THE DARK SIDE SOURCEBOWDK

BILL SLAVICSEK AND JD WIKER




AR WARS

ROLEPLAYINIDG G- A ME

BILL SLAVICSEK AND JD WIKER

{E DARK SIDE SOURCEBOOK




DESIGN

BILL SLAVICSEH AMND JD UWNKER

CREATURES ANMD ARCHETYPES DESIGN

CORY HERNDON

EDITING

BRIAN CAMPBELL AND MICHELE CARTER

MANAGING EDITOR

HiMm MOHAN
STAR WARS RPG CREATIVE DIRECTOR

THOMAS M. REID

ART DIRECTOR

SEAN GLENN

GRAPHIC DESIGN

RICH ACHBERGER

LUCAS LICENSING EDITOR
BEN HARPER

LUCAS LICENSING ART EDITOR

IRIN MORRIS

TYPESETTING

ERIN DORAIES

COVER ART

Jon POSTER

INTERIOR ART

LEE BERMEJO, DAN BRERETON, TOMMY LEE
EDWARDS, DOUG ALEHANDER GREGORY,
ASHLEY WOOD, LUCASPILM LTD.

BUSINESS MANAGER
PETER HImM

PROJECT MANAGER

RMBER PULLERTON

PRODUCTION MANAGER

CHAS DELONG

Special thanks to Lucy Autrey Wilson and Howard
Roffman of Lucas Licensing Ltd.; Jedi Master Lisa
Stevens; Keeper of the Holocron Leland Y. Chee; all the
authors and artists who have contributed to the expanded
Star Wars universe and whose material we have drawn
from; and George Lucas, just because.

Based on the Star Wars Roleplaying Game by Andy
Collins, Bill Slavicsek, and JD Wiker, utilizing mechan-ics
developed for the new DUNGEONS & DRAGONS' game by
Jonathan Tweet, Monte Cook, Skip Williams, Richard
Baker, and Peter Adkison.

EUROPEAN HEADQUARTERS
Wizards of the Coast, Belgium
P.B. 2031 2600 Berchem
Belgium +32-70-23-32-77

U. S., CANADA

ASIA, PACIFIC, & LATIN AMERICA
Wizards of the Coast, Inc.

P.O. Box 707

Renton WA 98057-0707
Questions? 1-800-324-6496

www.wizards.com

C 2001 Lucasfilm, Ltd. «r or " where indicated. All rights reserved. Used under
authorization. DUNGEONS & DRAGONS and the Wizards of the Coast logo are
registered trademarks owned by Wizards of the Coast, Inc., a subsidiary of

Hasbro, Inc. The d20 System logo is a trademark owned by Wizards of the Coast,

Inc. Made in the U.S.A.

Distributed to the hobby, toy, and comic trade in the United States and Canada by
regional distributors. Distributed in the United States to the book trade by St. Martin's
Press. Distributed in Canada to the book trade by Fenn Ltd. Distributed worldwide by
Wizards of the Coast, Inc. and regional distributors. This material is protected under
the copyright laws of the United States of America. Any reproduction or unauthorized
use of the material or artwork contained herein is prohibited without the express
written permission of Wizards of the Coast, Inc.

This product is a work of fiction. Any similarity to actual people, organizations, places,
or events is purely coincidental.


http://www.wizards.com
http://www.wizards.com
http://www.starwars.com
http://www.starwars.com

Introduction

Chapter One: The Dark Side

The Force
The Dark Path
Timeline: History of the Dark Side

Chapter Two: Playing the Dark Side
Dark Side Templates

Tainted; Characters
Dark Side Characters

New Dark Side Skills
Force lllusions

New Dark Side Feats
Dark Side Prestige Classes

Dark Side Devotee
Dark Side Marauder
Emperor's Hand
Dark Force Witch
Imperial Inquisitor

Sith Acolyte

Sith Lord
Sith Warrior

Chapter Three:

Gamemastering the Dark Side
Rules for the Dark Side

When Is a Character Dark?
Long-Term Effects of Using
Dark Side

Gaining Form Points
Gaining Dark Side Points
Acts of Evil

Running Dark Side Heroes
The Dark Side Hero: One

Method for Success

The price of Darkness
Running Dark Side GM Characters
Bad Guys
True Evil
Darksiders
Running Dark Side Campaigns
The Evil Campaign
Beware the Dark Side
Stepping onto the Dark Path
Controlling the Dark Side
Every Dark Side Campaign
Needs a Little Light
Ending a Dark Side Campaign
Four Stages of he Dark Side
Temptation
Imperilment
Submission

Atonement and Redemption
Chapter Four: Dark Side Equipment

Obtaining Dark Side Equipment

Weapon and Armor Descriptions

6
[
6
[

11
11

11
11

12
16

17
19
19

22
24
26
29
31

34
36

39
39

39

39
40
40
41
45

47
47

47
47
48
48
49
49
49
50
52

52
53
54
55
56
57
57

58

58

Vehicles and Starships
Droids

Equipment
Artifacts

Chapter Five: Dark Side Traditions

The Sith Empire
Marka Ragnos

Naga Sadow
Ludo Kressh
Freedon Nadd

Queen Amanoa of Onderon

King Ommin of Onderon

Satal and Aleema Keto
Ulic Qel Droma

Exar Kun
The New Sith
Darth Bane
Sorcerers of Tund

Rokur Gepta
Nightsisters of Dathomir

Gethzerion the Nightsister
The Dark Jedi
Set Harth, Dark Jedi

Xanatos, Former Jedi Padawan
The Return of the Sith

Darth Sidious
Darth Maul
Jedi Hunters
Avurra Sing
Del Korrot
The New Order

The Emperor
Darth Vader. Dark Lord of the Sith

Lord Hethrir
Prophets of the Dark Side

Kadann
Jedgar
Azrakel the Dark Warrior
The Emperor's Minions
Royal Guard
Imperial Sovereign Protector
Imperial Sentinel
Mara Jade, Emperor's Hand
High Inquisitor Tremayne
Jerec, Dark Jedi Master
Executor Sedriss
Dark Side Adepts

The Shadow Academy
Kyp Durron, Fallen Jedi
Exar Kun, Dark Side Spirit
Irek Ismaren

Kueller
Brakiss
Tamith Kai

Zekk

61
63

65
66

69

69
69

70
71
72

73
73

74
75

77
78
78
80

80
81

81
83
83

84
85

85
86
87
87
89
89

89
91

93
94

94
96
96
98
98
99
99
99
100
101
102
103
104
104
105
106
106

107
108

109

Chapter Six:

Creatures and Archetypes

The Physical World: Dark Creatures
Battle Hydra
Dxun Tomb Beast

Hssiss (Dark Side Dragon)
Massassi

Primitive Massassi

Orbalisk
Sith Hound

Sith Mutants
Massassi Abomination

Silooth
Chrysalide Rancor
Sith War Droid

Sith Wyrm
The Supernatural: Dark Spirits
Dark Side Spirit

Guardian Spirit
GM Archetypes

Dark Jedi
Dark Side Adept
Dark Side Avatar

Dark Side Spirit

Tainted Jedi

Imperial Inquisitor

Jedi Knight

Nightsister

False Prophet of the Dark Side
Shadow Academy Student

Sith Apprentice

Sith Minion

Sith Lord

Chapter Seven:
Dark Side Campaigns
Pick an Era, Any Era
The Old Republic
The Rise of the Empire
The Rebellion Era
The New Jedi Order Era
Dark Side Sites
Dark Side Sites and Non-
Force-Sensitives
Dark Side Sites and Force-Sensitives
Dark Side Site Examples
Minor Site: Lake Krul
Major Site: The Cave on Dagobah
Extreme Site: The Demon
Moan of Dxun
The Sith Campaign
Hyperspace Travel in Earlier Eras
Running a Hyperspace

Wars Campaign

Adventure Hooks

111
111
112

113
114

115

17
118

118
118

119
120
121

121
122
122

125
125

126
127
128

129

131
132
133
134
134
136
136
137

138

140
140
140
140
140
142
142

143
143
144
144
145

147
148
149

155

155

V)

i
2
|
I_.
pd
@)
O:




A
O
O
-
O
=
O
2

S ————

Introduction

The Force binds the galaxy together. It has a light side,
full of promise and hope and life. It also has a dark side.
This book explores the dark side of the Force, casting
light into the shadows, revealing its secrets, and
providing a wealth of new options for the Szar Wars
Roleplaying Game.

From the powerful warriors of the ancient Sith Empire to
the visionary Darth Bane, from Darth Maul and Darth
Vader to Emperor Palpatine himself, the dark side of the
Force has seduced many with its siren call. Faster and
easier, the dark side quickly leaps to aid a Force-user
whenever the opportunity arises. The Force-user must
choose to ignore the temptation-or embrace the power the
dark side provides and step firmly onto the path of
corruption.

This book illuminates that shadowy path, providing a map
for playing the dark side from a variety of viewpoints. It
starts with an overview of the dark side and a history of
the predominant darksiders, the Sith. A section of new
skills, feats, and dark side prestige classes follows,
expanding the options available to those dabbling with
dark powers as well as those who have given themselves
fully to the dark side.

The chapter on Gamemastering contains advice,
campaign ideas, and suggestions for introducing the dark
side into your adventures. A section on dark side
equipment follows, covering such diverse items as Sith
swords and orbalisk armor.

No examination of the dark side would be complete
without a detailed look at those who have walked the path
of corruption. The next chapter provides game statistics
and other information for such darksiders as Aurra Sing,
Freedon Nadd, the Nightsisters of Dathomir, the Prophets
of the Dark Side, the Shadow Academy, and the Sorcerers
of Tund.

Dark side creatures and archetypes fill the next section
of the book, covering Massassi and Dxun tomb beasts, as
well as generic darksiders of various levels for the
Gamemaster to use as allies and opponents in any Szar
Wars campaign. Finally, the book explores a number of
ways to set up a dark side campaign, as well as a model
for running adventures in the ancient time of the Sith
Empire.

How to Use This Book

The Dark Side Sourcebook makes a great addition to your
Star Wars library. It has a wealth of information for you to
use, whether you're playing in a Sar Wars campaign or
running one as a Gamemaster. How you approach the
contents of this book depends on the role you have in
mind.

Star Wars fans can use this book as a reference tool for
all aspects of the dark side. From the discussions

on the dark side of the Force and the stages of corruption
to write-ups on all of the darksiders through the ages,
there's plenty to interest fans. For players in a Szar Wars
campaign, this book provides different methods for
exploring the darker side of the Force. With Your GM's
permission, you can attempt to conquer the dark side by
embracing it, in much the same way that Luke Skywalker
tried in the Dark Empire comic book series. Or you can
examine the moral consequences of using the dark side
for the greater good-a struggle every Jedi Knight faces at
some point in his or her career. Is any aspect of the Force
truly good or evil, or is it simply a tool to be used to a
character's best advantage? After you've perused this
book, your character can fully explore these issues within
the game.

For good or ill, the darksider is as much a part of the Szar
Wars tradition as the good and honorable Jedi Knight. For
the player who wants to try something different, this book
offers guidance for playing a character who has made the
choice to follow the path of the dark side. But be careful!
Taking this direction can be tricky, even potentially lethal
to a campaign, especially if the other heroes in the
campaign consider themselves to be of good intent. Don't
tread the dark path lightly-at least have some idea of
where you want your hero to end up. If the player and GM
work together, the story possibilities for this option can be
vast and rewarding.

For Gamemasters, The Dark Side Sourcebook contains
an amazing collection of new options. Heroes can test
themselves against the temptations of the dark side with
new rules and prestige classes. Force-sensitive heroes
can confront the dark side within themselves, measuring
their resolve and strength of will. As the Gamemaster, you
can define dark side opponents that will challenge and
confound your heroes. You'll find a large selection of
ready-to-use allies and opponents to drop into any gaming
session. And the campaign and adventure hooks
scattered throughout the book will help you develop your
campaign in entirely new directions.

Doing good only means something if it can be
contrasted against doing evil. In The Dark Side
Sourcebook, evil has some exciting new options, new
proponents, and some new temptations witn winicn to
seduce even the most noble Jedi Knights. A new path has
opened before you-whether your hero follows it is up to
you. However you decide to use this book, use it
sparingly. No matter how tempting it might be to throw
every creature and opponent into every adventure, too
much of the dark side can easily overwhelm a campaign.

