; Type Slashing; Availability Military. 



AS S ASSIN DROID 

ASN-121 Assassin Droid CL 9 
Small droid (4th-degree) soldier 9 
In it +12; Senses darkvision, low-light vision; Perception + 11 
Languages BasIc, Binary, 1 unassigned 

Defenses Ref 26 (flat-footed 23). Fort 20, Will 21 
hp 74; Threshold 25 
Immune droid traits, security scans 

Speed 9 squares (flying) 
Melee claw +8 (1d3+3) 
Ranged sniper blaster. + 12 (3d8+4) 
Base Atk +9; Grp +7 
Atk Options Cover Fire, Deadeye, Devastating Attack (pistols). 

Penetrating Attack (pistols), Point Blank Shot, Precise Shot, Running 
Attack, Sniper 

Special Actions Battle Analysis 

Abilities Str 8, Dex 16, Con -, Int 12, Wis 14, Cha 10 
Talents Battle Analysis, Cover Fire, Demolitionist, Devastating Attack 

(p'stolsl. Penetrating Attack (pistols) 
Feats Armor Proficiency (light, medium), Deadeye, Improved Damage 

Threshold, Point Blank Shot, Precise Shot, Running Attack, Sniper, 
Weapon Focus (pistolsl. Weapon Proficiency (pistols, rifles, simple 
weapons) 

Skills Initiative + 12, Knowledge (Tactics) + 10, Mechanics + 10, Perception 
+11, Stealth + 12 

Systems flying locomotion, improved sensor package, darkvision, internal 
storage (2 kg), heuristic processor, quadanium shell (+3 armor), 1 claw 
appendage, 2 tool appendages, one with stabilized mount 

Possessions sniper blaster (treat as heavy blaster pistol) 
Availability Military; Cost 5,730 

Immune to Security Scans-When ordered to do so, these droids emit 
energy beams that render them immune to electronic observation of 
any kind. 

One of the deadliest assassin droids is the dreaded ASN-121. In addition to 
being fast and maneuverable, the ASN-121 is intelligent enough to under­
stand and execute a wide variety of attack strategies, while also being flexible 
enough to alter its strategies if circumstances change. Its versatile weapons 
and equ ipment and the added flexibility of being able to carry grenades, 
deadly animals such as kouhuns (page 113). and other small cargo makes it 
suitable for many types of assassination attempts. In addition , these droids 
car emit jamming beams that make them invisible both to security scans 
anc to other droids, allowing them to remain unseen in the cities of the Core 

Worlds and the palaces of the rich and powerful. An active ASN-121 droid 
can be noticed only by vigilant living guards. 

These droids were originally developed for use by intelligence agencies 
for both assassination and gathering covert intelligence. However, they are 
now primarily used by freelance assassins, and most are produced in illegal 
droid factories. 

ASN- 121 assassin droids can't be played as droid heroes. 

ASSASSIN DROID ENCOUNTERS 
ASN-121 droids are rarely seen except when they are sent on missions. The 
sight of an ASN-121 droid always means that trouble is near, and usually 
means that an attempt will be made on someone's life very shortly. Older 
and more experienced units often become more of an equal partner than a 
servant to the assassin who owns them, and units fitted with a vocabulator 
are frequently capable of helping their owner formulate plans for an assas­
sination. ASN-121 droids that become independent often set themselves up 
as especially discreet freelance assassins. 

o
In addition, a few wealthy criminals purchase ASN-121 droids to foil 

assassinations or other attacks. Some crime bosses keep one of these units 
close by and order it to kill anyone who threatens them. 
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A S T ROM E C H OR O lD 

R3 Series Astromech Droid CL 1 
Small droid (2nd-degree) nonheroic 3 

Init +4; Senses darkvision, low-light vision ; Perception +3 

Languages Basic, Binary, 2 unassigned 

Defenses Ref 14 (flat-footed 11). Fort 9, Will 10 

hp 10; Threshold 9 

Immune droid traits 

Speed 6 squares (wheeled). 4 squares (walking) 


Melee electroshock probe + 1 (ld8 ion) 


Base Atk +2; Grp +0 


Abilities :3tr 9, Dex 16, Con -, Int 15, Wis 10, Cha 7 

Feats Skill Focus (Mechanics), Skill Focus (Use Computer). Skill Training 

(Pilot). Toughness 

Skills Knowledge (physical sciences) +9, Mechanics + 15, Perception +3, 

Pilot +9, Stealth +9, Use Computer + 13 

Systems wheeled locomotion, walking locomotion, magnetic feet. 

heuristic processor, 6 tool appendages, 1 claw appendage, 1 telescopic 

appendage, diagnostics package, integrated comlink, internal storage 

(2 kg). improved sensor package, darkvision 

Possessions astrogation buffer (storage device, 5 memory units). 

circuiar saw, electric arc welder, electroshock probe, fire extinguisher, 

holoprojector, holorecorder @ 
Availability Military; Cost 10,000 ID 
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After the huge success of the R2 model (Sf 198), Industrial Automaton 

rushed to take advantage of its new dominance in the droid market and 

created two new droid models, the R3 and the R4, to be promoted to h"o 
totally different sets of customers-high-tech government agencies <lnd 

low-income urban consumers. 

The R3 unit was marketed directly to military organiza tions, particularly 

the Galactic Republic, the Empire, and the New Republic, due to the specia l ­

ized and sensitive nature of the droid's programming. Sporti ng t he new Intel ­

lex V computer system, which can store detailed schematics for thoU5an~ 

of starships at any given time, the droid is able to perform effectively wi th 

hundreds of different operational groups aboard la rge-scale capital ships 

With the exception of its transparent dome that shows off the nev.' 

computer system and allows its sensors a greater range, the R3 is almost 

identical in appearance to the more successful R2 unit, in clud ing the colored 

trim on its white chassis. 

During lA's initial production run of the R3 line, the Galactic Republ ic 

purchased about 125 million units, and the Empire extended the contrac 

to buy even more to be stat ioned throughout the galaxy. 

R3 series astromech droids can be played as droid heroes. 

R3 SERIES ASTROM E CH OROI D 
ENCOUNTERS 
Originally designed to be a military droid, the R3 can be seen most commonl 

inside military installations and starships, including Imperial Star Destroyers 

and both Death Stars. Droids of this series are used in many capacities and, 

though they work well with any type of military support group, are mas! 

commonly found accompanying astrogators, gunnery tea ms, majntena~ 

details, and security squads. Although it was not originally designed t, 

work in a starfighter, the droid can also be found assisting pilots of all 

types, especially since R3s are able to store up to fi ve sets of hyperspac"C' 

coordinates at one time. 

Aside from military applications, R3 units can also be found working for 

civilian governments. It is not uncommon to find the droid assisting in all 

levels of government, from city clerks and datapad pushers all the way to 

magistrates, Moffs, and even assistants to the Chancellor or Emperor. 

Despite the fact that R3 droids are commonly found wi th military units. 

they tend not to get involved with any combat act ions around them. Instead. 

they look for the nearest cover to get out of the way of the soldiers that are 

involved in the fight. If possible, R3s will plug into a computer netwon:. to 

provide support for the troops or communicate with headquarters to advise 

it of the attack and call for reinforcements if necessary. 



R 4 SERIES ASTROMECH DROID 
Like the R3 series, the R4 was designed after the success of its predecessor, 

the R2. However, the R4 was created to appeal to lower-income users who 

did not own starfighters but might have speeders or other devices that would 

break down regularly. The R4 was made to be durable but inexpensive, caus­

in g it to be extremely popular with residents of the Outer Rim Territories. As 

a result , a large number of these droids continue to operate for many years 

after their construct ion. 

The R4 droid is quite versatile and able to perform many functions within 

the scope of its programming. Although starfighter work was not originally 

conceived for the R4, high demand from various organizations prompted the 

creation of a starfighter variant with the recognizable curved dome from 

the R2 series instead of the truncated cone found on the standard model . 

lA's review of R4-P17 's rebuilt body and integration into Obi-Wan Kenobi's 

Aethersprite fighter by Anakin Skywalker inspired the cosmetic changes for 

the R4's designed strictly for starfighter work. 

Many of the features available through previous models, such as video 

displays and fire extinguishers, were not made available in the R4 to cut 

down on production costs. As a result, the R4 has more internal storage 

than normal for a droid of its size . 

R4 series astromech droids can be played as droid heroes. 

R4 Series Astromech Droid CL 1 
Small droid (2nd-degree) non heroic 2 

Init +3; Senses darkvision; Perception + 1 

Languages Basic, Binary, 1 unassigned 

Defenses Ref 13 (flat-footed 11). Fort 9, Will 10 

hp B; Threshold 9 

Immune droid traits 

Speed 6 squares [wheeled)' 4 squares (walking) 


Melee electroshock probe +0 (l dB ion) 


Base Atk +1; Grp -2 


Abilities Str 9, Dex 14, Con -, Int 13, Wis 10, Cha 10 

Feats Skill Focus (Mechanics). Skill Focus (Use Computer). Skill Training 

(Pilot) 

Skills Mechanics + 14, Pilot +8, Stealth +8, Use Computer + 12 

Systems wheeled locomotion, walking locomotion, heuristic processor, 6 

tool appendages, 1 claw a;Jpendage, diagnostics package, integrated 

comlink, internal storage [8 kg). darkvision 

Possessions circular saw, electric arc welder, electroshock probe, tool kit 

Availability Licensed; Cost 2,500 

R4 Series Astromech Droid Encounters 
Much like the R3 series, the R4 can be found virtually everywhere in its 

intended market, most often on Outer Rim worlds. Since the personality 

programmed into the R4 was more successful than expected, being more 

friendly and loyal than even the R2, most owners come to treat their droid 

as more of a pet or companion rather than a servant. As a result, the droid's 

memory is typically not wiped unless it changes owners-and not always 

even then. 

Even though the low-income user in the Outer Rim was the original sales 

target, other people throughout the galaxy have seen the merits of owning 

a R4 droid. Some owners like the appeal of the droid's pleasant personal i ty 

and used it in such capacities as assisting salespeople in retail stores as far 

coreward as Coruscant and serving drinks in some of Drd Mantell's lower­

end casinos. R4s have worked aboard space transports as well. such as the 

Tantive IV, operating alongside R2 units performing jobs more fitting for an 

astromech droid. In service to the Empire, a few R4s equipped with magnetic 

fault sensors were used to detect flaws and weak spots in the first Death 

Star's atmosphere containment fields. 

Some R4 droids have turned up in the hands of the Rebellion, serving in a 

multitude of ways from computer assistants to messengers and from repair 

assistants to starfighter astrogators. The Rebellion appreciated the model's 

low cost and extensive knowledge of general-purpose vehicles, earni ng the 

droids a place on many Alliance bases and in Mon Calamari hangar bays. 

Although the R4 line was not originally intended to see combat , many 

units witnessed and participated in more battles than even the R3, espe cia lly 

the R4 starfighter variant, and thus the R4 is second only to the R2 as far 

as flight experience is concerned. R4s tend to be a little braver than other 

droids when it comes to a fight. A few have even been eager to jump in to 

the fray to help their masters, only to find themselves overwhelmed and 

quickly dispatched. 

R5 SERIES ASTROMECH DROID 
Industrial Automaton created the R5 series not because of any need. but 

simply because it could. Because the droid had no real market, the R5 turned 

out to be the company's first true failure. The design cut even more corners 

than the R4, creating a droid susceptible to many technical problems that 

included chronic overheatin g, jammed servos, loose bearings, blown motiva ­

tors, and personality glitches. Unfortunately for lA, large quantities of the 

droids had already been built by the time the miserable early sales re sults 

became known. Each sales season that followed was worse than the one 

before, until finally Industrial Automaton quietly retired the R5 line. 

