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Few things are more constant in the Star Wars saga than the ongoing conflict
of war. Our first exposure to the Star Wars saga began with the war between
the Rebel Alliance and the Galactic Empire, and the stories of heroes from a
galaxy far, far away almost all fall against the backdrop of armed conflict.
From the ancient Great Hyperspace War to the Jedi Civil War, from the Clone
Wars through the Sith-Imperial War, time has been marked in the galaxy not
by its long-standing eras of peace, but by its tranquility-shattering periods
war. Nearly every great tale of heroism and villainy comes with galaxy-
o~ ning conflict as a part of its story, and the same goes for the stories of
_heroes in the Star Wars Roleplaying Game.

Galaxy at War is dedicated to bringing the same kinds of epic conflict
“~to your adventures and campaigns. Inside this book you will find a virtual
toolbox full of material that you can use to give your adventures a backdrop
fitting for a setting focused on warfare. Galaxy at War is all about bringing
a strong militaristic feeling to your adventures, whether your heroes are part
of a military unit engaged in a war or simply swept up as unwilling pawns in
a galactic conflict. With this book, you should be able to take a campaign
set during any of the wars throughout the galaxy's history and create a
campaign that makes your heroes feel like they are directly contributing to
the outcome of that conflict.

Players using this book will find inspiration not only for their heroes'
origins, but also for their destinies. This book helps players get into a mili-
tary mindset, so that they can bring their heroes (soldiers and otherwise) to
life. Players with characters of any class in a war-themed campaign should
find plenty of things to use in this book, including new ideas for character
histories, weapons, and equipment. Moreover, this book can be a great
inspiration for an entire group of players looking to find ways to bring their
heroes together and form bonds that will last through an entire campaign;
nothing ensures loyalty like going into the fire together and coming out the
other side alive.

Gamemasters will find this book full of not only sample adventures but
also advice for creating and maintaining military adventures and campaigns.
This book can serve as a tool kit for putting together military adventures, from
the pre-mission briefing all the way through the post-combat breakdown
and mission analysis. Galaxy at War provides not only advice for running
military-themed campaigns (including the archetypal military campaign, in
which the heroes play characters who are members of the Imperial military),
but also provides small details and subtle touches, like military jargon and
NPC personality qualities, that can help GMs transform adventures from
standard mission-based games into exciting and in-depth war epics.
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HOw TOo USsE
THIS BOoOK

The first two chapters of Galaxy at War contain information for players:
character-building information as well as new mechanical systems meant
to interact with the heroes' normal abilities. The remainder of the boaok is
srimarily for Gamemaster use, although Chapter 4: Military Organizations
ins a great deal of information that will be useful to players looking
*as about character history or aspirations. Here are suggestions for

e the book.

AS A PLAYER
s a play you likely want to focus not only on enhancing your hero's
abilities but also on fleshing out the character's personality and history to

fit a military-themed campaign. A hero is not just a collection of statistics
and abilities; a hero has a personality and a unique viewpoint from which
he or she interacts with the galaxy. Galaxy at War can help you find the
ist for your character in a military campaign, and help
-<.'1r1-,'.'|\'il_L]_t‘ of your hero's history and methods that will

way those t

depth and a

prov

make roleplaying the character easier.

Hero Concepts

First, this book can be used to come up with a basic concept for your hero.
Aside from the new species presented in this book, Galaxy at War can help
gure out where your hero came from and where he or she might be
going. For example, your hero might be a member of one of the various
resented in Chapter 4: Military Organizations. You can use
the information in this book to answer other questions that will add depth
to your chz r. Why is your hero a part of the conflict? Did your hero go
through some kind of boot camp, and if so did he or she graduate? What
acy training? Is your hero destined to be a leader or
st? Is your hero making the military a career, or merely
paying his or her dues before moving on to another life? With these questions
you'll have a solid idea of what your particular hero's role isin a
emed campaign.

lso be great for building your party's concept, Are you
and your allies all part of the same military unit? Were you trained together,
1 together for some reason? If you and your allies have personality
conflicts, how do you overcome those for the sake of the mission? If you
are all part of the same military unit, each hero still likely has a specialty;
sou should figure out who specializes in what in advance, and then fold that
sion into each of the heroes' histories.

d unit

about officer candid

some kind of speciz

--,"\‘,‘.'('ft"r.'i,

military-

This book can

ar thr

Hero Building

With a solid concept for your military hero in mind, the next step is to build
your hero. Chapter 1: Military Heroes provides several new races, new feats,
and new talents to help flesh out your hero in a particular role. Addition-
ally, if you and your allies all belong to the same military unit, there are
several mechanics (including the new team feats) that can help provide a
unifying mechanical theme for your heroes, to go along with your unifying
story theme,

Chapter 2: Hardware takes the blasters, armor, and gear available to your
hero to a whole new level. In addition to new pieces of equipment available
for military heroes, this chapter also includes a new gear requisitioning
system, which can replace the standard wealth system in the Saga Edition
rules, allowing you to gear up with just the right amount of equipment for
a given situation. Using this system, you can make sure that you and your
allies always have the right tools for the mission, not to mention giving you
greater freedom to experiment with new weapons and gear over the course
of multiple missions.

Hero Advancement

With your hero complete, your adventures can begin—but that's no reason
to put this book away. As your hero advances in level, so too will he or she
advance in stature and esteem. If your campaign is using the rank and
privilege rules from Chapter 2: Hardware, your hero will gain a progres-
sively greater rank within your hero's military unit. With greater rank comes
a greater budget for requisitioning gear, as well as unigue new abilities that
can only be obtained through achieving particular ranks.



AS A CAMEMASTER

For Gamemasters, this book is primarily about two things: helping you estab-
lish the right tone for your adventures, and giving you the tools you need to
construct exciting military adventures. When you start running a campaign
set against the backdrop of a war-torn galaxy, you can decide how much
or how little of the campaign really interacts with the war. If you plan on
having the war affect the adventures, and vice versa, there are several ways
that you can use the material in this book to bring the danger and brutality
of open war into your campaign.

Building NPCs

As with players creating heroes, the first two chapters of this book provide
a number of new character options that you can use to create the NPC allies
and antagonists that your heroes are likely to interact with in a military cam-
paign. You'll need a cast of secondary characters for allies to support your
heroes—such as quartermasters, commanding officers, undercover contacts,
and enemy defectors—that help reinforce the fact that the heroes aren't
the only ones fighting in the war. By the same token, none of the conflicts
in the Star Wars saga is without its share of high-profile villains, and both
the character options and background suggestions can help you to flesh out
those characters. The same talents, feats, weapons, and equipment that your
heroes can use to create the different members of a military unit can be used
to create the unigue leaders of the opposing forces.

Building Encounters

Like other Saga Edition books, Galaxy at War is filled with various elements
that can be picked up and dropped into your encounters whole cloth to make
them more interesting. In addition to the new creatures, droids, and vehicles
featured in Chapter 2: Hardware, this book contains a number of sample
encounters that can be inserted into your adventures, with as many or as few
changes as you see fit to tailor them to your campaign. More than that, this
book features a variety of tools to help you design your own encounters that
help evoke a sense of participating in an ongoing war. For example, the battle-
field encounter tool kit in Chapter 3: Military Campaigns details a number of
hazards that can be added to an encounter to make the encounter feel more
like it is taking place during a large-scale skirmish between opposing armies,
while Chapter 5: Bases and Battlestations features maps of common locales
that can be used as the basis for your own encounters.

Building Adventures

When it comes time to combine multiple encounters to form an adventure,
Chapter 3: Military Campaigns identifies a step-by-step process that Game-
masters can use as a template for their mission-based adventures. Each
adventure begins with a mission briefing, for example, and then follows
through steps like requisitioning gear, insertion, execution of the mission,
and eventually extraction and debriefing, providing advice for Gamemasters
on how to use these steps when designing their own adventures,

An adventure is far more than just a collection of encounters and enemies.
The information in Galaxy at Warhelps Gamemasters create interesting NPCs
(which, as described above, have many of the same facets as heroes), as well
as plots that are meaningful to the outcome of battles and even the war as
a whole. Moreover, players are going to have access to special abilities as a
result of their rank and influence within their own military unit, abilities that
GMs will need to plan ahead for; when a hero using the rank system from
Chapter 2: Hardware calls for evac, for example, the GM can have the form
that the requested transport will take planned out ahead of time.

Building Campaigns

Once you've finished designing your adventures, all that remains is to weave
them together into campaigns. If you allow your heroes the chance to influ-
ence the outcome of battles throughout your adventures (using the Battlesin
Adventures adventure mechanics from Chapter 3: Military Campaigns), the
outcomes of those adventures will shape how the war, as a whole, is turning
out. The heroes need not necessarily be turning the tide completely, but they
may be pushing back the enemy in a certain sector of space.

One of the great parts about running a campaign focused on warfare and
military conflict is that the eventual resolution of the campaign is often quite
obvious: The heroes' faction emerges victorious over the opposing faction.
Along the way, it's important that your players feel like they are influenc-
ing the way the conflict turns out. As they rise through the ranks of their
organization, they will wield more and more power, and likewise the battles
they take part in should be more and more epic.

WHAT YOuU NEED TO PLAY

As with any Star Wars game supplement, you need the Saga Edition core
rulebook to make full use of the information in Galaxy at War. This book
also references material from other supplements, including Starships of
the Galaxy, The Force Unleashed Campaign Guide, and Scum and Villainy,
but those supplements are not necessary in order to use this material.
Also be sure to visit the official Star Wars Roleplaying Game website at
www.wizards.com/starwars for the latest updates and official errata.
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For over a thousand generations the Jedi knights have guarded the peace
throughout the galaxy. Even so, key eras of the Star Wars saga are ravaged by
| war, offering Gamemasters opportunities for campaigns focusing on warfare
| and the military. The heroes of a military campaign fight in battles, but they
.. | also can be the characters around which the war turns. In many cases, the
: | actions of such heroes not only decide battles but also determine the fate
of entire systems and sectors. Billions of lives hang in the balance, and the
heroes' actions can determine the final outcome of entire wars. The heroes of
a military campaign are not simply combatants, they are agents of destiny.

The soldier class is well suited for a military campaign. This book intro-

duces new options specifically geared for characters who take levels in the
soldier class, including those who have only a few levels of the class. Addi-
tionally, the soldier class encompasses a wide variety of archetypes within
the military theme: Soldiers can be covert-ops warriors, military police,
officers-in-training, mercenaries, starfighter pilots, gunners, martial arts
masters, and much, much more. This book helps players and Gamemasters
use the soldier class to greater potential, illuminating new paths for combat
BRELypes.
At the same'time, soldiers are not the only participants in warfare. Nobles
ecruit and command trgops; scoundrels raid supply lines and ambush unsus-
pectifmg-troops; scouts prepare entire armies for the battles they are about
to face; and Jedi-bring‘the power of the Force to combat. Heroes of these
classes can find new talents and feats in this chapter, and elsewhere in the
book other new material to give heroes a distinctly military edge. Heroes of
all classes are affected by the tides of war, and this book presents several
new options that reflect how involvement in galaxywide war changes those
characters.

Much of the discussion in this book uses the word “military” to represent
a general theme of a faction involved in a war. The term is not reserved only
for organized factions such as the Republic or the Empire, but also covers
any paramilitary or combat-oriented group. Highly organized and militant
pirate groups, mercenary bands, support forces, and even individual adven-
turing parties all fall under this banner. Military heroes are not required to
be signed up for the armed forces of a major government, although typically
they are members of an organized force with a rank structure and protocols
of behavior focusing on combat and warfare.
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NEW SPECIES

The following new species each have a special connection to warfare and
combat. Whether they are adept mercenaries like the Dashade, veteran war-
riors like the Taung, or pacifists trying to escape the horrors of war like the
Lurmen, each species has a role to play in a military campaign. When starting a
campaign with a military focus, Gamemasters and players should caonsider these
species for the various roles they might play in a wartime environment.

SPECIES CHARACTERISTICS
Your character's species determines some of his or her qualities.

Ability Adjustments

Find your character's species on Table 1-1: Species Ability Adjustments and
apply the appropriate adjustments to your character's ability scores. Use the
next two tables to help determine your character's age, height, and weight.

TABLE 1-1: SPECIES
ABILITY ADJUSTMENTS

SPECIES ABILITY ADJUSTMENTS

Barabel +2 Strength, -2 Dexterity, -2 Wisdom
Dashade +2 Dexterity, -2 Wisdom, -2 Charisma
Lurmen +2 Wisdom, -2 Strength

Taung +2 Constitution, -2 Charisma
Thakwaash +4 Strength, -2 Dexterity, -2 Charisma
Trianii +2 Wisdom

Yevetha +2 Strength, -2 Charisma

Yuzzem +4 Strength, -2 Wisdom, -2 Charisma
Zygerrian +2 Constitution, -2 Wisdom

TABLE 1-2! AGE BY SPECIES

YOUNG MIDDLE
SPECIES CHILD ADULT ADULT AGE OLD VENERABLE
Barabel 1-8 9-15 16-40 41-59  60-79 80+
Dashade 1-10 11-15 16-44 45-69 70-84 85+
Lurmen 1-12 13-18 19-35 36-60 61-75 76+
Taung 1-6 7-12 13-45 46-64 65-84 85+
Thakwaash 1-9 10-14 15-49 50-74  75-89 90+
Trianii -1 12-17 18-44 45-64 65-84 85+
Yevetha 1-5 6-11 12-44 45-66  67-80 81+
Yuzzem 1-8 9-15 16-40 41-59  60-79 80+
Zygerrian  1-9 10-16 17-39  40-60 61-80 81+

TABLE 1-3: AVERAGE HEICGHT
AND WEIGHT

SPECIES HEIGHT WEIGHT
Barabel 2Zm 110 kg
Dashade 1.85m 90 kg
Lurmen Tm 20 kg
Taung Zm 95 kg
Thakwaash 28m 130 kg
Trianii 2m 95 kg
Yevetha 1.9m 80 kg
Yuzzem 25m 180 kg
Zygerrian 1.7m 60 kg
BARABEL

A towering reptilian species, the Barabel are relative newcomers to the
galactic community. Having evolved from nocturnal predators, Barabels
are well-suited to cope with prolonged periods of darkness, and they retain
much of their ancestors’ ferocity.

Several centuries prior to the formation of the Empire—at least according
to Barabel legend—an Ithorian Jedi explorer named Noga-ta came to their
world and peacefully settled a millennium-long civil war stemming from a
dispute over prime hunting grounds. This instills a high regard for the Jedi in
all Barabel for centuries to follow, even in the wake of the Galactic Empire's
anti-Jedi propaganda. For a short time, the Barabels are hunted by illegal
safaris set up by Imperial-backed Planetary Safaris, but a massed uprising



BamaBEL

by the Barabels compe
the F""‘I'!Ir‘.' to intervene

and put a stop to

take up professions that
make use of their preda-
tory nature, the most
common ill"l':} bounty
huntina. Surprisingly
Barabels willingly follow
arders once a chain of
command is clearly

established, making
them prized members of
mercenary units. They
carry out orders effi-
ciently and quickly, but
they are not hesitant
to challenge a leader if
their survival is threat
ened. Barabels are also
frequent and popular
participants in the sport
hockboxing. The monstrous brute Tull Raine holds the Outer Rim title for
rs, developing a reputation for killing opponents in the ring.
Personality: Barabels are ruthlessly pragmatic and independent. They
ress a wide range of emotions with a simple "sissing” sound, causing other
5 to view them as mean spirited or at least constantly angry. Barabels’
igoressive nature and predatory instincts frequently lead them to solve
roblems with the direct approach, and they have no gualms about killing

Physical Description: Barabels are towering bipeds with reptilian fea-
Jires:a prominent jaw; sharp teeth; a long tail; and remarkably tough, dark
scales. Barabels are between 1.9 and 2.3 meters in height, adding to their
earsome reputation

Homeworld: Barab |.

Languages: Barabel.

Example Names: Baraduk, Ragath, Saba, Shaka-ka, Tesar, Tibor,
Vangar.

Adventurers: Few Barabels chose to leave their homewaorld, but those
who do usually become bounty hunters and trackers. Others are recruited
nto mercenary companies, and several shockboxing promoters feature
Barabels in their stables.

JEDI RESPECT
The impact of a lone Jedi Knight on the Barabel culture, centuries before
the rise of the Empire, gives the entire species a deeply ingrained respect
for members of the Jedi Order, to such an extent that Barabel accept the
word of a Jedi at face value, even when they might otherwise disregard
the same statement from a non-Jedi. However, beings who gain a Bara-
bel's trust by falsely claiming to be Jedi quickly learn the folly of their
ways when the ruse is exposed.

To this end, characters who have proven themselves to be Jedi are
considered to have favorable circumstances when making Persuasion
checks against a Barabel.

BaRABEL SPECIES TRAITS

Barabel share the following species traits:
Ability Modifiers: +2 Strength, -2 Dexterity, -2 Wisdo
Size: As Medium creatures, Barabels have no special bonuses or penal-

ties due to their size

Speed: Barabel base speed is 6 squares.

Natural Armor: A Barabel's thick scaly hide provides a +2 natural armor
bonus to Reflex Defense. A natural armor bonus stacks with an armor
bonus

Natural Weapons: A Barabel has natural weapons in the form of sharp
claws, needle-sharp teeth, and a thick tail. When making an unarmed attack,
a Barabel can choose to use natural weapons, dealing 1d6 points of slashing
damage (claws), piercing damage (bite), or bludgeoning damage (tail) with
that attack instead of normal unarmed damage. Barabel are always consid-
ered armed when attacking with their natural weapons.

Stun Resistance: A Barabel's reflective scales defuse the effects of stun
weapons, granting them a +5 species bonus to damage threshold to resist
the effect of a stun weapon.

Radiation Resistance: A Barabel's armored hide protects from hazard-
ous radiation, granting a +5 species bonus to Fortitude Defense to resist the
effect of radiation. In addition, Barabels never gain a persistent condition
from suffering the effect of radiation.

Darkvision: Barabel ignore concealment (including total concealment)
from darkness. However, they cannot perceive colors in total darkness.

Primitive: Barabels do not gain Weapon Proficiency (pistols, rifles, or
heavy weapons) as starting feats at 1st level, even if their class normally
grants them.

Skills: A Barabel can reroll a Persuasion check made to intimidate others,
but the result of the reroll must be accepted, even if it is worse.

Automatic Languages: Barabel,
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DasHADE

The Dashade are known
throughout the galaxy as
elite assassins, mercenaries,
and killers, particularly due
to their partial immunities
to the Force abilities of the
Jedi. The most feared and
deadly Dashade are given
the honorary title Shadow
Killer.

The Dashade work as
mercenaries and bodyguards
for many groups. Most nota-
bly, though, Dashade work
for the various Sith upris-
ings even though the Sith
are directly responsible for
the Cron Cluster supernova
that destroys the Dashade
homeworld thousands of
years before the Galactic
Civil War. Even with the
loss of their homeworld, the Dashade avoid extinction. Their exact num-
bers remain unknown, but reports suggest that the Dashade were able to
establish one or more colonies far outside their home system prior to the
Cron Cluster disaster.

Personality: Secretive beings, Dashade believe they are superior to
most sentient beings in the galaxy. Raised in an aggressive culture where
might does indeed make right, those Dashade who work as mercenaries or
in other combat-related roles remain loyal to an employer, regardless of
what they think of that individual, but only as long as the relationship is
profitable for the Dashade and they are not prevented from displaying their
considerable combat prowess. Those who try to keep a Dashade on a short
leash soon receive a first-hand lesson in why these shadowy assassins are
so widely feared.

Physical Description: The Dashade are a hairless reptilian species. Their
height, beady, red-orange eyes, and prominent fangs reinforce their fear-
some reputation. No visual clues indicate the gender of a Dashade. Their
skin tones range from pitch black to dark gray, but green-skinned Dashade
are not unheard of.

Homeworld: Urkupp, a harsh, irradiated world in the Cron Cluster prior
to its destruction.

Languages: Dashadi.

DasHADE

Example Names: Tessun Kel, Nos Kellex, Alaris Koth, Ket Maliss, Tel
Sorath.

Adventurers: The majority of Dashade encountered away from their
homeworld are mercenaries and assassins employed by those who can afford
their services and retain their loyalty. During the Sith War, their might-
makes-right philosophy leads the Dashade to side with the Sith and with
groups such as the royals of Falleen and perhaps even the Galactic Empire.
Sporadic reports mention members of an unknown species with resistance
to Jedi powers leading assaults against the Jedi during the Great Jedi Purge
in the years between the Clone Wars and the Galactic Civil War.

DasHADE SPECIES TRAITS
Dashade share the following species traits:

Ability Modifiers: +2 Dexterity, -2 Wisdom, -2 Charisma. Dashade are
remarkably agile given their impressive size, but they have difficulty recogniz-
ing threats and interacting with others because of their sense of superiority
and their secretive nature.

Size: As Medium creatures, Dashade have no special bonuses or penalties
due to their size.

Speed: Dashade base speed is 6 squares.

Environmental Adaptation: Because of the unforgiving nature of their
homeworld, Dashade gain a +5 species bonus to their Fortitude Defense
against the effect of extreme heat, extreme cold, and radiation.

Fearsome Reputation: Dashade can reroll Persuasion checks made to
intimidate another, keeping the better result.

Force Resistance: Dashade gain a +5 species bonus to Fortitude Defense
and Will Defense against any Use the Force checks.

LURMEN

Lurmen are small, furry humanoids with the ability to roll up in a ball for
faster overland travel. Their love of peace leads the Lurmen to avoid entangle-
ments in galactic events. As a saciety, Lurmen eschew conflict of any kind,
refusing to fight even in their own defense. During the Clone Wars, a colony
of Lurmen on Maridun is nearly wiped out by a Separatist weapon, and only
when several Lurmen break away from the wishes of their elders and join
the fight are their people saved. Although the Lurmen seem stubborn in
holding onto their ways, in truth they lead a lifestyle largely free of conflict,
and have for eons.

Although the Lurmen use little technology on a day-to-day basis, they
are not completely ignorant of it. The Lurmen who colonize Maridun arrive
aboard starships, although once on their new world they reverted to agrar-
ian living. Lurmen live peaceful lives, but from time to time young Lurmen
abandon the old ways. Young Lurmen who leave their homeworlds return
years or decades later, settling back once more into the simple lifestyle of
their people after having had their fill of the galaxy at large.



LURMERM

Personality: Lurmen
are friendly but cautious
of outsiders. Lurmen are
staunch pacifists, but
some see the need for
action in conflict. Those
Lurmen who are willing to
fight prefer trickery and
indirect action to direct
violence,

Physical Description:
Lurmen are small, lithe
creatures roughly 1 meter
tall. They have relatively
long limbs and are covered
in thick fur.

Homeworld: Mygeeto,
with a colony on Maridun.

Languages: Lurmen
speak Basic and have their
own tribal languages, col-
lectively called Lurmese.
They write in pictographs
and glyphs that convey
complex ideas.

Example Names: Tee Wat Kaa, Tub, Wag Too.

Adventurers: The few Lurmen who become adventurers do so either
out of curiosity or out of rebellion against their elders. Lurmen adventur-
ers gravitate toward roles that do not rely on violence. Many Lurmen learn
trade skills, such as starship maintenance or basic medicine, and find posts
aboard starships as crew members so that they can see the galaxy and
satisfy their curiosity.

LURMEN SPECIES TRAITS
Lurmen share the following species traits:

Ability Modifiers: +2 Wisdom, -2 Strength. Lurmen are pacifists and
healers, lacking the physical strength of other species.

Size: As Small creatures, Lurmen gain a +1 size bonus to their Reflex
Defense and a +5 size bonus on Stealth checks. However, their lifting and
carrying limits are three-quarters those of Medium characters.

Speed: Lurmen base speed is 4 squares.

Mender: Lurmen have learned to heal wounds rather than create them. A
Lurmen trained in Treat Injury reduces the Treat Injury DC for all applications
of the skill by his or her Wisdom modifier.

Primitive: Lurmen do not gain Weapon Proficiency (pistols, rifles, or
heavy weapons) as starting feats at 1st level, even if their class normally
grants these feats.

Roller: A Lurmen can curl into a ball and quickly roll along the ground.
As a swift action, a Lurmen can increase his or her base speed by 4. In this
form, the Lurmen can take only move, withdraw, catch a second wind, drop
an item, recover, and run actions. The Lurmen can also spend a swift action
to emerge from rolling form, losing the +4 speed bonus and regaining access
to all actions he or she can normally take.