May the Force be with you-whichever path you
choose.
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Chapter One: The Dark Side

The dark side is one aspect of a mysterious energy
field some call the Force. Aggression, fear, and

anger fuel the dark side and are, in turn, fueled by it.
The dark side offers great power to those who can hear
its seductive call, but the price is high. To understand
the dark side, we must first understand the Force.

The Force

One all-encompassing driving Force influences the
destiny of the galaxy. An energy field generated by all
living things, the Force surrounds and penetrates
everything, binding the galaxy together. Universal
balance-life and death, creation and destruction is
reflected in the Force, and thus is reflected from the
Force back into the galaxy at large. The Force, for all the
mystery and the power it provides, is as much a part of
the natural order as suns and planets and life itself.

The Force has as many mysteries as it has aspects. It
may be a nonsentient energy field, the sum of all
creation. It may be an eternal entity, knowing and
unknowable. It may be both of these and more; it may be
something else entirely. The only certain truth is that the
Force exists and is omnipresent, and that's enough for
most who study its various influences. From the Living
Force to the Unifying Force, this mysterious energy field
consists of a multitude of properties. The light side and
dark side are always present, constantly struggling for
balance in the galaxy and within individual beings.

Indeed, certain beings are attuned to the Force. They
can feel it flowing through them and can manipulate it to
a greater or lesser degree. Most of these beings don't
understand the ability, and few have direct control over
it. Those with an acute sensitivity to the ebb and flow of
the Force can study its patterns and draw upon its
energy to enhance their natural abilities. Some can even
manipulate the Force to gain almost supernatural
powers, such as those demonstrated by the Jedi and the
Sith.

The Dark Time

The natural order encompasses balance. Day and night,
life and death, light and dark-each pair represents a
different kind of balance. As a part of the natural order,
the Force follows the same rules. The light side
embodies peace, knowledge, and serenity. The dark side
encompasses fear, anger, and aggression. Both sides
exist simultaneously, but not always in balance.
Sometimes the light side has predomi-nance; at other
times, the dark side dominates.

When the balance tips too far in either direction, conflict
usually results.

And in conflict, the dark side flourishes. Force-users
of all light side traditions are warned from the very
beginning of their training, in what-ever terms they can
comprehend, to beware the dark side. To give in to fear,
to embrace anger, to relish aggression: These are the
first steps on the dark path. The dark side dominates the
destiny of any who follow it. It's easy to start down that
path and exceedingly hard to step off it.

Fear leads to the dark side of the Force. When a person
gives in to fear, he opens himself to anger. He directs
anger at himself for being afraid and then unleashes it at
the world around him as a way to mask his fear. The
anger leads to hatred as the dark emotions grow more
powerful and destructive. Hatred, full of hostility and
animosity, sets the stage for suffering-the eventual
destination of the dark path.
Any Force-sensitive being risks far more than suffering
when delving into the dark side. More to the point, a
Force-user who draws upon the dark side risks
corruption and terrible loss in return for the shortcut to
power that the dark path provides. Faster and easier,
the dark side is quick to give of itself, but asks a terrible
price in return. No matter how well a Force-user is
trained, no matter how steeped in the techniques of the
light, the temptation to draw on the fast and easy power
of the dark side always exists.

And that's only the beginning of the danger.

Timelins History of
the Dark Side

The history of the Republic and the Empire that followed
it marks the evolution of the galaxy's understanding of
the Force. This overview of impor-tant historic events
serves to demonstrate how the path of the dark side has
paralleled the development of galactic society.

25,000 Years before the Battle of
Yavin

Approximately 25,000 years before the first Death Star
was destroyed through the efforts of a young Jedi-in-
training named Luke Skywalker, sentients perfected the
hyperdrive engine. With this techno-logical wonder, the
galaxy became a much smaller place. Travel that once
took centuries could now be accomplished in a matter of
weeks, days, or even hours. The hyperspace lanes
allowed multiple star systems to form the Galactic
Republic, a democratic union uniting a vast number of
diverse species. The



Republic continues to grow as new worlds and star
systems are added to the roster.

As explorers mapped the physical reality of the
galaxy and the Republic's charter solidified, philoso-
phers and academics from all parts of this union came
together to study the mysterious energy field called the
Force. Through study, meditation, communion, debate,
and experimentation, the first coherent theories about
the Force developed. Scholars documented living and
unifying aspects of the Force and opened other, less
defined attributes to theory and speculation. The part of
the Force dedicated to knowledge and defense came to
be considered the light side of the omnipresent energy
field. The aggressive, jealous, covetous aspects of the
Force were labeled aspects of the dark side.

The most dedicated students (and those strongest in
the Force) formed the basis of the Jedi, and it wasn't
long before they began to develop the tech-niques
necessary to draw upon the Force and manip-ulate its
energy. Through the Force, the Jedi learned to see
faraway places without the need for scanners or
macrobinoculars. They uncovered methods that
allowed them to move objects with only the Force and
their own strength of will. They learned to influ-ence the
thoughts of others, and to let the Force add speed and
power to everything they did.

Time passed, and the Jedi developed into an order.
The Jedi Knights set forth a code of conduct not only
for using the Force, but also for living and interacting
with the galaxy as a whole. They believed that their
techniques should never be used for personal gain,
only for knowledge and enlighten-ment. Academic
pursuits gave way to a more active role in the galactic
community, and the Jedi became the protectors of the
Republic.

Even the best intentions sometimes go astray, and no
one is immune to temptation. So it was that a few Jedi
began to use the Force for their own gain. These
individuals ignored the restrictions regarding the dark
side and accepted the easy path to power that that
aspect of the Force offered. Throughout the history of
the Republic and the history of the Jedi, intertwined as
they are, individuals arose who reveled in the power of
the dark side. Dark and fallen Jedi, while few and far
apart, always posed a danger to the Jedi Order and the
galaxy at large. Differing traditions with other names
and beliefs regarding the Force developed. Like the
Jedi Order, these traditions were just as likely to have
members dedicated to personal power-or outright evil.
The Jedi Knights stood fast, however, defending peace
and freedom while protecting the Republic from those
who would manipulate the Force for evil intent. Thanks
to their efforts, the Republic grew and thrived.

Sometime during this ancient period, the first dark side
uprising took place. The battle between the forces of light
and darkness lasted more than a century. Eventually the
dark side practitioners were driven into exile beyond the
edge of known space. Far from the influence of Republic
or Jedi Order, the Sith Empire was born.

The vanquished Dark Jedi found a primitive civi-lization
called the Sith. This species welcomed them as gods,
and the darksiders dominated them. With new resources
and willing slaves at their command, the exiled Jedi
forged the Sith Empire, beginning a golden age of evil
thousands of light years from the farthest borders of the
Republic. Each side forgot the other as millennia passed.
The great schism that divided the early Jedi became a
legend.

5,000 Years before the Battle of
Yavin

The Republic enjoyed an unprecedented period of
expansion five thousand years before the rise of Emperor
Palpatine. Hyperspace routes were mapped. Dedicated
explorers uncovered new regions of space at a dizzying
pace. New alien species were encoun-tered for the first
time. Colonies appeared every-where as the Republic's
frontier stretched out farther and farther from the Core.
Small conflicts arose throughout this period, but the
Republic and the Jedi Knights worked hard to maintain
peace and unify the galactic government.

Meanwhile, the Sith Empire had grown powerful. Its
members had developed Sith sorcery and a variety of
dark Force powers, but they had reached a crisis of their
own. The great Dark Lord Marka Ragnos had died, and
the resulting power vacuum threatened to ignite a civil war
that would tear the Empire apart. As rival leaders Naga
Sadow and Ludo Kressh struggled for the Dark Lord's
crown, a pair of Republic hyper-space mappers arrived in
Sith territory in their ship, Starbreaker 12. Each of the two
rivals used the news of the Republic in his own way, but
Naga Sadow emerged triumphant, proclaiming himself the
Dark Lord of the Sith.

Following Starbreaker 12 back to Republic space, Naga
Sadow and his Sith forces ignited the Great Hyperspace
War. The surprise attack turned into a storm of conflict
that spread across the Republic. The Sith were relentless
and unpredictable. The early tide of the war was definitely
in their favor, but victories at Primus Goluud, Kirrek, arid
COTUscant eventually gave the Republic the upper hand.
After a long and bloody conflict, the Republic rallied its
forces and repelled the invaders. Sadow and his battered
ships retreated back to Sith space-and fled right into an
ambush. Ludo Kressh and his loyalists had survived the
earlier struggles,
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and they had waited to crush Sadow's returning fleet.
Both sides were devastated in a wild, no-quarter-given
battle. Then the pursuing Republic forces arrived,
vanquishing the Sith threat in a decimating hail of blaster
fire.

Naga Sadow escaped destruction, however. He went
into hiding on the jungle moon of Yavin, where his loyal
Massassi built great temples in his honor. Sadow used
Sith technology and sorcery to place himself in
suspended animation. Someday he would usher in a new
Sith golden age, just as Dark Lord Marka Ragnos had
foretold.

4.400 Years before the Battle of

Yavin

Six centuries later, an ambitious Jedi Knight named
Freedon Nadd set off for Yavin 4 to investigate rumors of
dark powers on the jungle moon. After a brief struggle
with the primitive Massassi guarding the area, Nadd
discovered the focusing chamber of the primary temple.
After awakening the spirit of Naga Sadow, he asked the
Dark Lord to teach him his sorcerous ways. Sadow
showed him the dark side of the Force and taught him
skills the other Jedi Knights had not seen in centuries.
With these new powers and weapons, Nadd left Yavin 4
and traveled to the primi-tive planet of Onderon.

Using Sith magic and the dark side, Nadd made
himself the leader of Onderon. He was a tyrannical ruler,
and eventually his subjects rebelled. For centuries, Nadd
and his descendants worked to crush this rebellion, but
to no avail. Even using the powers provided by Nadd's
sarcophagus-a focus of dark side energy-his
descendants could not put an end to the bloody civil war.

3.998 Years before the Battle of
Yavin
Four centuries after the time of Freedon Nadd, the heirs
to the Empress Teta system, Satal and Aleema Keto,
dabbled in Sith magic and stole an ancient book of Sith
secrets from a museum on Coruscant. Unable to
translate the tome, the pair made their way to Onderon,
where the spirit of Freedon Nadd arose to guide them.
With Nadd's training and a wealth of Sith artifacts, Satal
and Aleema returned to the Empress Teta system to find
a way to restore the Sith Empire.

Meanwhile, a group of Jedi Knights imposed order on
Onderon and sealed Freedon Nadd's sarcophagus in an
armored tomb on the moon of Dxun.

the Empress Teta system from their relatives. The seven
worlds revolted against the despots, giving the pair the
chance to use their new dark powers to crush the
opposition. As Republic forces and a team of Jedi
Knights were dispatched to Empress Teta to put an end
to the outbreak of violence, a young Jedi named Exar
Kun went to find the tomb of Freedon Nadd.

Kun broke into the tomb and found the skeletal
corpse of Nadd wrapped in menacing black armor.
Nadd's spirit appeared before the young Jedi, reveal-ing
a cache of metal scrolls hidden beneath his remains.
Kun took the scrolls and traveled to Korriban, the tomb
world of the ancient Sith Empire. While exploring a
spectacular crypt, Kun was trapped under a collapsed
ceiling. Freedon Nadd's spirit appeared once more,
promising to rescue the Jedi if he surrendered to the
dark side. He did, and a blast of dark power swept away
the rubble and repaired his damaged body.

Meanwhile, the battle at Empress Teta continued.
On Ossus, Jedi met to discuss the implications of such
strong tremors in the dark side. There, Satal and
Aleema unleashed Sith war droids against the Jedi,
killing the great Master Arca.

Exar Kun next traveled to Yavin 4, where he used
his newfound Sith powers to destroy the spirit of
Freedon Nadd. He then proclaimed himself the Dark
Lord of the Sith. Later, he joined with another fallen Jedi,
Ulic Qel-Droma. The two Sith Lords vowed to bring
about the return of Sith glory.