The R5 comes equipped with many of the standard features found in t he 

R2, including a heavy grasper arm with a 25 kg lifting capacity and a fine 

manipulator arm with an accuracy rating of less than 1 micrometer. Regard ­

less of these functions, the droid does not perform well in many situations, 

including starfighters, due to its ability to store only one set of hyperspace 



coordinates at a time. In an attempt to combat its deficiencies, many users 

modify the droid to be more useful. 

Although the RS unit has a chassis similar to the R2, its bulky head makes 

the droid less attractive to pilots because it creates a larger target profile 

for enemy fire. 

RS series astromech d roids can be played as droid heroes. 

R5 Series Astromech Droid CL 1 
Small droid (2nd-degree) non heroic 2 

Init + 1; Senses darkvision, low-light vision; Perception +3 

Languages Basic, Binary 

Defenses Ref 11 (flat-footed 11), Fort 9, Will 10 

hp S; Threshold 9 

Immune tiroid traits 

Speed 6 squares (wheeled)' 4 squares (walking) 

Melee electroshock probe +0 (ld8 ion) 

Base Atk + 1; Grp -4 

Abilities Str 9, Dex 10, Con -, Int 10, Wis 10, Cha 7 

Feats Skill Focus (Mechanics), Skill Focus (Use Computer), Skill Training 

(Mechanics) 

Skills Mechanics +13, Perception +3, Stealth +6, Use Computer +11 

Systems wheeled locomotion, walking locomotion, magnetic feet , 

heuris tic processor, 6 tool appendages, 1 claw appendage, 1 telescopic 

appendage, diagnostics package, integrated coml ink, internal storage 

I 
(2 kg), improved sensor package, da rkvision 

Possessions circular saw, electric arc welder, electroshock probe, fire 

extinguisher, holoprojector, holorecorder 

Availability Licensed ; Cost 1,SOO 

R5 Series Astromech Droid Encounters 
Even though the RS is not viewed very highly by droid purchasers, it does 

come equipped with many of the same systems and equipment as the R2. 

Those who are looking for a really cheap droid take a chance on the RS. 

Many RSs can be found in the Outer Rim in the hands of owners needing 

some sort of help. Some are working on various types of farms, and a number 

of repair shops bought an RS with the idea that it was better to own an RS 

than nothing at all to help with repair work. 

Some of those who own RS droids belong to less than honorable organi­

zations, such as the Hutt clans. Mercenaries are known to use th e droids as 

covert scouts or even as makeshift decoys in the battlefield, taking advantage 

of the droid's holoprojector. 

The Rebellion acquired a large number of RS units and modified them to 

work with some of their pilots, adding an astrogation buffer to hold up to six, 

seven, or even ten sets of hyperspace coordinates in active memory. 

When it comes to conflict. RSs tend to be outright cowards. Droid pm­

grammers are puzzled why so many of the same droid line developed this per­

sonality quirk, much to the chagrin of thei r pilot owners. One perfect example 

was RS-D2 under the ownership of Rogue Squadron's Wedge Ant illes. Th~ 

droid's horrified shrieks during a dogfight infuriated the sq uadron leader s:o 
much that he had the droid's memory wiped and the droid renamed. 

R7 SERIES ASTROMECH D R O IO 
After Grand Admi ral Thrawn's return and the resurgence of the Empire. 

Industrial Automaton collaborated with FreiTek to create a new astromech 

droid for the new E-wing f ighter. But the attack at Mon Calamari by the 

Empire's World Devastators forced the droids into service be fore final rest ­

ing could be completed. 

The most sophisticated astromech droid to date, the R7 can perfo 

multitasking at incredible speed and can store up to fi f teen hyp~~pace 

coordinates in its active memory. Its major drawback is that it was designed 

specifically for the E-wing and does not perform as well in other starfight ­

ers, receiving a -4 penalty to all skill checks if installed in any figh ter other 

than an E-wing . 

The R7's silhouette is very similar to the R2, but its domed head hosts a 

triangular radar eye that immediately sets it apart from its predecessor, 

R7 series astromech droids can be played as droid heroes. 

R7 Series Astromech Droid CL 2 
Small droid (2nd-degree) nonheroic 6 

In it +11; Senses darkvision, low-light vision; Perception +6 

Languages Basic, Binary, 3 unassigned 

Defenses Ref 14 (flat-footed 11), Fort 9, Will 11 

hp 21; Threshold 9 

Immune droid traits 

Speed 6 squares (wheeled), 4 squares (walking) 


Melee electroshock probe +4 (ld8 ion) 


Base Atk +S; Grp +3 


Abilities Str 9, Dex 16, Con -, Int 16, Wis 12, Cha 10 

Feats Skill Focus (Knowledge [physical sciences]), Skill Focus (Pilot!. Skill 

Focus (Use Computer), Skill Training (Initiative). Toughness 

Skills Initiative + 11, Knowledge (physical sciences) + 16, Mechanics +13, 

Perception +6, Pilot +16, Stealth + 11, Use Computer + 16 

Systems wheeled locomotion, walking locomotion, magnetic feet , 

heuristic processor, 4 tool appendages, 1 claw appendage, 1 telescopic 

appendage, diagnostics package, integrated comlink, in ternal storage 

(1 kg), improved sensor package, darkvision 

Possessions circular saw, electric arc welder, electroshock probe, fire 

extinguisher, holoprojector, holorecorder 

Availability Military ; Cost 8,000 



R7 Series Astromech Droid Encounters 
The most li kely place to find an R7 is in the hangar bay near the E-wing fighter 

with wh ich it is associated . The droid might be performing any number of 

duties, ranging from running diagnostics on the f ighter's systems to assisting 

the hangar technicians with ship repairs or helping its pi lot calibrate the ship 

for takeoff. If it is part of a squadron, the R7 might be working with other 

astromech droids to help finish a complex task, if not trying to take charge 

of the operation over older models. This behavior is due to the bel ief held by 

many R7s that they are superior to other droids, including the R2 series. 

Because most people believe the R7 to have little versatility, they would 

not likely believe that the droid could perform other funct ions beyond its 

programming . For this reason alone, intelligence agents have been known to 

put down a little extra cash to obtain an R7 and modify it for use in covert 

ops. Most people would not suspect an R7 to be slicing into a computer 

net work, let alone gathering information for an enemy spy and secretly 

transmitting it to that individual on a regular basis. 

Encounters with R7 droids outside a hangar bay are uncommon, since 

each typically wants to stay close to its ship as often as possible. The attitude 

exhib i ted by the droid appears almost motherly in nature. As a result, any 

threat posed toward its E- wing will be met fiercely by the droid, and it will 

not cease using all means at iys disposal to dr ive away an intruder until it is 

ca ll ed off by its master, shut down, or destroyed. 

R2-R SERIES ASTRDMECH 
ORDID 
The R2-R series astromech droid is a variant on the wildly popular R2 series 

droid designed specifically for use with Incom Corporation starfighters. Th~ 

R2-R was designed to interact with the Recon-X starfighter (and adapted 

for use with the Y-wing Longprobe starfighter). The R2-R astromech droid 

boasts advanced data analysis software and extensive scout ing software t hat 

allows it to act as a "second man" on scouting and exploration missions. R2-R 

series astromech droids are capable of flying reconnaissance ships, operating 

sensors, monitoring local communications frequencies, and performing man 

of the more menial and routine tasks on scouting missions, freeing the shi p's 

pilot to handle tasks that require more skill and ingenuity. 

R2-R Series Reconnaissance Astromech Droid CL 1 
Small droid (2nd-degree) scoundrel 1 

Init +2; Senses darkvision, low-light vis ion; Perception +6 

Languages Binary, 2 unassigned (understand only) 

Defenses Ref 16 (flat-footed 14), Fort 10, Will 13 

hp 24; Threshold 10 

Immune droid traits 

Speed 6 squares (wheeled), 4 squares (walking) 


Ranged hold-out blaster pistol +2 (3d4) 


Base Atk +0; Grp -3 


Atk Options Point Blank Shot 


Abilities Str 9, Dex 14, Con -, Int 14, Wis 12, Cha 7 

Talents Trace 

Feats Point Blank Shot, Skill Focus (Use Computer), Weapon Proficiency 

(pistols, simple weapons) 

Skills Deception +3, Gather Information +12, Mechanics +7, Perception 

+6, Pilot +7, Stealth +7, Use Computer +12 

Systems wheeled locomotion, walking locomotion, magnet ic feet, 

heuristic processor, 6 tool appendages, 1 claw appendage, darkvision, 

diagnostics package, improved sensor package, internal storage (2 kg) 
Possessions hold-out blaster pistol, astrogation buffer (storage device, 10 

memory units), data storage unit (storage device, holds up to 50 hours 

of holorecording or 50,000 holo images), holorecorder, holoprojector 



BATTL.. E O RDID 

B3 Series Ultra Battle Droid CL 3 
large droid (4th-degree) non heroic 9 

Init +4; Senses low-light vision; Perception + 12 

Languages Basic, Binary 

Defenses Ref 17 (flat-footed 16), Fort 17, Wilill 

hp 42; Threshold 27 

Immune droid traits 

Speed 8 squares (walking) 

Melee unarmed + 13 (ld4+8) 

Ranged 2 heavy repeating blasters +7 each (3dlO+2) or 

Ranged 2 neavy repeating blasters +2 each (5dl0+2) with Burst Fire or 

Ranged flamethrower +7 (3d6+1, 6-square cone) or 

Ranged missile launcher +7 (6d6+1, 2-square splash) 

Base Atk +6; Grp +18 

Atk Options autofire (heavy repeating blasters), Burst Fire 

Abilities Str 24, Dex 13, Con -, Int 10, Wis 12, Cha 8 

Feats Armor Proficiency (light, medium), Burst Fire, Dual Weapon Mastery 

I, Weapon Proficiency (heavy weapons, rifles, simple weapons) 

Skills Perception + 12 

Systems walking locomotion, remote receiver, backup processor, 

quadanium battle armor (+7 armor), hardened systems (2), integrated 

com link, improved sensor package, 2 hand appendages, 4 tool @ 
appendagesl\l 

@ Possessions 2 heavy repeating blasters, flamethrower with 2 chemical 

cartridges, missile launcher with 2 magazines ~ Availability Military; Cost 13,400 

The B3 series ultra battle droid occupies an intermediate position between 

the inexpensive Bl and B2 series battle droids (Sf 199) and the exceptionally 

deadly but exceedingly expensive Droideka Series destroyer droid (Sf 200). 

At less than two-thirds the cost of the Droideka, B3 battle droids can be 

used in considerably greater numbers, but remain heavy-duty shock troops 

that are reserved for especially difficult conflicts. Standing nearly 5 meters 

tall , these droids are too large to use in confined quarters but are otherwise 

devastatingly effective on the battlefield. The B3's mix of both long-range 

and area weapons allows it to be used in a wide variety of conflicts and to 

take on almost any opponents. In addition, its backup processor allows it to· 

function independently. 

B3 series ultra battle droids can't be played as droid heroes. 

B3 SERIES UL.TRA BATTL.E 
CRDID ~ENCDUNTERB 

Used primarily by the Trade Federation, B3 series ul tra battle droids most 

often serve as frontline troops for attacks against well-defended or heavi 

fortified positions. Their size, power, and number of armaments allow them 

to swiftly overwhelm most opponents. They are regularly used in place of 

Droideka destroyer droids when budget considerations prohibi t the U~ of 

those more expensive droids. As a result, many medium-security installa­

tions owned by the Trade Federation are guarded by B3 battle droids. In 

addition, B3 droids are also occasionally sold to local military organizations 

that cannot afford either larger or more expensive military droids. On man 

remote worlds, B3 droids are the heaviest and most power fu l droids on thl' 

field of battle. On these worlds, they are also often called ou t to help put 

down riots or rebellions, and the sight of even a handful of these ma.ssi~ 

droids striding onto the field of battle lets any would-be revolut ionaries know 

that their enemy is both well defended and willing to give no Quarter. 