Skills: Lurmen are great climbers and can choose to take 10 on Climb
checks even when distracted or threatened.

Automatic Languages: Basic, Lurmese.

TAUNG

Taungs are warriors first and foremost, having battled the native Human
nations for control of Coruscant before being driven off and forced to
flee to the Outer Rim world of Roon, where they remain for millennia until
the legendary Mandalore the First leads them to conquer another world.
Taungs rename both the world and themselves in his honor, becoming the
Mandalorians. With a clan-based nomadic culture, Taungs view battle and
war as both a source of personal honor and a way to show pride in their
community. Veterans of successful battles are held in high regard, to such an
extent that they are the de facto leaders

of their communities. Only the
leader of all the Mandalorians,
known simply as Mandalore,
holds greater sway with
the clans

Personality: Warlike by
nature, Taungs are prag-
matic and ruthless. But by
the same token, they are
also extraordinarily loyal
to their clan, which serves
the same function that a
biological family serves for
other species.

Physical Description:
Taungs have gray skin and
generally appear similar to
Humans, except for their
faces, which strongly
resemble the armored visor
of a Mandalorian helmet.

Tauro
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Homeworld: Coruscant, but later Mandalore is adopted as their
homeworld.

Languages: Mando'a, a language with a sentence structure similar to
Basic, with most of the differences stemming from frequent word merging
and an emphasis on ease of pronunciation.

Example Names: A pragmatic species, Taungs have names that describe
desirable traits, such as Atin ("persistent”), Kot (“strength"), and Tor
(“justice”).

Adventurers: Taungs are nomads, frequently traveling the stars in search
of worthy opponents against whom they can test their prowess. Wandering
Taungs find work with mercenary companies, where their martial upbringing
makes them incredibly valuable. History records no occurrences of a Taung
displaying Force abilities.

TAUNG SPECIES TRAITS
Taungs share the following species traits:

Ability Modifiers: +2 Constitution, -2 Charisma. Taungs are physically
resilient, able to endure when others would give up.

Size: As Medium creatures, Taungs have no special bonuses or penalties
due to their size.

Speed: Taung base speed is 6 squares.

Armor Training: Taung characters increase the Maximum Dexterity bonus
from worn armor by 1.

Superior Defenses: Because they constantly test themselves both physi-
cally and mentally in combat well before reaching adulthood, Taungs gain a
+1 species bonus to all their defenses.

Warrior Culture: Taungs can reroll any Knowledge (tactics) check, but
the result of the reroll must be accepted even if it is worse.

Automatic Languages: Basic, Mando'a.

THAKWAASH

Possessed of great strength, these large bipeds are best known for their
uniquely non-Human mindset. A Thakwaash has multiple separate personali-
ties, each specializing in a certain function or area of expertise. Interacting
with Thakwaash can be difficult for other species, particularly for Humans,
who view such behavior among their own kind as a mental disorder. The maxi-
mum number of personalities that a single Thakwaash can develop is unknown,
as is the means by which such personalities form in the first place.

No reliable reports of Thakwaash exist prior to the Empire's defeat at the
Forest Moon of Endor. As a species, the Thakwaash do not acquire hyperdrive
technology until after that battle. However, individual Thakwaash might find
their way into the galaxy earlier.

Personality: A single Thakwaash mind contains several distinct personali-
ties. Some Thakwaash manifest dozens of different personalities and refer to
themselves in the plural. This habit frequently leaves members of other spe-
cies uncomfortable, because they are never certain of who they are speaking
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with, especially since Thak-
waash are likely to change
personalities in the middle
of conversations. Unlike
most beings who exhibit
a multiple-personality
disorder, each individual
Thakwaash personality
retains a basic knowledge
of events and facts that the
other personalities experi-
ence, although this rarely
includes exact details. Con-
versations come to a halt
when a Thakwaash pauses
and asks a new acquain-
tance's name as if they
had not been introduced
already.

Physical Description:
Thakwaash average 3
meters in height, with ath-
letic builds proportionate to
their great height, making
them look even more imposing. They also sport long manes slightly darker
than the fur covering their bodies. They have an equine appearance made all
the more prominent by their flaring nostrils and large dark eyes.

Homeworld: Thakwaa, a temperate world with grassy plans, located in
the Outer Rim.

Languages: Thakwaashi.

Example Names: Aythar Desh, Hohass Ekwesh, Shakwa Rehakas, Jiva
Shelani, Wec Taskelor. In spite of having multiple personalities, a Thakwaash
has only a single name.

Adventurers: Thakwaash are unknown to the galaxy until after the
Galactic Civil War, but when Thakwaash are encountered away from their
homeworld, they can be found in any imaginable vocation, since their wide
array of personalities enables them to excel in any field. No Force-sensitive
Thakwaash have been identified, but researchers admit that their multiple
personalities would make identifying such beings far more difficult than
normal.

THAKWAASH SPECIES TRAITS
Thakwaash share the following species traits:

Ability Modifiers: +4 Strength, -2 Dexterity, -2 Charisma. Thakwaash
have large, powerful builds, but their multiple personalities make relations
with other species difficult.



Size: As Medium creatures, Thakwaash have no special bonuses or penal-
ties due to their size.

Speed: Thakwaash base speed is 6 squares.

Multiple Personalities: Once per encounter, as a free action at the start
of his or her turn, a Thakwaash can negate or remove any mind-affecting
effects.

Natural Armor: Thakwaash gain a +1 natural armor bonus to Reflex
Defense. A natural armor bonus stacks with an armor bonus.

Automatic Languages: Thakwaashi.

TRIANII

The Trianii are a feline race of intrepid explorers, but unlike other technologi-
cally advanced species of the galaxy, they express no interest in becoming
a part of the greater galactic community. The Trianii use impressive displays
of force to drive away interlopers so that they are left alone to explore their
region of the galaxy. Their homeworld is located on the edge of the region
of space controlled by the Corporate Sector Authority. An attempt by the
CSA to expand its area of control into Trianii territories is met with a display
of Trianii determination as the species expel the invaders, proving that the
ships and weapons of the Trianii Rangers are as formidable as those of other
galactic forces.

Trianii society is a matriarchy—partly because females of the species
are taller and slightly stronger than the males—ruled by tribunals
of females known as yu'nar. Trianii cul-
ture revolves around religious
beliefs that cover all aspects
of life, including art, lit-
erature, commerce, and
warfare. At one point in
their history, the Trianii
have numerous differ-
ent religions, but when
a religious civil war
threatens to erupt, the
leaders of these dif-
ferent faiths instead
agree to work together
to create an official reli-
gion. They establish a
belief structure with a
moral code that all sides
find acceptable while

TRIiAMNI

at the same time allowing Trianii to continue following the individual faiths
of their families.

Trianii wear little clothing, selecting garments only for necessity, either as
protection or utility. The one item commonly worn by the species is a utility
belt that holds essential items. Even ceremonial garb is limited to jewelry
and similar adornments.

Personality: Adventurous by nature, Trianii feel a constant urge to
explore, and they place a high value on independence. Spirituality is a large
part of Trianii culture, with devotion split between the formal government
religion and each family's traditional religious values.

Physical Description: A Trianii is a slender humanoid with prominent
feline facial characteristics. Sharp claws and a prehensile tail reinforce the
species' feline qualities. The colors and patterns of Trianii fur vary greatly.
Trianii are about 2 meters tall; the females are slightly taller than the males
and possess correspondingly larger physiques.

Homeworld: Trian, located in the outermost portion of the Tingel Arm.

Languages: The Trianii language is composed of purrs, growls, and roll-
ing vocalizations. The written form uses a syllabary instead of an alphabet.
Trianii encountered outside Trianii space have some fluency in Basic, but
few are literate in it.

Example Names: Atuarre, Duarrid, Keeheen, Pakka, Reakhas, Shearran,
Tuunac.

Adventurers: Almost all Trianii encountered outside the species’ area of
influence are members of the Trianii Rangers, the space patrol force respon-
sible for protecting Trianii colonies from outside threats (see page 132). The
Rangers often undertake missions to explore uncharted regions or to gather
reconnaissance. Other Trianii adventurers are either independent scouts or
are just curious about the galactic community that their leaders want no part
of. Many outsiders confuse the Trianii with other feline species such as the
Cathars or the Togorians, a mistake few Trianii bother to correct.

TRIANII SPECIES TRAITS

*. Trianii share the following species traits:

Ability Modifiers: +2 Wisdom. Trianii have excellent vision and, because
of their curious nature, are very aware of their surroundings.

Size: As Medium creatures, Trianii have no special bonuses or penalties
due to their size.

Speed: Trianii base speed is 6 squares.

Acrobatic Prowess: A Trianii can reroll any Acrobatics check, but the

! result of the reroll must be accepted even if it is worse.

Natural Weapons: A Trianii's sharp claws serve as natural weapons.
When making an unarmed attack, a Trianii can use natural weapons, dealing
1d6 points of slashing damage with that attack instead of normal unarmed
damage. Trianii are always considered armed with their natural weapons.
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Prehensile Tail: A Trianii's long, flexible tail is dexterous and strong. A
Trianii's tail can effectively hold (but not wield) a Small or smaller item. When
holding a Medium or larger item with his or her tail, a Trianni is encumbered
and is considered to be carrying a heavy load.

Automatic Languages: Trianii.

YEVETHA

A tall, skeletal species with lithe builds, the Yevetha have little impact on
the galaxy until after the fall of the Empire, but even that slight influence
makes them known for their intense xenophobia and a culture heavily cen-
tered upon death.

During Emperor Palpatine’s reign, the Yevethas' homeworld, N'zoth, is
seized and made the site of an Imperial shipyard. When the Yevetha revolt
against their Imperial masters shortly after the Battle of Yavin, they seize
control of the shipyards and over the following decade proceed to refine
their technological capabilities, devising new starships and weapons that
enable them to seize and forcibly colonize over a dozen worlds in the Koor-
nacht Cluster. They then embark on an ambitious campaign against the New
Republic military, suffering a crushing defeat because of the influence of
members of the Fallanassi sect of Force-users—a defeat that leaves many
Yevetha dead because of their inborn refusal to accept surrender.

The New Republic keeps the species under watch until active patrols are
removed close to a decade after the bloody battle, during which time the
Yevetha build an even larger force than their original fleet. As the Yevetha
are poised to once again wage war on the New Republic, the extra-galactic
Yuuzhan Vong assault the galaxy; when informed of the Yevetha and the threat
they pose, the Yuuzhan Vong invade the N'zoth system. Although the details of
the conflict are not known, the Yuuzhan Vong are ultimately victorious, demol-
ishing the rebuilt Yevethan fleet and unleashing a horrific orbital bombardment
of N'zoth. The Yevetha appear to be wiped from the galaxy, but because of
their expansionist tendencies, one or more of their colonies likely survived the
destruction of their homeworld. Their final fate remains unknown.

Personality: The Yevetha are a proud species, having long believed them-
selves to be the only intelligent species in the galaxy. In spite of their violent
nature, Yevetha adhere to their strict social hierarchy and religious beliefs
with a fanatical loyalty, welcoming death and sacrifice as great honors.

Physical Description: Seeming to other species to appear ghoulish,
Yevetha are tall humanoids who are so gaunt as to appear skeletal. They
have large dark gray eyes, pallid gray skin, and a notable lack of body hair.
A Yevetha has six digits on each hand, and each wrist hides a retractable
dewclaw that when fully extended is the length of a vibroblade. Males of
the species display two pairs of crests on the upper and lower parts of their
faces, which swell red in response to combat.

Homeworld: N'zoth, in the Core Worlds region.

YEVETHA

Languages: Yevetha prefer their native lan-
guage, Yevethan, at all times. Despite their
ability to speak Basic, few make the effort
to learn the language because of their
xenophobia.

Example Names: Dar Bille, Eri
Palle, Kez Haarl, Nil Spaar, Vol Noorr,
Vor Duull, Zar Braan.

Adventurers: Yevethan adven-
turers are uncommon, especially
prior to the creation of the Galactic
Empire. Before the founding of the
New Republic, few Yevetha leave their
home system, although some are
sent on scouting missions to assess
the strength of worlds selected for
invasion.

YEVETHA
SPECIES

TRAITS

Yevetha share the following species
traits:

Ability Modifiers: +2 Strength, -2 Charisma. Yevetha are strong despite
their gaunt physiques, but their fatalistic culture and violent xenophobia
color their outlook.

Size: As Medium creatures, Yevetha have no special bonuses or penalties
due to their size.

Speed: Yevetha base speed is 6 squares.

Mechanical Aptitude: Yevetha have a knack for technology. Once per
encounter, a Yevetha can treat any single Mechanics check as if the die roll
is a natural 20.

Natural Weapons: A Yevetha's retractable claws are natural weapons.
When making an unarmed attack, a Yevetha can use natural weapons, dealing
1d6 points of slashing damage with that attack instead of normal unarmed
damage. Yevetha are always considered armed with their natural weapons.

Xenophobia: Yevetha have an intense distrust of all species other than
their own, and gain a +2 species bonus to Will Defense against Persua-
sion checks made to improve their attitude by any creature of a different
species.

Automatic Languages: Yevethan.




YUZZEM

In spite of a well-deserved
reputation as tempera-

mental brutes, Yuzzem are

YUZZEM

cunning and intelligent,
and their resourcefulness
gives them as much of an
;-u',v;antagn as their physi-
cally powerful frames. The
Empire has learned this the
i way after they declared
the Yuzzem a slave species,
rounded up large numbers of
them, and put them to work
in heavy-labor operations.
The Yuzzem have frequently
revolted against their Impe-
rial masters, showing that
they can be as ferocious as
Wookiees, with no reserva-
tions about using their claws
and tusks in a fight.

Personality: Contrary to
their popular image as loud

nd violent brutes, Yuzzem
have a strong sense of fair play and a generous disposition. Like Wookiees,
they have a strict yet simple code of honor to which they adhere at all times.
Yuzzem insist on repaying a debt owed, whether helping someone who has
helped them or seeking vengeance for a wrong committed against them.

Physical Description: Yuzzem are towering humanoids with heavily
muscled upper bodies and long arms as broad as Humans. A Yuzzem has a
prominent snout and an equally prominent pair of tusks jutting up from its
ower jaw. Covered in a thick pelt of brown fur, a Yuzzem averages 2.5 meters
tall, but its muscular bulk makes it seem a great deal larger.

Homeworld: Ragna Ill, an arboreal world located in the Mid Rim.

Languages: Yuzz is a guttural language of growls, roars, and mewls,
aind unlike many other languages, it has no written form. Yuzz is largely
unpronounceable by other species, although Yuzzem have little trouble
speaking Basic.

Example Names: Dek, Gor, Hin, Kee, Pok, Rha, Wuk.

Adventurers: The first few Yuzzem leave Ragna Ill as slaves of the Empire,
but once they gain their freedom they quickly found employment as enforcers
and mercenaries. Many also return to their homeworld with stories about
life among the stars, encouraging future generations of Yuzzem to travel the
galaxy and seek their own destinies.

Yuzzem Species Traits
Yuzzem share the following species traits:

Ability Modifiers: +4 Strength, -2 Wisdom, -2 Charisma. Yuzzem are
physically powerful, but their volatile nature earns them few allies.

Size: As Large creatures, Yuzzem take a -1 size penalty to Reflex Defense
and a -5 size penalty to Stealth checks. Their lifting and carrying limits are
double those of Medium characters.

Speed: Yuzzem base speed is 6 squares.

Natural Weapons: A Yuzzem's large tusks and sharp claws serve as
natural weapons. When making an unarmed attack, a Yuzzem can use natural
weapons, dealing 1d8 points of piercing damage (bite) or slashing damage
(claws) instead of normal unarmed damage. Yuzzem are always considered
armed with their natural weapons.

Physically Intimidating: Yuzzem use their Strength modifier instead of
their Charisma modifier for Persuasion checks made to intimidate others.

Scent: At close range (within 10 squares), Yuzzem ignore concealment
and cover for purposes of Perception checks, and they take no penalty from
poor visibility when tracking (see "Survival" on page 73 of the Saga Edition
core rulebook).

Skills: A Yuzzem can reroll Climb checks, but the result of the reroll must
be accepted even if it is worse.

Automatic Languages: Yuzz.

ZYGCERRIAN

A violent species from the distant corners of the Outer Rim, Zygerrians are
known for their history of piracy and war. As a species that earns its fame
through slavery, piracy, and violence, Zygerri-
ans are feared in spaceports throughout the
galaxy. Raised in a culture where weak-
ness can mean death or enslavement,
Zygerrians cultivate a dangerous,
unpredictable image to deter others
from challenging their dominance.
Those who do must contend with the
Zygerrians' natural combat prowess,
since Zygerrians are excellent fighters
with or without weapons.

Zygerrian society is built on the
principle that strength leads to author-
ity, and for Zygerrians, strength can
mean many things—physical strength,
and also strength of will, of conviction,
and of bravery. Zygerrians are dif-
ficult to defeat in any arena because
their physical resilience is matched

ZYOERRIAMN
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by their indomitable spirit. Enemies of the Zygerrians quickly learn that
you cannot make Zygerrians flinch. They would sooner die than bend to the
desires of others.

Personality: Zygerrians are aggressive and violent. They are strong-willed
and back down from a confrontation only when they clearly cannot win.

Physical Description: Zygerrians are humanoids with a sallow complexion
and red hair. They have numerous bony spurs jutting out from beneath their
skin, which gives them a jagged appearance.

Homeworld: Zygerria.

Languages: Zygerrians speak, read, and write-Basic.

Example Names: Ikis, Miraj, Onyx, Teek.

Adventurers: Zygerrian adventurers make excellent soldiers and scouts,
because their people have been nomadic pirates and slavers on the Quter
Rim for centuries. Although there are many Zygerrian pirate gangs, not all
Zygerrians are thugs and ruffians. Many Zygerrians become valued members
of galactic society, abandoning their violent and aggressive tendencies.

ZYCERRIAN SPECIES TRAITS
Zygerrians share the following species traits:

Ability Modifiers: +2 Constitution, -2 Wisdom. Zygerrians are durable
but are considered reckless by other species.

Size: As Medium creatures, Zygerrians have no special bonuses or penal-
ties due to their size.

Speed: Zygerrian base speed is 6 squares.

Bonus Feat: Zygerrians gain Martial Arts | as a bonus feat at 1st level.

Iron Will: Zygerrians have above-average willpower, gaining a +2 species
bonus to their Will Defense.

Strength of Conviction: Zygerrians can use their Charisma modifier in
place of their Wisdom modifier when calculating Will Defense.

Automatic Language: Basic.

HEROIC CLASSES

Life on the battlefield can be intense, terrifying, exhilarating, or short. It can
even be all of these at once. Most galactic citizens take food, shelter, and
safety for granted, but in combat—from simple border skirmishes between
rival forces to galaxy-shaking conflicts such as the Mandalorian Wars, the
Clone Wars, or the Galactic Civil War—those features become luxuries.
Those who learn to adapt to harsh and unforgiving conditions survive to
fight another day.

<JEDI

They serve the Republic as keepers of the peace for much of their Order's
long history, but when necessary, the Jedi go to war. Sometimes only a
few Jedi are mobilized, as when Revan and Malak combat the threat of the
Mandalorians, but at other times the entire Jedi Order commits to battle,
as with the Clone Wars.

New Jedi Guardian Talents
The following new talent belongs to the Jedi Guardian talent tree, which
is available to members of the Jedi class. Any character who can normally
choose talents from the Jedi Guardian talent tree can choose this talent
as well.

Cover Escape: When you successfully spend a Force Point to negate
a melee attack against an adjacent ally with the Block or Deflect talents,
that ally can move up to 2 squares as a free action. This movement does not
provoke an attack of opportunity.

New Jedi Sentinel Talents
The following new talent belongs to the Jedi Sentinel talent tree, which is
available to members of the Jedi class. Any character who can normally
choose talents from the Jedi Sentinel talent tree can choose this talent as
well.

Prime Targets: When you hit a target with a lightsaber attack, if the
target has not been attacked since the end of your last turn, you deal +1
die of damage.

NOoBLE

Although the popular conception of a noble suggests that they would stay as
far away from the front lines as possible, many nobles steel themselves for
the horrors of war, coordinating the tactics of the armies under their com-
mand and even leading the charge from the front line. Many noble families
have a long history of proud military service. More than a few nobles have
laid the foundations for their future business empires by working as part of
mercenary units.

Anticipation Talent Tree

You have studied the ways of your enemies and have learned how to read
the actions and thoughts of others. You can predict what they will do, and
you gain advantage over them by anticipating their every move.

Anticipate Movement: Once per round, as a reaction to an enemy in
your line of sight moving, you can enable one ally within your line of sight
to move up to his or her speed as a free action.

Forewarn Allies: All allies within 12 squares of you gain a +2 insight
bonus on attack rolls and damage rolls for attacks of opportunity.

Get Down: As a reaction, when an ally is targeted by a ranged attack,
you can enable that ally to drop prone immediately (imposing the normal -2
penalty for a ranged attack against a prone target to the triggering attack
roll) as a free action.

Heavy Fire Zone: Once per turn, as a swift action, designate a 3x3
square area within your line of sight. Until the end of your next turn, if a
target moves into that area you can enable one ally within your line of sight
to make an attack of opportunity against that target. The ally you choose




A ZYOERRIAN NOBLE LEADING AN ATTACK OMN AN IMPERIAL
LANDING FORCE SHIP

must be armed with a weapon capable of making attacks of opportunity, and
this counts toward the ally's normal limitations for attacks of opportunity
made in a round.

Prerequisite: Forewarn Allies.

Summon Aid: Once per round, as a reaction, when an enemy moves
adjacent to you, you can enable one ally within your line of sight to imme-
diately make a charge attack against the triggering enemy. The ally you
choose must be able to charge the enemy from his or her current square
under normal charge rules.

Prerequisite: Get Down.

New Leadership Talents

The following new talents belong to the Leadership talent tree, which is avail-

able to members of the noble class. Any character who can normally choose

talents from the Leadership talent tree can choose these talents as well.
Commanding Presence: You excel at leading others into battle, issuing

quick commands, demonstrating a gift for strategy, decimating your enemies,

and impressing your peers. You can use each of the following actions once

per encounter as a standard action:

* Hold the Line!: Make a single melee or ranged attack against any target

within your range. If your attack hits, all allies within & squares of you
a gain a +2 morale bonus to their Defense scores until the end of your
next turn.

» [ead the Assault: Make a single melee or ranged attack against any
target within your range. If your attack hits, all allies within 6 squares
of you and within your line of sight gain a +2 morale bonus to their
attack rolls and damage rolls until the end of your next turn.

® Turn the Tide: Make a single melee or ranged attack against any target
within your range. If you successfully damage the target, a number of
allies equal to your Charisma modifier (minimum 1) can immediately
move up to half their speed as a free action.

Prerequisites: Born Leader, Tactical Savvy.

Tactical Savvy: When an ally whom you can see spends a Force point to
enhance an attack roll, the ally gains a bonus to the Force point roll equal
to your Intelligence modifier.

Prerequisite: Born Leader.

SCOUNDREL

Scoundrels are more at home in the shadows or at the helms of starships,
but they have their place on the battlefield like any other soldier. Turning
their luck and savvy to war, scoundrels can affect the outcome of battles by
revealing enemy battle plans or by taking a more direct hand in disrupting
the enemy's chain of command.

Brigand Talent Tree
You use your experience operating on the wrong side of the law to give you
an advantage in a fight, fair or otherwise.

Cheap Trick: When you make a Deception check to feint (see page 66 of
the Saga Edition core rulebook) against an enemy within 6 squares of you,
you can roll twice, keeping the better of the two results.

Prerequisite: Trained in Deception.

Easy Prey: When you make an attack as a standard action and success-
fully hit an enemy, you can choose to reduce the damage you deal by half.
That target is then denied its Dexterity bonus to Reflex Defense against your
attacks until the end of your next turn.

Prerequisite: Cheap Trick.

Quick Strike: During the initial round of combat, if you successfully
damage an enemy who has not yet acted in the combat, you can make an
immediate attack as a free action against a different target within 6 squares
of the first target.

Prerequisite: Cheap Trick.