3.886 Years before the Battle of

Yavin

Exar Kun converted numerous weak-willed Jedi to the
Sith as he traveled across the Republic as a prophet
and dark teacher. Ulic Qel-Droma oversaw the strategic
side of their plans and began the Sith War. Exar Kun
sent his converts on missions to destroy their ex-
masters. While only a few succeeded, the news of
assassins striking at Jedi Masters spread fear through
the Republic.

The bitter war continued until Ulic Qel-Droma killed his
own brother, the Jedi Cay. With this horrific act, Ulic
realized that the Sith War must end. He offered to help
the Jedi, and soon the tide of battle turned. Exar Kun
went back to Yavin 4 and used Sith sorcery to preserve
his spirit inside the ancient pyramids. Kun survived,
trapped for millen-nia in a prison of his own devising,
but the Sith War was over.

3.997 Years before the Battle of 3.986 Years before the Battle of
Yavin Yavin

Using Sith knowledge and artifacts, Satal and Aleema  The disgraced Ulic Qel-Droma went into exile after
marshaled their forces and took control of the Sith War. Ten vears later Vima. the dauahter of
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Jedi Nomi Sunrider, sought him out. She wanted Ulic to
train her in the ways of the Force. He reluctantly agreed,
teaching her to use her powers while provid-ing
instruction about honor and duty. Due to his own trials
and tribulations, and thanks to his rela-tionship with Vima
Sunrider (who looked upon him as a father), Ulic found
his way back to the light side. He found redemption and
died as a Jedi Master.

———— .~

2.000 Years before the Battle of

Yavin

The Sith species disappeared into the shadows of
history, and the glory of the Sith Empire was all but
forgotten. The term Sith was used to describe a sect
dedicated to the dark side of the Force. The teach-ings
of the ancient Sith Lords continued to appear from time
to time to threaten the Republic. About two millennia
before the Galactic Civil War, a rogue Jedi Knight turned
away from the Jedi Code and the Order to found a new
Sith cult. As Exar Kun before him, this Dark Jedi
attracted other Knights to his banner. The followers of
this new Sith Lord grew in size and Dower over the next
millennium, biding

1.000 Years before the Battle of

Yavin

The new Sith eventually declared war on the Republic.
The battles were fierce, and the Jedi rose to oppose the
Sith, but in the end the Sith fell to their own internal
struggles. Unwilling to cooperate with each other or
share power, Sith disciples destroyed each other.

Sith Lord Kaan survived this bloodbath and gath-ered
twenty thousand devotees to establish an empire
dedicated to rule by the strong. Kaan's Brotherhood of
Darkness met Jedi Master Hoth's Army of Light on the
planet Ruusan. Both sides were decimated over a series
of seven battles, but eventu-ally the Sith were destroyed.

Or so the Jedi believed.

One Sith Lord, Darth Bane, escaped the extermina-
tion. Bane selected one apprentice to keep Sith
knowledge alive, but otherwise the Sith lived an
existence of stealth and secrecy. The Sith went into
hiding, following Lord Darth Bane's edict-there would
never again be more than two Sith Lords at a time, a
master and an apprentice. As the next thou-sand years
unfolded, the Sith codified their teach-ings, meditated on
the dark side, and planned in isolation ways to once
again strike at their hated enemies, the Jedi.

32 Years before the Battle of Mavin
The Republic was slowly dying. Internal strife, greedy
politicians, a sprawling territory, and a
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maddening set of checks and balances made the old
government weak and ineffective. Stagnation set in,
laziness and complacency became the rule, and
corruption gained a foothold. As the govern-ment
decayed, the Sith saw a new opportunity to gain power
and glory.

During the blockade of Naboo by the Trade
Federation, the surviving Sith finally revealed them-
selves to the galaxy. Lord Darth Sidious manipulated the
greedy leaders of the Trade Federation, setting in motion
events that would alter the leadership of the Republic
Senate and open the door for the coming Empire.

While Darth Sidious worked in secret, his appren-tice,
Darth Maul, emerged from the shadows to confront a pair
of Jedi Knights on Naboo. The Jedi lost Qui-Gon Jinn
that day, but his apprentice Obi-Wan Kenobi was able to
slay Darth Maul. Two factors were set in place to affect
the galaxy for years to come: Anakin Skywalker, whom
Qui-Gon believed to be the Chosen One of Jedi
prophesy, was discovered and given to Obi-Wan for
training; and Senator Palpatine of Naboo was elected the
Chancellor of the Republic.

20 Years before the Battle of Mavin
Anakin Skywalker grew to manhood and became a
powerful Jedi Knight under the tutelage of Obi-Wan
Kenobi. As time passed, a series of threats to the
Republic further weakened that ancient and sickly
institution. The Clone Wars were the culmina-tion of
these threats, eventually sweeping the Republic into a
terrible conflagration. Details of this dark time have been
lost, but its repercussions affected the galaxy for
decades to come: The Jedi Knights were wiped out, the
Empire seized power, and Anakin Skywalker embraced
the dark side, becoming Darth Vader.

With Darth Vader beside him, Emperor Palpatine
unveiled his New Order to the galaxy. Strength would
replace frailty. Order would replace chaos. Decisiveness
would replace indecision. The public craved leadership,
and Palpatine provided it.

The Empire was born.

The Rebellion and the Battle of Yavin
As years passed, the Empire became increasingly
tyrannical. While life was more or less the same in the
Core, the worlds and systems farther out were
subjugated and exploited for the greater good of the
Empire. The Emperor remade the galaxy accord-ing to
his own desires. Nonhuman species were persecuted
and enslaved. The Empire restricted communications
and travel. The Imperial military expanded and grew
powerful. All the while, various

leaders in the Senate attempted to work against the
Emperor using laws and debate. They found their laws
easily repealed, and the more vocal opponents of the
New Order were silenced.

A Rebellion against the New Order began. It was
unorganized at first, but eventually the leaders who
opposed the Emperor stepped forward to join the
Rebellion. Separate groups became one group, agitated
crowds became armies, and the Alliance to Restore the
Republic came into being.

The first great victory of the Alliance occurred at
Yavin, where Rebels led by Princess Leia Organa
destroyed the Death Star battle station. The young man
who fired the shot heard round the galaxy was none
other than Luke Skywalker, heir to the Jedi legacy and
son of Anakin Skywalker-now known as Darth Vader.

4 Years after the Battle of Yavin

After four long, hard-fought years, the Alliance made a
final stand against the Empire at Endor. While the
Alliance forces battled their way out of a trap set by
Emperor Palpatine, a fully trained Luke Skywalker
confronted Darth Vader and his master, Emperor
Palpatine, aboard the second Death Star. Palpatine
tempted young Skywalker with the powers of the dark
side, hoping to turn him as he had turned his father. But
when Skywalker refused to be tempted, the Emperor's
own anger provided the seeds of his downfall.

The Emperor ordered Darth Vader to kill his son,
and the two fought fiercely. Luke was able to defeat his
father, but he refused to strike the killing blow. He
tossed away his lightsaber even though the Emperor
wasn't ready to admit defeat. Calling upon all his dark
powers, the Emperor unleashed a fury of Force lightning
at the young Jedi. He would have killed young
Skywalker if not for the intervention of a wounded and
dying Vader. Vader grabbed the Emperor and hurled
him into the depths of the second Death Star, causing
Vader to suffer further damage from a backlash of Force
lightning.

Darth Vader died not as a Dark Lord, but as a Jedi
Knight. He saved his son, destroyed the Emperor, and
found redemption due to the efforts of Luke Skywalker.
Without the Emperor to lead them, the Imperial forces
were eventually routed by the Alliance.

The Empire was dead.

The New Republic was born.

And the galaxy emerged from the shroud of the dark

side.Balance was once again restored, just as the

ancient Jedi prophecies had foretold.



Chapter Two:

Playing the Dark Side

In a Star Wars Roleplaying Game campaign,
characters controlled by players are heroes. We use
the term "hero" to refer to the protagonist of a story,
not necessarily a good person. Of course, most
heroes in Star Wars tend to be working for the good
guys. A few possess dubious ethics and morals, but
generally they stand together to combat evil in all its
forms.

The dark side, however, is a seductive lure. It tempts
characters to stand on the side of evil and tyranny.
Heroes may heed the dark side's call for the power it
offers, the promises it makes, or simply the freedom it
brings. In the end, all who walk the path of the dark
side discover that it is a harsh master, one that cannot
be trusted.

This chapter details how to create and play
characters who are partially or fully in the grip of the
dark side. It describes characters who give in to the
dark side while still following their favored vocation or
profession (as explained under Dark Side Templates),
as well as characters who walk entirely new paths (as
described under Dark Side Prestige Classes). Also
included are new skills and feats to tempt the
ambitious away from the light.

Keep in mind that any character can be evil, but to
truly turn to the dark side, a character must possess
the Force-Sensitive feat. Any character can gain Dark
Side Points, but only a character who feels the flow of
the Force, hears its call, and manipulates its energy-
even just a little-can fully and

completely embrace the dark side.

Dark Side Templates

Succumbing to the dark side turns Force-sensitive
characters into sinister reflections of their former
selves. As characters gain Dark Side Points, they fall
farther and farther from the light side of the Force,
eventually becoming pawns of the dark side.

The following rules describe how Dark Side Points
affect Force-sensitive characters. The basic rules for
Dark Side Points appear in the Star Wars Roleplaying
Game, in Chapter 9: The Force.

Tainted Characters

When a character has performed enough dark deeds,
or has called upon the dark side too many times, he is
in danger of becoming lost to the dark side. The
rewards are tempting enough to blind him to the
drawbacks, but he still has time to atone for his
misdeeds.

Creating a Tainted Character

"Tainted" is a template that is automatically added to any
Force-sensitive character when he accumulates a number
of Dark Side Points equal to half his Wisdom score or
higher-but not if he is a dark side character (see below).
The character continues to use all statistics and special
abilities from his existing class, except as noted here.

Vitality: Same as the character.

Speed: Same as the character.

Defense: Same as the character.

Damage: Same as the character.

Special Qualities: Same as the character.

Saves: Same as the character.

Rbilities: Same as the character.

Skills: A tainted character receives a +2 dark side
bonus on any Force skill checks to use dark side
Force powers, but suffers a -4 penalty on any Force
skill checks for light side Force powers (such as Heal
Another).

Fests: Same as the character.

Special: A tainted character can elect to decrease
his total number of Dark Side Points by sacrific-ing
Force Points specifically to do so. Each Force Point
sacrificed in this manner reduces the character's
Dark Side Points by 1. This act involves a period of
meditation, reflection, and absolution on the part of
the character. If the player and

GM want, this period of contemplation can be
worked into the campaign as part of an adventure,
but it isn't necessary.

In addition, any act of dramatic heroism performed
by the character-if completed without calling upon
the dark side-reduces the character's total number of
Dark Side Points by 1. When a dark side character
uses dramatic heroism in this fashion, he does not

Dark Side Characters

As characters slip farther and farther into evil, the dark
side takes a stronger hold. Once heroes cross over,
they are effectively lost to the dark side. Only truly epic
acts of heroism and atonement can bring them back
from the darkness.

Creating a Dark Side Character

Each time a tainted character gains a Dark Side Point,
she must make a Wisdom check (DC 10 + the number of
Dark Side Points possessed). If the character fails
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Players and GMs should keep track of Dark Side |
Points for characters without the Force-Sensitive feat for two |
reasons. First, if one of these characters picks up the Force- |
Sensitive feat later, the Dark Side Points immediately apply. Past
deeds count, after all. Second, even without the Force-Sensitive

| feat, the number of Dark Side Points a character possesses indi-

cates just how evil that character has become. Even the most
| noble, good-hearted hero can rack up a Dark Side Point or two |

over the course of a few adventures, but the more Dark Side

| Points a character accumulates, the more that character reveals |

himself as an evil character.

When the character has a number of Dark Side Points equal _

to or greater than half his Wisdom score, he can definitely be
considered a bad guy. He's more than willing to look out for
himself first, rob an old Ithorian in the street, or kick a Jawa just

because he can. When a character accumulates a number of |
Dark Side Points equal to or greater than his Wisdom score, that |
character is definitely Evil with a capital “E." When you see a §
Gamemaster character with a Wisdom score of 12 and a Dark |
Side Point total of 14, you'll know the character has been |

completely enthralled by the forces of darkness. :

this check, the "dark side" template automatically replaces

the "tainted" template.