B3-A SERI E S ULTR A BAT TLE 
OROID 
The B3-A series ultra battle droid is a powerful and deadly modification of 
the B3 battle droid. Instead of relying on a remote processor, B3-A droids 
have internal heuristic processors that give them a high degree of both intel­
ligence and independence. Physically, the B3-A is identical to an ordinary 
B3 battle droid, with the exception of its processor and the addition of a 
secondary battery. However, its programming is far more sophisticated, 
and it has an excellent knowledge of tactics. Its extra battery allows it to 
operate on long missions, far from any support, and so it is most often used 
as c. commando unit. 

B3 -A series ultra battle droids can't be played as droid heroes. 

B3-A Series Ultra Battle Droid CL 5 
Large droid (4th-degree) soldier 5 
Init +8; Senses low-light vision; Perception + 10 
Languages Basic, Binary, 1 unassigned 

Defenses Ref 19 (flat-footed 18), Fort 24, Will 16 
hp 72; Threshold 34 
Immune droid traits 

Speed 8 squares (walking) 
Melee unarmed + 13 (1 d4+9) 
Ranged 2 heavy repeating blasters +7 each (3dlO+2) or 
Ranged 2 heavy repeating blasters +2 each (5dlO+2) with Burst Fire or 
Ranged flamethrower +7 (3d6+2, 6-square cone) or 
Ranged missile launcher +7 (6d6+2, 2-square splash) 
Base Atk +6; Grp + 18 
Atk Options autofire (heavy repeating blasters), Burst Fire, Devastating 

Attack (heavy weapons), Penetrating Attack (heavy weapons), Point 
Blank Shot 

Special Actions Battle Analysis 

Abilities Str 24, Dex 13, Con -, Int 12, Wis 12, Cha 8 
Talents Battle Analysis, Devastating Attack (heavy weapons), Penetrating 

Attack (heavy weapons) 
Feats Armor Proficiency (light, medium), Burst Fire, Dual Weapon Mastery 

I, Point Blank Shot, Weapon Proficiency (heavy weapons, pistols, rifle, 
simple weapons) 

Skills Perception + 10, Initiative +8, Knowledge (tactics) +8, Mechanics 
+8 

Systems walking locomotion, heuristic processor, quadanium battle armor 
(+7 armor), hardened systems (2), integrated comlink, improved sensor 
package, 2 hand appendages, 4 tool appendages, secondary battery 

Possessions 2 heavy repeating blasters, flamethrower with 2 chemical 
cartridges, missile launcher with 2 magazines 

Availability Military; Cost 16,200 

B3-A Series Ultra Battle Droid Encounters 
B3-A droids are most often used for commando raids on remote or heavily 
guarded enemy encampments. A typical mission consists of one or mor~ 
probe droids performing initial reconnaissance and relaying the informa­
tion they gather to a small squad of B3-A droids, which attack swift ly and 
attempt to overwhelm their enemies with both surprise and the force of 
their weapons. Often a small team of B3-A droids is used as a surgical strike 
force. A well-shielded landing shuttle secretly drops between five and twenty 
of these droids near their target. The droids attack and , if possible, destroy 
this objective, leaving no survivors or records. Afterward, they climb back in 
their shuttle and depart the world, leaving only smoking ruins and mystery 
behind them. Both the Trade Federation and several other smaller groups use 
these droids to destroy potential threats and to eliminate small and poorly 
defended commercial rivals. 

10 SERIES LANCER ORDID 
The IG series lancer droid wa s invented during the Clone Wars to serve as 
a more mobi le ground unit in urban environments. Deployed with success 
on Muunilinst, IG series battle droids devastated Republic forces unt il they 
were stopped by the Jedi. These droids boast energy lances (simila r to force 
pikes) that increase the droid's reach, an advantage the droids enjoy against 
Jedi whose close-quarters combat abilities are devastating against droid 
forces. 

IG Series Battle Droid CL 2 
Medium droid (4th-degree) non heroic 6 
Init +11; Senses Perception +3 
Languages Binary 

Defenses Ref 13 (flat-footed 10), Fort 12, Will 10 
hp 15; Threshold 12 
Immune droid traits 

Speed 6 squares (walking) 
Melee energy lance +6 (2d8+4) or 
Melee energy lance +4 (3d8+4) with Rapid Strike or 
Melee energy lance +8 (3d8+7) with Powerful Charge and Rapid Str ike 
Base Atk +4; Grp +7 
Atk Options Powerful Charge, Rapid Strike, Running Attack 

Abilities Str 14, Dex 16, Con -, Int 13, Wi s 10, Cha 8 
Fe!lts Powerful Charge, Rapid Strike, Running Attack, Weapon Proficiency 

(advanced melee weapons, pistols, rifles, simple weapons) 
Skills Initiative + 11 , Pilot + 11 
Systems walking locomotion, remote processor, 2 hand appendages, 

internal comlink, vocabulator 
Possessions energy lance (as force pike, + 1 square reach) 
Availability Military; Cost 2,700 



Buzz DROID 

Pistoeka Buzz Droid CL 3 
Tiny droid (4th-degree) soldier 3 

Init +11; Senses low-light vision; Perception + 10 

Languages Basic, Binary 

Defenses Ref 21 (flat-footed 16). Fort 11, Will 15 

hp 41; Threshold 11 

Immune droid traits 

Speed 8 squares (flying). 4 squares (walking) 

Melee vibrosaw +8 (2d4+ 1) 

Ranged p'lasma cutting torch +8 (2d6+1) 

Fighting Space 1 square; Reach 0 squares 
Base Atk +3; Grp -2 

Atk Options Devastating Attack (advanced melee weapons), Penetrating 

Attack (advanced melee weapons). Point Blank Shot 

Abilities Str 6, Dex 20, Con -, Int 10, Wis 14, Cha 8 

Talents Devastating Attack (advanced melee weapons). Penetrating 

Attack (advanced melee weapons) 

Feats Armor Proficiency (light, medium). Point Blank Shot, Weapon 

Finesse, Weapon Proficiency (advanced melee weapons, pistols, rifles, 
simple weapons) 

Skills Initiative +11, Mechanics +6, Perception +10, Stealth +16 

Systems flying locomotion, walking locomotion (limited). extra leg, 

magnetic feet, basic processor, integrated comlink, durasteel shell (+4 
armor). improved sensor package, 2 tool appendages with stabilized 

mounts, 1 claw appendage 
Possessions vibrosaw (treat as vibrodagger). plasma cutting torch (treat 

as blaster pistol) 
Availability Military; Cost 11,400 

The Pistoeka buzz droid is one of the most widely produced in-battle sabotage 
droids. It is specifically designed to be loaded into discord missiles and fired 

into battle formations at starfighters and other similarly sized starships. The 

discord missile flies into the battle formation at high acceleration and then 

splits apart , revealing a trio of buzz droids. When packed into a missile or 
seeking a target , buzz droids fold themselves into their armored spherical 

shells. When they come within range of a target, the buzz droids open their 

shells, extend their magnetic feet, and lock themselves onto their target. Ther;l 
the droids use their cutting arms and laser cutters to disable or destroy the 

target. Buzz droids' programming is relatively sophistica ted, allowing them 

to rapidly decide upon the most effective tactics for rendering their target 
helpless. If they destroy their first target, buzz droids are programmed to 

detach themselves and seek out a new target. 

Pistoeka buzz droids can't be played as droid heroes. 

PISTOEKA Buzz DROID 
ENCOUNTERS 
Fully intact buzz droids are most commonly found in large space or aO 
battles, where massive numbers of them are sent out to overwhelm the 

enemy's ships. The military produces and uses them in vast quantities because 

five of these droids are cheaper than one TIE fighter. As a r~ sult , they art 

essentially built to be disposable. After a battle, those buzz droids that art 
capable of flying back to the nearest friendly capital ship do so, while all 

the rest are left for salvage. 

DISCORD MISSIL..E ~AUNCHER 
The discord missile launcher is a weapon that can be installed on arry 

vehicle or starship of Huge size or larger. When a discord missile r.; 
fired, the gunner makes an attack roll against a squa re within the 
weapon's range (Reflex Defense 10). If successful, the discord missile 
breaks open in the target square and releases three buzz droids (whit 

appear in separate squares adjacent to the target square). At slarsh'p 
scale, when the weapon breaks open, it fills the target square with its 

buzz droids. When a veh icle enters a square occupied by one Of more 

buzz droids, the buzz droids can make an immediate melee attack as a 

reaction against the vehicle with an additional +5 equipment bonus t 
their attack rolls. If the attack succeeds, the buzz droid latches onto the 

vehicle and automatically moves when the vehicle moves. 

Discord Missile Launcher: Emplacement Points 2; Avoj/abi/ir 
Restricted; Cost 4,000. 

Discord Missile: Damage Special; Availability Restri cted; CDS< 
1,000. 



CONSTRUCTION OROID 


Used primarily in the demolition and reconstruction of buildings on urban­

ized worlds, the EVS construction droid is a massive automaton that has 

been used on Coruscant and other worlds for decades. These titanic droids 

:ower over the urban landscape and are used to tear down old, dilapidated 

bu ;ldings, process the salvaged raw materials, and use them to construct 

state-of-the-art facilities and structures. The droid is equipped with tools 

designed to help make the demolition process go more smoothly; a plasma 

cutter s:ices quickly through girders and other metal objects, and an implo­

sion wrecking ball (which emits sonic blasts that shatter permacrete) brings 

down more solid sections of the buildings. 

Like many other 5th-degree droids, the EVS construction droid does not 

have much in the way of a personality, and as a result it can be very difficult 

for er.gineers and architects to deal with. Over time, even with regular main­

tenance and memory wipes, an EVS droid will develop a stubborn streak that 

makes it resistant to new programming. As a result, programming a demoli­

tion and construction project into an EVS construction droid requires three 

days of work (and a DC 30 Use Computer check)' which has the side benefit 

of maki1g the droid difficult to hijack for unscrupulous activities (though 

most of tne droid's programmers hardly consider this much of a feature). 

EVS construction droids can't be played as droid heroes. 

EVS Construction Droid ClB 
Colossal droid (5th-degree) nonheroic 15 

Init +5; Senses Perception +6 

languages Binary 

Defenses Ref 6 (flat-footed 6). Fort 10, Will 9 

hp 137; Threshold 65 

Immune droid traits 

Speed 8 squares (walking) 

Melee 2 claws +31 each (2d8+20) 

Ranged plasma cutter" +10 (3d6) or 

Ranged implosion wrecking ball" + 10 (3dl0") 

Fighting Space 12x12; Reach 4 squares 

Base Atk + 11; Grp +51 

Atk Options Crush, Pin, Point Blank Shot, Throw 

Abilities Str 50, Dex 6, Con -, Int 8, Wis 8, Cha 4 

Feats Armor Proficiency (light, medium), Crush, Improved Damage 

Threshold, Pin, Point Blank Shot, Skill Training (Endurance), Throw, 

Weapon Focus (simple weapons). Weapon Proficiency (simple 

weapons) 

Skills Climb +32, Endurance +32 

Systems walking locomotion, 2 claw appendages, 2 tool mounts, basic 

processor 

Possessions implosion wrecking ball, plasma cutter, duranium plating (+8 

armor) 

Availability Restricted; Cost 120,000 

'MaV attack anlv targets within the construction droid's reach. 
•• Deals double damage against objects, vehicles, and structures. 

CONSTRUCTION OROID 
ENCOUNTERS 
Most of the time, construction droids work along on a project. plodding 

away until the work is done with minimal outside assistance or interference. 