Sly Combatant: You quickly move about the battlefield, taking advantage
of the chaos of battle to gain advantage. You can use each of the following
actions once per encounter as a standard action:

e Distracting Injury: Make a single melee or ranged attack against any
enemy within your range. If the attack successfully hits, that enemy
takes a -2 penalty to his or her attack rolls and damage rolls until the
end of the encounter.
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* Make Them Bleed: Make a single melee or ranged attack against any
living creature within your range. If you successfully deal damage as a
result of the attack, that enemy gains a persistent condition that can
be removed only with a successful DC 25 Treat Injury check to perform
surgery.

Strength in Numbers: Make a single melee or ranged attack against an
enemy who is adjacent to one or more of your allies. If you successfully
hit that enemy, you gain a +2 bonus to damage for each ally that is
adjacent to the target.

Prerequisites: Cheap Trick, Easy Prey.

New Misfortune Talents

The following new talents belong to the Misfortune talent tree, which is
available to members of the scoundrel class. Any character who can nor-
mally choose talents from the Misfortune talent tree can choose from these
talents as well.

Backstabber: You can take advantage of your adversary's distractions, no
matter how momentary or fleeting. Once per turn, when you flank a target,
you can treat him or her as flat-footed for one of your attacks.

Prerequisite: Sneak Attack.

Improved Sneak Attack: You can use the Sneak Attack talent against a
target within 12 squares, instead of within 6 squares.

Prerequisites: Point Blank Shot feat, Sneak Attack.

ScouT

Perhaps only the soldier class is more at home on a battlefield than the scout
class is. Using their tenacity and wide range of skills, scouts frequently serve
as the advance eyes and ears of a military force, probing the enemy line to
determine its strengths and weaknesses without raising an alarm. Scouts
guide small strike forces across difficult terrain and even target enemy
officers for death.

New Camouflage Talents
The following new talents belong to the Camouflage talent tree, which is
available to members of the scout class. Any character who can normally
choose talents from the Camouflage talent tree can choose from these
talents as well.

Dig In: When prone, you can spend a swift action to gain concealment until
the start of your next turn. If you stand up or move, you lose this benefit.

Ghost Assailant: If you start your turn with total concealment or total
cover from a target, during that turn you can make a Stealth check as a swift
action, opposed by the target's Perception check. If you succeed, the target
is considered flat-footed against you until the end of your turn.

Slip By: When you would normally provoke an attack of opportunity by
moving out of a threatened space, you can roll a Stealth check, replacing your
Reflex Defense with the results of your Stealth check if it is higher.

Advance Patrol Talent Tree
Your skills at observation and stealth are frequently called upon as you gather
information about enemy forces.

Forward Patrol: At the start of a surprise round in which you are not
caught by surprise, you can designate one ally within 6 squares of you
as able to retain his or her Dexterity bonus to Reflex Defense during the
surprise round.

Prerequisite; Watchful Step.

Mobile Combatant: You know that the key to winning a fight is keeping
your enemies from pinning you down. You can use each of the following
actions once per encounter:

* fvasive Assoult: As a standard action, make a single melee or ranged
attack. If the attack successfully deals damage, you gain a +5 dodge
bonus to your Reflex Defense until the end of your next turn.
Expeditious Attock: As a standard action, make a single melee or ranged
attack, then move up to half your speed as a free action. This movement
does not provoke an attack of opportunity.

Yielding Assault: When you are damaged by an enemy's melee or ranged
attack, you can move up to one-half your speed as a reaction. This
movement does not provoke an attack of opportunity. On your next
turn, you gain a favorable circumstance to your first attack roll against
the same enemy that damaged you.

Prerequisites: Forward Patrol, Watchful Step.



Trailblazer: During your turn, you can spend a swift action to allow all
allies within 6 squares of you and within your line of sight to count the first
square of difficult terrain as normal terrain each time they move.

Prerequisite: Trained in Survival.

Watchful Step: You can use your Perception check modifier instead of
vour Initiative modifier when making Initiative checks. If you are entitled
to an Initiative check reroll, you can reroll your Perception check instead
(subject to the same circumstances and limitations). You are considered to
be trained in Initiative.

SOLDIER

In war soldiers truly shine, reaping the rewards of their combat training by
carrying the day and earning victory and glory or by surviving the battle in
ane piece. Soldiers come from all walks of life, such as the destitute street
urchin who signs up hoping for one hot meal every day, and the bored socialite
who wants more excitement than the upper-class lifestyle offers.

New Commando Talent
The following new talent belongs to the Commando talent tree, which is avail-
able to members of the soldier class. Any character who can normally choose
talents from the Commando talent tree can choose this talent as well.
Defensive Position: Whenever you have the benefit of cover (see pages
157-158 of the Saga Edition core rulebook), you can spend two swift actions
to treat it as improved cover until the start of your next turn,
Prerequisite: Battle Analysis.

Shockboxer Talent Tree

You are trained in the shockboxing fighting style and can use your fists to
devastate your enemies. Although you trained for competitive shockboxing,
much of your expertise can also be applied outside the ring.

Defensive Jab: When you are unarmed and take the fight defensively
action, you can make a single unarmed attack as a free action against an
adjacent target.

Prerequisite: Retaliation Jab.

Nimble Dodge: If an enemy misses you with a melee attack, as a reaction
you can move up to 2 squares, but you must end your movement adjacent
to your attacker.

Retaliation Jab:If an enemy misses you with a melee attack, as a reaction
you can automatically deal damage equal to your Strength modifier (minimum
1 point of damage) to your attacker, if the attacker is within your reach.

Stinging Jab: When you hit a target with an unarmed attack, you can
choose to deal half damage with your attack. If you do so, your enemy also
deals half damage on all melee attacks he or she makes until the end of
your next turn.

A BAaRABEL BHOCKBOXER

Stunning Shockboxer: When you deal stun damage to a target with an
unarmed attack, after the stun damage is halved, roll one extra die of damage
and add that to the damage subtracted from the target's hit points.

Prerequisite: Stinging Jab.

Veteran Talent Tree

You have been from one side of the galaxy to the other and have fought on
more planets than most people visit in a lifetime. Talents from this tree can
be used to qualify for the officer prestige class, in addition to those listed
in the Saga Edition core rulebook.

Battlefield Remedy: You have learned a variety of different ways to
treat combat injuries in the field. When you succeed on a Treat Injury check
to administer First Aid, the tended creature also moves +1 step on the
condition track.

Prerequisite: Trained in Treat Injury.

Grizzled Warrior: You can draw upon your extensive battlefield experi-
ence to encourage your comrades and drive your enemies before you. You can
use each of the following actions once per encounter as a standard action:

¢ Defy the Odds: Make a single melee or ranged attack. You immediately
gain a number of bonus hit points equal to your Constitution score.
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* Double the Pain: When you use the Aid Another action to provide an ally
within 6 squares of you a bonus to his or her attack roll, add one-half
your character level to the ally's damage roll if the attack is successful.

* Guarded Assault: Make a single melee or ranged attack. You gain a +2
dodge bonus to your Reflex Defense against all attacks until the start of
your next turn.

Prerequisites: Seen it All, Tested in Battle.

Reckless: You know from first-hand experience that victory goes to those
willing to take a chance. You can add your Wisdom bonus (minimum +1) to
the damage roll when you make a successful charge attack.

Prerequisite: Tested in Battle.

Seen It All: You have seen more action in more places than most people
know exist, and little in the galaxy gets you rattled. Any character using
a fear effect on you must roll twice, keeping the lower result on any skill
checks and attack rolls.

Prerequisites: Tested in Battle, trained in Initiative.

Tested in Battle: When you catch a second wind (see page 154 of the
Saga Edition core rulebook), you move +2 steps on the condition track in
addition to regaining hit points.

A DASHADE BQUAD LEADER IN COMBAT

New Weapon Specialist Talent

The following new talent belongs to the Weapon Specialist talent tree,
which is available to members of the soldier class. Any character who can
normally choose talents from the Weapon Specialist talent tree can choose
this talent as well.

Autofire Assault: When making an autofire attack, you can brace a
weapon that is not restricted to autofire only. You must be proficient with
the weapon being used.

Prerequisite: Weapon Proficiency (heavy weapons).

FEATS

The feats presented here supplement those found in the Saga Edition core
rulebook and are suitable for any era of play. They are designed for heroes
who focus on combat, such as those engaged in the galactic conflicts
described throughout this book. However, any character who qualifies can
select these feats.

Bantha Herder
You know how to frame your targets with your ranged attacks, moving the
targets where you want them to go.
Prerequisites: Proficient with weapon used, base attack bonus +1
Benefit: When you damage a Large or smaller creature with a ranged
attack, compare the result of your attack roll to the target's Will Defense.
If your result equals or exceeds the target's Will Defense, you can move the
target 1 square in any direction as a free action. If your ranged attack deals
damage to multiple eligible creatures, you can use this benefit against all of
them. You can't move a target that's being grabbed or grappled, and you can't
move a target into a solid object or into another creature's fighting space.

Battering Attack
You know how to use your strength to batter an opponent to the ground,
knocking him or her prone.

Prerequisites: Bantha Rush, Trip.

Benefit: Whenever you successfully move a creature with the Bantha
Rush feat, you also knock that target prone.

Destructive Force
You cause so much devastation to vehicles and objects that you also deal
damage to others around those targets.

Benefit: When you deal damage to an object or vehicle that equals or
exceeds the target's damage threshold and reduces the target to O hit points,
you deal 1 die of damage (of the same type as the damage used in the attack)
all targets, including allies, that are adjacent to the vehicle or object.

Lo



SHOCKBOXING
The sport of shockboxing is a violent and dangerous testing ground for
hand-to-hand combat prowess. Two combatants don special shockboxing
gloves (described in detail on page 37) and then engage in melee combat
with each other. The sport is a popular training method within military
units, and the Barabel species is exceptionally well-suited to the competi-
tion. Shockboxers are tough and skilled at hand-to-hand combat, using
their fists to deliver punishing blows and deflect incoming attacks.
Shockboxing in the Star Wars Roleplaying Game can be as simple as

a combat encounter between two shockboxers. However, to prevent a =

shackboxing match from being little more than a series of attack rolls,
Gamemasters should encourage skill use as a part of the match. As an
optional rule, during a shockboxing match a character makes attack rolls
and also skill checks during his or her turn. Each shockboxer can make
one skill check as a free action, describing how he or she tries to gain an
advantage for that exchange of attacks. For example, you might choose
to use Endurance to steel yourself against incoming attacks, Deception
to try to feint, Perception to look for signs of weakness, or Persuasion
to try to intimidate your enemy. The Gamemaster should set the skill
DC (either against the enemy's defenses, or with an appropriate DC for
a character of that level). Success grants the combatant a temporary
Force Point, which must be spent before the end of the next turn or it is
lost. Typically, this Force Point is used to grant a bonus to attack rolls,
but during a shockboxing match you can choose to add the results of a
Force Point roll to your damage roll instead.

Disabler
You are skilled in the use of ion weapons and gain certain benefits depending
on which weapon you use.

Prerequisite: Proficient with weapon used.

Benefit: When you make a ranged attack with an ion weapon, you gain
one of the following benefits, depending on the kind of weapon you use.

lon Grenade: When you use an ion grenade, the grenade’s burst radius is
3 squares instead of 2 squares.

lon Pistol: When you use an ion pistol, the damage dice increase from
d6 to ds.

lon Rifle: You treat the ion rifle as an accurate weapon.

Dive for Cover
You can leap behind cover, even when caught out in the open.

Prerequisite: Trained in Jump.

Benefit: Once per turn, as a reaction to being targeted by a ranged attack,
you can make a Jump check to jump horizontally. If you land in a square that
provides you with cover from your attacker, you gain the normal cover bonus
against the attack, even if you didn't have cover at the time the attack was
made. When you use this feat, you always land prone.

Fight Through Pain
Through sheer willpower, you can keep yourself at peak fighting performance,
ignoring physical pain and negative effects.

Benefit: You can use your Will Defense instead of your Fortitude Defense
when determining your damage threshold.

Forceful Blast
You can position your grenade attacks such that they blast creatures away
from the center of the explosion.
Prerequisites: Proficient with weapon used, base attack bonus +1.
Benefit: When you damage a Large or smaller creature with a grenade
or thermal detonator, compare the result of your attack roll to the target's
Fortitude Defense. If your result equals or exceeds the target's Fortitude
Defense, you can move the target 1 square in any direction as a free action. If
the grenade or thermal detonator deals damage to multiple eligible creatures,
you can use this benefit against all of them. You can't move a target that's
being grabbed or grappled, and you can't move a target into a solid object
or into another creature's fighting space.

Force of Personality
As a result of your self-confidence and conviction, your will is strong.
Prerequisite: Charisma 13.
Benefit: You can use either your Wisdom modifier or your Charisma
modifier to determine your Will Defense.

Fortifying Recovery
Even as you reel from attacks, you can get yourself back into the fight and
make a difference.

Prerequisite: Constitution 13.

Benefit: When you take the recover action, you also gain a number of
bonus hit points equal to 2 x your Constitution bonus (minimum 2). Damage is
subtracted from the bonus hit points first, and any bonus hit points remaining
at the end of the encounter are lost. Bonus hit points do not stack.
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FEAT NAME
Bantha Herder

Battering Attack
Destructive Force
Disabler

Dive for Cover
Fight Through Pain
Forceful Blast

Force of Personality
Fortifying Recovery
Mission Specialist
Never Surrender
Officer Candidacy Training
Opportunistic Shooter
Pistoleer

Predictive Defense
Resilient Strength
Riflemaster

Risk Taker

Sport Hunter
Staggering Attack

Steadying Position

Mission Specialist

Proficient with weapon used,
base attack bonus +1

Bantha Rush, Trip

Proficient with weapon used
Trained in Jump

Proficient with weapon used,
base attack bonus +1
Charisma 13

Constitution 13

Trained in Endurance

Proficient with weapon used
Intelligence 13

Strength 13

Proficient with weapon used
Trained in Climb or Jump
Proficient with weapon used

Proficient with weapon used,
base attack bonus +1

Careful Shot

BENEFIT

53
AT

Move a target damaged by your ranged attack.

Knock a target prone when you use Bantha Rush.

Deal damage to adjacent targets when you damage objects and vehicles.
Gain benefits when using certain ion weapons.

Jump for cover as a reaction.

Use your Will Defense to determine your damage threshold.

Move a target damaged by your grenade attack.

Use Wisdom or Charisma to determine Will Defense.

Gain bonus hit points when you recover.

Grant bonus to allies' untrained skill checks with a particular skill.
Make an Endurance check to prevent falling to 0 hit points.
Gain a bonus to your Rank and Privilege score.

Gain a bonus to attacks of opportunity with ranged weapons.
Gain benefits when using certain pistols.

Use Dexterity or Intelligence to determine Reflex Defense.

Use Strength or Constitution to determine Fortitude Defense.
Gain benefits when using certain rifles.

Improve your chances of success with Climb or Jump checks.
Gain benefits with certain slugthrowers and sporting weapons.
Impose penalties to enemy skill checks with a successful attack.

Deny target's Dexterity bonus to Reflex Defense when you are prone and aiming.

Never Surrender

You are so good with certain skills that others around you benefit from your
guidance and example.

Benefit: Choose one skill in which you are trained. Allies who are not
trained in that skill gain a +2 competence bonus to the skill while they are
within 12 squares of you.

You can select this feat multiple times. Each time you select this feat, it
applies to a different skill.

Special: Only allies who have the Force Sensitivity feat gain this bonus
to Use the Force checks.

You can fight your way back from the blackness of death and unconscious-
ness, staying active in combat.

Prerequisite: Trained in Endurance.

Benefit: The first time you would be reduced to 0 hit points in an encoun-
ter, you can make an Endurance check as a reaction, with a DC equal to the
number of points of damage being dealt to you. If your check succeeds, you
are instead reduced to 1 hit point.



Officer Candidacy Training

You have received special training in commanding others in combat.
Benefit: You gain a +2 bonus to your Rank and Privilege organization

score (see page 73 for more information).

Opportunistic Shooter
You are quick to react when nearby enemies expose themselves to your
attacks.

Benefit: You gain a +2 bonus to attacks of opportunity with ranged
weapons.

Pistoleer
You are skilled in the use of pistols and gain certain benefits depending on
which weapon you use.

Prerequisite: Proficient with weapon used.

Benefit: When you make a ranged attack with a pistol, you gain one of
the following benefits, depending on the kind of pistol you use. .

Blaster Pistol: You treat the blaster pistol as an accurate weapon.

Heavy Blaster Pistol: You do not treat the heavy blaster pistol as an
inaccurate weapaon.

Hold-Qut Blaster Pistol: If you fire a hold-out blaster pistol at a target
that has not yet acted in combat, you gain a +2 bonus to your attack rolls
with that weapon against that target. The bonus applies to all such attacks
until the target acts.

Predictive Defense
The sharpness of your mind, not the speed of your reactions, allows you to
avoid incoming attacks.

Prerequisite: Intelligence 13.

Benefit: You can use either your Dexterity modifier or your Intelligence
modifier to determine your Reflex Defense.

Resilient Strength
Your brute strength and physical conditioning allow you to shrug off effects
that would debilitate others.

Prerequisite: Strength 13.

Benefit: You can use either your Strength modifier or your Constitution
modifier to determine your Fortitude Defense.

Riflemaster
You are skilled in the use of rifles and gain certain benefits depending on
which weapon you use.

Prerequisite: Proficient with weapon used.

Benefit: When you make a ranged attack with a rifle, you gain one of the
following benefits, depending on the kind of rifle you use.

Blaster Carbine: You can brace a blaster carbine set to autofire, even
though it is not an autofire-only weapon.

Blaster Rifle: You treat the blaster rifle as an accurate weapon.

Heavy Blaster Rifle: When you use a heavy blaster rifle, the damage dice
increase from d10 to d12.

Light Repeating Blaster: You treat the light repeating blaster as if it were
Medium instead of Large.

Risk Taker

You're not afraid to make great leaps or climb treacherous slopes, and
you know how to put forth the extra effort to make the impossible seem
routine.

Prerequisite: Trained in Climb or Jump.

Benefit: You fall only if you fail a Climb check by 10 or more. Additionally,
if you make a Jump check and fail to land on a safe or solid surface (such as if
you fall into a pit or fail to clear a stream of lava), you can spend a Force Point
as a free action and add the result of the Force Point roll to your distance
jumped. However, you must land in the first available safe square.

Normal: You fall if you fail a Climb check by 5 or more.

Sport Hunter
You are skilled in the use of slugthrowers and sporting weapons and gain
certain benefits depending on which weapon you use.

Prerequisite: Proficient with weapon used.

Benefit: When you make a ranged attack with a slugthrower or sporting
weapon, you gain one of the following benefits, depending on the kind of
weapon you use.

Slugthrower Pistol: When you use a slugthrower pistol at point-blank
range, you deal an extra +1 die of damage with the weapon.

Slugthrower Rifle: When you use a slugthrower rifle, the damage dice
increase from d8 to d12.

Sporting Blaster Pistol: When you use a sporting blaster pistol, reroll any
result of 1 on the damage dice until you get a result other than 1.

Sporting Blaster Rifle: When you use a sporting blaster rifle, you gain a
+1 bonus to attack rolls when you aim before firing.
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Staggering Attack
You can deliver punishing blows to your enemies, distracting them and keep-
ing them from focusing their efforts.

Prerequisites: Proficient with weapon used, base attack bonus +1.

Benefit: When using a melee weapon, you can make an attack that
disrupts an enemy's concentration. You take a -2 penalty to your attack roll,
and if your attack deals damage, the target takes a -2 penalty to skill checks
until the end of your next turn.

Alternatively, you can take a -5 penalty to your attack roll, and if your
attack deals damage, the target takes a -5 penalty to skill checks until the
end of your next turn.

BoNUS FEATS
Some of the feats in this chapter can be selected as bonus feats by certain
classes. Characters in the following classes can add the listed feats to

their relevant bonus feat lists. 5
CLASS BONUS FEATS
Jedi Battering Attack, Dive for Cover, Fight Through

Pain, Force of Personality, Mission Specialist, Never
Surrender, Officer Candidacy Training, Resilient
Strength, Risk Taker, Staggering Attack

Disabler, Fight Through Pain, Force of Personality,
Mission Specialist, Predictive Defense, Sport
Hunter

Bantha Herder, Disabler, Fight Through Pain, Force
of Personality, Mission Specialist, Opportunistic
Shooter, Pistoleer, Predictive Defense, Steadying
Position

Destructive Force, Disabler, Dive for Cover, Forceful
Blast, Fortifying Recovery, Mission Specialist, Never
Surrender, Opportunistic Shooter, Pistoleer, Resilient
Strength, Riflemaster, Risk Taker, Sport Hunter,
Steadying Position

Bantha Herder, Battering Attack, Destructive Force,
Disabler, Dive for Cover, Forceful Blast, Fortifying
Recovery, Mission Specialist, Never Surrender,
Officer Candidacy Training, Opportunistic Shooter,
Pistoleer, Resilient Strength, Riflemaster, Risk Taker,
Sport Hunter, Staggering Attack, Steadying
Position

Noble

Scoundrel

Scout

Soldier

Steadying Position
You know how to fire from the optimal position, using the ground to steady
your aim.

Prerequisite: Careful Shot.

Benefit: When you are prone and aim before making a ranged attack, your
target does not benefit from its Dexterity bonus to Reflex Defense.

MARTIAL ARTS FEATS

The following feats represent basic training in a variety of martial arts styles.
Additionally, many of them have special effects when used in conjunction with
style-specific talents available to the martial arts master prestige class.

Echani Training
You are trained in Echani unarmed fighting techniques, giving you an advan-
tage in hand-to-hand combat.

Prerequisites: Dexterity 13, Martial Arts |.

Benefit: If you make only one unarmed attack during your turn, you can
double the damage bonus to that attack provided by your Strength modifier
(minimum +1).

Once per encounter when you deal damage to a target with an unarmed
attack, you can immediately make an unarmed attack against the target's
Fortitude Defense as a free action. If successful, you knock the target to
the ground (prone) in its current square, provided that the target is no more
than one size larger than you.

Special: Targets gain a bonus to Fortitude Defense against being knocked
prone based on their size: Medium or smaller, +0; Large, +5; Huge, +10;
Gargantuan, +20; and Colossal, +50. In addition, unusually stable creatures
(such as those with four legs) gain a +5 bonus to their Fortitude Defense
against being knocked prone.

If you have the Echani Expertise talent (see the Martial Arts Forms talent
tree on page 32), whenever you score a critical hit with an unarmed attack,
the target is immediately knocked to the ground (prone) in its current square,
provided that the target is no more than one size larger than you.

Hijkata Training
You are trained in the Hijkata style of unarmed fighting and can quickly turn
enemies' attacks against them.

Prerequisites: Combat Reflexes, Martial Arts |.

Benefit: Once per round, when an adjacent enemy successfully damages
you with a melee attack, you can make an attack of opportunity with an
unarmed attack at a -5 penalty against that enemy, even if the enemy’s
attack normally would not provoke an attack of opportunity.

Once per encounter, when an enemy provokes an attack of opportunity
from you and you successfully damage that enemy with an unarmed attack
of opportunity, that enemy takes a penalty to attack rolls equal to your
Dexterity modifier (minimum +1) until the end of your next turn.
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FEAT NAME PREREQUISITES

Echani Training Dexterity 13, Martial Arts |
Hijkata Training Combat Reflexes, Martial Arts |

Martial Arts |, trained in Stealth

Dual Weapon Mastery |, Martial Arts |
Martial Arts I, Running Attack

Dodge, Martial Arts |, trained in Initiative
Strength 13, Martial Arts |

Constitution 13, Martial Arts |, Wookiee

K'tara Training
K'thri Training
Stava Training
Tae-Jitsu Training
Terds Kasi Training
Wrruushi Training

Special: If you have the Hijkata Expertise talent (see the Martial Arts
Forms talent tree on page 32), once per encounter, you can spend a full-
round action to designate a single adjacent ally. Until the start of your next
turn, any enemy adjacent to you or the designated ally that makes an attack
roll against that ally provokes an attack of opportunity from you. If the ally
moves during his or her turn, you can immediately move a number of squares
up to your speed as a reaction; however, you must end your movement in a
square that is adjacent to the designated ally.

K'tara Training
You are trained in the K'tara style of unarmed fighting, which enables you to
neutralize enemies before they even know that you are present.

Prerequisites: Martial Arts |, trained in Stealth.

Benefit: You roll an extra die of damage against a flat-footed enemy on
one unarmed attack during your turn.