The "dark side" template is automatically added to any
Force-Sensitive character with a number of Dark Side

Points equal to or greater than her Wisdom score.

The character continues to use all statistics and
special abilities from her existing class, except as noted
here.

Vitality: Same as the character.

Speed: Same as the character.

Defense: Same as the character.

Damage: Same as the character.

Special Qualities: Same as the character.

Saves: Same as the character.

Abilities: Same as the character.

Skills: A dark side character receives a +4 dark side
bonus on any Force skill checks for dark side Force
powers, but suffers a -8 penalty on any Force skill
checks made for light side Force powers.

Feats: Same as the character.

Special: Any Force Points spent by a dark side
character automatically call upon the dark side of the
Force.

A dark side character cannot lose Dark Side Points by
atoning (see the Star Wars Roleplaying Game, Chapter
9: The Force). She may only turn away from the dark side
by performing an act of dramatic hero-ism without calling
on the dark side for assistance. Such an act should
require extreme personal cost, be

made in a selfless manner, and provide a significant
benefit to the galactic balance. This act of dramatic
heroism does not gain the character a Force Point.
(Death Vader performed such an act at the end of
Return of the Jedi when he sacrificed his own life to
save his son and destroy the Emperor. Kyp Durron
performed a similar act of heroism by destroying the
Sun Crusher, a prototype Death Star.)

If the GM accepts the act as being appropriately
heroic, dramatic, and selfless, the character's Dark Side
Point total is automatically reduced to one less than half
the character's Wisdom score, rounded down. In
addition, the dark side exacts a final toll by removing all
of the character's remaining Force Points. Now, with no
Force Points and a dangerous number of Dark Side
Points remaining, the character must strive to follow the
path of the light side and atone to remove any
remaining Dark Side Points.

New Dark Side Skills

Characters who follow the path of the dark side have
access to skills not normally available-at least without a
price. The following section describes two types of dark
side skills: general skills and Forcebased skills. Details
on how to acquire and use skills, and how to determine
difficulty classes for skill checks, can be found in the
Star Wars Roleplaying Game, Chapter 4: Skills.

Skill Descriptions

The following general skills are only available to tainted
and dark side characters. (The GM may allow other
characters to acquire these general skills, depending on
the circumstances of the campaign.)

Knowledge (Sith Lore) [Int]

Trained Only

Knowledge skills represent a study of some body of
lore-in this case, histories and legends of the ancient
Sith. Like Knowledge (Jedi lore), Knowledge (Sith lore)
enables a character to answer questions about Sith
traditions and the powers of the Sith. See the
Knowledge skill in Chapter 4 of the Star Wars
Roleplaying Game for more information on Knowledge
skill checks.

Read/Write Language (Sith) [none]
Trained Only

The Read/Write Language skill doesn't work like a standard
skill. Full rules on the Read/Write Language skill can be found

in the Star Wars Roleplaying Game, Chapter 4: Skills.
Purchasing Read/Write Language for the Sith language

enables a character to understand the ancient language of the

Sith and create documents using the Sith language.



To be able to speak the Sith language, you must
take the Speak Language (Sith) skill.

Retry: Not applicable. (There are no Read/Write
Language checks to fail.)

Speak Language (Sith) [none] 7rained
Only

The Speak Language skill doesn't work like a stan-
dard skill. Full rules on the Speak Language skill can
be found in the Star Wars Roleplaying Game,
Chapter 4: Skills. Purchasing the Speak Language skill
for the Sith language enables a character to under-
stand and speak the ancient language of the Sith.

To read and write the Sith language, you must take
the Read/Write Language (Sith) skill.

Retry: Not applicable. (There are no Speak
Language checks to fail.)

Force-Based Skills

With your Ciamemaster's permission, your character
can learn these Force-based skills as part of a dark
side Star wars campaign.

Alchemy [Int]

Dark Side; Trained Only; Requires the Force-Sensitive
and Sith Sorcery feats

You are trained in the dark side's alchemical arts. You
may use ancient Sith equipment, along with arcane
formulae, to alter the molecular composition of living
beings, creating mutants steeped in the dark side-and
bound to your will. You can also reshape inani-mate
matter, making it sharper or stronger, as the ancient
Sith freanentlv did with their weanons and

D | Alteration
C

15| Add claws (damage 1 d6 + Str modifier) or fangs,

user's choice (damage 1 d4 + Str modifier)

15[ Add horns; subject gains a gore attack (-2 to attack,

damage 2d4 + Str modifier) in addition to its normal

attacks

20| Grant darkvision (20 m)

20( -2 penalty on Will saves to resist your commands

20( Add +2 m to speed (maximum speed equals twice

base speed)

20| Add +3 to Defense (treat as natural armor)*

25| Increase or decrease size by one category*

25( +1 Str/-1 Dex, Int, and Cha

25| +1 Str/-i Int, Wis, and Cha

25( +1 Dex/-1 Str, Con, and Wis

25( +1 Dex/-1 Con, Int, and Cha

25| +1 Con/-1 Dex, Int, and Wis

25| +1 Con/-1 Dex, Wis, and Cha

25| +1 Int/-1 Str or -1 Con

25| +1 Wis/-1 Str or -1 Con

25( +1 Cha/-1 Int or-] Wis

*Each additional alteration increases the DC by 5_

armor. (See Chapter Four: Dark Side Equipment for
details on using Alchemy with nonliving matter.) Check:
Altering the physical appearance of a living being (to a
more horrific appearance) requires no skill check. All
changes wrought by applications of dark side Alchemy
result in horrific physical muta-tions. Any task that alters
a fundamental aspect of the subject requires an
Alchemy check. Note that altering multiple aspects
requires multiple checks. Each check requires 1 minute,
costs the user 5 vital-ity points, and gives the user 1
Dark Side Point.

Retry: Yes, but each attempt gives you another Dark
Side Point. In addition, the subject may perish as a
result of the mutation (see below).

Special: Using this skill requires thousands of cred-its
worth of alchemical equipment and raw materials (in
addition to a subject). The cost for using the skill on a
particular subject is 10,000 credits; each additional use
of the skill on that same subject consumes an additional
500 credits worth of raw material.

The metamorphosis is extremely physically taxing-
perhaps even fatal. Each alteration deals 3d6 damage
to the subject. The subject must attempt a Fortitude
saving throw, with the same DC as the DC for the
alteration. If the Fortitude save fails, the damage is
applied against the subject's wound points (as with a
critical hit).

Control Mind [Cha]

Dark Side; Trained Only; Requires the Force-Sensitive,
Alter, and Force Mind feats

You can guide the actions of individuals who have strong
connections to you, overriding their individ-ual impulses
and replacing them with your synchro-nized mental
processes. This allows you to increase the efficiency of
allies, subjects, or minions-not enemies, opponents, or
unaligned bystanders. With a higher degree of ability, you
can control more indi-viduals at a much greater range.
Note that this does not allow you to manipulate these
beings like puppets; you only increase their efficiency.

Check: A Control Mind check (DC 20) allows you to
coordinate the actions of one or more of your allies or
minions. Each of these allies or minions gains a Force
bonus on attack rolls and skill checks equal to one-fourth
your Force-user level (rounded down, to @ minimum of
+1) for as long as you continue to spend vitality points.
Initiating this skill requires a full-round action, costs 5
vitality points, and gives the user a Dark Side Point.
Maintaining it requires a move action each round. The
Force-user must also spend vitality points for each minute
(that is, every 10 rounds) the power is used.

You can affect large numbers of allies, minions, or

subjects with the same Control Mind check, provided they
are not beyond your maximum range. However,
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the more people you wish to affect, the more vitality

points you need to spend.

The targets of the Control Mind skill don't have to be
willing; they just have to be allied to the user in some
fashion. This usually takes the form of subjects (such as
those who acknowledge the Emperor as their leader) or
minions (the willing lackeys of any dark side Force-user).
This power is considered a dark side skill because of its
intrusive nature and the energy it steals from those
subjected to it.

Number of Targets Vitality Point Cost/Minute

1-10 1

11-100 5
101-1,000 10
1,001-10,000 15

Special: The maximum range for this ability is based on
your mastery of the Force. With the Force Mind feat, you
can affect any allies on the same planet. If you have the
Knight Mind feat as well, you can affect any allies in the
same star system. If you also have the Master Mind feat,
you can affect any allies within the same sector. (A system
consists of a star and its related planets. A sector consists
of several associated stars and their planets, such as the
Elrood sector or the Anoat sector.)

Using this power creates tremendous physical and
psychic stresses in your allies. When you cease
spending vitality points to maintain this skill, all the
affected allies are considered exhausted. (This reduces
their base speed by half and confers an effective
penalty of -6 to both Strength and Dexterity.)

Vitality Point Cost: 5 to initiate, then the cost
varies to maintain; see above.

Drain Energy [Con]

Dark Side; Requires the Force-Sensitive and Alter
feats

You can draw energy out of power packs, energy cells,
and similar power sources, allowing it to harmlessly
dissipate. This effectively renders electronics and
powered weaponry useless until the power pack is
replaced. It also shuts down items using other power
sources (such as energy from generators).

Check: Your Drain Energy check sets the DC for the
target's Will saving throw. (Remember that unattended
items receive no save. Iltems grasped or worn by a
character receive a save just as if the character were
making the saving throw. Treat droids as unattended
items for purposes of this skill.)

On a successful save, the targeted item is unaffected; on
a failed save, the item's power pack,




energy cell, or other energy source is drained, and the
item becomes useless until it is recharged. temporarily lowering his Intelligence temporarily reduces all
of his Knowledge skills.

sl
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Result Will Saving Throw DC Retry: Yes, but you must continue to touch the target x
during each attempt. Each successful check allows you to <
15 Or less 10 use another of the target's Knowledge skills untrained. 0
16-25 15 Special: You only have temporary access to the
26+ 20 Knowledge skill you have drained. Each time you use the W
stolen skill, you must attempt a Will saving throw (DC 15). by
The vitality point cost depends on the item being If you fail the Will save, you lose the ability to make _
drained: untrained skill checks in that skill. If you fail the save by 10 = :
or more, you also temporarily lose 2 points of Intelligence.
Power Source Examples VP Cost Note that the Force Defense skill adds a bonus to the )
target's Will save. Pl
Simple device Datapad, holorecorder, 2 Vitality Point Cost: 8. —
droid caller >'
Power pack Blaster, ion gun 4 Illusion [Cha] <L
: - -
Energy cell Lightsaber, force pike, 8 Trained Only; Requires the Force-Sensitive and Alter
vibro weapons feats ﬂ.
Portable generator | E-Web repeating 12 You are able to manifest phantasmal images that seem
blaster, droid completely real to those who perceive them. Although these
illusions cannot cause physical harm, they can, when

Power generators larger than a portable generator wielded by a sufficiently skilled prac-titioner, provoke fatal

such as a standard or fusion generator (as found in mistakes in those who do not recognize them as unreal.
power dTOIdS, vehicles, and ships) are too large to be Each person who perceives the illusion perceives the same
drained by this,ability. ' event (instead of his or her own slightly different
Drain Energy is a full-round action. It can affect a single interpretation). .
target up to 10 meters away from the Force-user. .Your lllusion check sets the DC for the target's Will
Because this ability uses dark side ener-gies to siphon saving throw.

energy, using this ability grants a Dark Side Point.
Vitality Point Cost; Special; see above.

. Result Will Saving Throw DC
Drain knowledge [Int] SorTess m
Dark Side; Trained Only; Requires the Force-Sensitive PR =
and Sense feats
) - . ) . 16-25 20
You can drain specific memories, relating to a single TRE 5
subject, from a victim's mind. This allows you tempo-rary,
- ) , 36+ 30
limited access to this one field of knowledge.

Check: A Drain Knowledge check allows you to sift
through a specific target's mind. For a target that is
conscious and not resisting, the check is against DC 15.
For targets that are unconscious or actively resisting, the
check must exceed the target's Will saving throw or DC

The maximum range for this skill is 10,000 meters from the
user. The distance of the illusion modifies the vitality point
cost.