However, encounters featuring a construction droid can be far more exciting, 

especially in the middle of an urban environment. Imperial loyalists might try 

to hijack a construction droid, turning the lumbering machine loose on an 

unsuspecting population. In a less sinister encounter, a construction droid 

might go haywire, tearing chunks out of still-inhabited buildings or throwing 

raw materials across a city. 

Construction droid encounters usually involve the demolition of dilapi ­

datt':d buildings, and for that reason the combat arena might be littered with 

perils such as fallen girders and permacrete blocks, collapsing bridges, and 

broken buildings. Demolitions droids can be paired with construction droids 

for higher-level encounters, allowing the heroes to take down some large 

droids as they rampage through the city. 



D E MOLITIONS DROID 

GRZ-6B Demolitions Droid CL 8 
Gargantuan droid (5th-degree) nonheroic 16 

Init +8; Senses Perception + 14 

Languages Basic, Binary 

Defenses Ref 11 (flat-footed 11), Fort 22, Will 12 

hp 106; Threshold 47 

Immune droid traits 

Speed 8 squares (walking) 

Melee claw +12 (2d6+12) 

Ranged plasma cannon +24 (3dl0+8) 

Ranged I~ser cutter + 12 (3d8+8) 

Base Atk + 12; Grp +39 

Atk Options autofire (plasma cannon and laser cutter), Pin 

Abilities Str 35, Dex 10, Con -, Int 8, Wis 12, Cha 8 


Feats Armor Proficiency (light), Improved Damage Threshold, Pin, 


Skill Training (Mechanics)' Skill Training (Knowledge [technology]), 

Toughness, Weapon Proficiency (heavy weapons, simple weapons), 1 

unassigned 

Skills Knowledge (technology) + 12, Mechanics + 12, Perception + 14 

Systems walking locomotion, durasteel plating (+6 armor), integrated 

comlink, basic processor, 2 claw appendages 

Possessions plasma torch (treat as heavy blaster rifle), laser cutter (treat 

as light repeating blaster rifle) 

Availability Licensed; Cost 43,650 

The GRZ-6B demolitions droid is one of the largest and most powerful 

demolitions droids in common use. It is an enormous block on two legs with 

considerable mass. With a laser cutter in one claw and a plasma torch in the 

other, a GRZ-6B can rapidly disassemble anything from an aging residential 

tower to a wrecked starship, and its durasteel armor allows it to safely be 

used where debris might fall on it. Its intelligence is sufficient to enable it 

to distinguish salvageable parts from junk. 

When dismantling a building or vehicle, it separates out any reusable 

parts and stacks them for easy removal while it cuts up the unusable junk 

and shoves it in the gaping maw of the fusion furnace located in the middle 

of its torso. Here, powerful magnetic fields separate the plasma into its 

component elements, which are then recombined and stored inside the droid 

for later removal. In only a few hours, this droid can transform the hull of a 

ruined starship into a mixture of spare parts and ingots of pure duralloy or 

alusteel ready for industrial use. 

GRZ-6B demolitions droids can't be played as droid heroes. 

ORZ-S8 DEMOLITIONS DROID 
ENCOUNTE R S 
Found in scrapyards across the galaxy, the GRZ-6B is also in regular U5e on 

construction sites, where old buildings must be taken down to allow new 

construction. It is also one of the first droids sent in to deal with urban 

areas that have been badly damaged by warfare or natural di5asters. The 

GRZ-6B can assess the stability and general soundness of buildings.. It then 

demolishes all unstable structures, to prevent them fall ing down later, and 

clears away and recycles the rubble. 

The GRZ-6B- is a tireless worker, and because its built- in tools are also 

weapons, the owners of many scrapyards that employ these droids also 

order them to guard the premises when the business is closed. Although 

most retain the nonviolence programming that prevents them from directl 

harming sentient beings, some unscrupulous business people di5ab~ this 

software, while others rely on the fact that this droid can si mply harmle55 

grab and capture intruders and potential thieves, call the authorities. and 

hold its captives until help arrives. 



ESPIONAGE DROID 
The 3PX espionage droid is a governmental espionage droid built using the 
body of the popular 3PO protocol droid (Sf 198). To anything but a detailed 
intemal examination, it appears to be a standard 3PO protocol droid. The 3PX 
droid has all the programming and capabilities of the 3PO droid. However, it 
lacks the 3PO's programming for passive, nonviolent behavior. Instead, 3PX 
droids are capable of defending themselves with deadly force and regularly 
use vio lence to accomplish their missions. The 3PX is also considerably more 
physica lly capable than an ordinary 3PO droid, but is programmed not to 
reveal this fact except in emergencies or when it is not being observed . The 
restraining bolt that comes with ordinary 3PO units does not work, and the 
shutdown switch in the back of the droid's neck merely puts it into a low­
powe r wa iting mode. In this state, the droid appears to be off and registers 
as off to all sensors, but rema ins aware of its surroundings and can reactivate 
itself whenever it needs to do so. 

3PX espionage droids can't be played as droid heroes. 

ESPIONA.GE OROID 
ENCOUNTERS 
3PX espionage droids are designed to secretly infiltrate a location. Their owners, 
who are usually the local or Imperial government, either arrange to secretly 
replace an existing 3PO droid or deliver a 3PX unit when their target orders a new 
3PO droid. For the next few days, weeks, or months, the 3PX droid performs Ih 
duties assigned to it while also undertaking its true assignment. Th isassignmenl 
almost always involves acquiring data or some small object from the person or 
company it is ostensibly owned by and whom it is secretly spying upon. 

If discovered, an espionage droid attempts to flee. However, once it has 
acquired the desired information or object, the droid delivers the informa­
tion by using its integrated com link or hands off the object to a con tact and 
continues working for a day or two. Then the droid appears to break down 
and seemingly must be taken to a repair facility. The repair people who pic 
up the droid are agents working for the same agency that employed the 3P. 
droid. They deliver a normal3PO unit in return, leaving those the droidspied 
on unaware that anything unusual has occurred. 

3PX Espionage Droid CL 6 
Medium droid (4th-degree) nonheroic l/scoundrel 6 
Init +4; Senses low-light vision; Perception + 12 
Languages Basic, Binary, 1 unassigned; translator unit (DC 5) 

Defenses Ref 20 (flat-footed 18), Fort 17, Will 19 
hp 37; Threshold 17 
Immune droid traits 

Speed 6 squares (walking) 
Melee unarmed +4 (ld3+4) 
Ranged hold-out blaster pistol +3 (3d4+3) 
Base Atk +4; Grp +5 
Atk Options Dastardly Strike 
Special Actions Quick Draw 

Abilities Str 12, Dex 13, Con -, Int 14, Wis 15, Cha 15 
Talents Dastardly Strike, Gimmick, Master Splicer 
Feats Linguist, Quick Draw, Skill Focus (Persuasion)' Skill Training 

(Deception), Skill Training (Knowledge [bureaucracy)). Skill Training 
(Knowledge [galactic lore)), Skill Training (Perception), Skill Training 
(Stealth). Weapon Proficiency (pistols, simple weapons) 

Skills Deception + 10, Knowledge (bureaucracy) + 10, Knowledge (galactic 
lore) + 10, Knowledge (social sciences) + 1 0, Perception + 12, Persuasion 

' + 15, Stealth +9, Use Computer + 10 
Systems walking locomotion, heuristic processor, translator unit (DC 5), 

2 hand appendages, improved sensor package, internal storage (2 kg), 
integrated com link, vocabulator 

Possessions holorecorder, hold-out blaster pistol (in internal 
compartment) 

Availability Military; Cost 5,550 

http:ESPIONA.GE


INT E R ROO ATI O N O ROI D 

TO-O Interrogation Oroid 
Medium droid (1st-degree) nonheroic 9/soldier 1 

lnit +6; Senses low-light vision; Perception + 14 

Languages Basic, Bin ary, 1 unassigned 

Cl4 

Defenses Ref 16 (flat-footed 15). Fort 14, Will 13 

hp 29; Threshold 14 

Immune droid traits 

Speed 6 squares (wheeled) 


Melee 2 claws +9 each (ld4+ 1) or 


Melee stun baton +9 (2d6+ 1 stun) 


Ranged sonic stunner +9 (3d6 stun) 


Base Atk +7; Grp +8 
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Atk Options Devastating Attack (pistols). Point Blank Shot 

Abilities Str 12, Dex 12, Con -, Int 14, Wis 15, Cha 18 

Talents Devastating Attack (pistols) 

Feats Armor Proficiency (light). Point Blank Shot, Skill Focus (Persuasion)' 

Skill Training (Deception). Weapon Focus (pistols, simple weapons), 

Weapon Proficiency (pistols, simple weapons) 

Skills Deception + 14, Perception + 14, Persuasion + 19, Treat Injury +14 

Systems wheeled locomotion, basic processor, 2 claw appendages, 2 

tool mounts, improved sensor package, internal storage (20 kg). 

vocabulator 

Possessions sonic stunner, stun baton, durasteel shell (+4 armor). medical 

kit 

Availability Military; Cost 5,500 ~ 
Most droids capable of causing harm to organic creatures through their 

programming were outlawed after the Empire rose to power. Interrogation 

droids remained legal and were primarily used as a tool of the Empire. In fact, 

their mere existence was not a well-kept secret. Rumors of their horrifying 

techniques and wicked cruelty spread throughout the Empire, and those 

citizens who were arrested by the Imperial Security Bureau and survived the 

droids' treatments can tell the tale of their sadistic actions. 

TO-D interrogation droids can't be played as droid heroes. 

INTERROO A TI O N DROID 
ENC:OUNTE RS 
Interrogation droids are utilized almost exclusively by the Empire and other 

tyrannical governments. One group of Rebels witnessed interrogation droids 

patrolling a sensitive Imperial location and reported seeing the droids firing 

stun bursts, but none of the droids were captured to verify the finding. In 

fact, the ISB has used interrogation droids as lie detectors, looming ne xt 

to a Human interrogator and monitoring the prisoner's heart rate, muscle 

tension, and vocal patterns. Imperial interrogators have observed that the 

droid's mere presence encourages people to cooperate and tell the truth. 
even if the droid is not necessarily there to torture the detainee. 

On the rare occasion when an interrogation droid gets caught in tne 

middle of a battle, it will do everything in its power to get ou t of the line 0 

fire. It will defend itself if cornered, attempting to create a means of ('Sa/pt . 

Encounters with interrogation droids might also involve intelligence officen 

or other military personnel. 

SONIC: STUNNER 
Pistol 

A sonic stunner creates waves of sonic energy that assau lt the 3Ufill 

receptors of anyone it targets. The weapon fires a concent rated b.Jr.I 

of sonic energy (using technology similar to the sonic weapons used 

by Geonosians) that manipulates the minds of living beings, caus.ng 

them great pain. Even deaf creatures can be harmed by a sonic stunn(" 

because it creates high-frequency vibrations that penetrate the bra; 
However, unlike with most blaster weapons, only the target of tile attac 

hears any noise, making the weapon otherwise silent. 

Size Tiny; Cost 450; Damage -; Stun Damage 3d6; Rate of Fi re 


Weight 1 kg; Type Energy; Availability Illegal. 




MEDI CAL O ROID 

GH-7 Medical Droid CL 1 
Small dro id (1st-degree) nonheroic 3 

Init +3; Senses low-light vision; Perception + 10 

Languages Basic, Binary, 3 unassigned 

Defenses Ref 13 (flat-footed 11). Fort 9, Will 12 

hp 7; Threshold 9 

Immune droid traits 

Speed 6 squares (hovering) 

Melee unarmed +4 (ld3) 

Base Atk +2; Grp -1 • 

Abilities Str B, Dex 14, Con -, Int 16, Wis 15, Cha 12 

Feats Cybernetic Surgery, Skill Focus (Knowledge [life sciences]), Skill 

Focus (Treat Injury), Skill Focus (Use Computer), Surgical Expertise 

Skills Knowledge [life sciences) + 14, Perception + 10, Stealth +8, Treat 

Inju ry + 14, Use Computer + 14 

Systems hovering locomotion, improved sensor package, integrated 

comlink, internal storage (2 kg). 3 hand appendages, 1 tool appendage, 

heuristic processor, vocabulator 

Possessions medical kit (without stretcher), personal holoprojector 

Availability Licensed; Cost 4,B40 

The GH-7 medical droid is one of the premier medical droids in the galaxy. 