Once per encounter, when you deal damage with an unarmed attack to
a target that has been denied its Dexterity bonus to Reflex Defense, make
a second unarmed attack against the target's Fortitude Defense as a free
action. If successful, you render the target incapable of speech until the end
of your next turn. This is a stunning effect.

Special: If you have the K'tara Expertise talent (see the Martial Arts
Forms talent tree on page 33), you can spend two swift actions to cause
a single adjacent enemy to be flat-footed against your first attack during
the same round.

K'thri Training
You are trained in the K'thri style of unarmed fighting, striking with flashy
moves and incredible speed.

Prerequisites: Dual Weapon Mastery |, Martial Arts |.

Benefit: Once per round, you can spend a swift action to make a single
unarmed attack against one enemy within reach, dealing your base unarmed
damage with no bonus to the damage roll from your Strength or heroic level.

BENEFIT

Double Strength bonus to unarmed damage; knock target prone.

Make counterattacks; impose penalties to enemy attacks.

Deal extra damage against flat-footed enemy; render target mute.

Make swift unarmed attacks; deal half damage on misses.

Grab and grapple as a larger creature; grab after charging.

Deal more damage on critical hits; use Dodge against enemies.

Treat target's damage threshold as lower.

Gain bonus hit points on unarmed attacks; deny target equipment bonus.

Once per encounter, when you make an unarmed attack that misses the
target, you deal half damage to the target.

You must be wearing light or no armor to gain the benefit of this feat.

Special: If you have the K'thri Expertise talent (see the Martial Arts Forms
talent tree on page 33), once per encounter when making a full attack, you
can reroll one of your unarmed attack rolls; however, you must accept the
result of the reroll, even if it is worse. You must be wearing light or no armor
to gain this special benefit.

Stava Training
You are trained in the Stava unarmed fighting style of the Noghri and can
subdue an enemy with ease.

Prerequisites: Martial Arts |, Running Attack.

Benefit: When making a grab attack (see page 152 of the Saga Edition
core rulebook), you are considered to be one size category larger for the
purpose of determining the size of the opponent that you can grab. If you
are capable of making a grapple attack, you are considered to be one size
category larger for the purpose of determining your size modifier to grapple
checks.

When making an unarmed attack against a target while charging an
opponent (see page 152 of the Saga Edition core rulebook), if your attack
roll is successful, you can make an immediate grab attack against that target
as a free action.

You must be wearing light or no armor to gain the benefit of this feat.

Special: If you have the Stava Expertise talent (see the Martial Arts
Forms talent tree on page 33), you can add your Strength bonus and your
Dexterity bonus to grapple checks. You must be wearing light or no armor
to gain this special benefit.
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Tae-Jitsu Training
You are trained in the Tae-lJitsu style of unarmed fighting and can use a
variety of techniques to defeat your enemy.

Prerequisites: Dodge, Martial Arts |, trained in Initiative.

Benefit: When you score a critical hit with an unarmed attack, the damage
dealt by your attack increases by one die step, to a maximum of d12.

Once per encounter, when you make a successful unarmed attack against
an enemy, you can spend a swift action to designate that enemy as your
primary adversary. Until the end of the encounter, you gain the benefit of the
Dodge feat against that enemy and against one other enemy of your choice.

Special: If you have the Tae-lJitsu Expertise talent (see the Martial Arts
Forms talent tree on page 33), when you score a critical hit against an enemy
who has been designated as your primary adversary, that enemy takes a -2
penalty to attack rolls until the end of your next turn.

Terds Kisi Training
You are trained in the Teréds Kési unarmed fighting style and can send an
enemy reeling with a single punch.

Prerequisites: Strength 13, Martial Arts |.

Benefit: Once per round when you make a successful unarmed attack,
you reduce the target's damage threshold by 5 when determining the effect
of the attack.

Special: If you have the Teris Kisi Basics talent (see the Master of Terds Kési
talent tree on page 53 of Threats of the Galaxy), you are considered to be one
size category larger when determining the damage of your unarmed attacks.

Wrruushi Training
You are trained in the Wrruushi unarmed fighting style of the Wookiees and
feel more invigorated in the heat of battle.

Prerequisites: Constitution 13, Martial Arts |, must be a Wookiee.

Benefit: Once per round when you make a successful unarmed attack, you
gain a number of bonus hit points equal to your Constitution modifier. Damage
is subtracted from the bonus hit points first, and any bonus hit points remain-
ing at the end of the encounter are lost. Bonus hit points do not stack.

Once per encounter, you can make an unarmed attack against an enemy's
Fortitude Defense instead of the enemy's Reflex Defense. If the attack is
successful, the enemy not only takes damage but also loses any equipment
bonuses to Fortitude Defense until the end of the encounter.

You must be wearing light or no armor to gain the benefit of this feat.

Special: If you have the Wrruushi Expertise talent (see the Martial Arts
Forms talent tree on page 33), once per encounter when you score a critical
hit with an unarmed attack against an enemy, you can deal normal damage
and move the target an additional -2 steps on the condition track, regard-
less of the damage result. You must be wearing light or no armor to gain
this special benefit.

TEAM FEATS

The following feats, collectively referred to as team feats, allow multiple
heroes in a party to take the same feat to gain cumulative benefits. These
team feats represent the concept that you and your allies have trained
together and are part of the same military unit. When a mission calls for
specialized skills, your group is chosen because you work well together and
can get the job done.

Each team feat provides a competence bonus to a particular skill check,
the same type of bonus that is provided by the Skill Focus feat. If you are
considering taking either a team feat or the Skill Focus feat, consider whether
other heroes in your group are willing to take the same team feat. If at least
two other allies take the same team feat, you will gain a greater benefit by
taking the team feat rather than the Skill Focus feat. However, if fewer than
two other allies take the team feat, you will gain a greater benefit by taking
the Skill Focus feat instead.

Aquatic Specialists
You and your allies have trained extensively in underwater combat and
specialize in missions in aquatic environments.

Prerequisite: Trained in Swim.

Benefit: You gain a +3 competence bonus to Swim checks. At the time
you make a check, for each ally within 12 squares of you who also has this
feat, the competence bonus increases by 1 (to a maximum of +7). Addition-
ally, when you swim, you swim at half speed as a move action (or you swim
at your speed as a full-round action).

Ascension Specialists
You and your allies train on the sheer cliffs of Teth and the sinkholes of
Utapau as a matter of course.

Prerequisite: Trained in Climb.

Benefit: You gain a +3 competence bonus to Climb checks. At the time
you make a check, for each ally within 12 squares of you who also has this
feat, the competence bonus increases by 1 (to a maximum of +7). Addition-
ally, when you climb, you climb at half speed as a move action (or at your
normal speed as a full-round action).

Covert Operatives
You and your allies specialize in undercover missions in which stealth and
subtlety are paramount.

Prerequisite: Trained in Stealth.

Benefit: You gain a +3 competence bonus to Stealth checks. At the time
you make a check, for each ally within 12 squares of you who also has this
feat, the competence bonus increases by 1 (to a maximum of +7). Addition-
ally, when moving more than your speed or more than twice your speed,
reduce the penalties to Stealth checks by 2.




FEAT NAME
Aquatic Specialists
Ascension Specialists
Covert Operatives
Medical Team
Mounted Regiment
Nimble Team

Slicer Team

Technical Experts
Tireless Squad
Unhindered Approach
Unified Squadron
Wary Sentries
Wilderness Specialists

Medical Team

You and your allies know the value of keeping soldiers alive and perform as

a cohesive healing unit.

PREREQUISITES
Trained in Swim
Trained in Climb
Trained in Stealth
Trained in Treat Injury
Trained in Ride
Trained in Acrobatics
Trained in Use Computer
Trained in Mechanics
Trained in Endurance
Trained in Jump
Trained in Pilot
Trained in Perception
Trained in Survival

Prerequisite: Trained in Treat Injury.

BENEFIT
Gain bonuses to Swim checks when near allies.

Gain bonuses to Climb checks when near allies.

Gain bonuses to Stealth checks when near allies.

Gain bonuses to Treat Injury checks when near allies.
Gain bonuses to Ride checks when near allies.

Gain bonuses to Acrobatics checks when near allies.
Gain bonuses to Use Computer checks when near allies.
Gain bonuses to Mechanics checks when near allies.
Gain bonuses to Endurance checks when near allies.
Gain bonuses to Jump checks when near allies.

Gain bonuses to Pilot checks when near allies.

Gain bonuses to Perception checks when near allies.
Gain bonuses to Survival checks when near allies.

Benefit: You gain a +3 competence bonus to Acrobatics checks. At the
time you make a check, for each ally within 12 squares of you who also
has this feat, the competence bonus increases by 1 (to a maximum of +7).
Additionally, when you use the Acrobatics skill to tumble, you can tumble
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Benefit: You gain a +3 competence bonus to Treat Injury checks. At the
time you make a check, for each ally within 12 squares of you who also has
this feat, the competence bonus increases by 1 (to a maximum of +7). Addi-
tionally, when you use the aid another action to assist an ally who has this
feat with a Treat Injury check to restore hit points, your ally always restores
an extra 4 hit points to the target.

Mounted Regiment
You and your allies act as mounted cavalry, specializing in using beasts
in war,

Prerequisite: Trained in Ride.

Benefit: You gain a +3 competence bonus to Ride checks. At the time you
make a check, for each ally within 12 squares of you who also has this feat,
the competence bonus increases by 1 (to a maximum of +7). Additionally,
once per round as a reaction to your mount being attacked, you can make a
Ride check; if the result exceeds the mount's Reflex Defense, use your check
result against the attack instead of using the mount's Reflex Defense.

Nimble Team
You and your allies train extensively to avoid hazards and to slip through
tight spaces, making it difficult to pin your team down.

Prerequisite: Trained in Acrobatics.

1 extra square,

Slicer Team
You and your allies are computer specialists, capable of penetrating even the
strongest electronic defenses.

Prerequisite: Trained in Use Computer.

Benefit: You gain a +3 competence bonus to Use Computer checks. At
the time you make a check, for each ally within 12 squares of you who also
has this feat, the competence bonus increases by 1 (to a maximum of +7).
Additionally, when you use the aid another action to assist an ally who has this
feat with a Use Computer check, you provide a bonus of +4 instead of +2.

Technical Experts
You and your allies are just as comfortable in the vehicle pool as on the
battlefield and are capable of maintaining heavy equipment.

Prerequisite: Trained in Mechanics.

Benefit: You gain a +3 competence bonus to Mechanics checks. At the
time you make a check, for each ally within 12 squares of you who also
has this feat, the competence bonus increases by 1 (to a maximum of +7).
Additionally, when you use the aid another action to assist an ally who has
this feat with a Mechanics check, you provide a bonus of +4 instead of +2.
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Tireless Squad
You and your allies train for combat scenarios in which your ability to hang
in for the long haul is the difference between victory and defeat.

Prerequisite: Trained in Endurance.

Benefit: You gain a +3 competence bonus to Endurance checks. At the
time you make a check, for each ally within 12 squares of you who also has
this feat, the competence bonus increases by 1 (to a maximum of +7). Addi-
tionally, when you use the aid another action to assist an ally who has this
feat with an Endurance check, you provide a bonus of +4 instead of +2.

Unhindered Approach
You and your allies have trained on worlds where the terrain is unstable, and
your team also specializes in vertical insertion into combat zones.

Prerequisite: Trained in Jump.

Benefit: You gain a +3 competence bonus to Jump checks. At the time you
make a check, for each ally within 12 squares of you who also has this feat,
the competence bonus increases by 1 (to a maximum of +7). Additionally,
when you use the Jump skill, add 1 square to your total jump distance.

Unified Squadron
You and your allies are excellent pilots whose skills shine when you fly
together, making you better as a unit than as individuals.

Prerequisite: Trained in Pilot.

Benefit: You gain a +3 competence bonus to Pilot checks. At the time you
make a check, for each ally within 12 squares of you who also has this feat,
the competence bonus increases by 1 (to a maximum of +7). Additionally, you
always succeed when trying to avoid collisions with vehicles piloted by allies
who also have this feat (no collisions occur, even at character scale).

Wary Sentries
You and your allies specialize in keeping tabs on your surroundings, making
you excellent guards and advance scouts.

Prerequisite: Trained in Perception.

Benefit: You gain a +3 competence bonus to Perception checks. At the
time you make a check, for each ally within 12 squares of you who also has this
feat, the competence bonus increases by 1 (to a maximum of +7). Additionally,
you can take 10 on Perception checks, even when threatened or rushed.

Wilderness Specialists
You and your allies have been trained to survive in the wild and can live
off the land.

Prerequisite: Trained in Survival.

Benefit: You gain a +3 competence bonus to Survival checks. At the time
you make a check, for each ally within 12 squares of you who also has this
feat, the competence bonus increases by 1 (to a maximum of +7). Addition-
ally, when you use the aid another action to assist an ally who has this feat
with a Survival check, you provide a bonus of +4 instead of +2.

PRESTIGE CLASS
TALENTS

The following talents expand the talent trees available to the prestige classes
found in the Saga Edition core rulebook.

ELITE TROOPER TALENTS

The elite trooper is most at home on the field of battle, ranking among the
most capable combatants of any military or mercenary company. A mission
that an elite trooper considers an interesting challenge would be considered
a suicide mission by other soldiers.

New Weapon Master Talent

The following talent is for use with the Weapon Master talent tree, which is
available to members of the elite trooper prestige class. Any character who
can normally choose talents from the Weapon Master talent tree can chose
this talent as well.

Ferocious Assault: Once per encounter, when making an autofire attack,
you can treat the attack as a 6 square cone. Making this attack consumes
20 shots from the weapon's power pack.

Prerequisites: Base attack bonus +12, Controlled Burst.

Squad Leader Talent Tree
You are an expert at small-unit tactics, leading a small group of allies into
battle as a cohesive unit.

All talents in the Squad Leader talent tree apply to other characters in a
squad you command. A squad includes yourself plus a number of characters
equal to or less than the sum of your elite trooper class level plus your Cha-
risma modifier (minimum of one other character). These characters must be
on foot, must have line of sight to you, and must be able to communicate
with you to gain the benefit of your Squad Leader talents. As a free action,
you designate which characters are in your squad at the beginning of your
first turn.




Each squad can benefit from the talents of only a single squad leader,
designated when an encounter begins. A character without a squad leader
can join an existing squad if both character and squad leader are willing and
if the squad leader has not reached his or her maximum squad size.

Fall Back: As a move action, you can enable each member of your squad
to immediately move two squares. This movement does not provoke an
attack of opportunity.

Prerequisite: Charisma 13.

Form Up: As a move action, you give all squad members a +2 morale
bonus to their Reflex Defense until the end of your next turn, as long as
they are within 6 squares of another squad member,

Prerequisites: Charisma 13.

Full Advance: As a move action, you give all squad members a +2 morale
bonus to damage rolls until the end of your next turn.

Prerequisite: Charisma 13.

Hold Steady: Once per encounter, as a standard action, you move all
members of your squad +1 step on the condition track.

Prerequisite: Charisma 13.

Search and Destroy: As a move action, you give all squad members a +2
morale bonus to Perception checks until the end of your next turn.

Prerequisite: Charisma 13.

CUNSLINGER TALENTS

Although more commonly seen in one-on-one fights and small skirmishes, the
gunslinger's fast reflexes and deadly accuracy are just as dangerous in large-
scale military actions as in the holovid stereotype of a duel at midday.

New Gunslinger Talent

The following talent is for use with the Gunslinger talent tree, which is
available to members of the gunslinger prestige class. Any character who
can normally choose talents from the Gunslinger talent tree can chose this
talent as well.

Keep Them Honest: When using the aid another action to suppress an
enemy (see page 151 of the Saga Edition core rulebook), the enemy instead
takes a -5 penalty to all attack rolls until the end of your next turn.

Prerequisite: Careful Shot feat.

Sharpshooter Talent Tree
You are an expert at long-range combat, using the inherent range advantage
of a rifle to win the day.

Bullseye: Once per encounter, you can designate a single target that
you have aimed at and that is not within point-blank range. When making a
ranged attack roll against that target, the target is denied its Dexterity bonus
to Reflex Defense when determining the effect of your attack.

Prerequisites: Draw a Bead, Precision Shot, Sniper feat.

Draw a Bead: Once per round, you can spend a single swift action to
designate a single enemy who is not within point-blank range. When you
make a successful ranged attack roll that deals damage against the desig-
nated enemy, add your Dexterity bonus (minimum +1) to the damage roll.
This effect lasts until the target is unconscious, dead, or leaves your line of
sight. You can have only one enemy designated in this manner.

Prerequisites: Precision Shot, base attack bonus +10.

Pinning Shot: You can keep your target worrying about where the next
shot is coming from instead of trying to flee. When you deal damage to an
enemy that you have aimed at, the target's speed is reduced to 2 squares,
and the target cannot take either a double move action or use the run action
until the end of your next turn. This is a stunning effect.

Prerequisite: Precision Shot.

Harrying Shot: When you make a successful ranged attack against
an enemy that you have aimed at and the attack deals damage, the target
cannot use a standard action to make an attack roll on his or her next turn.
This counts as a stunning effect.

Prerequisites: Pinning Shot, Precision Shot.

Precision Shot: When using the aim action, you gain the benefit of the
Point Blank Shot feat against your target, regardless of range category.

Prerequisite: Far Shot feat.

POINT BLANK SHOT,
RANGEFINDERS, AND
TARGETING SCOPES

Under most circumstances, a character with the Point Blank Shot feat
receives a bonus to attack rolls and damage rolls only when the target is
within his or her weapon'’s point blank range, as indicated by Table 8-5:
Weapon Ranges on page 129 of the Saga Edition core rulebook.

The use of a targeting scope does not change how far your target is
from you, so taking an Aim action with a targeting scope on a blaster
rifle to attack a target that is 50 squares away does not give you the +1
bonus to attack rolls and damage rolls that you would receive if the target
were within 30 squares. This is the same for the rangefinder upgrade (see
page 43 of Scum and Villainy), which negates the penalty for attacking
a target that is at short range.
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MARTIAL ARTS
MASTER

Most warriors become proficient with a variety of weapons, but martial arts
masters strive to master various styles of hand-to-hand combat, shunning
blasters and turning their bodies into powerful weapons. Although other
combatants are satisfied with learning the basics of unarmed combat, mar-
tial arts masters learn the techniques and philosophies of many different
styles of martial arts, incorporating different elements and techniques into
unique personal styles. They are among the most self-sufficient and the most
dangerous fighters in the galaxy.

Martial arts masters focus on perfecting their art, but many different
paths lead to that goal. Some martial arts masters withdraw from the galaxy,
honing their skills in small, isolated enclaves. Others use their prowess in the
defense of the helpless and innocent in a manner befitting a Jedi Knight.
Some make their lethal skills available to the highest bidder, and still others
hold positions of influence with criminal cartels, using their deadly fighting
abilities to ruthlessly maintain their rank.

During any era of play, martial arts masters can be surprisingly dangerous
enemies, since they require nothing more than their own limbs to lay even
the toughest of enemies low.

TABLE 1-7:

L ARTS MASTER

THE MARTI

LEVEL  BASE ATTACK BONUS CLASS FEATURES
Ist +1 Defense Bonuses, talent
2nd +2 Tough as Durasteel +2
3rd +3 Talent

4th +4 Tough as Durasteel +4
5th +5 Talent

6th +6 Tough as Durasteel +6
7th +7 Talent

8th +8 Tough as Durasteel +8
gth +9 Talent

10th +10 Tough as Durasteel +10

ExXAMPLES OF MARTIAL ARTS
MASTERS IN STAR WaARS

Anoon Bondura, Arden Lyn, Bultar Swan, the Pike sisters, the Five Masters
of Cularin.

REQUIREMENTS
To qualify to become a martial arts master, a character must fulfill the
following criteria.

Base Attack Bonus: +7.

Feats: Martial Arts |, Martial Arts I, Melee Defense, and at least one of the
following feats: Echani Training, Hijkata Training, K'tara Training, K'thri Training,
Stava Training, Tae-Jitsu Training, Terds Kési Training, or Wrruushi Training.

Talents: One talent from either the Brawler talent tree (see page 52
of the Saga Edition core rulebook) or the Survivor talent tree (see page
50 of the Saga Edition core rulebook).

CAME RULE INFORMATION
Martial arts masters have the following game statistics.

Hit Points
At each level, martial arts masters gain 1d10 hit points + their Constitution
modifier.

Force Points
Martial arts masters gain a number of Force Points equal to 6 + one-half their
character level, rounded down, every time they gain a new level in this class.

CLasSs FEATURES
The following are features of the martial arts master prestige class.

Defense Bonuses
At 1st level, you gain a +2 class bonus to your Reflex Defense and a +4 class
bonus to your Fortitude Defense.

Talents

At every odd-numbered level (1st, 3rd, 5th, and so on), you select a talent.
The talent can be selected from the Awareness talent tree (see page 49 of
the Saga Edition core rulebook), the Master of Terds Kisi talent tree (see
page 53 of Threats of the Galaxy), the Martial Arts Forms talent tree, or the
Unarmed Mastery talent tree (both of which are presented below).

MARTIAL ARTS FORMS TALENT TREE

You have advanced training in one or more martial art forms, turning your
body into a lethal weapon. Although any character can practice these forms,
you have the dedication and perseverance to go beyond what most beings
are capable of.

Echani Expertise: When making an unarmed attack, you extend your
critical threat range by 1 (for example, 19-20 instead of 20). However,
anything other than a natural 20 is not considered an automatic hit; if you
roll anything other than a natural 20 and still miss the target, you do not
score a critical hit.

Prerequisite: Base attack bonus +10.

Hijkata Expertise: When you damage a creature or droid with an
unarmed attack, the target takes a penalty to its next attack roll equal to
your Strength bonus.



K'tara Expertise: Once per turn, when you damage a creature or droid
with an unarmed attack, you can make an attack to disarm as a swift action.
Also, you do not take the -5 penalty to your attack roll if the target is wield-
ng a weapon with more than one hand.

K'thri Expertise: Any enemy that begins its turn adjacent to you takes
mage equal to your Strength modifier (minimum 1 point) if you are able
to make an attack of opportunity against them. You can use this talent while

wearing only light armor or no armor.

Stava Expertise: When you successfully grab an enemy, he or she must
make an opposed grapple check to break free of your grab. If you are initiating
pple, you can reroll your grapple check. However, you must accept the
-econd result, even if it is worse. You can use this talent only while wearing
ight armor or no armor.

Tae-Jitsu Expertise: Once per turn, when you damage a creature or droid
with an unarmed attack, compare your attack roll to the target's damage
threshold. If your attack roll equals or exceeds the target's threshold, the
target is moved -1 step on the condition track, regardless the damage result
f your attack.

Wrruushi Expertise: Once per turn, when you damage a creature or
d with an unarmed attack, you can make an attack against the target's
Fortitude Defense as a free action. If that attack is successful, the target
can take only a single swift action on their next turn. You can use this talent

nly while wearing light armor or no armor.

UNARMED MASTERY TALENT TREE

You have advanced training in one or more martial art forms and have turned
your body into a lethal weapon. Any character can practice these forms,
but through dedication and perseverance you have exceeded the abilities
of other beings.

Flurry of Blows: When you make multiple unarmed attacks as a full
ittack action (see page 154 of the Saga Edition core rulebook), you reduce
the penalty to your attack roll by 2.

You can take this talent multiple times. Each time you take this talent,
you reduce the penalty to your attack rolls by an additional 2.

Hardened Strike: If you damage with an unarmed attack a creature or
droid that has Damage Reduction, you reduce the value of that Damage
leduction by one until the end of the encounter. Cumulative attacks against
the same target do not stack.

Punishing Strike: When you score a critical hit on an unarmed attack,
you can make an immediate unarmed attack (in addition to other effects of a

ritical hit) against a single target within reach. You can use this talent only
once per turn and only while wearing light armor or no armor.

Tough as Durasteel: As part of your training, you have learned how to
dy yourself for the attacks of your opponents, reducing the effectiveness
heir blows. Starting at 2nd level, whenever you damage a target with an
wed attack while wearing light or no armor, you gain bonus hit points
to your class level. The number of bonus hit points you gain with an

narmed attack increases for every other level you gain in this class.
y:
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Weapons and hardware make the soldier. For thousands of years, blasters
are the dominant weapon technology used by soldiers, mercenaries, and
warriors alike. However, a bewildering array of weapons and armor are used
throughout the galaxy, from cutting edge to primitive. A soldier might face
sophisticated fighters with missile launchers, battle armor, and the latest
in blaster and ion technology, or primitive savages wearing little more than
bone armor and wielding bows and spears.