20, whichever is higher. The Drain Knowledge check Distance | Vitality Point Cost/Minute
requires 5 minutes, and you must touch the target for the Tom 3
duration of the attempt. (Therefore, you must render an 00 s
unwilling target unconscious or otherwise immobile 000 3
before attempting this skill.) 10’ oo S

If the Drain Knowledge check is successful, the target ’
temporarily loses 2 points of Intelligence. (The target
recovers lost Intelligence points at the rate of 1 per day of Maintaining an illusion for more than a single round requires
rest.) You may then choose one Knowledge skill the concentration; the Force-user cannot main-tain an illusion
target possesses and immedi-ately gain the ability to while using the rage ability, for instance. Keeping the illusion
make untrained skill checks for that skill. (You do not going requires an attack action each round.
acquire the target's skill points, but you can make Creating illusions does not in and of itself give the user
Intelligence checks to access that information.) The a Dark Side Point. In fact, the Jedi ability Affect Mind draws
target doesn't lose the Knowledge skill you have from a similar tradition. However, using

acquired; however,
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PORCE LLUSIORS

Characters encountering an illusion cannot
attempt saving throws to recognize it as illusory until they study
it carefully or interact with it in a significant (not casual) fashion.

For example, if Luke Skywalker created an illusion of himself to '

| accompany his sister Leia away from danger, Leia would only _
receive a Will saving throw if she stopped and studied her
brother, or if she had a conversation with him. Likewise, if the |

illusory Luke attempted to restrain Leia, she would receive a |
saving throw because she would be interacting with the illusion |

directly. A stormtrooper who simply walked past the illusion |
would not receive a saving throw.

A successful saving throw against an illusion reveals it to be
false, but does not dispel the illusion. For example, a character |

who makes a successful saving throw against an illusion of a |
massive starship knows that the starship isn't really there, but |

cannot actually see the smaller starships hidden inside. _
A failed saving throw indicates that a character doesn't

notice anything amiss, A character faced with incontrovertible |

proof that an illusion isn't real needs no saving throw. A charac-

ter who flies through an illusory starship knows that something §

isn't right, as does a character who passes a lightsaber through
an imaginary person without dealing damage. If any viewer |
successfully saves against an illusion and communicates this
knowledge to other viewers, each of these viewers immediately
makes a saving throw with a +4 bonus. = i

either skill to perform an evil act-such as murdering
someone-should give the user a Dark Side Point. This
skill is included here because it was developed by the
ancient Sith, and they generally used it to harm other.
Note that the Force Defense skill adds a bonus to the
target's Will save.

Vitality Point Cost: 3 per round.

Transfer Essence [Cha]

Dark Side; Trained Only; Requires the Force-Sensitive
and Sith Sorcery,feats
You can transfer your life essence from your own body
into the body of another-either an empty vessel (such as a
clone) or, in more extreme cases, another devel-oped,
intelligent being. Your consciousness then over-writes that
other individual's consciousness-leaving your mind in the
other body. Your own body disinte-grates, leaving behind
your clothing and any items you previously held or carried.
Check: Your Transfer Essence check sets the DC
for the target's Will saving throw.

The target of this skill must be within 10 meters of you.
You must expend a Force Point to use this ability.
Attempting to use this skill is a full-round action.
If your target makes the Will saving throw, your attempt
fails, and you can never attempt to occupy that body
again. Instead, you may immediately attempt to occupy a
different body in the same 10-meter radius. As long as you
have vitality points, you can continue to attempt to use this
ability, but you cannot attempt to occupy the same body
twice. Furthermore, you lose half your remaining vitality
points for each attempt. If all of your attempts fail, your
character's consciousness is scattered, and he ceases to
exist.
If your target fails his Will save, your Intelligence, Wisdom,
and Charisma scores overwrite those of your target, but
the target's Strength, Dexterity, and Constitution replace
yours. You retain your classes and levels, your feats, and
your Dark Side Points. You retain your skills, initiative
modifier, base attack bonuses, vitality points, and saving
throws, but these may need to be recalculated based on
your new ability scores. You lose half of your remaining
Force Points and Reputation. Your wound points may
change as well if your new body has a different
Constitution score. Equipment does not carry over to the
new body. The GM should make a note of the original
body's abilities, skills, and so on-particularly the body's
Will saving throw (see below).
If your attempt succeeded, the consciousness of the
original body may still attempt to reassert control at a later
time. Whenever you spend a Force Point, you must make
another Transfer Essence check. The original
consciousness may attempt another Will save against the
new DC. If the save is successful, the body's original
consciousness forces yours out. You may attempt another
Transfer Essence check immediately to occupy a new host
body (if one is available within 10 meters), with the same
consequences for failure as the original check.

Regardless whether the target succeeds or fails the
Will save, you lose half of your remaining vitality points on
each attempt. Each attempt also gives you 2 Dark Side
Points.
Special: Transferring your consciousness is a decidedly
risky business, because it requires that your old body
relinquish its grip on your life essence. In other words, you
must die. Precisely how this occurs is unimportant, as long
as you are able to declare the action and the skill attempt
before you expire. (Since doing this requires an action,
you cannot attempt Transfer Essence after your wound
points drop to 0.)

Your original body only disintegrates when you
voluntarily leave it. If you transfer your essence to

Result Will Saving Throw DC

20 or less 10

21-35 15

31+ 20




another body, and the original consciousness asserts ] . .
control, you are simply forced out, and the original body Retry: Yes, but each additional attempt decreases the Will save

survives. DCby-5. .

Note that the Force Defense skill adds a bonus to the Vitality Point Cost: Special; see above.

target's Will save .

You can also transfer your life essence from your own body

into a specially prepared item, such as a temple, although New Dark Slde Feats
this is a much more difficult process. This process requires
that the user have ranks in Alchemy and that life force other
than the user's is expended to help power the transfer. This
application of the skill requires a check against DC 30. For
every hundred lives that are willingly lost to provide power
for this transfer, the DC is reduced by 1, to @ minimum of
DC 10. Success indicates that the user's essence lives on,
trapped within the prepared item until freed by another

Force-user. Exa Kun used this application of Transfer Drain Force
Essence at the end of the Sith Wars.

Dark side feats can give characters new capabilities or improve
capabilities they already have. They also exact a toll of
corruption and madness. The new feats described below draw
on the power of the dark side. All of the feats herein are Force-
based feats. Rules for acquiring Force-based feats can be
found in the Star Wars Roleplaying Game, Chapter 5:
Feats.

You are able to draw life energy from living beings, gradually
absorbing it yourself. Draining the Force from others in this

Table 2-1: Force-Based Skilis fashion provides you with addi-tional Force Points, but each
time you attempt this, you gain a Dark Side Point.

Key

Skill Type* [ Ability | Untrained [ DSD | DSM | EH FA [DFW | IN JC | JG| SA SL [ SW
Affect Mind Alter Cha No \ 3rd ] ] | 3rd | 4th | 3d O O
Alchemyt Force™ Int No O O O 3rd O O 3rd | 4th O 0| o
Battlemind Control Con No 5th O 3rd | 4th 3rd 0 3rd O 3rd OO
Control Mindf Alter** Cha No 0 3rd O 3rd 0 3rd 4th 4th 0 0 0
Drain Energyt Alter Con Yes \ 3rd ] ] O 3rd | 4th | 3d O 0|
Drain Knowledget | Sense Int No 3rd 5th 5th | 2nd | a 0 4th | [ |3d
Empathy Force Wis Yes ad ad O O ad O ad ad ad oo
Enhance Ability Force Con No 0 0 a a 0 a 0 0 0 0 0
Enhance Senses Sense Wis No 3rd 5th 5h [ 2nd O ] \ 4th O ] |3d
Farseeing Sense Wis No 3rd 5th 5th | 2nd | a 0 4th | [ |3d
Feart Sense Wis Yes 3rd | 5th 5th | 2nd O O O 4th O 0 |3d
Force Defense Control Con Yes 5th 0 3rd | 4th 3rd a 3rd 0 3rd 0 0
Force Gript Alter Int Yes \ 3rd ] ] O 3rd | 4th | 3rd O 0|
Force Push Alter Int No 0 3rd a a | 3rd 4th | 3rd | | 0
Force Stealth Control Con Yes 5th O 3rd | 4th 3rd 0 3rd O 3rd OO
Friendship Force Cha No 0 0 g g g g | 0 a a 0
Heal Another Alter Wis Yes \ 3rd ] ] 0 3rd 4th | 3rd 0 0 \
Heal Self Control Con Yes 5th O 3rd | 4th 3rd O 3rd O 3rd 0| o
lllusion Alter Cha No O 3rd a a m| 3rd 4th | 3rd m| m| O
Move Object Alter Int Yes 0 3rd a a 0 3rd 4th | 3rd 0 0 0
See Force Sense Wis Yes 3rd 5th 5th [ 2nd O ] \ 4th O ] |3d
Telepathy Sense Wis No 3rd 5th 5th | 2nd | a 0 4th | [ |3d
Transfer Essencet | Force™ Cha No O O a 3rd m| a 3rd | 4th m| ] |3d

*This also indicates the prerequisite feat that a character must have to use or purchase ranks in the skill (Force = Force-sensitive).
tUse of this skill gives the character a Dark Side Point.

** Additional feats are required to use this skill. See the text of the skill for other prerequisites.

[J Class skill.

2nd, 3rd, 4th: The level at which the skill becomes a class skill. Before then, it is a cross-class skill.

All Alter-based, Control-based, and Sense-based Force skills are exclusive to the Force-user classes. Force skills based on the Force-
Sensitive feat are class skills for a character of any class who has the Force-Sensitive feat.

Untrained: Yes: The skill can be used untrained. That is, a character can have 0 ranks in this skill but can make skill checks normally.
(You must still have the pre-requisite feats to use the skill untrained.) No: You can't use the skill unless you have at least | rank in it.

Class names are abbreviated as follows: DSD, dark side devotee, DSM, dark side marauder; EH, Emperor's Hand; FA, Force adept;
DFW, Dark Force witch; IN, Imperial inquisitor; JC Jedi consular, JG, Jedi guardian; SA, Sith acolyte; SL, Sith Lord; SW, Sith warrior.
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Prerequisite: Force-Sensitive, Alter, Control, Sith
Sorcery, Force level 6th+, 6+ Dark Side Points.

Benefit: Once per week, you may attempt to absorb
Force energy from another character. This target must be
within 10 meters when you make the attempt. In addition,
the target must have at least one Force Point for the
ability to work. Having this feat does not allow you to
know how many Force Points the target has at the time
you use the feat. (The character's player-or the GM, in
the case of GM characters-is not required to let you know
whether the character has any Force Points before you
make the attempt.)

When you exercise this ability, the target must
immediately attempt a Fortitude saving throw (DC 20). If
the save succeeds, you gain nothing. If the save fails, the
target loses one Force Point, and you gain one Force
Point.

Using this feat doesn't cost you vitality points, but it does
grant you a Dark Side Point.

Hatred

You can release all your hatred in a blast of pure Forc
energy, dealing damage to all those around you.
Prerequisite: Force-Sensitive, Alter, 2+ Dark Side
Points.

Benefit: Waves of your hatred buffet everyone within
a l0-meter radius of you. This counts as an attack
action and costs 4 vitality points. All those within the
radius suffer 2d6 damage and receive a -2 penalty on
all attacks, skill checks, and ability checks. Each target
may attempt a Fortitude save (DC 15 + the user's
Charisma modifier) to reduce the damage by half. The
effect lasts for 1 round. You may spend 4 additional
vitality points as a move action to maintain the effect
for that round. Each round you maintain your Hatred,
you deal 2d6 damage. (You may not take two move
actions in a round to "maintain” this ability twice.)

The effect always centers on you and moves as you
move. Activating this ability grants a Dark Side Point;
maintaining it does not. (You may, however, gain
additional Dark Side Points for evil actions you perform
while using Hatred.)

Rage

You can channel your anger into a berserker fury,
increasing your battle prowess as you give yourself to
the dark side.

Prerequisite: Force-Sensitive, Control, 2+ Dark Side
Points.

Benefit: You temporarily gain +4 Strength, +2 vitality
points per level, and a +2 rage bonus on Fortitude and
Will saving throws, but you suffer a -2 penalty to
Defense. While raging, you cannot use skills, feats, or
special abilities that require patience

and concentration, such as Move Silently, Expertise,
llusion, or any light side Force-based powers. Your
Rage lasts for a number of rounds equal to 5 + your
Constitution modifier. At the end of this duration, you
lose the bonus vitality points gained from the Rage, as
well as 1 d4 additional vitality points for every round of
the Rage's duration. This vitality point loss cannot
result in wound damage.