These dro ids are typically found in the best hospitals and serve as personal 

physicians to the wealthy and the powerful. Their design has won many 

awards. Part of this design includes giving them a calm and gentle voice 

designed to reassure their patients . These droids have been programmed 

for high degree of compassi on. In addition, their three hands allow them 

to perform the most delicate surgeries without assis tance. The GH- 7's tool 

arm al lows it to take samples for analysis while using its other three hands 

for complex procedures, and its repulsorlift propulsion allows it to easily 

navigate the hallways and rooms of a crowded hospital . 

As wi th other medical droids, the programming of GH-7 droids includes 

both the "physician's code" and strong prohibitions against harming any 

inte lligent organic being . GH-7 medical droids are incapable of engaging in 

combat except to protect their patients, and even then, they can use only 

weapons set to do stun damage on intelligent, living targets. 

GH-7 medical droids can be played as droid heroes. 

OH - 7 M EDICA L DROI D 
ENCOUNTERS 
Because they are significantly more expensive than most other medical 

droids, GH-7 droids are rare on poor worlds and in the more troubled POf­

tions of the galaxy. Outside the major hospitals of the Core Worlds, GH-7 

droids are most commonly found as the personal physicians of wealthy = 
businesspeople and gove rnment officials. However, some wealthy philan ­

thropists donate GH-7 droids to hospitals or clinics on fringe worlds or to 

serve as relief workers. Also, because of the compassion program med into 

them, many GH-7 droids that gain their independence seek out work in 

poor or troubled regions. Occasi onally, travelers run across a GH-7 droid 

working tirelessly at an otherwise poorly funded rural clinic or serving as a 

medic aboard a tramp starship while also performing medical relief work at 

every needy planet the ship visits. GH-7 medical droids excel at all of these 

unlikely positions specifically because their multiarmed, repu lsorl ift design 

allows them to work in difficult conditions and perform almost all medical 

procedures without assistance. Dozens of GH-7 units have received awards 

for medical exc ellence, and an almost equal number ha ve been recog nized 

for their humanitarian work. 

MTAKE CARE, SIR." 


ZIB 




POWER ORalD 

EG-6 Series Power Droid CL 1 
Small droid (5th-degree) non heroic 1 
Init -1; Senses darkvision; Perception -1 
Languages Basic, Binary 

Defenses Ref 1 S (flat-footed 18). Fort 12, Will 9 
hp 5; Threshold 12 

Speed 4 squares (walking) 
Melee unarmed +2 (1 d2+2) 
Base Atk +0 ; Grp -3 

Abilities Str .. 14, Dex S, Con -, Int 4, Wis S, Cha 4 
Feats Armor Proficiency (light, medium). Toughness 
Skills Mechanics +5 
Systems walking locomotion, basic processor, 1 tool appendage, 

darkvision, diagnostic package, duranium plating (+8 armor) 
Possessions power generator 
Availability Military; Cost 6,250 
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The EG-6 series droid is one of the most recognizable droids in the galax 
Appearing as nothing more than a black box with shor t legs and no visible 
manipulators, the few people who are unaware of its func tion wonder wh 
Veril Line Systems built it in the first place. Without power drolds, howeve~ 
modern society would grind to a halt. 

Inside the walking black box sets a powerful fusion generator. which i.s 
well protected by its thick duranium exterior. The EG-6's only function is to 
provide power to machines of all sorts during times when a more permanent 
power source is not available or convenient, which has earned the droid th~ 
nickname "walking battery." In fact, the EG-6 is capable of rec harging itself 
without needing to shut down, allowing it to function con tinuously. 

The few embellishments the EG-6 has include a visual sensor with inflared 
capability and highly advanced diagnostic programming that allows the droid 
to perform safety checks on the mechanism it is servicing. 

EG-6 series power droids can be played as droid heroes. 

P O WE R O ROID ENC O UNTERS 
From the towering spires of Coruscant to the moisture farms of Tatooine 
and beyond, the EG-6 can be seen anywhere that techno logy exists. It is a 
common sight in ship hangars, repulsorcraft pools, and tech dome~ , 

Even though the EG-6 is not a highly capable droid by itself, it is useful 
for assisting other droids with their work. Astromech droids have worked 
with a power droid that kept watch over the ship they are re pairing to male: 
sure that other systems do not unexpectedly create a mishap. Small military 
units and mercenary groups have put the EG-6 to use providing the encrg 
needed to keep their heavy guns firing or giving emergency power to their 
ship in a time of crisis. 

Despite the droid's usefulness, its sheer stupidity has caused many a power 
droid to get away from its master and become lost. Such a droid ofte:n ge:t5 
picked up by local law enforcement if it's on a world in or near the Core:, 
where its owner can reclaim it. If an EG-6 droid gets lost on an Outer Rim 
world, on the other hand, scavengers usually claim it and ei ther be:come its 
new master or sell it to some other needy party. 

"C30NK. DONK." 

POWER OROIO 



PROBE OROID 

DRK-l Probe Droid CL 1 
Sma ll droid (4th-degree) nonheroic 3 
Init +11; Senses darkvision, low-light vision; Perception + 15 
Languages Binary, Basic {understand only}, 1 unassigned (understand 

only) 

Defenses Ref 16lflat-footed 11), Fort 10, Will 12 
hp 12; Threshold 10 
Immune droid traits 

Speed 6 squa res (hovering) 

Melee unarmed + 1 (1.d4-1) 

Ranged frag grenade +7 (4d6, 2-square burst) 

Base Atk +2; Grp +2 


Abilities Str 8, Dex 20, Con -, Int 16, Wis 14, Cha 8 
Feats Skill Focus (Perception), Skill Focus (Stealth), Skill Training 

{Gather Information}, Toughness, Weapon Proficiency (heavy 
weapons) 

Skills Gather Information +5, Initiative + 11, Perception + 15, Stealth +23, 
Use Computer +9 

Systems hovering locomotion, heuristic processor, integrated comlink, 
locked access, secondary battery, improved sensor package, darkvision , 
stealth shell (+2 equipment bonus to Stealth checks) 

Possessions holoprojector, grenade launcher with 6 frag grenades 

Excelling at espionage, probe droids can move about unnoticed, record infor­

The DRK-1 probe droid, also known as the Dark Eye, is a stealthy 
and observant droid developed by Arakyd Industries and used 
by the Sith apprentice Darth Maul. Like all probe droids, the 
DRK-1 is designed for passive observation as opposed to more 
overt espionage, and as such most of its systems are dedicated 
to sensors and data tra nsmission. However, unlike most other 
probe droids (which are usually armed only with small blaster 
pisto ls), the Dark Eye can create a swath of destruction with 
its grenade launcher. Though using this feature calls a bit more 
attention to the droid than most owners would care for, such 
havoc can often cover the droid's escape, allowing it to slip away 
and return to its master amid the chaos of a battle. 

DRK-1 probe droids can be played as droid heroes. 

PROBE OROIO ENCOUNTERS 
Probe droids are often the precursors to a larger encounter. Since probe dro ids 
are sent out to act as advance scouts and spies for a group or organization, 
encountering one usually means that someone more powerful has taken an 
interest in the heroes. A probe droid encounter might actually be litt le more 
than something to wear down the heroes of keep them occupied until th~ 
droids' masters can arrive; in these situations, the owners someti mes enter 
the fray just as the probe droids are being destroyed, prolonging the encoun ­
ter as new enemies enter the battlefield. Probe droids also present many 
opportunities for other kinds of encounters; discovering a damaged probe 
droid might prove to be an interesting skill encounter, requiring technical! 
minded heroes to make Mechanics and Use Computer checks to re trieve 
data from the droid, or even calling for Persuasion checks to convince the 
droid to give up its information willingly. 

Dark Eye probe droids work extremely well as assistants in combat due 
to the amount of trouble they can cause with their grenade launchers. The 
Dark Eye's area attacks can keep opponents from bunching up together, 
and since these droids move around the battlefield by hovering, they can 
avoid difficult terrain and other obstacles with ease. Though they are 
relatively fragile, Dark Eye probe droids work well as interference for 
other enemies (including Sith apprentices and other dark side Force­
users) and can provide their masters with information on the heroes 
without ever being seen. 

ma tion, and report to their ma sters without anyone being the wiser. 
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PROTO C O L... D RO ID 

M-3PO Series Military Protocol Droid CL 1 
Medium droid (3rd-degree) non heroic 2 
Init +0; Senses darkvision; Perception + 1 
Languages Basic, Binary, 1 unassigned; translator unit (DC 10) 

Defenses Ref 11 (flat-footed 11), Fort 10, Willl0 
hp 4; Threshold 10 

Speed 6 squares (walking) 

Melee unarmed +1 (ld3+1) 

Base Atk +1; Grp +1 


Abilities.Str 10, Dex 9, Con -, Int 12, Wis 11, Cha 15 
Feats Armor Proficiency (light), Skill Training (Knowledge [bureaucracy)), 

Skill Training (Use Computer) 
Skills Knowledge (bureaucracy) +7, Knowledge (tactics) +7, Persuasion 

+8, Use Computer +7 
Systems walking locomotion, basIc processor, translator unit (DC 10), 2 

hand appendages, darkvision, vocabulator, pia steel shell (+2 armor) 
Possessions audio recorder 
Availability Military; Cost 3,700 

After the huge success of the original 3PO droid, Cybot Galactica hoped to 
continue its accomplishments by creating and selling multiple variants of 
the line. Many designs were created, but most of them never made it into 
production. Top officials began to get frustrated at the lack of results, until 
one junior executive thought of a market that had yet to be catered to for 
the organizational and communication skills that only a 3PO protocol droid 

@ could bring: the military: 
In the years that followed the introduction of the M-3PO military protocol 

droid, the presence of this droid model grew, most commonly within planetary 
garrisons and starfighter bases. Despite the fact that M-3POs are highly 
skilled at what they do, they also came with the same annoying personality 
traits commonly associated with the base 3PO line, a design flaw that proved 
to be extremely unpopular with the troops. 

M-3PO droids have the standard 3PO body, colored black, but have a radi ­
cally different head. Shaped roughly like a clamshell, the head was taken from 
Cybot Galactica's discontinued KW traffic controller series and reinforced 
to protect the revamped AA-1 Verbobrain within. 

M-3PO series military protocol droids can be played as droid heroes. 

M -3 P O S ERIES MILITARY 
P ROTOCOL OROID 
E NCOUNTERS 
Despite their designation as a military droid, M-3POs are not designed for 
combat. On the contrary, their primary function allows them to work ~.• 
administrative organizers, performing such tasks as requisitioning. du 
ros ter planning, and personnel file management. Since they are programme, 
with the rules, regulations, and procedures of over six million military a 
paramilitary organizations from the past and present, including ceremon 
etiquette, historical military principles, and conventions of honor. they are 
virtually guaranteed to perform their duties by the book every time. 

M-3PO drolds are most co mmonly found at military installat ions. indu,· ­
ing starsh ips and space stations. Some military leaders derided to til 

full advantage of the kno wledge database stored in the droids' head5 and 
employed them as stra tegy aides and tactical instructors, putting them at 
the front of the briefing room to lecture the troops on wha t can and sho 
be done in a given situation. Although many of the soldiers hated reccivin-:j 
training from a droid (let alone a stiff-necked one at that), many of those 
who heeded its lessons returned from the battlefield alive. 