SPOILS OF WAR

One effect of war is the massive amount of weapons, armor, ships, and other
valuable (and powerful) equipment left behind on the battlefield or captured
in conquered cities and settlements. For the players, this becomes a windfall,
' offering a multitude of choices to upgrade their heroes' gear. When such
spoils become available, the GM must decide what items, if any, the heroes
can take for their own.

If the heroes serve in a regular military unit, such as those of the Empire,
Republic, or Rebel Alliance, the choice is essentially already made for them.
Armies rarely allow soldiers to keep weapons or equipment captured in
battle, much less to use such loot in their daily duties. Trophy items might
be permitted, depending on the rules set down by commanding officers, but
these are kept at the barracks to show off to comrades. Particularly powerful,
rare, experimental, or dangerous items are never left in the hands of ordinary
soldiers and are confiscated for study, archiving, or use in infiltration, diver-
sion, or other such missions.

If the heroes belong to a mercenary or paramilitary force, they might
be allowed to keep some weapons, vehicles, and gear they obtain on their
missions, but most of it must be turned over to be used by the organization
or to be sold for additional profit. Of course, one aspect of belonging to a
mercenary group is earning a percentage of the spoils of war, so capturing
intact gear and vehicles is a high priority for any mercenary.

As the Gamemaster, you must decide whether to allow the heroes to keep
equipment obtained during adventures ( see “Equipment” on page 249 of the
Saga Edition core rulebook). However, capturing valuable equipment should
be considered beneficial to the players. Grant them either 2509 —50% of the
total value of the captured equipment or an appropriate XP reward. Heroes
who consistently recover captured loot can also gain notoriety within their
organization (see "Rank and Privilege" on page 73). Also, the Gear Requi-
sitioning System (on page 69) allows military characters to gain access to
bigger and better weapons and gear, making looting essentially irrelevant.
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ADVANCED MELEE WEAPONS  COST DAMAGE STUN DAMAGE WEIGHT TYPE AVAILABILITY

Shocstick - 3d6 stun iE 1.4 kg Energy Licensed

Static pike "? 2d6 2d6 1.8kg Energy and piercing Restricted
Vibrolance 2d10 - 2kg Piercing Licensed

EXOTIC WEAPONS DAMAGE STUN DAMAGE

WEIGHT TYPE AVAILABILITY

Darkstik i - 1.5kg Slashi : Rare

SIMPLE WEAPONS DAMAGE WEIGHT TYPE AVAILABILITY
Entrenching tool 50 1d6 - 1kg Slashing or piercing -
Fire blade 200 - 2d4 - 1.0kg Energy and slashing -
UNARMED cosT DAMAGE STUN DAMAGE WEIGHT TYPE AVAILABILITY
Unarmed, Small character - 1d3 - - Bludgeoning -
Shockboxing gloves 500 +1 +1 0.4 kg Bludgeoning and energy Restricted
Unarmed, Medium character - 1d4 - - Bludgeoning -
Shockboxing gloves 600 +1 +1 0.5 kg Bludgeoning and energy Restricted
1 Can be thrown.

2 Reach weapon.

Any character proficient in the use of the darkstick can hold more than

MELEE WEAPONS one in one hand, as Kerestians do. When wielding multiple darksticks in one
War is ugly, requiring a soldier to get up close and personal with the enemy. hand, you are considered to be wielding only one weapon, but you increase
Most soldiers rely on blasters, but nevertheless, few venture into battle the damage dice for the darkstick from 1d6 to 2d8. (The damage remains
without a weapon suitable for hand-to-hand combat. 2d8 for any number of darksticks over two.)

A darkstick can be thrown. If your attack exceeds the target's Reflex
Darkstick Defense by 5 or more, the darkstick also returns to your hand immediately
Exotic Weapon after the attack.

The darkstick is a curved blade developed by the Kerestian species. Difficult
to master, the weapon is deadly in the hands of a proficient wielder. Although Entrenching Tool
they vary in size, a typical darkstick is about 20 centimeters long with a Simple Weapon

handle designed to be gripped between the large knuckles of a Kerestian. Used by soldiers for thousands of years, the entrenching tool is a durable,
Masters of the darkstick can hold two or even three of the blades in each multipurpose tool that also can be an effective melee weapon. The
hand, greatly increasing the damage they deal. Darksticks are named for the entrenching tool can be configured as a short shovel, a pickaxe, or even
Kerestian belief of the Great Darkness that awaits all souls. a makeshift hammer.

Later versions of the darkstick also incorporate special webs of light- The entrenching tool is designed to be durable enough for combat, but
absorbing cells, which shroud the wielder in darkness. Attacks from enemies itis not as balanced as a regular weapon. The wielder takes a —2 penalty to
who are immediately adjacent treat the wielder as if he or she were in total attack rolls (improvised weapons normally impose a —5 penalty to attack
concealment. Creatures or characters with darkvision ignore this penalty. rolls) and can choose to deal either piercing or slashing damage.

The darkstick wielder must be able to see in the dark or take the penalty
as well.




Fire Blade
Simple Weapon
The inhabitants of the planet Dathomir coined the term "fire blade" for this
cutting energized blade, but similar tools can be found on nearly every planet
in the galaxy. When activated, a sheath of energy surrounds the blade of
this weapon, allowing it to slice through nearly any material. The fire blade
cauterizes a wound as it cuts, and it is used to trim the nails of the ferocious
kwi, lizard creatures native to Dathomir.

A fire blade ignores the DR of unattended objects, and requires an energy
cell to operate.

Shockboxing Gloves

Simple Weapon

Shockboxing gloves are powered gauntlets worn during a shockboxing match.
Shockboxing gloves protect the wearer's hands and also deal damage to any
character hit by them. Shockboxing gloves are similar to stunning gauntlets
(see page 202 of the Knights of the Old Republic Campaign Guide). However,
unlike stunning gauntlets, shockboxing gloves have various settings, from
lethal to a light shock (for sparring) as well as a stun setting.

Shockboxing gloves provide a +1 bonus to damage with a successful
unarmed attack. They can be set to stun as a swift action, converting the
wearer's unarmed damage to stun damage (and providing the +1 bonus to
stun damage).

Shockboxing gloves are two sizes smaller than their wearer (for example,
a pair of shockboxing gloves designed for a Human are Tiny). The way
shockboxing gloves are worn prevents the wearer from being disarmed or
from dropping them.

Shock Stick

Advanced Melee Weapon

The shock stick is a melee weapon that delivers a stunning blow to the
enemy's senses. Using technology similar to that of a stun baton, a shock
stick has the added benefit of delivering its stunning energy in a rapid, over-
whelming burst that can completely disable less hardy beings.

A shock stick always deals stun damage. When a target susceptible to
stun damage is hit by a shock stick, compare the damage (before halving)
to the target's current hit point total. If the damage equals or exceeds the
target's hit point total, the target moves —5 steps on the condition track
and is knocked unconscious. Otherwise, compare the result to the target's
damage threshold and resolve the attack as normal.

A shock stick requires an energy cell to operate. Additionally, a shock
stick can be mounted on a weapon as a bayonet (see page 121 of the Saga
Edition core rulebook). When a shock stick is mounted on a rifle as a bayonet,
the wielder takes no penalty to attacks with the shock stick for not having
the Weapon Proficiency (advanced melee weapons) feat, if the wielder is
proficient in the rifle’s use.

Static Pike
Advanced Melee Weapon
Static pikes are reach weapons utilized by the Picadors on Geonosis. Primarily
employed to herd reticent animals or to goad dangerous ones, the static pike
is also an effective weapon. The tip of the weapon is incredibly sharp, but
the main purpose of the weapon is to deliver an electric shock, which can
be adjusted either to stun a creature or to give a potentially lethal jolt. The
handle of the static pike is insulated to protect the wielder from accidental
electrocution.

Static pikes can be set to deliver either lethal or stun damage. A static
pike is balanced, allowing the wielder to throw it like a spear.

A static pike requires an energy cell to operate.

Vibrolance

Advanced Melee Weapon

The vibrolance is a large, spearlike weapon commonly employed by guards
and sentries. The weapon deals a massive amount of damage. Gamorreans
particularly enjoy brandishing vibrolances, using them to prod slaves or
spear prisoners.

The large vibroblade on the end of the weapon can deal either piercing
or slashing damage. A vibrolance is too large and unwieldy to be thrown
effectively.

A vibrolance requires an energy cell to operate.

RANGED WEAPONS

Soldiers prefer ranged weapons. The venerable and ubiquitous blaster
dominates the field as soldiers’ personal weapons, but environment, mission
requirements and personal choice also influence the type of firepower that
soldiers wield. Many soldiers carry several weapons: a rifle or carbine for
most situations, a pistol for up-close work, and grenades or even a missile
launcher to deal serious damage.

Ascension Gun

Pistol

The ascension gun is a heavy blaster pistol with a special syntherope tether
and grappling-dart launcher attached. As a swift action, you can switch the
weapon from blaster mode to ascension mode. When fired in ascension mode,
the weapon shoots a grappling dart attached to the syntherope, tethering
the weapon to the target. If the tether is projected vertically, the ascension
gun can pull the wielder upward at a speed of 12 squares per round, with
a maximum vertical lift capacity of roughly 720 kg. An ascension gun can
also be used to create a zipline to a target surface after the syntherope has
been secured to a fixed object at the shooter's location. The zipline allows
the wielder to slide along the line at a speed of 12 squares per round if the
destination has a lower elevation. In ascension mode, the gun has a maximum
range of 30 squares (45 meters).
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In blaster mode, an ascension gun functions like a normal heavy blaster
pistol. Ascension guns are somewhat bulkier than other weapons of the
same size, imposing a —5 penalty to Stealth checks made to conceal the
weapon.

An ascension gun requires a power pack to operate. After 50 shots, the
power pack must be replaced. Additionally, the ascension gun carries only two
lengths of syntherope; after 2 uses, the syntherope must be replaced.

Blaster Pistol, Sidearm

Pistol

Sidearm blaster pistol is the generic term for blaster pistols that have a high
ammunition efficiency rating. Created by BlasTech Industries under contract
for the Grand Army of the Republic, the DC-15s sidearm blaster is a favorite
backup weapon carried by clone commandos. Although the shots that it
fires are as powerful as those of other blasters, the blaster's slow recharge
rate enforces conservation of ammunition, which can be advantageous in
a prolonged firefight or when the wielder finds himself behind enemy lines
without access to additional power packs.

A sidearm blaster pistol requires a power pack to operate. If you use a
sidearm blaster pistol with the Rapid Shot feat or any feat that has Rapid
Shot as a prerequisite, you must spend a swift action to reset the weapon's
trigger before it can be fired again. This feature and the special energy-trickle
technology allow the power pack to last for 250 shots.

Blaster Rifle, Variable
Rifle
A variable blaster rifle, such as BlasTech's DC-15S, allows a wielder to control
the amount of tibanna gas it uses, creating more-powerful shots with the
potential to deal more damage to the target. During the Clone Wars, when
battles are fought far from Republic supply lines, clone troopers take advan-
tage of the ability to dial their weapon's power up or down depending on the
enemies they face. When fighting B1-Series battle droids, for example, the
clones conserve their ammunition by using lighter damage settings.
Avariable blaster rifle requires a power pack to operate. After 500 shots,
the weapon's power pack must be replaced. As a swift action, you can adjust
the weapon's power level up or down. You can adjust the weapon's base
damage to 3d6, but doing so causes the weapon to consume five times
more shots per attack. Likewise, you can adjust the weapon's base damage
to 3d8, but doing so causes the weapon to consume ten times more shots
per attack. For example, attacking with Rapid Shot normally consumes 2
shots from a blaster. On its weakest setting, each Rapid Shot attack with a
variable blaster rifle consumes 2 of the rifle's 500 shots. If the rifle is set
to 3d6 damage, each attack with Rapid Shot consumes 10 of the rifle’s 500
shots (2 x 5 = 10). If the rifle is set to 3d8 damage, each attack with Rapid
Shot consumes 20 of the rifle's 500 shots (2 x 10 = 20).

Blaster Rifle, Heavy Variable

Rifle

The heavy version of the variable blaster rifle functions almost identically
to its smaller counterpart, but is capable of much higher damage and also
includes the same technology used in the ascension gun to create syntherope
tethers. The clone trooper’s favored blaster rifle, the BlasTech DC-15A, is an
example of a heavy variable blaster rifle. As a swift action, you can switch the
weapon from blaster mode to ascension mode. When fired in ascension mode,
the weapon shoots a grappling dart attached to the syntherope, tethering
the weapon to the target. If the tether is projected vertically, the ascension
gun can pull the wielder upward at a speed of 12 squares per round, with
a maximum vertical lift capacity of roughly 720 kg. An ascension gun can
also be used to create a zipline to a target surface after the syntherope has
been secured to a fixed object at the shooter's location. The zipline allows
the wielder to slide along the line at a speed of 12 squares per round if the
destination has a lower elevation. In ascension mode, the gun has a maximum
range of 30 squares (45 meters).

A RODIAN QUARTERMABTER




A heavy variable blaster rifle requires a power pack to operate. After 500
shots, the weapon's power pack must be replaced. As a swift action, you can
adjust the weapon's power level up or down. You can adjust the weapon's
base damage to 3d8, but doing so causes the weapon to consume ten times
more shots per attack. Likewise, you can adjust the weapon's base damage
to 3d10, but doing so causes the weapon to consume twenty times more
shots per attack. For example, attacking with Rapid Shot normally consumes
7 shots from a blaster. On its weakest setting, each Rapid Shot attack with a
heavy variable blaster rifle consumes 2 of the rifle’s 500 shots; if the rifle is
set to 3d8 damage, each attack with Rapid Shot consumes 20 of the rifle's
500 shots (2 x 10 = 20]); if the rifle is set to 3d10 damage, each attack with
Rapid Shot consumes 40 of the rifle’s 500 shots (2 x 20 = 40).

Crossbow, Repeating
Simple Weapon
The repeating crossbow is popular with collectors and historical aficionados
as well as with hunters who desire an additional challenge. The Drolan Plasteel
Repeating Crossbow is a typical example of this weapon. Made from light-
weight plasteel, it has a large under-slung magazine of quarrels. With each
shot, the next quarrel is brought up while the string automatically recocks,
allowing the crossbow to be fired every round.

The repeating crossbow magazine holds 10 quarrels, costs 30 credits and
weighs 1.2 kg. A magazine can be replaced as a move action.

Flame Cannon
Heavy Weapon
The flame cannon is a larger version of the regular flamethrower, with a
considerably longer range, hotter temperature, and greater fuel capac-
ity. Examples include the Merr-Sonn Model CR-28 and the Czerka CZ-28
Flamestrike. Mounted on ground vehicles or tripods, the flame cannon is ideal
for clearing out bunkers or as a weapon of shock and terror. When mounted
on a tripod, the flame cannon is treated as one size smaller for purposes of
being wielded, allowing a Medium character to operate it with two hands.

The flame cannon shoots a cone of burning chemicals 12 squares long
and 8 squares wide at the terminus. Make a single attack roll and compare
the result to the Reflex Defense of every target within this area. A successful
attack deals 5d6 points of fire damage to the target. If the attack misses, the
target instead takes half damage. A target with the Evasion talent (see page
50 of the Saga Edition core rulebook) takes half damage from a successful
attack and no damage if the attack misses. The normal rules for taking fire
damage apply (see page 255 of the Saga Edition core rulebook).

Reloading a flame cannon is a full-round action. The weapon can be used
20 times before its chemical supply is depleted. Replacement tanks for the
flame cannon cost 600 credits and weigh 20 kg each.

Grenade, Radiation

Simple Weapon

Banned by all but the most depraved or desperate armies, the radiation
grenade releases a cloud of radioactive particles that sicken any character
unfortunate enough to be exposed to them. A radiation grenade explodes in
a burst of light smoke, affecting everything within the 2-square burst radius.
The grenade detonates on contact after it is thrown, dealing damage in the
same round it is hurled.

When you make an area attack with a radiation grenade, you make a
single attack roll and compare the result to the Fortitude Defense of every
target in the grenade’s burst radius. Creatures you hit take full damage, and
creatures you miss take half damage. A target with the Evasion talent (see
page 50 of the Saga Edition core rulebook) takes half damage from a suc-
cessful attack and no damage if the attack misses.

The target also takes the effect of exposure to radiation. The radiation gre-
nade is treated as Moderate radiation for the purposes of damage and Treat
Injury checks (see pages 255—256 of the Saga Edition core rulebook).

Grenade, Smoke

Simple Weapon

A smoke grenade produces a cloud of obscuring fog that blocks sight. Smoke
grenades come in a variety of colors, making them useful as a signaling
method to mark aerial attacks or call for evacuation. Smoke grenades fill a
2-square burst radius with thick smoke that provides concealment and cre-
ates a smoke hazard within the area (see page 256 of the Saga Edition core
rulebook). This cloud lasts for 10 rounds.

Interchangeable Weapon System

Rifle (Special)

The DC-17m Interchangeable Weapon System (also called the DC-17m
ICWS) is a weapon unique to clone commandos. The varying demands of
the battlefield and the clone commandos’ atypical missions led BlasTech to
design this weapon to fill three different roles. The basic configuration is
a standard blaster rifle. Additional attachments, however, can be added to
transform the weapon into a sniper rifle or an anti-armor grenade launcher.
Clone commandos appreciate the versatility of the ICWS, which reduces the
weight they carry by reducing the number of their weapons.

The ICWS can be switched among three different modes: standard blaster
rifle, sniper rifle, and anti-armor mode. Switching weapon types is a standard
action. In blaster-rifle mode, the ICWS functions like a regular blaster rifle.

When the ICWS is changed to sniper-rifle mode, the weapon includes a
targeting scope (see page 140 of the Saga Edition core rulebook), so there
is no penalty to attacks at short range. However, the wielder takes a —2
penalty against targets at unmodified point blank range.
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When the ICWS is in anti-armor mode, the weapon is a single-shot gre-
nade launcher that fires special ammunition (3-square burst radius). In this
mode, the ICWS is considered a heavy weapon.

Mortar Launcher

Heavy Weapon

The Merr-Sonn MobileMortar-3 is typical of mortar launchers wielded by
soldiers. The mortar launcher is popular with insurgents, partisans, and other
underdog armies because of its ease of use, low cost, and ability to drop
shells on the enemy from behind cover and at a distance. The mortar launcher
consists of a tube, a tripod, and a magazine along with a built-in computer
that adjusts for wind and other environmental factors. The magazine holds
five shells and allows the mortar to automatically reload after every shot.
Alternatively, the wielder can drop a single shell down the open tube, and
the powerful electromagnet at the base launches the shell.

A mortar launcher lobs shells in a high arc. Therefore, it cannot be used
against targets at point blank range. Additionally, when you launch a mortar
at a target, you can treat the weapon's point of origin as being 20 squares
in the air for the purposes of determining line of sight and cover. Mortar
launchers fire mortar shells, which are statistically identical to grenades.

DE-17M INTERCHANOEABLE WEAPON SYSTEM

Rotary Blaster Cannon

Heavy Weapon

A rotary blaster cannon is a heavy weapon that fires a massive spray of
blaster bolts at a target. Coming to prominence at the dawn of the Clone
Wars, Merr-Sonn's Z-6 rotary blaster cannon is similar to a heavy repeating
blaster in many ways. It is carried by a single heavy-weapons specialist, but
unlike most heavy repeating blasters, the Z-6 rotary blaster cannon does
not require a tripod. The weapon is popular among the clone troops of the
Galactic Republic because it can be fired from the hip, allowing the wielder
to cover a greater fire arc with a single burst. However, the weapon is inac-
curate when the wielder does not take time to brace it.

If you brace a rotary blaster cannon before firing it, you can choose to
target a 2x4 square area (instead of the normal 2x2 square area) with your
autofire attack. However, if you do not brace the rotary blaster cannon, you
take a —5 penalty to your attack roll in addition to the normal penalties
associated with firing a weapon in autofire mode (see page 156 of the Saga
Edition core rulebook).

The rotary blaster cannon requires a power pack to operate. After 20
shots, the power pack must be replaced. This weapon can also be attached
to a power generator for longer use.

Scatter Gun

Rifle

Found on primitive planets where slugthrowers are still used, the scatter
gun is a large-barreled, low-velocity slugthrower that launches a blast of
pellets spreading out over a distance. Scatter guns and their ammunition
are cheap to manufacture and are primarily used for hunting. However,
mercenaries, marines, and other soldiers sometimes carry a scatter gun as a
back-up weapon for facing enemies in close quarters or for clearing rooms
in house-to-house fighting.

Scatter guns deal 3d8 damage at point blank range, 2d8 damage at short
range, and no damage at medium or long range. They do not need power
packs. Instead, they fire individual shells. Scatter guns hold 10 shells that
each cost 2 credits and weigh 0.1 kg.




HEAVY WEAPONS COST DAMAGE STUN DAMAGE RATE OF FIRE WEIGHT TYPE AVAILABILITY
Flame cannon* 3,000 5d6 fire - S Skg Fire Military
Mortar launcher®* 2,500 4d6 - S 20 kg Slashing Military
Rotary blaster cannon 5,500 3d10 - A 16 kg Energy Military
Tactical tractor beam 8,000 3de” - S 25kg Energy Military
PISTOLS COST DAMAGE STUN DAMAGE RATE OF FIRE WEIGHT TYPE AVAILABILITY

Blaster pistol, sidearm 400 3d6 Yes S 1kg Energy Military
Ascension gun' 1,200 3d8 Yes S 2kg Energy Military
RIFLES COST  DAMAGE  STUN DAMAGE RATE OF FIRE WEIGHT TYPE AVAILABILITY
Blaster rifle, variable 1,300 3d4* Yes S.A 5kg Energy Military
Scatter gun' 275 3d8/2d8 - S 4 kg Piercing Licensed
Interchangeable Weapon
System® 4,500 3d8 Yes S, A 5kg Energy Military
Sniper configuration® - 3d10 - S - Energy -
Anti-armor configuration — Special - S - Slashing —
S 1kg Slashing -

Anti-armor ammunition 400 4d6 —

Blater rifle, heavy variable' 2,250 3d6" Yes S 6.5kg Energy Military
SIMPLE WEAPONS COST DAMAGE  STUN DAMAGE RATE OF FIRE WEIGHT TYPE AVAILABILITY

Crossbow, repeating 400 1d8 - S 1.2kg Piercing =

Grenade, radiation* 500 3ds* - S 0.5kg Energy lllegal
Grenade, smoke* 100 - = S 0.5kg - Restricted
Targeting laser 50 Special - S 0.1 kg Energy Licensed

* See weapon description.

T Inaccurate Weapon: This weapon cannot fire at targets at medium or long range.

2 Accurate Weapon: This weapon takes no penalty when firing at targets at short range.
3 Arc Weapon: This weapon cannot fire at targets at point blank range.

4 Area attack weapon (see "Areo Attacks” on page 155 of the Saga Edition core rulebook).
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Tactical Tractor Beam

Heavy Weapon

This rare weapon is found only in the hands of wealthy armies or extremely
successful mercenary groups. Utilizing the same technology as starship-sized
tractor beams, the tactical tractor beam allows fast construction of defensive
positions by lifting and moving artificial and natural barriers. Because of
the massive power requirements and temperamental nature of the weapon,
a tactical tractor beam should be mounted on a large droid or vehicle in
order to wield the beam effectively in combat. A tactical tractor beam can
also be fired from a tripod. When mounted on a tripod, it is treated as one
size smaller for purposes of being wielded—allowing a Medium character
to operate it with two hands. The tactical tractor beam requires a power
generator to operate.

The tactical tractor beam functions like a tractor beam on a starship, but it
can affect only Huge or smaller targets. If a tactical tractor beam has success-
fully grabbed an object, it can move the object up to 10 squares in any direction
rather than being limited to bringing the object closer. Additionally, a tactical
tractor beam operator can hurl a grabbed object at another target within 10
squares, making a ranged attack roll with the weapon against the new target.
If the attack roll equals or exceeds the target's Reflex Defense, the target takes
damage based on the size of the object hurled (see Table 14-2: Damage from
Falling Objects on page 254 of the Saga Edition core rulebook).

A BATTLE DROID OPERATES A TACTICAL TRACTOR BEAM.