The benefits granted by this feat are not cumulative
with the benefits granted by Wookiee Rage. Using this
feat does not cost vitality points (other than as
explained above). Activating this ability grants a Dark
Side Point; maintaining it does not. (You may, however,
gain additional Dark Side Points for evil actions you
perform while using Rage.)

Sith Sorcery

You have the ability to channel the spirits of deceased
Sith lords, using their power to supplement your own-but
at the risk of becoming their puppet.
Prerequisite: Force-Sensitive, Sense, Force level 3rd+,
6+ Dark Side Points.
Benefit: You may use this feat to gain a bonus on
attacks, saves, and dark side skill checks for the next
minute. You gain a +l competence bonus for every three
Force levels you have attained. This feat costs you 4
vitality points to use and requires a move action to
activate.
Special: Whenever you use this ability, in addition to
gaining a Dark Side Point, you open yourself to
possession by the Sith spirits you have summoned. At
the end of the power's duration, you must imme-diately
attempt a Will saving throw (DC 10 + the bonus gained).
You cannot activate this ability again before you have
resolved this save.
If the save succeeds, there are no side effects. if the
save fails, however, a dark side spirit possesses you.
(See Dark Side Spirit in Chapter Six.)

Sith Sword Defense

You are adept at blocking incoming attacks with an
alchemically sharpened Sith Sword.

Prerequisite: Force-Sensitive; Control; level 3rd+ in
Sith acolyte, Sith warrior, or Sith Lord; Dex 13+; Exotic
Weapon Proficiency (Sith Sword).

Benefit: When wielding a Sith sword, you gain a +2

dodge bonus to your Defense against attacks. Note: A
condition that makes you lose your Dexterity bonus to
Defense (if any) also makes you lose dodge bonuses.

Sith Sword Expert Defense

You are adept at blocking incoming attacks with an
alchemically sharpened Sith sword.
Prerequisite: Force-Sensitive; Control; level 5th+ in
Sith acolyte, Sith warrior, or Sith Lord; Dex 13+;



Exotic Weapon Proficiency (Sith sword); Sith Sword
Defense; base attack bonus +5.

Benefit: When wielding a Sith sword, you gain an
additional +2 dodge bonus to your Defense against
attacks. Note: A condition that makes you lose your
Dexterity bonus to Defense (if any) also makes you lose
dodge bonuses. (The benefits of this feat stack with Sith
Sword Defense.)

Sith Sword Mastery

You are adept at blocking incoming attacks with an
alchemically sharpened Sith sword.

Prerequisite: Force-Sensitive, Control, level 8th+ in
Sith acolyte, Sith warrior, or Sith Lord; Dex 13+; Exotic
Weapon Proficiency (Sith sword); Sith Sword Defense;
base attack bonus +8.

Benefit: When wielding a Sith sword, you gain an
additional +2 dodge bonus to your Defense against
attacks. Note: A condition that makes you lose your
Dexterity bonus to Defense (if any) also makes you lose
dodge bonuses. (The benefits of this feat stack with Sith
Sword Defense arid Sith Sword Expert Defense.)

Summon Storm

You can manipulate the atmosphere to create rain, winds,
and lightning.
Prerequisite: Force-Sensitive, Alter, Force level 6+.
Benefit: You may use this feat to create storm conditions in
a radius around you equal to your Force-user class level x
100 meters. The user can voluntarily reduce the radius if
she desires, but not to less than half of its maximum. (Thus,
a 6th-level Force adept with this feat could summon a
storm 1,200 meters in diameter-twice the radius of 600
meters. The same Force adept could also shrink the storm
down to a 600-meter diameter, if she desired, but no
smaller.)
These conditions create rain that reduces visibility, winds
that hinder activities, and intermittent lightning. The rain
provides nine-tenths concealment to anyone in the area (in
addition to thoroughly soaking anything that isn't
waterproof). The winds are strong enough to cause foliage
to whip about violently and hurl loose leaves and paper
about, providing a signifi-cant distraction to ordinary
activities (a -2 penalty on all attacks, skill checks, and ability
checks). The storm is not strong enough to move objects
heavier than 1 kg. The lightning strikes are random, as with
an ordi-nary storm; the user cannot direct them. Lightning
hits a vessel very rarely, though its presence does provide
an additional -2 penalty on Pilot checks for flying vessels
through the storm.

Activating Summon Storm requires a full-round action
and costs 5 vitality points. Maintaining the power is a free
action and costs 5 additional vitality

points per 10 minutes (paid at the onset of the 10-minute
period). The storm can only be generated outdoors, and the
GM may rule that certain effects of this feat do not apply in
extreme climates. (This power could not be used to generate
rain on Tatooine, for example.) if the effects of this power
(blinding rain and driving winds) create dangerous conditions
(such as sandstorms on Tatooine or blizzards on Hoth), the
GM may also call for Survival checks.

Special: Though most commonly used by darksiders, this
ability is not a dark side feat. However, those who use
Summon Storm indiscriminately-and thus risk injuring the
innocent-may gain a Dark Side Point for unleashing
uncontrollable forces and indi-rectly causing harm. The GM
should carefully consider whether the character using

Summon Storm showed concern for its effect on the innocent.

Dark Side Prestige
Glass

Prestige classes allow characters to diverge from the
standard path of their classes into something special With
dark side prestige classes, the character follows a path
toward darkness and evil. Characters willing

to embrace the dark side may become mysticismbound
acolytes or slaughter-mad marauders. They might ally
themselves with the Emperor, serving as his personal
assassins or as one of his Jedi-hunting inquisitors. They
might learn the secrets of the savage dark Force witches,
or perhaps even fall into the foul abyss that is the Sith
tradition.

A character cannot begin as a member of a pres-tige
class. Abilities granted by prestige classes are
inappropriate for beginning characters. They are acquired
only by meeting the requirements specific to each
example, which almost always require-in effect-that a
character be at least 5th or 6th level ;or, in a few cases,
3rd or 4th level). Additionally, there may be requirements
that must be met ingame, such as rigorous initiation rituals
or the scrutiny of one's proposed peers. With dark side
prestige classes, failure to fulfill these latter requirements
can mean a gruesome death.

Prestige classes are purely optional, and the deci-sion to
allow them is always the purview of the GM. In a dark side
campaign, however, few characters can ever hope to
achieve their maximum potential as servants of the dark
side without access to at least one such class. GMs who
allow characters to explore this path should be prepared
for characters to adopt any of these new prestige classes.

Dark Side Devotee

The dark side devotee is what the Force adept would have
been had he turned to the dark side early on.
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R —— & focuses their hatred and anger against those who have
IEﬂl ﬂ"llﬂmﬂi ¥ wronged them. What little training they receive is
P e Sy it e T R generally bestowed by more powerful darksiders,

! Page 59 of the Star Wars Roleplaying Game ||
| states that a character with one Jedi class may not add another §
Force-using class when multiclassing. This is true of standard |

| classes. Thus, a Jedi guardian can't add a level of Force adept or |
a level of Jedi consular. However, a Jedi character can add levels " §
in a Force-using prestige class, provided that character meets all
the requirements, Thus, a Jedi guardian can turn to the dark side |
and add levels of dark side marauder later in his career. =%

Pursuing a different path from the Jedi or even the Sith
tradition, he regards the Force as something
supernatural, fostering that image in the minds of others
to make himself seem more mysterious and powerful. His
belief system may not recognize the Force as the same
tool the Jedi or the Sith use. Dark side devotees are even
more rare than Force adepts, although a greater
proportion of them take up careers as adventurers or
wanderers.

If you select the dark side devotee class, you need to
determine how your character views the Force and
decide what his beliefs encompass. Dark side devotees
can be aliens-though Humans are far more common
while the Emperor is in power-and their specific goals
and methods can reflect those of a shaman, an occultist,
a sorcerer, a priest, or even a scientist grounded in
physics and "rational explanations."

Dark side devotees become adventurers because of
their quest for power. Often they have exhausted the

mystical resources and artifacts of their own world,
forcing them to look elsewhere for relics and
knowledge to further their ambitions. They often
forge alliances with other devotees, either to
pursue a common goal or simply to exploit
their abilities. But every dark side devotee
knows that if he falters, if he rejects the
power offered to him by the dark side,
others will trample him underfoot

in their own rush for power. All dark
side devotees follow the dark side of
the Force, even if they think of it as
something else.

A dark side devotee begins his training in
the Force by taking what he wants from others and
dominating the world around him, as typified by the
Alter feat. Many of his skills and feats-including those
that are not directly related to the Force-involve
manipulating others.

Dark side devotees discover their power
early in life. Frequently, they do not
care how the Force works, as long as it



SUR AATES: DARR S08 DEODTEE

The dark side devotee is common in all eras.
h hardly as open as the Jedi during the Rise of the

hey often outnumber Force adepts. They certainly |

the Sith, who by this era are reduced to only two.
e Rebellion era, dark side devotees become a bit more

wn by the power of the Emperor and their acceptance |

ourt. They are much easier to find anywhere in the

in driven into the shadows, but they still manage to flourish |

chaos brought on by years of fighting. By the time of

edi Order, dark side devotees are somewhat less

common-though this may be because the alien Yuuzhan Vong
overshadow their evil.

who may initially think of the dark side devotee as an
apprentice or even a slave. There are precious few
formal traditions for dark side devotees. Many come
from primitive cultures where they are regarded in awe
and terror for their ability to manipulate the
environment, and they nurture this belief to exploit the
weak. They occasionally find themselves tricked into
an ever-escalating race for power or lured into pacts
with more powerful dark side practitioners-in either
case, risking a fate worse than death for a lapse in
judgment or a show of ambition.

Vitality: 1 d8 per level.

Requirements: To qualify to become a dark side

devotee, a character must fulfill the following criteria:

Base Attack Bonus: +2.
Skills: Intimidate 4 ranks
Feats: Force-Sensitive.
Reputation: 1.

Dark Side Points: 3.

Table 2-2: The Dark Slde Deuates

Class Skills

The dark side devotee's class skills (and the key ability
for each skill) are: Affect Mind (Cha), Craft (Int), Drain
Energy* (Con), Empathy (Wis), Enhance Ability (Con),
Fear* (Wis), Force Grip* (Int), Force Push (Int), Handle
Animal (Cha), Hide (Dex), lllusion (Cha), Knowledge
(Int), Listen (Wis), Move Object (Int), Profession (Wis),
Sense Motive (Wis), Spot (Wis), and Survival (Wis).

* Use of this skill gives the dark side devotee a Dark Side Point.

Skill Points at Each Additional Level: 6 + Int modifier.

Class Features

Weapon Proficiency: The dark side devotee has the
feats Weapon Group Proficiency (blaster pistols) and
Weapon Group Proficiency (simple weapons).
Alter: The dark side devotee gains the bonus feat Alter at
1st level and gains access to Alter-based class skills.
Dark Side Skill Emphasis: At 1st level and every three
levels thereafter (4th, 7th, and 10th), the dark side devotee
gains the bonus feat Skill Emphasis. The feat is applied to
one of the devotee's class skills, but it must be a dark side
skill. The character may not select the same skill twice.
Dark Side Talisman: At 2nd level, a dark side devotee
gains the ability to imbue a small item of personal
significance with the dark side of the Force. It takes a full
day to imbue the item, as well as the expenditure of one
Force Point. Once imbued, the item becomes a dark side
talisman, providing the dark side devotee with a +2 Force
bonus on saving throws made to defend against non-dark
side Force skills or Force feats. At 8th level, the same
process can increase the power of the dark side talisman;
it then provides a +4 Force bonus.

Base Fort Ref Wil Defense | Reputation
Leve| Attack Bonus Save Save Save Special Bonus Gain
1st 0 +1 +1 +2 Alter, Dark side Skill Emphasis +3 +0
2nd +1 +2 +2 +3 Dark side talisman +2 +4 +1
3rd +2 +2 +2 +3 Sense +4 +0
4th +3 +2 +2 +4 Dark side Skill Emphasis +4 +1
5th +3 +3 +3 +4 Control +5 +0
6th +4 +3 +3 +5 Force weapon +1 d4 +5 +1
7th +5 +4 +4 +5 Dark side Skill Emphasis +5 +0
8th +6 +4 +4 +6 Dark side talisman +4 +6 +1
9th +6 +4 +4 +6 Force weapon +2d4 +6 +0
10th +7 +5 +5 +7 Dark side Skill Emphasis +6 +1
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Sense: The dark side devotee gains the bonus feat
Sense at 3rd level and gains access to Sense-based class
skills.