A fair number of soldiers aggravated at their M-3PO units have "acc' ­
dentally" left them behind in the Outer Rim. Many of those droids took tilt 
initiative to reprogram themsel ves to become soldiers as well. 



TC SERIES PROTO COL DROID 
Th e TC series of protocol droids from Cybot Galactica wa s designed in an 
attempt to supp lant the 3PO series of protocol droids. Although successful, 
the TC series never came close to repla cing the more famous protocol droid 
model. Unlike the 3PO series, the TC series includes a TranLang III com­
municat ions center, a feature that only a few 3PO series protocol droids 
cou ld boas.t. In addition to their enhanced communications equipment, all 
TC series protocol droids were designed with the latest technology in nearly 
every system, and they received a total programming rewrite before the line 
was launched to ensure that there were no holdover problems from other 
software packages. 

In almost all ways, the TC series is one of the most technologically 
ad va nced and reliable protocol droids on the market. However, its increased 
price coupled with the longstanding reputation of the 3PO series droids 
ensured that few people made the switch to the TC series protocol droid. 
The TC series droid is popular among wealthy nobles and Senators and is also 
commonly found aboard Trade Federation starships (since the Federation has 
no difficulty in dealing with price issues). Despite the company's hope that 
the TC series would replace the 3PO series entirely (thus selling millions of 
new droids to beings wishing to upgrade to the TC series), Cybot Galactica 
dec ide d instead to market the TC series droids as a luxury alternative to the 
3PO seri es, since sales were solid but nowhere near as high as they would 
need to be to replace the older droid model. 

TC series protoco l droids can be played as droid heroes. 

TC Series Protocol Droid CL 1 
Mediu m droid (3rd-degree) noble 1 
Init - 1; Senses Perception +7 
Languages Basic, Binary, 3 unassigned; translator unit (DC 5) 

Defenses Ref 11 (flat-footed 11), Fort 10, Will 15 
hp 18; Threshold 10 
Immune droid traits 

Speed 6 squares (walking) 
Melee unarmed -1 (ld3 - 1J 
Base Atk +0; Grp-l 

Abilities Str 8, Dex 8, Con -, Int 13, Wis 14, Cha 14 
Talents Coordinate 
Feats Linguist, Skill Focus (Persuasion)' Weapon Proficiency (pistols, 

simple weapons) 
Skills Deception +7, Gather Information +7, Knowledge (bureaucracy) 

+6, Knowledge (galacti c lore) +6, Knowledge (social sciences) +6, 
Perception +7, Persuasion +12 

Systems walking locomotion, heuristic processor, translator unit (DC 5), 2 
hand appendages, vocabulator 

Possessions audio recorder 
Availability Licensed; Cost 5,000 

TC Series Protocol Droid Encounters 
TC series protocol droids are most often found in the t:ompany of nobles 
and businessmen who have extra credits to spend on an expensive protocol 
droid. Very few TC series droids make their way into the hands of anyone 
who is less than wealthy, though it has been known to happen. The TC series 
is very often sought after because of its superior programming, and many 
wealthy owners use TC series droids as majordomos and persona l assistants. 
Since the TC series protocol droid has a heroic level, it is much more durable 
than other droids and is slightly more survivable. Additionally, its abili ty to 
coordinate allies makes it an excellent aide in combat; though it does not 
contribute anything directly, it can enhance the ability of other characte 
to work together. 

"I'M NOT OOINO I 
THERE WITH TWO 
~EOI. SEND THE 

ORDIO." 

DAUL.TAY DOFINE 
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REPL.ICA OROID 

Replica Droid CL 4 
Medium replica droid scout 4 
Force 2 
Init +5; Senses darkvision, low-light vision; Perception + 10 
Languages Basic 

Defenses Ref 20 (flat-footed 17), Fort 19, Will 16; Dodge 
hp 38; Threshold 19 

Speed 6 squares (walking) 

Melee unarmed +6 (ld4+5) 

Ranged blaster pistol +6 (3d6+2) 

Base Atk +3; Grp +6 

Special Actions Extreme Effort 


Abilities Str 17, Dex 16, Con -, Int 10, Wis 13, Cha 10 
Talents Acute Senses, Extreme Effort 
Feats Dodge, Improved Defenses, Skill Focus (Mechanics), Toughness, 

Weapon Proficiency (pistols, rifles, simple weapons) 
Skills Climb +10, Jump +10, Mechanics +12, Perception +10 (can reroll, 

must take second result), Pilot + 1 0 
Systems walking locomotion, heuristic processor, 2 hand appendages, 

locked access, darkvision, improved sensor package, vocabulator 
Possessions blaster pistol, integrated com link 
Availability Restricted; Cost 9,000,000 

For the longest time, 3PO protocol droids were the artificially created beings 
tha t most closely resembled humanoids. Everything changed when recent 
break th roughs in artificial t issue led to a new age in droid design and the 
creation of the replica droid. 

Human replica droids demonstrated just how real and expensive these 
droids could be . From the follicles of hair on their heads to their simple hand 
gestures and even emotional reactions, HRDs were virtually indistinguish­
able from the genuine article. The creation of the Human replica droid laid 
the foundation for other races to create their own replica droids. Although 
many species developed their own, the most successful creators were the 
Ssi -ruuk, who used entechment as a means of preserving the consciousnesses 
of important beings. 

After the success of the replica droid became widely known, other com­
panies began to create their own versions and attempted to market them to 
the general public. Some of those efforts resulted in the synthdroid, which 
saw moderate success about nine years after the Battle of Endor. 

Replica droids can be played as droid heroes. 

OURI 
Guri appears as a young, attractive Human woman with should er- Ie gth 
blonde hair and striking blue eyes. Despite her droid nature, only the most 
sophisticated scanning equipment can determine anything strange about h~r 
physiology. Her skeleton consists of a strong poly-alloy shaped to loo k like 
actual Human bone. Her organs and tissue are constructed of a speciali zed 
bio-fiber and function in the same manner as a real Human's organs would, 
including fully functional respiratory, circulatory, and digest ive sys tems. 
Her skin is the only truly organic part of her body-it is actual Human skin 
cultivated and clon ed specifically for her. 

Originally meant to be a prototype, Guri was sold to Prince Xizor, leader of 
the Black Sun criminal syndicate. At his request, she was programmed to be 
his bodyguard and priva te assassin . While she worked at Xizor's side, she was 
concerned only with his safety and survival and obeyed him withou t question. 
In addition to performing as his bodyguard, Guri also serves as Xizor's trusted 
advisor, which has helped him especially at times when he let his emotions 
get the better of him. She performed her task so well that many in Blac Sun 
thought she was the actual leader of the organization. Both Xizor a d Guri 
did not mind the misconception so much, since it drew atten tion away from 
him and made her job of protecting him that much easier. 



Guri CL 10 
Medium Human rep lica droid noble 2/scoundrel 4/soldier 4 

Force 4 

Init + 14; Senses darkvision, low- light vision; Perception +13 

Languages Basic, Fal leen, Huttese, Rodese, Ryl; translator unit (DC 5) 

Defenses Ref 29 (flat-footed 25), Fort 28, Will 24 

hp 89; Threshold 28 

Speed 6 squares (wa lking) 

Melee unarmed + 14 (ld6+ 11) 

Ranged blaster pistol +12 (3d6+5) 

Base Atk +8; Grp + 14 

Atk Options Dastardly Strike, Expert Grappler, Point Blank Shot, Sneak 

Attack + 1 d6 

Special Actions Presence, Tough as Nails 

Abilities Str 22, Dex 18, Con -, Int 18, Wis 13, Cha 17 

Talents Dastardly Strike, Expert Grappler, Presence, Sneak Attack + ld6, 

Tough as Nails 

Feats Armor Proficiency (l ight, medium), Linguist, Martial Arts I, Point 

Blank Shot, Sk ill Training (Acrobatics, Mechanics, Stealth), Weapon 

Prof iciency (advanced melee weapons, heavy weapons, pistols, rifles, 

simple weapons) 

Skills Acrobatics +14, Deception + 13, Gather Information + 14, Initiative 

+14, Knowledge (bureaucracy) + 14, Knowledge (tactics) + 14, 

Mechanics +16, Perception +13, Persuasion +13 , Pilot +14, Stealth +14, 

Trea t Injury + 11, Use Co ... ;.:uter + 14 

Systems walking locomotion, heuristic processor, 2 hand appendages, 

locked access, darkvision, diagnostics package, improved sensor 

package, internal storage (5 kg), translator unit (DC 5), vocabulator 

Possessions blaster pistol, encrypted integrated comlink, credit chip, 

audio recorder 

REPI-ICA DROID ENCOUNTERS 
Af ter the Empire became the first organization to successfully create replica 

dro:ds, the idea of creating them spread rapidly to other species interested 

in t he concept. These species had different reasons for their need for such 

crea t ions. Their publicly announced justifications ranged from offering 

companions for th ose unfortunate enough to not find a mate to providing 

entert ainment for paying customers such as those found in the pleasure­

domes of Carosi and Hesperidium. 

Governments with darker agendas implement the use of replica droids as 

doppelgangers after removing undesired individuals from office through less 

than savory means and then accomplish their go als through their puppets. 

Some organizations use them in much the same manner as Guri , having them 

serve as bodyguards and assassins. Replica droids with heightened sense s 

an d abi lit ies are assigned to key political figures to protect them in times 

of need or to eliminate their enemies before they have a chance to strike. 

Others are sent into the f ield as spies to covertly obtain informat ion from 

their ri vals and escape without giving them the slightest hint that they had 

been infiltrated. 

N E W SPECIES: 

R E P I- ICA DROID 

Some players who like to play droids might find the droid rules too daunt­

ing or time-consuming. Gamemasters might consider allowing them to 

play replica droids, using the following rules (formatted like any other 

species). When choosing to playa replica droid, a player should se lect a 

Medium or Small humanoid species that his or her dmid replicates. 

Replica Droid Species Traits 
All replica droids have the following species traits. 

Ability Modifiers: +2 Strength, +2 Dexterity, -2 Char isma . Replica 

droids are built to be physically strong, but have to work to fit in seam­

lessly with organic beings. Additionally, like other droids, rep lica droids 

have no Constitution score. 

Variable Size: Since replica droids are designed to imitate organic 

beings, their size depends on the species that they copy. Medium droids 

have no special bonuses or penalties due to their size. Those of Small 

size gain a + 1 size bonus to their Reflex Defense and a +5 size bonus 

to Stealth checks but have lifting and carrying limits of three-q uarte~ 

those of Medium characters. 

Speed: Replica droids of Medium size have a base speed of 6 squares, 

and those of Small size have a base speed of 4 squares. 

Bonus Equipment: Replica droids can be constructed with t wo of 

the following droid systems installed : integrated comlink, dark visiOl1, 

diagnostics package, improved sensor package, internal storage (subject 

to size limitations), translator unit (DC 15). 

Droid Traits: Replica droids operate as if they are 4th-degree dro ids, 

except that they ignore the maintenance requirement (Sf 187). Replica 

droids have all droid immunities and normal droid traits. 

Conditional Bonus Feat: Seeking to perfectly im itate org anic 

creatures, a replica droid that has Deception as a trained sk ill ga ins Skill 

Focus (Deception) as a bonus feat. 

Automatic Languages: Basic and the native language of the copie 

species. 