Normally, the tactical tractor beam requires a second crewman to regulate
the weapon's power generator. The second crewman must spend a standard
action while adjacent to the weapon to regulate its power. After you regulate
the tactical tractor beam's power, it functions normally until the beginning
of your next turn. If the weapon's power is not requlated—that is, if a second
crewman has not done so since the same initiative count on the previous
round—apply a —2 penalty to all attack rolls made with the weapon.

Targeting Laser

Simple Weapon

This tiny laser is used to paint targets with a beam of light to guide mis-
siles, bombardment attacks, or other incoming fire, but it otherwise deals
no damage. The laser is tunable through a broad spectrum, allowing the
attacker to home in on a specific targeting laser in the otherwise chaotic
jumble of battlefield laser fire. It can be used by hand or mounted on any
Medium or larger weapon.

To use a targeting laser, the wielder makes an attack roll, ignoring any
armor bonuses to the target's Reflex Defense. As long as the wielder repeats
the attack each round, any ally who knows the frequency of the targeting
laser gains a +2 bonus to attack rolls when attacking the target with a missile
launcher, grenade launcher, or vehicle weapon.

A targeting laser requires an energy cell to operate.

EXPLOSIVES

In addition to grenades and missiles, soldiers make extensive use of mines
and other explosives. The following explosives are a mix of those used to
destroy structures and objects and those primarily used against enemy
troops and vehicles.

Mines are designed for placement in the ground or to be otherwise hidden
from sight. Any character attempting to notice a mine takes a —5 penalty
to his or her Perception check. Setting a mine is a full-round action and
does not require a Mechanics check. However, attaching a detonator (either
timed or manual) requires a Mechanics check and overrides the mine's built-
in triggering system (for more on mines, see pages 100—101 of The Force
Unleashed Campaign Guide).

Antipersonnel Mine

An antipersonnel mine is a shaped explosive that discharges shrapnel in a
cone, rather than exploding over an area. Retractable magnetic spikes on
the bottom of the mine allow it be securely placed in the ground or attached
to a metallic object, such as a vehicle or building. It can be detonated using
a timer, a manual trigger (see page 101 of The Force Unleashed Campaign
Guide), or a tripwire. Setting up a tripwire requires a DC 10 Mechanics
check. Any character, creature, droid, or vehicle moving into a wired square
detonates the mine. Multiple antipersonnel mines can be linked together with




an additional DC 10 Mechanics check per mine. When one mine is activated,
all the linked mines detonate, each dealing separate damage to all targets
within the area of effect.

An antipersonnel mine damages everything in a 6-square cone in a direc-
tion that is determined when the mine is placed and activated.

Detonite Cord

Detonite cord—a long, thin cable of explosive detonite—is used mainly for
mining and commercial demolition. Military sappers also commonly employ
it in the field for specialized uses. Like reqular detonite, detonite cord is very
stable and requires a timer or manual trigger for detonation.

Detonite cord is sold in reels, each with enough explosive to extend 6
squares. Multiple reels of detonite cord can be spliced together for larger
explosions. Designed for precise explosions, detonite causes negligible
damage beyond its 1-square burst radius. Detonite cord gives a +5 equip-
ment bonus to a Mechanics check to determine if the explosion ignores the
DR of an object the detonite is attached to.

TABLE 2-3: EXPLOSIVES

DAMAGE
WEAPON COST DAMAGE TYPE
Antipersonnel mine 500 6d6 Piercing
Detonite cord 1,000 4d6" Energy
lon mine 800 8d6 ion Energy
Limpet mine 300 6d6 Energy

lon Mine
lon mines can disable droids and vehicles without causing lasting harm,
allowing them to be captured or salvaged later on. An ion mine is placed in
or on the ground (in any square adjacent to you) and is triggered when any
droid or ground vehicle enters the mine's square.

An ion mine deals ion damage to everything in a 2-square burst radius.

Limpet Mine

Designed to take out tanks and other vehicles, limpet mines are flat and
about the size of a dinner plate. One side of the mine has a handle for easy
gripping, and the other side is covered with microbeads of adhesive that
break on hard contact with a flat surface (such as the side of a tank), ensur-
ing solid adhesion. The shaped charge of the limpet mine causes negligible
damage beyond its 1-square burst radius and ignores the DR of the object
or vehicle it is attached to.

Activating a limpet mine is a standard action. The detonation is delayed
for one round, providing opportunity to move away before the limpet mine
explodes. Vehicles and droids that are Large or larger offer sufficient surface
area for attaching a limpet mine, but the mines cannot be used on characters
or smaller droids.

WEIGHT SIZE AVAILABILITY
1kg Tiny Military

Tkg Tiny Restricted
0.5kg Tiny Military

0.5 kg Tiny Military

*The explosion damages everything in a 1-square burst radius from each square that the detonite cord occupies.

TABLE 2-4: ARMOR

ARMOR BONUS EQUIP BONUS MAX DEX SPEED SPEED
ARMOR (CHECK PENALTY)  COST TO REF DEFENSE TO FORT DEFENSE  BONUS (6 SQ.) (4 SQ.) WEIGHT AVAILABILITY

Light Armor (-2) S =
Barabel microbe armor 4,000 -
Stun cloak 3,500 -
Marine armor 5,000 +2
Medium Armor (-5) i =ioE] S
Biohazard suit 4,000 - +3
Camo scout armor 6,000 +6 +2
Katarn-class commando armor 30,000 +9 +4
Stalker armor 7,500 +7 -

+3 - = 6 kg Licensed

+5 - - 2kg Licensed
+3 - - 12 kg Restricted
- 4sq. 3s0. 9kg Licensed
+3 4 sq. 3 sq. 13 kg Licensed
+1 4 sq. 3 5q. 20kg Military

+3 45q. 3sq. 10 kg Licensed
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A MEDIC WEARING A BIOHAZARD SUIT

ARMOR

Most soldiers wear armor on the battlefield. The armor described below is
worn by soldiers, mercenaries, and bounty hunters alike.

Barabel Microbe Armor
Light Armor
Created by Creshaldyne Industries, this armor is a sleeveless vest of soft mate-
rial. Pouches within the armor hold a saline solution containing specialized
microorganisms, which absorb intense heat or radiation.

Barabel microbe armor provides DR 2 against energy and fire damage. If
you are using the Armor Upgrades option from Scum and Villainy, Barabel
microbe armor has room for two upgrades.

Biohazard Suit

Medium Armor

The biohazard suit is a common piece of equipment that protects the wearer
from hazardous biological matter. The standard biohazard suit is bright yellow
and features a domed, transparent helmet to allow for normal vision. A bio-
hazard suit provides immunity to all atmospheric or inhaled poison hazards,
as well as to any diseases spread by inhalation or contact. A biohazard suit
provides 1 hour of breathable atmosphere before the filter and atmosphere
canister must be replaced.

Camo Scout Armor
Medium Armor
Creshaldyne Industries camo scout armor is worn by scouts, commandos,
and other stealthy troops. It combines sound-dampening technology with
the light-bending and light-absorption technology used in the camouflage
poncho (see page 46). Camo scout armor provides a +5 equipment bonus
on all Stealth checks made by the wearer.

If you are using the Armor Upgrades option from Scum and Villainy,
camo scout armor has the Shadowskin upgrade and room for one additional
upgrade.

Katarn-class Commando Armor

Medium Armor

Issued several months after the Battle of Geonosis, Katarn-class commando
armor is a superior, specialized armor, designed with input from clone com-
mandos in the field. The armor is unusually thick, with a sealed system
allowing the wearer to survive underwater or in vacuum for up to 24 hours.
It also features a built-in, retractable, wrist-mounted vibroblade. This highly
sought after armor is rarely found in the possession of civilians. Its black-
market price can exceed a quarter-million credits. Clone commandos swear
by the armor's effectiveness, even though they also grumble beneath their
breath about its lack of comfort during long missions.

Katarn-class commando armor grants a wearer with the Armor Proficiency
(heavy) feat a +2 bonus on Perception checks, as well as low-light vision.
The armor includes an integrated comlink in the helmet, allowing hands-free
communication.

As a full-round action, the wearer can use the bacta tanks built into the
armor. The bacta and the suit's built-in diagnostic gear grant the wearer an
effective Treat Injury +10 skill for self-treatment. The wearer ignores the —5
penalty for self-administration of this skill.

Katarn-class commando armor is highly customizable. If you are using
the Armor Upgrades option from Scum and Villoiny, the Katarn-class com-
mando armor has the Vacuum Seal upgrade and room for three additional
upgrades.



Marine Armor
Light Armor
This light armor is employed by the Rebel Alliance during the Galactic Civil
War. It provides decent protection for front-line troops during ship-boarding
actions and house-to-house fighting, and even in zero gee, in vacuum, or
underwater. The armor’s sealed life-support system allows the wearer to
survive for up to 24 hours in the vacuum of space or other hostile environ-
ments. The soles of the armor's boots are magnetic, enabling the wearer
to walk on metal surfaces, such as a starship hull, without drifting off into
space. The magnetic soles reduce the wearer's speed by 2 squares. A small
propulsion system on the backpack allows the wearer to reroll any failed
Swim checks, keeping the better result, and even when rushed or threatened,
the wearer can take 10 on Swim checks and can maneuver without penalty
in zero gravity.

If you are using the Armor Upgrades option from Scum and Villainy, Marine
armor has the Aquatic Adaptation and Vacuum Seal upgrades, plus room for
one additional upgrade. :

Stalker Armor
Medium Armor
The M1-10 stalker armor is created by the Salus Corporation on Rodia and
marketed for the burgeoning bounty hunter market. Multiple designs are
created to cater to the specific needs of various humanoid species, but the
model for Rodians is easily the best seller. Stalker armor immediately identi-
fies the wearer as a bounty hunter, working to the advantage of the wearer
by intimidating targets.

Stalker armor is designed for customization. If you are using the Armor
Upgrades option from Scum and Villainy, stalker armor has room for three
upgrades.

Stun Cloak

Light Armor

This cloak is a weapon as much as it is a form of protection. Lined with micro-
filaments attached to a power cell, the stun cloak can emit a powerful electric
shock to any character who grapples or is grappled by the wearer. Officers
and nobles wear stun cloaks to thwart kidnapping attempts, and commandos
who expect to engage in close combat also wear them. The interior of the
cloak is insulated to prevent accidental shocks to the wearer.

If the wearer successfully makes a grapple attack or is successfully
grappled by an enemy, the stun cloak deals 3d8 points of stun damage.

By doubling the price, the stun cloak can be upgraded to include the
same capabilities as an all-temperature cloak (see page 138 of the Saga
Edition core rulebook) or the camouflage poncho (see page 46). Otherwise,
the stun cloak cannot be upgraded with the Armor Upgrades option from
Scum and Villainy.

EQUIPMENT

The following equipment is suitable for use by heroes in any Galaxy at War
campaign. Table 2-5: Equipment lists the price and weight of each items.
Refer to the descriptions below for other pertinent information.

6,000

Com scrambler

Comlink, tightbeam 300 0.5kg
Targeting beacon 300 0.1 kg

Triangulation visor 1,400

1000 kg

Communication scanner

Proximity flare 50 0.5kg
Radiation detector 20 -

Anti-rad dose 50 -
Cryogenic pouch 600

2,000 kg

Camouflage netting

Camouflage poncho 125 1.5kg
Field food processor 1,500 4 kg
Personal field shelter 500 1.5kg
Plasma bridge 12,500 700 kg
Vacuum survival pouch 800 1kg

Droid diagnostic 400 2kg

Anti-Rad Dose

Exposure to radiation is a fear of ship personnel and soldiers alike. An anti-
rad dose comes in a tough hypodermic syringe. The anti-rad dose grants a
+10 equipment bonus to the target's Fortitude Defense against radiation
and grants a +5 equipment bonus to Treat Injury checks to cure damage
caused by radiation.
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Camouflage Netting
This advanced netting uses the same technology as the camouflage poncho
described below. Incorporating both light-bending technology and metallic
jammers, it conceals objects from both visual and electronic scanning.
Camouflage netting comes in a small backpack. Two characters must each
spend a full round action to deploy the netting, or a single character can
deploy it in 1 minute. Once deployed, the camouflage netting is powered by
an internal power cell, which has enough power to last for one month, or the
netting can be connected to an external power source. Camouflage netting
provides a +5 equipment bonus to Stealth checks, including Stealth checks
against sensors, for an object of Huge size or smaller.

Camouflage Poncho

The camouflage poncho is worn over armor to conceal the wearer from being
spotted. Special materials track the surrounding area and alter the pattern
of the camouflage poncho, smoothing and blending the wearer's silhouette.
Typical examples include the Ayelixe/Krongbing Textiles camouflage poncho.
A camouflage poncho grants a +5 equipment bonus to Stealth checks.

Com Scrambler

The com scrambler disrupts enemy communication, but it also scrambles
friendly communication. Mounted on a backpack frame, a com scrambler
can be carried to the front line and even into enemy territory, where it can
be connected to a power source and left behind.

A com scrambler covers a 20-kilometer radius, blanketing the area in
powerful white noise that disrupts all comlinks, HoloNet signals, and droid
remote receivers within the area. Getting a signal into or out of the affected
area requires a Use Computer check against the com scrambler's default Use
Computer +10. This check must be made every minute as the com scrambler's
computer constantly scans and adapts to block any signals it locates.

Comlink, Tightbeam
A tightbeam comlink is a simple add-on for any comlink or transceiver. It is
worn on a helmet or headpiece and uses special lasers to send and receive
encrypted messages from another individual also equipped with a tightbeam
comlink. Soldiers use the tightbeam comlink to ensure that messages are
not intercepted on the battlefield. The two characters must be in line of
sight with each other, but the tightbeam comlink ignores penalties due to
darkness, smoke, or other atmospheric conditions.

Communication scanners (see below) and other passive methods of inter-
ception cannot pick up tightbeam comlink messages, unless the interceptor
is directly in the path between individuals using these devices.

Communications Scanner
A communications scanner is a datapad-sized device used to intercept,
analyze, decode, and record comlink, transceiver, and HoloNet transmis-
sions. Unencrypted broadcasts are automatically picked up. By making a
DC 15 Use Computer check, the user can determine the number and types
of communication being broadcasted and received within a 50-kilometer
radius. A DC 20 Use Computer check reveals the direction and distance of
a broadcast. The communication scanner grants a +5 equipment bonus to
decipher encrypted messages that it receives. However, it cannot be used
to locate the presence of tightbeam comlinks (above) unless the scanner is
directly in the path of the comlink.

In addition, the communication scanner functions as a recording unit
(see page 136 of the Saga Edition core rulebook) for the transmissions that
it intercepts.

Cryogenic Pouch

A cryogenic pouch is a medical device that can stabilize critically wounded
soldiers in the field. It comes in a small canister worn on a soldier's belt or
stored in a medical kit. Opening the canister releases a pouch large enough
to hold a single Medium creature. When the pouch is sealed, it releases a
cryogenic compound that causes the creature inside to enter suspended
animation, stabilizing his or her condition for transport to a proper medi-
cal facility. Bounty hunters sometimes use of cryogenic pouches to move
prisoners.

Activating a cryogenic pouch and wrapping it around an unconscious
creature requires a full round action. A creature that has been reduced
to 0 hit points due to poison, radiation, or damage surpassing its Damage
Threshold can be stabilized without dying within 1d3 rounds of being placed
inside the cryogenic pouch. The creature remains unconscious and moves
—5 steps on the condition track.

A cryogenic pouch has enough power to keep a creature alive for up to
24 hours, although it can be hooked up to another power source with a DC
10 Mechanics check. Designed for rough handling in battlefield conditions,
the pouch has DR 5, but a single point of damage is enough to breach the
seal. If the cryogenic pouch is breached, the character inside reverts to its
previous state after 1 round.

Droid Diagnostic

Mechanics and droid builders throughout the galaxy use the Interstellar Droid
Monitoring Inc. Mk-11 Droid Diagnostic. This handheld device—roughly twice
the size of a standard datapad—diagnoses and analyzes the functions of any
droid connected to it, displaying damage or errors in the droid's systems.
The droid diagnostic grants a +2 equipment bonus on Mechanics checks for
a droid connected to it.




Field Food Processor
The field food processor is used by soldiers and explorers to provide sustenance
from local flora and fauna and is a critical survival tool when other food
stores have been exhausted. Up to three pounds of plants, meat, or fungus
can be placed inside the field food processor. One minute later, the processor
exudes a gray paste that is extremely bland in taste, but is both edible and
nutritious—enough to provide a single Medium character with a day's worth of
food. The field food processor can be programmed to make appropriate food
substances for up to ten different species. In addition, the field food processor
gives a +10 equipment bonus to Fortitude checks against any poison, toxin,
or radiation that might have been in the initial ingredients.

A field food processor requires an energy cell, which lasts for one year
before needing to be replaced.

Personal Field Shelter

The personal field shelter allows soldiers to have protection from the
weather without having to carry a huge amount of weight. When activated,
this small package expands to create a small, narrow tent large enough to
hold a single Medium character. As long as the character remains sealed
inside, the portable shelter provides a +10 equipment bonus to the user's
Fortitude Defense against extreme heat or cold. For one hour, the personal
field shelter can also provide a breathable atmosphere, protecting against
inhaled poisons, including poisonous atmospheres. Special filaments on the
exterior of the field shelter help it blend with surroundings, granting a +2
equipment bonus to Stealth checks.

Plasma Bridge

A plasma bridge is projected from a single plasma generator, creating a
surface 6 squares wide and up to 120 squares long. It can be used to bridge
gaps or bypass terrain hazards (such as bodies of water or acid pools). The
plasma bridge must be hooked up to a power generator in order to function. If
an active plasma bridge is deactivated, or if its power generator is destroyed
or disconnected, the plasma bridge generator stores enough energy to power
the bridge for 2 rounds. After 2 rounds, if the plasma bridge is not reactivated
or reconnected to a power generator, the bridge vanishes, and any character
or anything on the bridge falls.

Proximity Flare

Soldiers and explorers use proximity flares as warning devices on the perim-
eters of encampments. A flare is housed in a small cylinder with a spike
on the bottom, allowing it to be securely placed in the ground. Sensors in
the cylinder detect nearby shifts in air pressure. When any Small or larger
character, creature, droid, or vehicle comes within a 3-square radius of the
proximity flare, the flare launches, creating a stark, bright light illuminating
a 10-square radius and eliminating concealment penalties due to insufficient
lighting. Creatures can avoid tripping a proximity flare by making a DC 25
Stealth check.

A proximity flare can be used as a makeshift weapon when it is aimed
horizontally instead of vertically. The proximity flare can shoot only in a
straight line, determined when it is placed. The flare makes a +2 attack roll
against the first target that it contacts, dealing 3d6 points of fire damage.
If used in this way, the proximity flare sputters out after the attack and
provides no additional illumination.

Radiation Detector

Worn on the wrist or on the front of armor or uniforms, a radiation detector
alerts the user to the presence of radiation within 6 squares. The radiation
detector gives a color code indicating the strength of radiation and,
additionally, can be set to provide either a vibrating or an audible alarm.

Targeting Beacon
Soldiers use targeting beacons for a variety of purposes, such as for calling in
medical ships to evacuate wounded personnel and for establishing hot zones
for artillery bombardments. The cylindrical beacon has a magnetic bottom
for attachment to a vehicle or building, plus an expanding spike for firm
anchoring in the ground. The targeting beacon is topped with a large light,
which can emit a pulse of visible, infrared, or ultraviolet light. The light can
be tuned to a specific frequency so that allies who know the proper setting
can spot it from a distance without alerting the enemy.

Modifying the targeting beacon's frequency requires a DC 10 Mechanics
check. In clear weather and with unimpeded line of sight, a targeting beacon's
pulse of visible light can be seen up to 2 kilometers away.

Triangulation Visor

The triangulation visor provides a heads-up display to help wielders of heavy
weapons to account for wind, gravity, distance, and other effects when
targeting shots. The triangulation visor works only with weapons that fire
solid rounds, such as slugthrowers, mortar launchers, missile launchers, and
grenade launchers. It does not work with blasters, lasers, or other energy
weapons. The triangulation visor reduces the range by one range category
(for example, from long to medium range). A triangulation visor cannot be
worn at the same time as a helmet or any other device worn on the head.

Vacuum Survival Pouch

Carried by spacers of all types, the vacuum survival pouch is a small cylinder
typically worn on a character's belt or harness. In the event of a catastrophic
loss of pressure, the vacuum survival pouch automatically deploys, enveloping
the user in a protective bubble that keeps him or her alive for a few hours.
The Meredex Atmospherics EMS-90 bubble cloak, which is worn as an article
of clothing, is one of several variations of this item.

The vacuum survival pouch is large enough to hold a single Medium crea-
ture. It provides sufficient air, heat, and pressure for the creature to survive
in hard vacuum for up to 2 hours, but it does not protect against radiation.
The material has 2 hit points.
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ADVANCED
CYBERNETICS

Basic rules for cybernetic replacement parts and their implantation can be
found on page 137 of the Saga Edition core rulebook. The following sec-
tion details several new cybernetics options that can be included in any
campaign.

A creature with a cybernetic part is susceptible to ion damage as though
it was a droid. Additionally, the creature takes a cumulative —1 penalty to
Use the Force checks for each cybernetic replacement part, including the
unigue cybernetics presented below.

CYBERNETIC PROSTHESES

The most common form of cybernetic enhancement is the prosthesis, which
is commonly used to replace lost or gravely wounded body parts. Internal
organs as well as limbs and external body parts can be replaced by pros-
theses. A standard cybernetic prosthesis is a replacement for the lost body
part, and although it confers no special bonuses or benefits, it is the most
stable. Basic cybernetics run no risk of rejection by the host body and can
be obtained and implanted in nearly any medical center.

However, cybernetic prostheses have been significantly modified and
enhanced by those on the fringes of society. A single cybernetic prosthesis is
considered a piece of equipment for the purposes of the equipment modifica-
tion rules from Scum and Villainy. If you are using those rules, a cybernetic
prosthesis has 1 free upgrade slot. A cybernetic prosthesis is two size cat-
egories smaller than the being in which it is installed. Cybernetic prostheses
can also benefit only from the following universal upgrades: cloaked, dual
gear, environmental sealing, extra power source, secret compartment, and
storage capacity. Additionally, cybernetic prostheses can benefit from the
new ion-shielding upgrade described on page 50.

OBvIOUS OR

SUBTLE CYBERNETICS

Some cybernetic replacements and enhancements, such as Luke Sky-
walker's cybernetic arm, look identical to the original body parts. Other
replacements, such as Booster Terrik's and Inquisitor Tremayne's, are
immediately recognizable as artificial cybernetics. For the most part, any
standard cybernetic prosthesis installed in a legal medical facility looks
identical to the original body part. However, cybernetic enhancements
that are installed illegally in nonstandard medical facilities can be more
visually obvious. This has no mechanical effect, so if you have cybernetic
parts feel free to discuss their appearance with your Gamemaster. They
can certainly add character to your hero,

A A-SERIES MEDICAL DRDOID INETALLS A CYBERNETIC PROSTHESIE,

CYBERNETIC REJECTION
Unique cybernetic enhancements are any cybernetic enhancements other
than standard cybernetic prostheses. The technology for nonstandard
cybernetic enhancements is not as advanced as that for baseline prostheses.
Therefore, implanting unique cybernetic enhancements comes with a risk
that the body might reject the cybernetic parts. Rejection causes a great
deal of pain for the subject, and it is the reason that nonstandard cybernetic
enhancements are heavily restricted. Most nonstandard cybernetic enhance-
ments are used in the treatment of extreme medical conditions, while others
are so experimental that only the military can make good use of them.
When a creature has a unique cybernetic enhancement implanted, the
cybernetic part makes an attack roll against the host's Fortitude Defense
(1d20 plus the cybernetic component's Rejection attack bonus, listed on
Table 2-6). If the attack roll equals or exceeds the host's Fortitude Defense,
the host moves —1 persistent step on the condition track and the cybernetic
component fails to function. This persistent condition cannot be removed
until the unique cybernetic component is removed by successfully perform-
ing surgery on the creature and installing a standard cybernetic prosthesis.
Additionally, no more attempts can be made to install unigue cybernetics
for that body part.