Control: The dark side devotee gains the bonus feat
Control at 5th level and gains access to Control-based class
skills.

Force Weapon: At 6th level, the dark side devotee may
imbue a nonpowered melee weapon (such as a club, a
knife, or a quarterstaff) with the Force. This must be a
weapon that the dark side devotee wields personally.
Imbuing the weapon with the Force takes a full-round action
and costs 4 vitality points. The benefit the weapon gains
lasts for a number of rounds equal to the character's dark
side devotee level. At 6th level, the weapon's damage
increases by 1 d4. (So, for instance, a Force-imbued
quarterstaff deals | d6 + | d4 damage.) At 9th level, the
weapon's damage increases by an additional
| d4 (for a total of 2d4).

Dark Side Marauder

Warriors who discover in themselves an ability to wield the
Force can become dark side marauders. Like Jedi
guardians, dark side marauders combine physical prowess
with training in the Force. Unlike Jedi, they bend it to their
own violent purposes. Without the mental disciplines and
strict code of conduct the Jedi Order provides, these
warriors become brutal, living weapons, delighting in
inflicting pain and taking lives. The dark side marauder
becomes an extension of the dark side of the Force in the
same way that her weapons are an extension of her body.
She lives in a world where her destiny is entirely dependent
on her mastery of her weapons and her strength in the
Force. The dark side makes her survival far more likely.
Dark side marauders are the ultimate mercenaries.
Adventure, pillage, slaughter, and violence define them.
They often live for the joy of battle, the test of arms, and the
tempering that only bloody conflict can provide-but they are
hardly above taking pleasure in the spoils that victory
provides. While the adrenaline rush of combat is a heady
drug to them, the thrill of the dark side flowing through their
veins is far more intoxicating. To feel that thrill again and
again, the dark side marauder seeks out any activity that
lets her wield the Force against an opponent. Many can be
found acting as bodyguards, gladiators, mob enforcers,
mercenaries, street thugs, professional soldiers, or simply
adventurers.

Dark side marauders combine the best aspects of the
soldier and the Jedi guardian, mixing a wellrounded
complement of fighting tools with the ability to wield the
Force. The weapons they choose are many and varied.
Without a regular tradition, their techniques are just as
diverse. As dark side marauders




gain experience, they find that the dark side of the Force
offers them far more in the way of destructive potential
than any conventional weapon ever could.

When violence touches the life of someone strong in the
Force, it can change her forever, especially if she lacks a
Jedi mentor to guide her development. If her life is
violence-such as is the case with warriors-it is almost a
foregone conclusion that she will succumb to the
temptation of the dark side. A dark side marauder may
have turned to the dark side to overcome the horrors of
war or the brutality of crime. She may have been trained
as a living weapon by a twisted taskmaster, or initiated
into an exclusive company of Force-strong soldiers-of-
fortune. Few have formal training in the Force, however;
they learn by doing.

Vitality: 1 d 10 per level.

Requirements: To qualify to become a dark side
marauder, a character must fulfill the following criteria:
Base Attack Bonus: +1.
Skills: Intimidate 4 ranks.
Feats: Force-Sensitive, Power Attack

Dark Side Points: 4.

Class Skills

The dark side marauder's class skills (and the key
ability for each skill) are: Battlemind (Con), Climb (Str),
Craft (Int), Empathy (Wis), Enhance Ability (Con),
Force Defense (Con), Heal Self (Con), Intimidate
(Cha), Jump (Str), Knowledge (Int), Profession (VVis),
Survival (Wis), Swim (Str), and Tumble (Dex).

Skill Points at Each Additional Level: 4 + Int
modifier.

Class Features

A QATES: ARK SI08 MARANDER

Like the dark side devotee, the dark side
marauder exists in every era. Fortunately, they are somewhat
rarer. They tend not to band together as devotees do. Instead,

| they carve out bloody kingdoms from which to rule as warlords—
at least until stopped by someone more powerful. During the
Rise of the Empire era, the Jedi frequently clashed with these
Force-wielding warriors, tearing down their strongholds as fast
as the marauders built them. In the Rebellion era, Darth Vader
and other servants of the Emperor also sought them out, either
to recruit them or neutralize their threat to the true authority in
the galaxy. During the rise of the New Republic and The New
Jedi Order era, dark side marauders finally have the opportunity
to expand. After all, citizens of the New Republic, Imperial
remnants, new Jedi, and even the Yuuzhan Vong have little time,
resources, or inclination to put a stop to their activities. For the
dark side marauder, this era is a golden age. «:

Weapon Group Proficiency (primitive weapons), Weapon
Group Proficiency (simple weapons), and Weapon Group
Proficiency (vibro weapons).

Armor Proficiency: The dark side marauder has the feat
Armor Proficiency (light).

Control: The dark side marauder gains the bonus feat
Control at 1st level and gains access to Controlbased class
skills.

Rage: The dark side marauder gains the dark side feat Rage
at 1 st level.

Alter: The dark side marauder gains the bonus feat Alter at
3rd level and gains access to Alterbased class skills.

Weapon Proficiency: The dark side marauder has theSense: The dark side marauder gains the bonus feat Sense
feats Weapon Group Proficiency (blaster pistols), Weaponat 5th level and gains access to Sensebased class skills.

Group Proficiency (blaster rifles),

Table 2-3: The Dark Side Marauder

Bonus Feats: At 2nd level and every two levels thereafter
(4th, 6th, 8th, and 10th), the dark side marauder gets a bonus
feat. These bonus feats must be drawn from the following list:
Ambidexterity,

Base Fort Ref Will Defense Reputation
Level | Attack Bonus Save Save Save Special Bonus Score
1st +1 +2 +2 +0 Control, Rage +3 +0
2nd +2 +3 +3 +0 Bonus feat +3 +1
3rd +3 +3 +3 +1 Alter +4 +1
4th +4 +4 +4 +1 Bonus feat +4 +2
5th +5 +4 +4 +1 Sense +4 +2
6th +6/+! +5 +5 +2 Bonus feat +5 +3
7th +7/+2 +5 +5 +2 +5 +3
8th +8/+3 +6 +6 +2 Bonus feat +6 +4
9th +9/+4 +6 +6 +3 +6 +4
1 Oth +10/+5 +7 +7 +3 Bonus feat +6 +5
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Armor Proficiency (medium), Armor Proficiency (heavy),
Blind-Fight, Dodge (Mobility, Spring Attack, Whirlwind
Attack), Exotic Weapon Proficiency, Hatred, Heroic Surge,
Improved Initiative, Martial Arts, Point Blank Shot (Far Shot,
Precise Shot, Rapid Shot, Shot on the Run), Power Attack
(Cleave, Great Cleave), Quick Draw, Two-Weapon Fighting
(improved Two-Weapon Fighting), Weapon Finesse*, or
Weapon Focus*.

Feats dependent on other feats are listed paren-
thetically after the prerequisite feat. Characters must still
meet all prerequisites for each feat, including minimum
ability scores and base attack bonuses. See the Star
Wars Roleplaying Game, Chapter 5: Feats, for
descriptions of feats not covered in this book.

Important: These feats are in addition to the feats
that a character of any class gets for gaining levels (see
the Star Wars Roleplaying Game, Table 3-1: Experience
and Level-Dependent Benefits). The dark side marauder
is not limited to the list given here when choosing those
level-based feats.
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Emperor's Hand
The Emperor's Hand is an assassin recruited, trained, and
employed by Emperor Palpatine himself. To rule the galaxy
effectively, Emperor Palpatine sometimes needs certain
persons removed from it. These might be ambitious
planetary governors, greedy crime lords, highly placed Rebel
sympathizers, or disloyal Imperial officers. But too often for
the Emperor's taste, these individuals (rather wisely) refuse
to come to him, instead making themselves inaccessible.
They frequently occupy heavily fortified structures, employ
numerous guards, and fill every chamber, corridor, and
entrance with security devices. They are determined to
survive the Emperor's will. The Emperor is then forced to
charge one of his Hands with reach-ing out and crushing
these defiant fools.

The Emperor's Hands operate out of devotion to the
Emperor. Though they rightly fear his wrath, they also
feel gratitude or even affection for him, for he rewards
their service lavishly. They enjoy a freedom shared by
precious few in the Empire. The fact that they are
murdering people to please the Emperor hardly enters
into their thinking; after all, these people are often tyrants
and killers themselves. Because their targets are usually
a threat to the general public-even if that means the
Imperial public-the Hands, in a way, protect the public,
and thus are doing good. (Of Course, the Emperor is not
above embellishing the misdeeds of a target to foment a
sense of duty in his minions.)

Each Emperor's Hand operates alone, often with the
false idea that he or she is the Emperor's only assassin.
The Hands are given a great deal of support and
authority, with special clearances designed to




allow them access to whatever resources they need.
They rarely identify themselves as Hands, however. The
Emperor prefers that they exist as rumorsmythic figures
whose powers grow with each whispered story. The
words "the Emperor has set his personal assassin on
your trail" are often far more effective in controlling the
unruly than actually dispatching one of the Hands.

Because he or she operates alone, each Hand has a
distinctly different method of achieving the Emperor's
goals. Some prefer a surgical strike, leaving a corpse in
the midst of a crowd; others would just as soon destroy a
fortress full of innocents to reach their target. Some
refuse to use lethal force except against their actual
target. As long as they achieve their goals and leave no
witnesses who can properly identify them, the Emperor
allows them to work in their own ways. The violence and
killing eventually turns every Hand to the dark side. For
the Emperor, this is simply an added bonus.

Vitality: 1 d8 per level.

Requirements: To qualify to become an Emperor's Hand, a
character must fulfill the following criteria:

Base Attack Bonus: +4.

Skills: Bluff 4 ranks, Disable Device 4 ranks, Gather
Information 4 ranks, Hide 4 ranks, Move Silently 4 ranks,
Sleight of Hand 4 ranks, Survival 4 ranks.

Feats: Alertness, Point Blank Shot, Force-Sensitive.
Reputation: 4 or less.

Dark Side Points: 2.

Species: The character must be Human.

Special: Only the Emperor chooses who can serve as one of
his mysterious Hands. To attain this prestigious position, a
character must impress the Emperor with his ingenuity,
resourcefulness, skill, and loyalty. Typically, the character
demonstrates his abilities in some unexpected way, without
threatening the Emperor or revealing himself prematurely.
This latter requirement is the deciding factor, though; should
a character incur the Emperor's wrath in proving his

Tabhle 2-4: The Emparor’s Hand

ingenuity, the Emperor may summon him for an informal
chat to discuss the character's skills. The character does
not know until he attends the meeting whether he is being
genuinely summoned-or merely trapped.

Class Skills

The Emperor's Hand's class skills (and the key abilit for
each skill) are: Affect Mind (Cha), Bluff (Cha), Computer
Use (Int), Craft (Int), Demolitions (Int), Disable Device
(Int), Disguise (Cha), Enhance Ability (Con), Escape
Artist (Dex), Force Stealth (Con), Gather Information
(Cha), Hide (Dex), Intimidate (Cha), Knowledge (Int),
Listen (Wis), Move Object (Int), Move Silently (Dex), Pilot
(Dex), Profession (Wis), Search (Int), Sleight of Hand
(Dex), Spot (Wis Survival (Wis), and Tumble (Dex).

Skill Points at Each Additional Level: 8 + Int modifier.

Class Features

Weapon Proficiency: An Emperor's Hand has the
feats Weapon Group Proficiency (simple weapons),
Weapon Group Proficiency (blaster pistols), Weapon
Group Proficiency (blaster rifles), and Weapon Group
Proficiency (vibro weapons).

Alter: An Emperor's Hand gains the bonus feat Alter
at 1 st level and gains access to Alter-based class skills.

Resource Access: Beginning at 1st level, an
Emperor's Hand has access to nearly the full array
Imperial resources. Once per game session, the
Emperor's Hand may make a Charisma check to us:
those resources during the game session.