SA B OTA OE OR O l D 

WSB-15 Sabotage Droid CL 7 
Small droid (4th-degree) non heroic 3/scoundrel 6 

Init +7; Senses low-light vision; Perception + 12 

Languages Basic, Binary 

Defenses Ref 22 (flat-footed 19), Fort 16, Will18 

hp 37; Threshold 16 

Immune droid traits 

Speed 4 squares (tracked) 


Melee 2 claws +6 each (1 d3+4) 


Ranged 2 plasma cutters +9 each (3d4+4) 


Base Atk +6;"Grp +4 


Atk Options Dastardly Strike, Deadeye, Point Blank Shot, Precise Shot 


Special Actions Disruptive 


Abilities Str 10, Dex 16, Con -, Int 10, Wis 12, Cha 10 

Talents Gimmick, Dastardly Strike, Disruptive 


Feats Deadeye, Point Blank Shot, Precise Shot, Skill Focus (Deception), 


Skill Focus (Mechanics), Skill Training (Deception), Skill Training 

[Knowledge [technology]), Skill Training (Perception), Skill Training 

(Stealth), Skill Training (Use Computer), Toughness, Weapon Proficiency 

[pistols, simple weapons) 

Skills Deception + 14, Knowledge (technology) +9, Mechanics + 14, 

Perception +12, Stealth + 17, Use Computer +9@ 
Systems tracked locomotion, improved sensor package, heuristic ti.J 

processor, 2 hand appendages, 2 instrument appendages, 2 tool@ 
@ appendages, 2 claw appendages, self-destruct system 

lID 	 Possessions 2 plasma cutters (treat as hold-out blaster pistols) 

Availability Military; Cost 13,000 

The WSB-15 sabotage drold is physically identical to the WED-15 mainte­

nance droid. It has all the same systems and abilities, and most WSB-15 

droids are simply WED-15 droids with a different processor. The WED-15 

is a 5th-degree droid with a basic processor, while the WSB-15 is a 4th­

degree military droid with a heuristic processor, military-grade sabotage and 

weapon use programming, and a small self-destruct unit attached to the 

processor. Although WSB-15s are rarely used in assignments that involve 

attacking sentient beings directly, they are capable of defending themselves 

and can stun or kill living beings or droids that attempt to keep them from 

their objective . As a result, they have been programmed to use their plasma 

cutters as weapons. 

WSB-15 sabotage droids can't be played as droid heroes. 

SABOTAOE DROID 
ENCOUNTERS 
The most effective WSB-15 droids are the ones that no one kn ows about. To 

get a WSB-15 droid to its target, the droid's owner most often either deliber ­

ately damages a WED-15 droid or simply waits until one needs to be repaired 

or replaced. Then, the owner either waylays or bribes the technicians who 

arrive to repair the WED-15 droid and either substitutes a WSB-15 droid for 

the broken WEB-15 unit or simply removes the WED-15's processor core and 

replaces it with a new one, instantly transforming it into a WSB-15 droid. 

WSB-15 droids c'an be used to subtly reprogram a droid factory to pro ­

duce droids with personalities and training very different than what i t was 

ordered to produce, to create serious malfunctions in star f ighers that sho 

only up in actual combat, or to engage in a spree of wanton destruction" 

Some WSB-15 units are programmed to continue performing sabot age until 

they are discovered, and then to destroy themselves. In other cases, after 

completing their sabotage, a WSB-15 droid fakes a minor malfunction that 

requires calling a repair crew, at which point the droid's owner sends agents 

to replace its processing core with one from a normal WED-15 unit,leaving 

the victim of the sabotage unaware that anything out of the ordinary has 

occurred. 



SECURITY CRCJID 

Designed by the SoroSuub Corporation, the 501-Z police/security droid is 
an advanced droid model with multiple capabilities. In addition to being a 
combat-ready droid capable of suppressing even the most violent criminals, 
the 501-Z can act in a number of the same roles that biological police 
off icers and security experts fill. The 501-Z has an exceptional capacity for 
Human -cyborg interactions (and some say that the droid's brain was based 
on a protocol droid's design) and functions well alongside living beings, both 
as a comrade and as their defender. Additionally, the 501-Z boasts advanced 
software that allows it to evaluate an enemy's tactics in the middle of a fight 
and adjust accordingly; unlike some other combat-capable droids, the 501-Z 
is far from single-minded when engaging an enemy. Furthermore, the droid 
is progra mmed with a wide array of investigative techniques and tracking 
skills, allowing it to assist living police officers or security experts in the 
pu rsui t and capture of escaping criminals . 

501-Z police/security droids can't be played as droid heroes. 

SECURITV OROIO ENCOUNTERS 
Since a security droid or police droid is concerned with upholding the law and 
protect ing people and places from those who would do them harm, a security 
droid functions well as a member of a biological police squad or security 
team. However, police droids are so expensive that most organizations can 

afford to keep only one or two on staff. The 501-Z has such sophisticated 
programming that it is often regarded as Just another member of th~ security 
force or police unit it is attached to; many living beings develop camaraderie 
and working relationships with the 501-Z, and during most encounters they 
act (and are treated) just like a nondroid police officer. 

Security droids also work well with other droids, particu larl y probe dmids 
(which can be used to find criminals and their hideouts), patrol droids (which 
often accompany a security droid on patrol), and seeker droids (which serve as 
both observers and combat assistants). A typical police response unit might 
include several police officers, a 501-Z police /security droid, and a seeker 
droid. The 501-Z often uses its Harm's Way talent to keep its fenow police 
officers alive in the heat of combat, and it has a high enough Perception skill 
bonus that very few enemies will ever catch it unaware. 

SOl-Z Police/Security Droid CL 10 
Medium droid (4th-degree) soldier 7/scout 3 
Force 1 
Init +10 ; Senses low-light vision; Perception +19 
Languages Basic 

Defenses Ref 26 (flat-footed 26), Fort 26, Will 22 
hp 76; Threshold 26 
Immune droid traits 

Speed 6 squares (walking) 
Melee st un baton + 14 (2d6+9 stun) or 

0::­

Melee stun baton + 18 (2d6+14 stun) with Powerful Charge 
Ranged stun pistol +10 (3d6+5 stun) '; 

Base Atk +9; Grp + 13 ~ 
Atk Options Point Blank Shot, Powerful Charge, Precise Shot 
Special Actions Battle Analysis, Harm's Way, Shake It Off 

Abilities Str 18, Dex 12, Con -, Int 10, Wis 14, Cha 13 
Talents Acute Senses, Armored Defense, Battle Analysis, Expert Trac~er, 

Harm's Way, Improved Armored Defense 
Feats Armor Proficiency (light, medium), Point Blank Shot, Powerful 

Charge, Precise Shot, Shake It Off, Skill Focus (Perception), Skill 
Training (Perception). Skill Training (Survival), Weapon Focus (pistols), 
Weapon Focus (simple weapons), Weapon Proficiency (pisto ls, rifles, 
simple weapons) 

Skills Endurance +14, Initiative + 10, Knowledge (tactics) +10, Perception 
. +19 (can reroll, must take second result), Survival +12 

Systems walking locomotion, basic processor, 2 hand appenda ges, 
improved sensor package, integrated comlink, locked access, 
vocabulator 

Possessions stun baton, stun pistol, duranium plating (+8 armor), 
holorecorder, holoprojector 

Availability Restricted; Cost 14,000 



SEEKER DROID 

Mark VII "Inquisitor" Series Seeker Droid CL 6 
Diminutive droid (4th-degree) scout 6 
Force 1 
Init +12; Senses darkvision, low-light vision; Perception + 18 
Languages Basic, Binary, 1 unassigned 

Defenses Ref 27 (flat-footed 13), Fort 14, Will 19 
hp 46; Threshold 14 

Speed 6 squares (hovering) 

Ranged blaster pistol +8 (3d6+3) or 

Ranged blaster pistol +3 (3d6+3) and 


blaster pistol +3 (3d6+3) 

Base Atk +4; Grp -7 

Atk Options Keen Shot, Running Attack 


Abilities Str 5, Dex 18, Con -, Int 13. Wis 16. Cha 10 
Talents Acute Senses, Expert Tracker. Keen Shot 
Feats Dual Weapon Mastery I. Running Attack. Skill Focus (Perception), 

Skill Focus (Stealth), Skill Training (Use Computer), Toughness. Weapon 
Proficiency (pistols, rifles. simple weapons) 

Skills Initiative +12, Knowledge (life sciences) +9, Perception + 18 (can 
rerall. must take second result), Persuasion +8. Stealth +32, Survival 

: ,~ ) +11. Use Computer +9 
Systems hovering locomotion, heuristic processor. 2 weapon appendages.@ 

darkvision. improved sensor package. locked access. integrated8 
comlink. vocabulator ~ 

Possessions 2 blaster pistols. audio recorder 

~ 
The seeker droid is a type of surveillance droid designed not only to locate 
its assigned target. but to neutralize or destroy it. The Mark VII. for instance, 
is programmed to utilize special tactics to hunt down and either interrogate. 
kill. or return its target. 

The Mark VII will typically follow its target from a distance. making sure 
to stay out of sight. The droid usually records its target's movements and 
conversations and attempts to predict a suitable time and place to move in 
and ruthlessly complete its task. If the job involves killing its quarry, it will 
do so without hesitation. Otherwise. the draid will force the prisoner to a 
safe location at gunpoint, probably to commence its interrogation. 

A spherical droid roughly 0.2 meters in diameter, the "Inquisitor" model' 
is perfectly sized for its purpose. Despite its petite size. the droid packs a 
wide array of sensors and recording devices to carry out its task as well as an 
advanced data probe that permits it to interface with virtually any computer 
system (granting a +2 bonus to its Use Computer checks) and two blasters 
in case it decides to do away with its prey. 

Mark VII Inquisitor series seeker droids can't be played as droid heroes. 

SEEKER OROIO ENCOUNTERS 
Seeker droids can be found virtually anywhere in the ga laxy. prOl/ided you 
can see them. These elusive droids are so good at staying out of sight tha 
most people in the galaxy do not know they exist. Those who hal/e c<lugh 
sight of one of these droids usually pay it no mind. considering it nothing 
more than a messenger drone. 

Although the existence of seeker droids was rare before the rise of the 
Empire. they soon became popular with various parties. Seeker droids were 
employed as Imperial tools to hunt down certain people to extract infurma ­
tion or just eliminate an undesired party. The Empire would also use seekers 
as watchdogs to keep an eye on various individuals an d make sure the 
stayed on a particular planet or in a defined area. The New Republic aisl 
made use of seeker droids in similar capacities but insisted that the droids 
bear nonlethal weaponry. Bounty hunters have been known to use seeker 
droids when stalking multiple targets at once. ordering the droids to return 
those targets to a location specified by their master for holding until he 
can retrieve them. 



SENTRY DRClIO 

Imperial Mark IV Series Sentry Droid CL 2 
Diminu tive droid (4th-degree) nonheroic 6 
Init +5; Senses darkvision, low-light vision; Perception + 17 
Languages Basi c, Binary 

Defenses Ref 17 (flat-footed 15), Fort 8, Will 12 ; Dodge 
hp 16; Threshold 8 
Immune droid traits 

Speed 6 squares (hovering) 
Melee ­
Fighting Space 1 square; Reach 0 squares 
Base Atk +4; Grp -9 

Abilities Str 6, De x 14, Con -, Int 11, Wis 15, Cha 6 
Feats Dodge, Skill Focu s (Gather Information)' Skill Focus (Perception), 

Skill Trai ning (Gather Information), Weapon Proficiency (pistols) 
Skills Ga ther Information + 11, Perception + 17, Stealth +20 
Systems hovering locomotion, basic processor, 2 tool appendages, 

im proved sensor package, darkvision, locked access, integrated 
com link, vocabulator 

Possessions electrobinoculars, holorecorder 
Availability Military; Cost not available for sale (estimated cost 7,000) 

If there is a droid equivalent of a classroom tattletale, the Imperial Mark IV 
sentry dro id fits the bill. A meddlesome droid, the Mark IV will record a crime 
and then whisk away to the nearest law enforcement authority to report it, 
includ ing such petty offenses as littering and jaywalking . Even though the 
droid provides a valuable service to the Empire, a vast majority of the beings 
th at in teract with it, including other droids, find it highly annoying. 