TABLE 2-6: ADVANCE g
CYBERNETIC COMPONENT NAME REJECTION
Borg construct +14
Comlink, subcutaneous +3
Cybernetic prosthesis i

Eye, infrared sensor +14
Eye, targeting +16

Eye, telescopic +9
Skeletal reinforcement +12
Sensory enhancement +14
Tremor sensor +7

UNIQUE CYBERNETICS .
This section describes unique cybernetic parts that replace biological matter
with mechanical components. Although most of these cybernetics are
installed in patients with severe wounds or rare diseases, some characters
might want to have healthy body parts removed and replaced with cybernetic
upgrades. Although this not an act directly associated with the dark side, it
is prideful and shows disrespect for a character's natural state, Gamemasters
should caution heroes who seek to enhance themselves artificially: Too much
enhancement can give pride a strong grip on the hero, making him or her
more susceptible to the lure of the dark side of the Force.

Unlike cybernetic prostheses, these unique cybernetic systems cannot be
altered with the equipment upgrades system. They have no upgrade slots,
and cannot have upgrade slots reclaimed from them.

Borg Construct
The BioTech Borg Construct Aj"6 provides a direct cabled or wireless link
to computers and networks within a 10-meter range. It allows a cyborg to
remotely program and access on-board data through thought alone. The
standard model has a built-in cyborg/droid interface and up to four BioTech
Knowledge Cartridge or standard datacard ports (at 500 credits per port
beyond the first). Knowledge Cartridges use proprietary technology to
achieve Intelligence 4 (instead of Intelligence 2 for a standard datacard),
cost 100 credits each, and are not widely available. Installation is described
at the Cybernetic Surgery feat; the unit cannot be self-installed.
Characters wearing the unit gain a +2 beneficial circumstance bonus to
Use Computer, Knowledge, and other skills at the discretion of the Gamemas-
ter. They can also use Issue Routine Commands as a swift action (or as a free
action if they have the Gimmick talent). Wearers become more computerlike
and less able to relate to people, causing them to take a -5 penalty to all
Persuasion checks. They also speak less frequently as they grow accustomed
to the speed of communicating through electronic networks.

SURGERY COST

COST

80,000 70,000 Restricted
4,000 3,000 Restricted
1,500 500 -

300 2,250 Restricted
500 3,750 Military
500 3,750 Restricted
10,000 50,000 Restricted
800 3,000 Restricted
400 3,750 Restricted

Comlink, Subcutaneous

A subcutaneous comlink features special sensors and transmitters attached
to the vocal and auditory organs of the host. This allows the creature with
this implant to hear comlink transmissions and to send his or her own by
making only slight vocal sounds. When a being with a subcutaneous comlink
wishes, he or she can communicate through this comlink without making a
sound loud enough for others to hear.

Eye, Infrared Sensor

This cybernetic replacement eye includes special infrared sensors that allow
the host to see not only visible light but also heat signatures. This grants
the host darkvision.

Eye, Targeting

This cybernetic replacement eye includes enhanced target-recognition
software linked with weapon packages and armor targeting packages. The
eye creates HUD overlays, augmenting the host's vision to enhance combat
prowess. A host with a targeting eye is considered to have the benefit of a
helmet package (see page 140 of the Saga Edition core rulebook).

Eye, Telescopic

A telescopic replacement eye can zoom in on remote objects, granting the
bearer a greater range of distant vision. In some cases this is just a result
of visual enhancement software and fine-tuned sensors, but in other cases
this can mean that the eye literally detaches from the host and hovers on
tiny repulsors closer to the target. A telescopic eye replacement allows the
host to take range penalties to Perception checks every 20 squares instead
of every 10 squares.
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Skeletal Reinforcement

This cybernetic enhancement package enhances the host's skeleton with
high-impact polymers, increasing bone density and the ability to endure
high-impact collisions. A character with skeletal reinforcements gains a +2
equipment bonus to damage threshold.

Sensory Enhancement

The sensory-enhancement package places cybernetic augmentations on
nerve endings in various sensory organs, reducing the signal-to-noise ratio
and allowing the host to notice what might otherwise have been missed. A
character with the sensory-enhancement package reduces by 2 any penal-
ties to Perception checks made to notice a target with concealment or total
concealment.

Tremor Sensor

A tremor sensor is installed in the feet of the host. Connected to the nervous
system, the tremor sensor detects minute vibrations in the ground, warn-
ing the host of approaching enemies. A creature with the tremor-sensor
enhancement takes no penalty to Perception checks to notice targets that
have concealment or total concealment, provided the target moved on its
last turn.

ION SHIELDING

lon shielding is a new cybernetic prosthesis upgrade for the Scum and
Villainy upgrade system. It can be added only to a cybernetic prosthesis,
and it requires 1 upgrade slot. The upgrade has a cost of 1,000 credits, and
when installed it protects the host from ion damage. If all of a creature's
cybernetic enhancements have the ion shielding upgrade, the host is not
treated as being cybernetically enhanced for the purposes of taking ion
damage. However, if even one cybernetic enhancement does not have
this shielding, the host gains no benefit.

TOTAL REPLACEMENT

CYyBORGS

On rare occasions, a character can be so severely injured that most of his or
her body is beyond recovery, yet essential organs—such as the brain, heart,
and lungs—still function. In some of these cases, a risky technique known as
total cyborg replacement can be used to preserve the wounded character.
This replaces nearly all of the character's body with cybernetic replace-
ments, leaving a mechanical shell around a few preserved organs. General
Grievous is the most famous example of a total-replacement cyborg, but
Darth Vader's injuries were so extensive that he, too, could be considered a
total-replacement cyborg.

When you would normally die, you can spend a Destiny Point to preserve
enough of yourself for placement in a total-replacement cyborg body. Your
allies must transport you somewhere capable of performing the delicate
surgery, and a cybernetic surgeon must complete the changeover surgery,
which is identical to installing 6 cybernetic prostheses. Once the process
begins, all 6 must be installed consecutively without pause. If any of the
surgeries fails, you die. If all succeed, you are returned to life exactly as
before, but now have 6 cybernetic prostheses and gain the Cyborg Hybrid
special quality described below. You should work with your Gamemaster to
determine your new appearance, which should be drastically different from
your appearance before near-death.

Cyborg Hybrid—As a cyborg hybrid, you can use any type of droid system
except a processor. Your cyborg hybrid chassis includes a life support system,
making you immune to atmospheric and inhaled poison hazards.

DROIDS

Although soldiers are loath to admit it, droids can be invaluable assets in
battle, whether as support or as front-line combatants. Even in eras when
droids are less common or distrusted—such as the Dark Times of The Force
Unleashed campaign setting—they are still utilized in some fashion.

FIRST-DEGREE DROIDS
First-degree droids are medical, analytical, or scientific droids. Specific
examples include the A-Series medical droid.

A-SERIES MEDICAL DROID

The A-Series medical droid has the dubious distinction of being one of the only
medical droid models to be outlawed by the Republic Senate. MerenData's
A-Series is an extremely efficient model, specializing in cybernetic prosthetics
and other biomechanical implants. Originally serving as a surgical aids for
cybernetic-implant procedures, the A-Series medical droid proves so good
at its task that hospitals upgrade A-Series droids from surgical assistants
to chief surgical droids.

However, the A-Series is not programmed for decision making. When
thrust into their new roles, the A-Series droids do not object and go about
their jobs. As their heuristic processors evaluate their new roles, the A-Series
droids come to the same conclusion: Biological parts are inferior to cyber-
netic implants. Patients across the galaxy wake from surgery with their
perfectly healthy appendages replaced with cybernetic prostheses. A-Series
droids are quickly identified as the culprits in these unnecessary surgeries.
The Republic Senate bans further sale of the droids and orders all existing
A-Series to be destroyed. MerenData never issues a formal recall, however, so
many A-Series droids continue to serve throughout the galaxy, their owners
ignorant of the Senate edict and of the potential danger of giving the droids
decision-making responsibility.




General Grievous keeps an A-Series medical droid—A-4D—as his personal
physician responsible for maintaining the condition of Grievous' cybernetic
components.

A-Series medical droids can be played as droid heroes.

A-Series Medical Droid

Small droid (1st-degree) noble 1

Force 2

Init +5; Senses Perception +7

Languages Basic, Binary, 2 unassigned

Defenses Ref 13 (flat-footed 13), Fort 10, Will 15
hp 18; Threshold 10

Immune droid traits

S_pced 4 squares (walking)

Melee unarmed —1 (1d2-1)

Base Atk +0; Grp —5

Abilities Str 8, Dex 10, Con —, Int 14, Wis 15, Cha 12

Talents Medical Droid

Feats Cybernetic Surgery®, Skill Focus (Knowledge [life sciences])®,
Skill Focus (Treat Injury), Surgical Expertise®

Skills Initiative +5, Knowledge (galactic lore) +7, Knowledge (life
sciences) +12, Knowledge (technology) +7, Perception +7,
Persuasion +6, Treat Injury +12, Use Computer +7

A KDY-4 TECH DROID REPAIRING A PIRATE TAMNK

Systems walking locomotion, heuristic processor, 2 hand appendages,
3 tool appendages, diagnostics package, vocabulator

Possessions medical kit, medpac x5, surgery kit

Availability Licensed; Cost 9,740 credits

Medical Droid—When the A-Series medical droid uses the Treat Injury
skill to provide first aid with a medpac, it heals an additional 2 hit
points for every point by which it exceeds the skill DC (rather than
the normal 1 hit point).

*Reprogrammed from noble starting feats.

SECOND-DECREE DROIDS
Second-degree droids are typically astromech droids and technical droids.
Specific models include the KDY-4 tech droid.

KDY-4 TeECH DROID

The KDY-4 tech droid is loved by mechanics, shipbuilders, and grease monkeys
of all types. Designed by Kuat Drive Yards, the KDY-4 is commonly called
the builder’'s buddy because of its utilitarian design, efficiency, and easygo-
ing manner. KDY-4s are found at nearly every shipyard, and larger vessels
keep some on board to repair heavy damage that exceeds the abilities of
astromechs.

The KDY-4 boasts four appendages, two of which can be retracted out
of the way of delicate repairs. Its three magnetic legs give it unparalleled
stability as it clambers on hulls or makes its way through the twisted metal
of damaged interiors. Its servomotors are augmented to give it the equiva-
lent lifting power of a strong humanoid, which is useful for hauling heavy
equipment or securing durasteel in place for welding.

The memory banks of these droids contain the blueprints of every starship
commonly available in a given era. Owners augment this massive database
with more ship designs as they obtained them. This augmentation creates an
unintended side effect, however, because most owners are reluctant to perform
routine memory wipes on their KDY-4s for fear of corrupting or losing this valu-
able and expensive data. Thus, KDY-4s develop the personality quirks common
among other second-degree droids, such as the R2 Series Astromech droid, but
KDY-4s have a propensity for more upbeat, even chirpy mannerisms.

KDY-4 tech droids can be played as droid heroes.
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KDY-4 Tech Droid CL1
Medium droid (2nd-degree) nonheroic 2

Init +1; Senses Perception +1

Languages Basic, Binary, 2 unassigned

Chiba-DR10 Protocol Droid CL1
Small droid (3rd-degree) nonheroic 3

Init +4; Senses Perception +3

Languages Basic, Binary, 5 unassigned

Defenses Ref 10 (flat-footed 10), Fort 13, Will 10
hp 4; Threshold 13
Immune droid traits

Defenses Ref 14 (flat-footed 11), Fort 9, Will 12
hp 7; Threshold 9
Immune droid traits
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Speed 6 squares (walking)
Melee unarmed +4 (1d3+3)
Reach 2 squares

Base Atk +1; Grp +1

Speed 6 squares (hovering)
Melee unarmed +1 (1d3-1)
Ranged blaster pistol +5 (3d6)
Base Atk +2; Grp +0

Abilities Str 16, Dex 10, Con —, Int 15, Wis 10, Cha 10

Special Qualities stability

Feats Skill Focus (Knowledge [technology], Mechanics, Use Computer)

Skills Knowledge (technology) +13, Mechanics +13, Perception +1,
Use Computer +13

Systems walking locomotion (extra leg), heuristic processor, 2 hand
appendages, 2 tool appendages (telescopic), magnetic feet, circular
saw, electric arc welder, fire extinguisher, spotlight (treat as a glowrod
with 10-square range), compartment space (2 kg)

Availability Licensed; Cost 4,400 credits

Stability—A KDY-4 tech droid gains a +5 stability bonus on checks made
to resist being knocked prone.

THIRD-DEGREE DROIDS
Third-degree droids are typically protocol droids and replica droids. Specific
models include the Chiba DR-10.

CHIBA DR-10 PROTOCOL DROID
Produced by the Chiba Corporation, the DR-10 protocol droid, commonly
called the Chiba Drio, is utilized by the Empire in great numbers. Originally
used as a negotiator and translator for legal matters, the Chiba DR-10 is
found in shops, law offices, and customs checkpoints throughout the galaxy.
Its memory banks contain a staggering array of law, customs, and trade
information, as well as other vital business information. The Chiba DR-10
has an added feature rarely seen in other protocol droids—a built in, pop-out
blaster that can be deployed in a moment's notice.

The DR-10 has a notorious programming flaw causing it to grow increas-
ingly impatient, irritated, and aggressive when negotiations do not go its way.
Without warning, a DR-10 might draw its blaster and start shooting. Imperial
forces take advantage of this quirk by employing Chiba DR-10s as guards,
monitors, probes, and security droids, where their small size, hovering loco-
motion, and propensity to ask questions before shooting proves useful.

Chiba-DR 10 protocol droids can be played as droid heroes.

Abilities Str 8, Dex 16, Con —, Int 14, Wis 14, Cha 15

Feats Linguist, Skill Focus (Persuasion), Skill Training (Deception),
Weapon Proficiency (pistols)

Skills Deception +7, Knowledge (bureaucracy) +7, Knowledge
(galactic lore) +7, Perception +3, Persuasion +12

Systems hovering locomotion, basic processor, translator unit (DC 5),
probe appendage, internal comlink, vocabulator

Possessions blaster pistol (concealed)

Availability Restricted; Cost 9,500 credits

FOURTH-DEGREE DROIDS

Fourth-degree droids are the most common type of droid encountered during
a Galaxy at War campaign. Fourth-degree droids are combat droids such
as guard droids, battle droids, assassin droids, and probe droids. Examples
include the air-assault super battle droid, the purge trooper, the AAD-4
assault droid, and the Vigilant 2X-Series picket droid.

BZ2-AA AIR ASSAULT

SUPER BATTLE DROID

Specializing in boarding and capturing enemy vessels, the B2-AA super battle
droid is a companion to the B1-A air battle droid (see pages 189—190 of The
Clone Wars Campaign Guide). Unlike the B1-A, the air-assault super battle
droid boasts an advanced jet pack with a special volatile solid fuel system.
Although this enables the B2-AA to fly the greater distances required in space
combat, the fuel is extremely explosive. A consequence of the volatile fuel
is the B2-AA's tendency to explode when destroyed, effectively giving the
droid a self-destruct system.

The Confederacy uses B2-AA air-assault super battle droids to stage raids
against Republic starships, launching them in waves to blast through the
ships' shields, carve into the vessels, and secure the interiors of the ships.
B2-AA super battle droids are also used as advanced attack parties, clearing
the way for droid commando raids. B2-AA super battle droid attack forces
are often used instead of Droch-class boarding ships, particularly when the
target has excellent point-defense weapons or a starfighter escort.

B2-AA super battle droids cannot be played as droid heroes.



Air Assault Super Battle Droid CL4

Medium droid (4th-degree) nonheroic 6/soldier 2

Force 3

Init +6; Senses Perception +4

Languages Basic, Binary

Defenses Ref 21 (flat-footed 19), Fort 15, Will 12

hp 26; Threshold 15

Immune droid traits

Speed 6 squares (walking), 6 squares (flying, jet pack)

Melee unarmed +7 (1d3+2)

Ranged wrist blasters +8 (3d8+1) or

Ranged wrist blasters +6 (4d8+1) with Rapid Shot

Base Atk +6; Grp +8

Atk Options autofire (wrist blasters), Charging Fire, Dual Weapon
Mastery II, Penetrating Attack (rifles), Rapid Shot

Abilities Str 13, Dex 15, Con —, Int 10, Wis 10, Cha 7

Talents Penetrating Attack (rifles)

Feats Armor Proficiency (light, medium), Charging Fire, Dual Weapon
Mastery |, Dual Weapon Mastery |l, Rapid Shot, Weapon Proficiency
(pistals, rifles)

Skills Perception +4, Pilot +11

Systems walking locomotion, remote receiver, backup processor,
synchronized fire circuits, two hand appendages, integrated comlink,
self-destruct system (5d6), durasteel battle armor, vocabulator

Possessions wrist blasters (as blaster rifle} x2, integrated jet pack

Availability Military; Cost 16,225 credits

Integrated Jet Pack—Unlike a normal jet pack, the air assault super battle
droid's jet pack is fueled by a volatile solid fuel system. Its jet pack has
100 charges instead of the standard 10 charges for a jet pack.

ERADICATOR-SERIES

BaTTLE DROID

The Eradicator-Series battle droid is one of the lesser-known droids pro-
duced by the insectoid Colicoids. Prior to the Battle of Naboo, the Colicoids
design several different types of assault droids, testing them on battlefields
throughout the galaxy. Although nowhere near as common as the elegant
and frightening Droideka Series, the Eradicator is known for its bulk and for
its ability to send a blistering amount of fire downrange. Although not very
bright, the Eradicator excels at terrorizing the enemy and supporting other
assault droids.

The Eradicator is a heavily armored bipedal droid that appears far more
mechanical than the organic curves of other Colicoid droids. It mounts twin
light repeating blasters, twin ion rifles, and even a shield generator for
deflecting blaster fire and lightsabers to great effect. The Eradicator has a
basic processor, making it far more versatile and less prone to catastrophic
shutdown if the central operating computer is destrayed or compromised.

Eradicator-Series battle droids cannot be played as droid heroes,

A DUTKURR AND ITSE ERADICATOR BATTLE DROID HANDLER

Eradicator-Series Battle Droid
Large droid (4th-degree) nonheroic 8
Init +6; Senses Perception +9
Languages Basic (cannot speak), Binary

Defenses Ref 16 (flat-footed 14), Fort 14, Will 10
hp 29; SR 5; Threshold 19
Immune droid traits

Speed 8 squares (walking)

Melee unarmed +10 (1d6+4)

Ranged light repeating blaster +9 (3d8) or
Ranged ion rifle +9 (3d8 ion)

Fighting Space 2x2; Reach 1 square
Base Atk +6; Grp +15

Atk Options Dual Weapon Mastery Il

Abilities Str 18, Dex 15, Con —, Int 9, Wis 10, Cha 6

Feats Armor Proficiency (light), Dual Weapon Mastery |, Dual Weapon
Mastery Il, Weapon Focus (rifles), Weapon Proficiency (rifles)

Skills Perception +9

Systems walking locomation, basic processor, 2 claw appendages
(retractable), internal comlink, shield generator (SR 5), bronzium shell
(+5 armor; treat as quadanium plating)

Possessions 2 light repeating blasters, 2 ion rifles

Availability Military; Cost 21,500 credits
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PURGE TROOPER

Purge troopers are extremely powerful battle droids used in limited numbers
by the Empire to hunt down and kill the last of the Jedi just after the end
of the Clone Wars. The purge trooper is originally conceived by a Techno
Union engineer trying to construct droids better able to fight Jedi generals
in the Clone Wars. The Clone Wars end before the schematics are finalized,
and the scientist is killed in a raid on his research facility only weeks before
Order 66. Republic clone commandos seize the scientist's records, turning
them over to Republic Intelligence.

When the Empire comes to power, Imperial Intelligence uncovers the
droid schematics while researching the soon-to-be-hatched Dark Trooper
Phase Zero project. The schematics are passed on to Imperial engineers,
who take the rough form of the droid and create the purge trooper. Nearly
3 meters tall, with cortosis-fiber-enhanced duranium armor plating, the
purge trooper resembles a massive stormtrooper with dark blue armor, The
purge trooper is resistant to lightsaber attacks and loaded with the most
advanced information on Jedi tactics. Equipped with magnetic grappler boots
that protect them from being hurled around by the Jedis' telekinetic powers,
purge troopers are programmed to keep Jedi enemies off quard and unable
to make full use of their Force powers.

Purge troopers cannot be played as droid heroes.

Purge Trooper CLs8

Large droid (4th-degree) nonheroic 6/soldier 6

Force 5

Init +13; Senses low-light vision; Perception +9

Languages Basic, Binary

Defenses Ref 20 (flat-footed 18], Fort 26, Will 17

hp 78; DR 10%; Threshold 31

Immune droid traits, +5 to defenses against effects that force movement

Speed 8 squares (walking)

Melee purge blade +19 (2d10+14/x3) or

Melee purge blade +17 (2d10+14/x3) with Staggering Attack —2 or

Melee purge blade +14 (2d10+14/x3) with Staggering Attack —5

Ranged missile launcher +13 (6d6+3, 2-square splash)

Base Atk +10; Grp +28

Atk Options Bantha Rush, Staggering Attack

Special Actions Indomitable

Abilities Str 26, Dex 14, Con —, Int 10, Wis 13, Cha 8§

Talents Indomitable, Melee Smash, Weapon Specialization (purge blade)

Feats Armor Proficiency (light, medium), Bantha Rush, Battering Attack,
Staggering Attack, Trip, Triple Crit (purge blade), Weapon Focus
(advanced melee weapons, heavy weapons), Weapon Proficiency
(advanced melee weapons, heavy weapons, simple weapons)

Skills Initiative +13, Perception +9

Systems walking locomotion, basic processor, 2 hand appendages,
2 tool appendages, hardened systems x3, improved sensor package,
magnetic grappler boots, duranium plating with cortosis fiber

Possessions purge blade (as vibro-ax), missile launcher

Availability Military; Cost 31,900 credits

* The purge trooper’s duranium plating contains cortosis weave; a
lightsaber does not ignore the purge trooper’s DR.

SNIPER DROIDEKA

A variant of the droideka commissioned primarily for urban warfare, the
sniper droideka forgoes the rapid-fire double blasters of the standard
droideka in favor of a single powerful shot. A sniper droideka usually stays
a safe distance from its target, preferring to roll to an elevated position
so that it can fire sniper shots down at exposed enemies. Sniper droidekas
have the latest target-acquisition technology and are extremely accurate,
Although they have a slower rate of fire than the standard model, each shot
fired by a sniper droideka has excellent penetrating power. Moreover, sniper
droidekas can fire into a battlefield from afar, with such precision that they
rarely harm their allies,

Sniper droidekas cannot be played as droid heroes.

A SNIPER DROIDEKA FIRES ON A CLONE TROOPER MOUNTED
oM A FREECO SPEEDER.




Sniper Droideka CL7
Large droid (4th-degree) nonheroic 9/scout 4

Force 5

Init +9; Senses low-light vision; Perception +21

Languages Basic, Binary

Tactical Droid CL1
Medium droid (4th-degree) soldier 1

Force 2

Init +6; Senses Perception +7

Languages Basic, Binary, 2 others

Defenses Ref 19 (flat-foated 16), Fort 17, Will 17
hp 41; SR 20; Threshold 22
Immune droid traits

Defenses Ref 18 (flat-footed 17), Fort 13, Will 13
hp 30; Threshold 13
Immune droid traits

_Sazed 2 squares (walking), 10 squares (wheeled)

Melee unarmed +11 (1d4+4)

Ranged blaster rifle +12 (3d8+2) or

Ranged blaster rifle +13 (4d8+2) when aiming or

Ranged blaster rifle +10 (4d8+2) with Rapid Shot

Base Atk +9; Grp +17

Atk Options Careful Shot, Deadeye, Far Shot, Keen Shot, Point Blank Shot,
Precise Shot, Rapid Shot, Sniper

Abilities Str 15, Dex 16, Con —, Int 8, Wis 16, Cha 7

Talents Acute Senses, Keen Shot

Feats Armor Proficiency (light), Careful Shot, Deadeye, Far Shot,
Point Blank Shot, Precise Shot, Rapid Shot, Skill Focus (Perception),
Skill Training (Stealth), Sniper, Weapon Proficiency (rifles)

Skills Perception +21 (can reroll), Stealth +14

Systems walking locomotion, wheeled locomotion (exclusive), remote
receiver, 1 tool appendage, shield generator (SR 20), improved sensor
package, integrated comlink, bronzium shell (+5 armor; treat as
quadanium plating)

Possessions heavy blaster rifle

Availability Military; Cost 30,565 credits

TacCcTICAL DROID

Designed for tactical leadership among the droid forces of the Confederacy,
T-Series tactical droids from Baktoid Combat Automata are originally
deployed alongside 00M-Series battle droids. Tactical droids boast advanced
combat-analysis software that helps them determine exactly when and where
to attack for the greatest effect. Tactical droids serve as combat consultants
subordinate to droid commanders, but all too often, the tactical droid's supe-
rior knowledge of combat strategies gives it a heightened sense of self-worth,
leading T-Series tactical droids to exert their influence over the command
structure. Unfortunately, the tactical droid's commands override those of
00M-Series battle droid commanders, causing droid troops to receive con-
flicting commands. Consequently, Confederacy leaders learn to avoid posting
tactical droids among droid forces with OOM-Series battle droids.