The value of the resources gained equals the Hand's
class level x the result of the Charisma check x 20. Thus,
a 4th-level Emperor's Hand who got a check result of 17

would gain (4 x 17 x 20) 1,360 credits' worth of resources.

These resources can take: virtually any form the
Emperor's Hand chooses

Base Fort Ref Will Defense | Reputation
Level| Attack Bonus Save Save Save Special Bonus Score
Ist +0 +0 +2 +0 Alter, resource access *+ *+
2nd +1 +0 +3 +0 Authority, target bonus +1 +2 +
3rd +2 +1 +3 +1 Control, sneak attack+1d6 +2 +0
4th 3 +1 +4 +1 Target bonus +2 +2 +
5th +3 +1 +4 +1 Sense +3 +H
6th +4 +2 +5 +2 Target bonus +3 +3 +0
7th +5 +2 +5 +2 Sneak attack +2d6 +4 +H
8th +6 +2 +6 +2 Target bonus +4 +4 H
9th +6 +3 +6 +3 Deadly strike +4 +0
1oth +7 +3 +7 +3 Target bonus +5 +5 +
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G NOTES: EMPEROR'S HAAD

The Emperor's Hands exist as such only during
the Rebellion era. They do not come into being until the
Emperor begins consolidating his control of the galaxy.
Previously, he may have used agents as assassins, and even
called them his “hands,” but they were usually trained by some--
one else to fulfill a different function. Even Darth Maul was not
specifically trained to fulfill the function of assassin—his purpose
was to kill Jedi. Darth Maul was so good at eliminating other
impediments to Darth Sidious’s plans that the Emperor realized
his need for assassins that were less like apprentices and more
like operatives.

After the death of the Emperor, the Hands survived in other
capacities. The most famous of them, Mara Jade, drifted through
the galaxy, hooking up with the smuggler Talon Karrde, working
with Lando Calrissian, and eventually marrying Luke Skywalker—
who was once her primary target. Other Hands found new lives,
though often doing the same general kind of work. The major
difference during the birth of the New Republic and The New |
Jedi Order is that no one is actively training new Hands—though
it is not out of the realm of possibility that someone sufficiently
powerful might revive the practice. =

(within reason) and are his to do with as he pleases. He
may keep them, use them, give them away, or sell them as
he sees fit.

Authority: Once he has established his skill and loyalty to
the Emperor, the Emperor's Hand is granted special
privileges within the Imperial bureaucracy to facilitate
completing his missions. This allows the Emperor's Hand to
add his Intimidate skill rank to Diplomacy checks when
dealing with Imperial officers or personnel.

Target Bonus: Beginning at 2nd level, the Emperor's Hand
gets a +| attack bonus against a chosen victim, usually a
target chosen by the Emperor himself. The hero gets the
same bonus on BIuff, Listen, Search, Sense Motive, and
Spot checks when using these skills against or when
tracking this specific target. The bonus goes up by 1 at
every even-numbered level (4th, 6th, 8th, and 10th).

The target bonus normally applies only to a single
individual. The player of the hero must announce the target
before the game session begins. (Generally, this target
should be someone the Emperor's Hand has taken a
contract to track down.) Alternatively, the Hand may select
a small group as his target (a number of individuals up to
his level in size), or a large group or species (such as the
Rebellion, or VVookiees). In such cases, the bonus is one-
half or one-third normal, respectively (round fractions
down). Whatever the choice, it must be approved by the
Gamemaster.

Control: An Emperor's Hand gains the bonus feat
Control at 3rd level and gains access to Control-based
class skills.

Sneak Attack: The character can sneak attack like a 5th-
level scoundrel (see page 46 of the Star Wars
Roleplaying Game).

Sense: An Emperor's Hand gains the bonus feat Sense
at 5th level and gains access to Sense-based class skills.
Deadly Strike: At 9th level, the Emperor's Hand gains
the ability to execute a deadly strike with any weapon he
wields. Making a deadly strike requires a full-round
action. (The Hand can take a 2-meter step, but cannot
attempt any other action or movement.) The Emperor's
Hand uses his normal base attack bonus (including all
relevant modifiers), with an additional +4 competence
bonus on the attack. The threat range for a critical hit is
doubled, and the attack also deals maximum possible
damage (regard-less of whether it is a normal or a critical
hit).

Dark Force Witch

On all-but-forgotten primitive worlds, where the strong
survive by preying upon the weak, those gifted with the
Force are the strongest of all. Isolated from the
formalized training of the Jedi and the Sith, Force-users
on these worlds have developed traditions all their own-
traditions that depend upon the dark side. Of all the
primitive cultures of dark side Force-users, the
Nightsisters of Dathomir are among the most infamous.
Priding themselves on their cruelty and barbarism, these
dark Force witches and others like them can become
remarkably powerful. Fortunately for the rest of the
galaxy, their low level of technology prevents most of
them from escaping their homeworlds and spreading
their evil elsewhere.
To become a dark Force witch, a character must immerse
herself not only in the dark side of the Force, but in the
traditions and rituals of her primitive culture. If the
character can survive those savage customs long enough,
she might glean the knowledge necessary to join the ranks
of the dark Force witches. The GM should devise some
suitably barbaric ritual that the prospective witch must
pass, bearing in mind that the consequence of failure
should be severe, and the consequence of success should
at the very least include gaining one more Dark Side
Point. Under no circumstances should the GM allow a
character to "join" the sect if she has never actually
encountered a witch.
The path of the dark Force witch is fraught with brutality.
She is encouraged to dominate her environment, imposing
her will on everything weaker while constantly testing the
power and resolve of everything stronger. A witch
advances in prestige by



exerting her influence and defending her territory
(literally or figuratively). She earns the respect of her
sisters by being at least as powerful as they are. She
earns their fear by being twice as ruthless. On
Dathomir, regular challenges to personal combat are a
way of continually testing each other's might and the
will to use it. The number of male slaves owned by a
Dathomiri Nightsister is merely an outward display of
her ability to keep what she has taken.

Dark Force witches who are born into the culture begin
their training in some other class (generally as Force
adepts, though fringers and scouts are not
uncommon), but they are encouraged to develop their
Force powers as soon as they can. Violence and cruelty
distinguish their early training. By teaching a Force-
strong novice fear and hate, they prepare her for the
embrace of the dark side. Those who fail to learn an
equivalent ruthlessness can at best hope to be cast
out. More commonly, they don't survive. Dark Force
witches treat all prospective recruits the same way,
regardless of their age or experience. To them, only
the strong should survive; the weak are meant to
serve. By becoming full-fledged witches, they prove
themselves strong.

Vitality: I d8 per level.
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Requirements: To qualify to become a dark Force
witch, a character must fulfill the following criteria:
Base Attack Bonus: +1.

Skills: Intimidate 2 ranks, Knowledge (culture-local*) 4
ranks, Move Object 4 ranks.

Dark Side Skills: Fear 4 ranks.

Rests: Force-Sensitive, Alter, Sense.

Reputation: 1.

Dark Side Points: 4.

'This skill must be gained by surviving in a culture
dominated by dark Force witches.

Special: Dark Force witches embody a culture as well as
a career. Those wishing to become witches must pass
traditional initiations, and the price of failure is often
death. Commonly, the elders demand a sacrifice of some
kind (the slaying of a loved one, for example) to prove
one's devotion, or a ritual combat with another witch (to
the death) to prove one's worth.

Class Skills

The dark Force witch's class skills (and the key ability for
each skill) are: Affect Mind (Cha), Climb (Str), Craft (Int),
Drain Knowledge* (Int), Empathy (Wis), Enhance Senses
(Wis), Fear* (WS), Force Grip* (Int), Handle Animal
(Cha), Hide (Dex), Intimidate (Cha), Knowledge (Int),
Listen (Wis), Move Object (Int), Move Silently (Dex),
Profession (Wis), Ride (Dex), Spot (Wis), and Survival
Wis).

(*Use) of this skill gives the dark Force witch a Dark Side
Point.




Skill Points at Each Additional Level: 6 + t modifier.
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Class Features

r

Z Weapon Proficiency: The dark Force witch has the Throughout the history of the galaxy, there have

m (I?/th:as \clyvneé?'gz G;S;Ifri)cipe rr??c'(enrcig,ni(t?\l/neqB\IIZaW?)anZ(;nS) and been primitive worlds and primitive Force-users to rule them.
Insp[n)ire Fear?The witcthuiF::kIy developspthe ébility to Lacking contact with the Republic and its somewhat more

- inspire obedience through fear. Her under-lings have | enlightened attitude toward the Force, many of these Force-

I difficulty taking direct actions against her, resulting in a users find their strength in the dark side. In the Old Republic,
penalty on attacks and skill checks (including Force- - : I § dark F itehias &

m b . : ; countless worlds boast enclaves of dark Force witches. Some are

ased skill checks) directed against her. At 1st level, the | : : :

penalty is -1. It in)creases to _92 at 5th level and -3 at Oth detected and dealt with by the Jedi Order. Others are blissfully

) level. For purposes of this ability, "underlings" are those unaware that they are not alone in mastery of the Force.

> who answer to the witch's authority. During the Rise of the Empire and Rebellion eras, the
Spider Walk: At 2nd IeveI! the witch gains thg ability to Emperor makes a token effort to locate such groups. His

A adhere to solid surfaces using the Force, allowing her to : ho b foroed

p climb and travel on walls or even traverse ceilings. Her searches so frequently end in bloodshed that he is forced to
hands and feet must be bare to use this ability. She may destroy or interdict entire worlds of dark Force witches. The risk

W climb at half her normal speed. Using this ability costs no  ELELEENEALEEIENGE AU ERE AL g

—— ;’r']te‘;‘";ty rfgcégiil Sﬁnc"ﬁc;?; Y;hg_r‘:v'_s:eiatﬁ gtlt”ert:etv:t(:h off vation for Palpatine to continue his search for such powerful

whi is clingi . SRl : S ;

O StrenLngth check opposed by hergIngteIIigence cl'?eck (for darksiders. Still, with unsanctioned scout ships discovering new

m those attempting to physically displace her) or an worlds all the time, especially in the Unknown Regions, dark
opposed Move Object check (for those using the Force). Force witches frequently manage to escape their backwater
Additional weight carried by the witch slows her down worlds and roam the galaxy—though they must work hard to
(see Table 6-10: Carrying Capacity and Table 6-11: id t e B B bty
Carrying Loads in the Star Wars Roleplaying Game), but Ayt TE ol b ; P : }
cannot detach her from the surface. _ During the New Jedi Order era, as the Yuuzhan Vong arrive
Control: The witch gains the bonus feat Control at 3rd | and the galaxy is thrown into turmoil, more dark Force witches

level and gains access to Control-based class skilis. | find their way offworld, blending in with endless waves of
Summon Storm: At 4th level, the witch gains the bonus [ Few h rted thei e hin fest:of il
feat Summon Storm (described earlier in this chapter). | refugees. Few have yet exerte : ik

Enshroud: At 6th level, the witch can summon darkness [RCENAIRENEIIEREICERLDES

about herself. The darkness obscures all sight, including ]
darkvision, beyond 5 meters. A char-acter 5 meters
away has one-half concealment

(attacks have a 20% miss chance). Characters farther
away have total concealment (50% miss chance, and
the attacker cannot use sight to locate the target). See
the Star Wars Roleplaying Game, Chapter 8: Combat,
for rules on concealment.

Creating this darkness costs 5 Vvitality points;
maintaining it costs 1 vitality point per round. The field
of darkness moves with the witch and endures until she
ceases to spend vitality points to maintain it.

Force Flight: At 7th level, the witch learns to float or
fly by manipulating the Force. She can make a Move
Object check (DC 20) to travel at 10

Table 2-5: The Dark Porce Witch

Base Fort Ref Will Defense Reputation
Level | Attack Bonus Save Save Save Special Bonus Score
st m + + +2 Inspire fear -1 *2 *
2nd +1 ) +2 +3 Spider walk +3 +1
3rd ) ) ) +3 Control +3 40
4h +3 +3 2 4 Summon Storm 3 1
Sth +3 *3 +3 4 Inspire fear -2 4 +0
6th +4 +4 +3 +5 Enshr