The Mark IV is little more than a group of sensor systems on top of a 
repulsorlift unit, able to scan in all directions simultaneously while flitting 
about. In addit ion to its visual scanners, the droid's forward sensor array 
includes an impressive suite of electromagnetic and infrared scanners. Also, 
a holorecorder tied into its built-in macrobinoculars can record incidents 
clearl y f rom as far away as 50 meters. Its broadband antenna/receiver con­
nects only to coded Imperial alert frequencies. 

The droid's memory holds historica l data on law enforcement and the 
immense Imperial Legal Code in its entirety. Typically, local authorities 
upload descriptions of local laws and regional maps into the Mark IV's 
memo ry banks to improve the droid's efficiency when it is deployed to a 
new location. The Mark IV's personality programming is minimal at best , 
si nce it is not really needed and can sometimes lead to unforeseen quirks 
that hamper i ts performance. 

Imperia l Ma rk IV series sentry droids can't be played as droid heroes. 

SENTRY DROID ENCOUNTERS 
The Imperial Mark IV was created exclusively for the Imperial and pro- Imperial 
planetary governments and is not available for sale. However, a few units 
have been swiped by thieves, reprogrammed, and sold on the black market, 
despite the fact that tampering with a patrol droid is considered a serious 
offense under Imperial law and is punishable by life at a hard-labor colony. 
The droid contains a low-frequency transponder that transmit s signals bac 
to its headquarters, where an interruption in its signal is certai n to attract 
attention. 

The droid often accompanies law enforcement agents on routine patrol 
or various police actions around its area of operation. Usually, the Mark IV 
is sent out to act as a forward scout or to locate a particu la r target. Impe­
rial storm troopers have been known to send a Mark IV into a potent ially 
dangerous area to act as an intentional target and prevent its ow ners from 
walking into an ambush. 



WAR O ROI D 

SD-6 "Hulk" Infantry Droid CL14 
large droid (4th-degree) soldier 7/elite trooper 7 
Force 2 
Init +12; Senses Perception +7 
Languages Basic (understand only). Binary 

Defenses Ref 29 (flat-footed 28), Fort 27, Will 24 
hp 112; DR 3; Threshold 32 
Immune droid traits 

Speed 8 squares (wa lking) 
Melee cl.aw +23 (ld6+16) 
Ranged £-Web heavy repeating blaster + 13 (Sd12+ 11) with Controlled 

Burst or autofire and 
E-Web heavy repeating blaster + 13 (Sd 12+ 11) with Controlled Burst or 
autofire 

Ranged ion rifle + 13 (3d8+7 ion) and 
ion rifle + 13 (3d8+7 ion) 

Base Atk +14; Grp +28 
Atk Options Burst Fire, Controlled Burst, Greater Devastati ng Attack 

(heavy weapons). Point Blank Shot 

Abilities Str 28, Dex 8, Con -, Int 8, Wis 10, Cha 8 
Special Qualities damage reduction 3, delay damage 
Talents Armored Defense, Controlled Burst, Devastating Attack (heavy 

weapons). Greater Devastating Attack (hea vy weapons). Greater 
Weapon Focus (heavy weapons). Greater Weapon Specialization (heavy 

@ 
tll 
@ 
@ weapons). Improved Armored Defense, Weapon Specialization (heavy 

® weapons). 
Feats Armor Proficiency (light, medium). Burst Fire, Dual Weapon Mastery 

I, Dual Weapon Mastery II, Dual Weapon Mastery III, Martial Arts I, 
Point Blank Shot, Weapon Focus (heavy weapon). Weapon Proficien cy 
(heavy weapons, pistols, rifles, simple weapons) 

Skills Endurance +21, Initiative +12 
Systems walking locomotion, basic processor, 2 claw appendages, 2 tool 

mount s, integrated comlink, locked access 
Possessions 2 E-Web heavy repeating blasters, 2 ion rifles, duranium 

plating (+ 8 armor) 

The Balmorran Arms SD-6 "Hulk" infantry droid is one of the most lethal 
droids on the market. Designed ostensibly for security purpo ses, the SD-6 
is often used in private militaries and mercenary units as weapons of war. 
The SD-6 has been in service for years, and the militar ies of the Republic. 
Empire, and New Republic all used these droids throughout major conflicts 
(though the Republic did set the droids aside during the Clone Wars, for fear 
of confusion with Separatist forces). 
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The SD-6 is a formidable droid that boasts twin E-Web blaster cannons 
and twin ion rifles attached to its upper appendages, allow ing It to unleash a 
torrent of blaster fire on its enemies. Despite the presence of th is dangerous 
weapons load, the SD-6 still finds its way into the hands of private citizens, 
and is often used to guard hangars and docking bays where the p~sence of 
heavy weaponry is a deterrent to would-be intruders. 



WAR OROID ENCOUNTER S 
War droids of all kinds, including the SD-6 infantry droid, are typically more 

destructive and rare than more run-of-the-mill battle droids. That fact aside, 
war droid encounters might use a large nu mber of low-level nonheroic battle 

droids while featuring a single war droid or a pair of them to serve as the 
battle droids' commanders. Similarly, a war droid encounter that also features 

low-level soldiers, bruisers, or any other warrior type presents a variety of 
challenges, including the decision of when to whittle down the support troops 

and when to take out the lumbering war droid. 
War droids can also be found in the possession of crime lords and other 

powerful criminals. Not caring for the legalities of owning a war droid, many 

crime lords pick up these JNar droids secondhand from governments and use 
them as personal security. War droids, which are significantly tougher than 
bat tle droids, can usually act as an entire illegal security force, and many 

crime lords use war droids to protect their personal starships from shipjackers 
an d oth er th ieves. An encounter with a war droid featuring a crime lord will 

usually also include some of the crime lord's minions (low-level bruisers and 
other criminals) and a lieutenant or other more powerful minion . 

B I T H SWO R D 
Simple Weapon 

The Sith sword is a weapon created during the days of the Sith Empire 
using arcane alchemical techniques. A Sith sword is physically identical 

to most archaic swords, though the alchemical treatment it receives 

makes it nearly as dangerous as a lightsaber. A lightsaber does not ignore 
a Sith sword's DR, and characters who are proficient with the Sith sword 
,an treat it as a lightsaber for the purposes of using the Block, Deflect, 

and Redirect Sh'ot talen ts (and any talents that have those Jedi talents 

as a prerequisite). 
Additionally, a Sith sword becomes more powerful in the hands of a 

character who is steeped in the dark side of the Force. A character pro­
f icient in the Sith sword's use can spend a Force Point as a swift action 

to gain a bonus to damage rolls with the Sith sword equal to his or her 
Dark Side Score. This bonus to damage applies to the next attack made 

be fore the end of the encounter, and activating this ability increases 

the wielder's Dark Side Score by 1. 
Size Medium; Cost 3,000; Damage 1d8; Weight 3 kg; Type Slashing 

or piercing; Availability Illegal, Rare 

S ITH E L..ITE WARBOT 
The Sith elite warbot is an ancient war droid dating back nearly 5,000 years 

before the Battle of Yavin. These war droids were used during the Great 
Hyperspace War and were powerful soldiers in the armies of the Sith Empire. 

Each Sith warbot was armored and possessed a pair of blasters, thou gh its 
main weapon was its alchemically forged Sith sword (an artifact of the 

dark side that can turn aside lightsabers and deflect blaster bolts) . Though 
most of these dark side-tainted war droids were destroyed during the Great 

Hyperspace War, a few survived or were deactivated and placed in hiding . 
Some even reemerged during the Great Sith War and the Jedi Civil War mil­

lennia later, but most Sith warbots remained entombed in ancient va ul ts on 

Korriban and elsewhere in the galaxy. In more modern eras, Sith warbots a r~ 
a rare sight indeed, though they have emerged from time to time as explorers 

or collectors stumble across deactivated and long-forgotten droid s. 

5ith Elite Warbot CL 5 
Medium droid (4th-degree) nonheroic 6/soldier 3 
Force 2; Dark Side 10 

Init + 11; Senses Perception +4 

Languages Basic, Binary 

Defenses Ref 21 (flat-footed 19), Fort 19, Will 13 

hp 31; Threshold 19 

Immune droid traits 

Speed 6 squares 
Melee Sith sword +11 (1d8+12) or 
Melee Sith sword +11' (1d8+24) with Powerful Charge 

Ranged blaster pistol +9 (3d6+ 1) or 
Ranged blaster pistol +7 (3d6+ 1) and 

blaster pistol +7 (3d6+1) 
Base Atk +7; Grp + 11 
Atk Options Melee Smash, Point Blank Shot, Power Attack, Powerful 

Charge 

Abilities Str 18, Dex 15, Con -, Int 10, Wis 10, Cha 12 

Talents Melee Smash, Weapon Specialization (simple weapons) 
Feats Armor Proficiency (light, medium), Dual Weapon Mastery I, Dual 

Weapon Mastery II, Point' Blank Shot, Power Attack, Powerful Charge, 
Weapon Proficiency (simple weapons, blaster pistols) 

Skills Initiative +11 
Systems basic processor, 2 hand appendages, 2 tool appendages, locked 

access, vocabulator 
Possessions Sith sword, 2 blaster pistols, duranium plating (+8 armor) 

"Includes 4 points ofPower Attack. 



services. Although they are capable of handling a wide vari~ty of tas~.WORKER OROID 
their limited intelligence and programming means that PK droids can ~asit 

become confused and sometimes make irrational decisions that th~y lat~r
PK Worker Droid el2 

refuse to change unless ordered to do so.
Small droid (5th-degree) non heroic 6 

PK droids are also among the most common personal droids. and a~ 
In it +5; Senses Perception +9 

regularly used for jobs ranging from ones they are ideally su ited for. such 
Languages Basic, Binary, 1 unassigned 

as household cleaning and low-level maintenance, to unl ikely tasks such 
Defenses Ref 13 (flat-footed 11), Fort 12, Will 11 as short-term childcare or acting as a butler. Using a PK worker droid as a 
hp 21; Threshold 12 servant droid is often considered an indication that the owner is someon~ 
Immune droid traits who lacks either taste or money. 
Speed 4 squares (walking) 
Melee unarmed +6 (] d2+ 5) 
Base Atk +4; Grp + 1 

Abilities Str 14, Dex 14, Con -, Int 9, Wis 12, Cha 8 
Feats Linguist, Skill Training (Acrobatics, Mechanic), Toughness, 1 

unassigned 
Skills Acrobatics + 10, Mecha nic +7, Perception +9 
Systems walking locomotion, basic processor, 2 hand appendages, 

vocabulator 
Availability Licensed; Cost 1,000 

The PK worker droid is one of the cheapest and most common droids in use. 
Its long neck and eyelike head are recognized across the galaxy. It is widely 
used for cargo loading and freight handling, but because of its low cost, the 
PK droid is also frequently used in positions where other more expensive@ 
droids would perform considerably better. Although they are only 1.5 meters2}) 

@ tall, PK droids are surprisingly strong and agile and are noted for being more 
intelligent than most other labor droids. PK droids are usually programmed ~ to be aware of their limitations, and one of their more common faults is 
apologizing excessively. Because of their low cost, parts from PK droids are 
often used in the construction of more expensive droids, and occasionally PK 
droids are subject to aftermarket upgrades, usually as an effort to improve 
their intelligence and to allow them to handle a wider range of tasks. 

PK worker droids can be played as droid heroes. 

PK WO RKER O RO ID 

ENCOUNTERS 

PKs are the most common droids used in warehouses, loading docks, or large 
stores. They are most often employed for loading and cleaning. However, 
their low cost has also led to their use as low-level managers in charge of the 
day-to-day operations of relatively simple facilities such as warehouses and 
small shops. Seeing a PK droid working in such a capacity is widely regarded 
as an indication that the facility is either seriously under-funded or that the 
people in charge care far more about saving money than providing useful 