Tactical droids can be played as droid heroes.

Speed 6 squares (walking)

Melee unarmed +1 (1d3)

Ranged blaster carbine +2 (3d8)

Base Atk +1; Grp +2

Atk Options autofire (blaster carbine)

Special Actions Battle Analysis, Vehicular Combat

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

Talents Battle Analysis

Feats Armor Proficiency (light, medium), Vehicular Combat, Weapon
Proficiency (pistols, rifles, simple weapons)

Skills Initiative +6, Knowledge (tactics) +7; Perception +7, Pilot +6,
Use Computer +7

Systems walking locomotion, heuristic processor, two hand appendages,
internal comlink, synchronized fire circuits, durasteel plating,
vocabulator

Possessions blaster carbine, electrobinoculars

Availability Military; Cost 14,005 credits

VICILANT ZX-SERIES

PICKET DROID

Used during the Old Republic era, the Vigilant 2X-Series picket droid was
designed by Automata Galactica to defend checkpoints, guard headquarters,
or otherwise protect strategic locations. Built on a tough chassis, the Vigilant
2X is essentially a gun platform mounted on a tracked locomotion system.
Its sensor package is second to none, letting it constantly sweep an area for
intruders. The Vigilant 2X is unnerving in its capacity for remaining perfectly
still, waiting for danger to strike. Vigilant 2Xs are programmed to remain
at their posts and cannot be drawn away from their areas by feint attacks.
Vigilant 2Xs also feature synchronized fire circuits so that they can work
together to maximize firepower.

The Vigilant 2X also comes equipped with a vocabulator to warn beings
that are about to enter into its killing zone. Those who ignore the warning
are targets of the Vigilant 2X's heavy repeating blaster and grenade launcher,
which are more than enough to deter intruders. The Vigilant 2X even carries
a separate power generator to provide energy for its main gun. Any character
hoping for a Vigilant 2X to run out of ammunition is in for a long wait. If
the droid is damaged or if an enemy threatens to overwhelm its position,
the Vigilant 2X's self-destruct system engages. Vigilant 2Xs are placed on
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bridges or near other crucial chokepoints, and they use their self-destruct
systems to cut off enemy access to their quarded territory.
Vigilant 2X-Series Picket Droids cannot be played as droid heroes.

Vigilant 2X Picket Droid CL3
Medium droid (4th-degree) nonheroic 9

Init +11; Senses darkvision; Perception +19

Languages Basic, Binary

Defenses Ref 20 (flat-footed 18), Fort 11, Will 13

hp 22; Threshold 11

Immune droid traits

Speed 6 squares (tracked)

Melee unarmed +7 (1d4+1)

Ranged heavy repeating blaster +8 (3d10) or

Ranged heavy repeating blaster +3 (5d10) with Burst Fire

Ranged grenade launcher +8 (4d6, 2-square burst)

Base Atk +6; Grp +8

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

The CLL-M2 ordnance lifter picks up, moves, and loads heavy missiles,
mortar rounds, power packs, and other volatile ammunition. It can handle
difficult terrain, including moving along the outside of ships or large vehicles.
Although not particularly bright, it is programmed with the basic skills to
prime and prepare weapons and ammunition and it can even make basic
repairs on damaged equipment.

CLL-M2 ordnance lifter droids cannot be played as droid heroes.

CLL-M2 Ordnance Lifter Droid €11
Large droid (5th-degree) nonheroic 3

Init +1; Senses Perception +6

Languages Basic (cannot speak), Binary

Defenses Ref 18 (flat-footed 18), Fort 20, Will 10

hp 17; Threshold 25

Immune droid traits

Speed 8 squares (walking)

Melee unarmed +12 (1d4+10)
Fighting Space 2x2; Reach 1 square
Base Atk +2; Grp +12

Abilities Str 13, Dex 14, Con —, Int 10, Wis 16, Cha 8

Feats Armor Proficiency (light, medium), Burst Fire, Point Blank Shot,
Skill Focus (Perception), Skill Training (Initiative), Weapon Proficiency
(heavy weapons)

Skills Initiative +11, Perception +19

Systems tracked locomotion, darkvision, improved sensor package, 1 claw
appendage, internal comlink, locked access, self-destruct system (6d6),
power generator, vocabulator, duranium plating

Possessions grenade launcher, heavy repeating blaster

Availability Military; Cost 32,500 credits

FIFTH-DEGREE DROIDS

Fifth-degree droids are typically utility droids with low-level functions.
Specific models include the CLL-M2 Ordnance Lifter and the MR-200
Minesweeper Droid.

CLL-M2Z2 ORDNANCE LIFTER

The CLL-M2 ordnance lifter is a military version of Cybot Galactica's
extremely popular CLL-6 binary load lifter. Built to withstand the rigors of the
battlefield, it features extremely thick armor that enables it to survive most
attacks and the occasional accidental explosion. The repulsorlift mounted on
the back of the CLL-M2 enables it to lift several times its own weight.

A CLL-MZ LOADS MISSILES INTO AN A-WIND STARFIGHTER.



Abilities Str 30, Dex 11, Con —, Int 6, Wis 10, Cha 8

Feats Armor Proficiency (light, medium), Skill Focus (Mechanics),
Skill Training (Mechanics)

Skills Climb +16, Mechanics +9, Perception +6

Systems walking locomotion, basic processor, 2 tool appendages,
compartment space (5 kg), magnetic feet, secondary battery,
durasteel battle armor

Availability Restricted; Cost 15,000 credits

MR-200 SERIES

MINESWEEPER DROID

The Baktoid MR-200-Series minesweeper droid is first deployed early in the
Clone Wars by Separatist forces. With both sides engaged in prolonged trench
warfare, the battlefields on some planets become static, and minefields
are used to dissuade attack or to protect strategic locations. The MR-200
effectively clears the worst of these areas, cutting a path through a heavily
mined zone so that battle droids can pass safely. In a pinch, the Minesweeper
Droid also makes an excellent shocktrooper droid, flushing out tunnels or
trenches that shelter enemy troops. The droid is notoriously single-minded,
and when lacking other orders, it rolls back and forth over the same ground,
hoping to detonate any mines it might have missed. The MR-200 flags mines
that do not detonate or that otherwise survive its brute-force tactics. This
information is relayed back to the Central Control Computer, so that allied
droids do not mistakenly enter the minefield.

The minesweeper droid is a curiously shaped mix of high and low tech.
The main body uses repulsorlift technology to safely float over the ground
that it is clearing. However, the front of the droid is composed of a large,
metallic drum covered in lengths of durable chain. As the droid floats along,
the drum rotates, flailing the chains and beating the ground to detonate any
mines it contacts. Although tough, the drum becomes battered and mangled
from repeated explosions, so it is designed for easy replacement between
missions. The droid's repulsorlift is powerful enough to lift the drum off the
ground, so the minesweeper droid is able to ignore difficult terrain.

MR-200 Series minesweeper droids cannot be played as droid heroes.

MR-200 Series Minesweeper Droid CL1
Large droid (5th-degree) nonheroic 3

Init +1; Senses low-light vision; Perception +14

Languages Basic (cannot speak), Binary

Defenses Ref 14 (flat-footed 14), Fort 15, Will 12

hp 36; Threshold 25

Immune droid traits

Speed 6 squares (hovering)

Melee chain roller +5 (3d6+5)
Fighting Space 2x2; Reach 1 square
Base Atk +2; Grp +7

Abilities Str 20, Dex 10, Con —, Int 10, Wis 14, Cha 10

Feats Armor Proficiency (light), Skill Focus (Perception),
Skill Training (Mechanics)

Skills Mechanics +5, Perception +14 (+19 to locate explosives)

Systems hovering locomotion, demolition sensor, hardened systems (x2),
improved sensor package, integrated comlink, locked access, remote
receiver, self-destruct system (4d6), 2 tool appendages, quadanium
plating

Availability Military; Cost 15,000 credits

BEASTS OF WAR

Many armies use living creatures as mounts, as beasts of burden, or even
as living weapons. In the right circumstances, creatures can be superior to
conventional vehicles. Mounts are typically quieter than vehicles and do not
show up on sensors that are set to scan for vehicles. Mounts must be fed and
watered, but they obviously do not require power cells, so mounted scouts
and troopers can range far and remain in the field for weeks without resupply.
Of course, most creatures are considerably slower than vehicles and far more
vulnerable to attack. Nevertheless, some beings raise and train creatures to
serve on the battlefield, either as aggressive predators or as guard beasts.

COMMUNICATION

Given the prevalence of advanced communication technology, using beasts
as a means of communication might seem inefficient. However, during war,
military forces use creative means of communicating in order to foil enemy
intelligence. In some cases, opposing forces are so focused on the latest, most
high-tech methods of disrupting and intercepting communications that they
overlook mundane or primitive methods. Below is an example of a creature
that can be used for communications during wartime.

SEVMEET()

Carrier Butterfly

Found on Maridun as well as on many other worlds, the carrier butterfly is
a colorful insect roughly the size of a Human hand. These simple creatures
have two qualities that make them uncannily good at being communica-
tions devices: their strong verbal-association memory, and their ability to
replicate long sequences of sounds. As a result, carrier butterflies can be =
trained to recognize the commands of their masters, fly directly to specified

locations or individuals, and replicate lengthy messages. Although they fly

slowly, compared to instant communication by comlink, carrier butterflies

are so numerous in the wild that finding and intercepting a specific butterfly

is nearly impossible. Thus, the carrier butterfly offers a secure, albeit slow,

method of sending orders and intelligence across long distances.
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Carrier Butterfly CLO
Diminutive beast 1

Init +4; Senses low-light vision; Perception +1

Defenses Ref 19 (flat-footed 15), Fort 8, Will 11

hp 2; Threshold 8

Speed 8 squares (fly)
Base Atk +0; Grp —11

Abilities Str 2, Dex 18, Con 6, Int 2, Wis 13, Cha 16
Special Qualities mimicry

Feats Skill Training (Deception)

Skills Deception +8, Perception +1, Stealth +24

Mimicry—A carrier butterfly can perfectly mimic lengthy sequences of
sounds (such as a conversation or a message). A carrier butterfly does
not need to roll a Deception check to reproduce a sound, but it can
only mimic noises exactly (without alteration).

MOUNTS

Many military units use creatures as mounts. Although speeders and speeder
bikes are faster, such vehicles are prone to mechanical problems in extreme
environments. Creatures native to those environments are more reliable.
Although urban forces almost never use creatures as mounts, military patrols
and scouts in dangerous or hostile environments frequently use mounts,
increasing the chances of survival.

Bolotaur

Bolotaurs are large, long, reptilian creatures native to the forest planet of
Kashyyyk. A bolotaur has a long neck ending in an iguanalike face. Beneath
the bolotaur's short snout dangles a brightly colored wattle, used both to
attract mates and to scare off competitors. The tail of a bolotaur is at least
as long as the rest of its body, giving it unshakable balance. A bolotaur moves
in a quick, waddling gait, and the claws on its stubby legs dig in and grip the
tough bark of the massive trees of Kashyyyk, allowing it to climb through the
canopies. Bolotaurs range throughout the entire planet, with slight variations
in color and in the length of neck and tail.

Bolotaurs are born in clutches of three to five. They have incredibly fast
metabolisms, so they must spend most of their day eating. Bolotaurs grow
sluggish if they cannot eat every few hours. This fast metabolism greatly
reduces their life span, so bolotaurs live for only around twelve years.
Although the Wookiees of Kashyyyk occasionally use bolotaurs, their enemies,
the Trandoshans, capture bolotaurs by the thousands and employ them as
mounts to hunt down the Wookiees.

ScouT TROOPER AND BOLOTAUR

Bolotaur

CL5

Large beast 6

Init +5; Senses
low-light vision;
Perception +4

Defenses Ref 17 (flat-
footed 15), Fort 16, Will 11
hp 63; Threshold 21

Speed 8 squares
Melee 2 claws +10 (1d6+9) and
bite +10 (1d8+9)
Fighting Space 2x2; Reach 1 square
Base Atk +4; Grp +15
Atk Options Bantha Rush

Abilities Str 22, Dex 14, Con 22, Int 2, Wis 12, Cha 10

Special Qualities climbing mount

Feats Bantha Rush, Skill Focus (Climb), Skill Training (Endurance)
Skills Climb +19, Endurance +14, Perception +4

Climbing Mount—When a bolotaur falls, it can make a Climb check to
catch itself while falling without any increase to the Climb check DC.
(Normally, catching yourself while falling adds +20 to the DC of the
surface being climbed.) If the bolotaur is mounted by a rider trained in
the Ride skill, the bolotaur always catches the rider if it catches itself
while falling.




Gelagrub

Native to Felucia and occasionally transplanted to other jungle worlds,
gelagrubs are large, insectlike larvae used as mounts by the clone forces
of the Republic and by other militaries. The gelagrub is about the size of a
dewback and has evolved in the dangerous climate of Felucia, giving it numer-
ous natural defenses against the planet's hazards. Gelagrubs absorb food
throughout their waking hours as they move across Felucia and require no
actual feeding or watering while on patrol. Gelagrubs are favored mounts on
Felucia and similar worlds because of their ability to protect their riders. Once
a rider has sufficiently bonded with a domesticated gelagrub, the gelagrub
treats the rider as an extension of its own body, going out of its way to avoid
hazards and using its own natural defenses to protect its rider.

A CLONETROOPER RIDING A4 OELACRUS

Gelagrub CL3

Large beast 4

Init +1; Senses Perception +4

Defenses Ref 13 (flat-footed 13), Fort 18, Will 13
hp 50; Threshold 23

Immune +5 to all defenses against natural hazards
Speed 6 squares

Melee slam +9 (1d6+8)

Fighting Space 2x2; Reach 1 square

Base Atk +3; Grp +14

Abilities Str 22, Dex 8, Con 24, Int 2, Wis 14, Cha 12
Special Qualities hazard resistance

Feats Improved Defenses, Toughness

Skills Endurance +14, Perception +4

Hazard Resistance—The gelagrub gains a +5 bonus to all defenses against
natural hazards. When mounted by a rider trained in the Ride skill, the
rider also gains this bonus against natural hazards.

WEAPONS

One of the most common uses of beasts in warfare is as weapons. Ever since
primitive tribes started warring with one another, beasts have been used as
living weapons to be unleashed on the enemy. Beasts are used as hunters
and trackers or as engines of destruction. The following examples cover a
wide variety of beasts that have been used as weapons of war.

Gutkurr

A vicious beast used by the Separatists in the Clone Wars, the gutkurr is
a huge creature with powerful jaws and a thick carapace lined with bony
protrusions. Gutkurrs are native to Ryloth, but for centuries they have been
exported by crime lords as pets, much like Jabba the Hutt used a captured
rancor to torment his enemies. The gutkurr is a surprisingly intelligent crea-
ture that, while absolutely vicious, maintains a level of cunning exceeding
that of other predators. Although driven by their natural predatory instincts,
the gutkurr is intelligent enough to be trained—but only by those brave
enough to approach the massive predators. Although the gutkurr's thick
shell and internal insulation allow it to survive for short periods on the frigid
night side of Ryloth, the gutkurr typically makes its home in the twilight
area, preferring to stay out of the intense heat of the day side of the planet.
Gutkurrs sometimes travel through the night side of the planet, ambushing
unwary travelers.
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Gutkurr CLs8
Huge beast 9
Init +4; Senses darkvision; Perception +17

Mastif Phalone CL6
Large beast 7
Init +5; Senses low-light vision; Perception +5

Defenses Ref 17 (flat-footed 17), Fort 19, Will 13
hp 122; Threshold 29

Defenses Ref 18 (flat-footed 16), Fort 15, Will 12
hp 67; Threshold 20

Speed 8 squares
Melee 2 claws +17 (1d8+15) and
bite +17 (2d6+15)
Fighting Space 3x3; Reach 1 square
Base Atk +6; Grp +27
Atk Options Crush, Pin

Speed 8 squares

Melee 2 claws +10 (1d6+8) and
beak +10 (1d8+8)

Fighting Space 2x2; Reach 1 square
Base Atk +5; Grp +15

Atk Options Powerful Charge, Trip

Abilities Str 32, Dex 10, Con 28, Int 2, Wis 16, Cha 10

Special Qualities savage maul, uncanny tracker

Feats Crush, Pin, Skill Focus (Perception), Skill Training (Survival)
Skills Perception +17, Survival +12

Abilities Str 21, Dex 14, Con 20, Int 2, Wis 15, Cha 10
Special Qualities savage frenzy, savannah hunter
Feats Powerful Charge, Skill Focus (Stealth), Trip
Skills Perception +5, Stealth +10

SETMEET (=]

Savage Maul—Whenever a gutkurr successfully pins an enemy with a
grapple attack, it deals its bite damage to the target instead of its claw
damage (as normally provided by the Crush feat).

Uncanny Tracker—A gutkurr takes no penalty to Survival checks made to
track a target when moving at full speed.

Mastif Phalone

A vicious, predatory creature native to Maridun, the mastif phalone is a
flightless avian that is nearly as large as a landspeeder and impossible to
domesticate. Mastif phalones are stalkers that hide in the tall grass of the
plains of Maridun, sneaking up on their prey before pouncing. The Amanin
of Maridun frequently capture mastif phalones and imprison them, starv-
ing them and mistreating them while in captivity. Once the mastif phalone
is sufficiently crazed, the Amanin release the creature in or near enemy
encampments, where it goes berserk, attacking anything it sees. When suf-
ficiently agitated, a mastif phalone can be more dangerous than a rancor
and just as hard to bring down.

Savage Frenzy—If the mastif phalone has less than half of its hit points,
it gains a +2 bonus on all attack rolls and deals +1 die of damage on
all attacks.

Savannah Hunter—If the mastif phalone has concealment from a target
that is unaware of the mastif phalone, the mastif phalone can take 20
on Stealth checks to remain hidden from that target without increasing
the time taken to make the Stealth check.

Nek

Neks are powerfully built predators from the planet Cyborrea. They are
short, squat creatures, generally canine in appearance. Each of a nek's four
legs ends in three sharp claws, and its mouth is huge, lined with remarkably
long, sharp teeth that enable it to take massive bites. Neks typically hunt in
packs of three to six, dominated by the largest and most aggressive nek. A
pack of neks is powerful enough to take on the largest and most dangerous
prey, such as the kudana of Rutan.

Because of their ill temper and aggressiveness, neks are used as living
weapons by a variety of species. These neks are raised in special kennels
where they are taught to obey the commands of trainers brave or foolish
enough to get close to these aggressive beasts. Domesticated neks are fitted
with cybernetic implants and armor, making them both easier to control
and considerably more difficult to bring down. Most are also equipped with
comlinks that enable them to hear the commands of their owners. The nek
described below represents a trained and modified specimen.



Nek CL5
Medium beast 6
Init +4; Senses low-light vision; Perception +3

Roggwart CL12

Huge beast 13
Init +13; Senses low-light vision; Perception +9

Defenses Ref 15 (flat-footed 14), Fort 17, Will 10
hp 69; Threshold 17

Defenses Ref 23 (flat-footed 21), Fort 20, Will 14
hp 176; Threshold 30

Speed 8 squares

Melee 2 claws +6" (1d4+10) and
bite +6" (1d6+10) or

Melee 2 claws +8" (2d4+13) and
bite +8” (2d6+13) with Powerful Charge

Base Atk +4; Grp +10

Abilities Str 22, Dex 13, Con 24, Int 2, Wis 10, Cha 8

Feats Armor Proficiency (light), Improved Defenses, Power Attack,
Powerful Charge

Skills Endurance +15, Perception +3

Possessions cybernetic armor (armor +4), comlink

Conditional Bonus Feat—A nek that receives cybernetic implahts and
armor automatically gains the Armor Proficiency (light) feat for free.

* Includes 4 points of Power Attack

Roggwart

Roggwarts are large, horned creatures native to Vendaxa, where they are
natural enemies of the acklay. A roggwart's evolutionary adaptation makes
it ideally suited for taking on single foes, since it rarely encounters more
than one acklay at a time. A roggwart stands on its hind legs and uses its
sharp fangs, wicked claws, and thick tail to subdue its prey. The roggwart
is not terribly cunning, but it is difficult to surprise, retaining its predatory
instincts even in captivity. General Grievous obtains a roggwart and keeps
itin his private sanctum on Vassek.

Speed 8 squares

Melee gore +15° (2d6+20) and

bite +15" (2d6+20) and

2 claws +15" (1d8+20) and

tail slam +15* (1d8+20)

Fighting Space 3x3; Reach 1 square

Base Atk +9; Grp +29

Atk Options Bantha Rush, Battering Attack, Power Attack, Trip

Abilities Str 30, Dex 14, Con 28, Int 1, Wis 16, Cha 10

Special Qualities enemy slinger, pack resistant

Feats Bantha Rush, Battering Attack, Improved Defenses,
Power Attack, Trip

Skills Initiative +13, Perception +9

Enemy Slinger—Once per round, when the roggwart successfully hits a
target and moves it with the Bantha Rush feat, the roggwart can move
the target 3 squares in any direction instead of 1 square.

Pack Resistant—Once per round, as a reaction when the roggwart is hit or
missed by an attack, the roggwart can make a tail slam attack against
one creature within its reach.

* Includes 4 points of Power Attack

Watch-Beast

Watch-beasts originate on the planet Gamorr, but various subspecies are
found throughout the galaxy, most notably on the Imperial world of Sirpar.
These enormous beasts resemble both bears and pigs, with squat but power-
fully built furry bodies and porcine faces and snouts. A watch-beast has two
large horns and massive tusks, which are primarily for display but can also
be used to gore prey. The watch-beast’s meaty legs are covered in dense fur
and end in short, dull claws.

As its name implies, a watch-beast excels at guarding an area and alerting
its owner to potential threats. It is extremely territorial and considers any
creature, or even a moving object such as a speeder, to be a threat. When
alerted to the presence of an intruder, a watch-beast releases a croaking
bark that can be heard for nearly a kilometer. Gamorreans steal cubs from
their mothers and bond them to a single individual, whom the watch-beast
obeys utterly. Most owners make a point of training their watch-beasts to
ignore allies and friendly vehicles in order to keep the watch-beast from
barking—or attacking—every time someone arrives or leaves.
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Watch-Beast CL:9
Huge beast 10
Init +2; Senses low-light vision, scent; Perception +16

Defenses Ref 14 (flat-footed 14), Fort 17, Will 14
hp 15; Threshold 27

Speed 8 squares

Melee slam +12* (1d8+15) and

2 claws +12* (1d8+15) or

Melee slam +14° (1d8+20) and

2 claws +14" (1d8+20) with Powerful Charge
Fighting Space 3x3; Reach 1 square

Base Atk +7; Grp +17

Atk Options Cleave, Power Attack, Powerful Charge

Abilities Str 30, Dex 10, Con 25, Int 2, Wis 18, Cha 6

Special Qualities defensive awareness

Feats Cleave, Power Attack, Powerful Charge, Skill Focus (Perception),
Skill Training (Survival)

Skills Perception +16, Survival +11

Defensive Awareness—\Watch-beasts are very alert and cannot be flanked.

A WATCH-BEAST MAULS A STORM COMMAMNDO.

Scent—Watch-beasts ignore concealment and cover when making
Perception checks to notice enemies within 10 squares, and they take
no penalty due to poor vision when tracking.

*Includes 5 points of Power Attack

VEHICLES AND
STARSHIPS

The following vehicles and starships represent a variety of those used by
military and paramilitary units throughout the galaxy. They are typical of
the vehicles heroes in a military campaign might encounter, both as allies
and as enemies.

CGROUND VEHICLES

Although a planet can be pounded into submission by orbital bombardment,
infantry and armored ground units must actually take and hold locations.
Military vehicles can use tracks, wheels, repulsors, or walker-based locomo-
tion, depending on the mission at hand.

Freeco Speeder

The Bespin Motors CK-6 Freeco speeder bike is a reliable lightweight speeder
bike used by the Grand Army of the Republic in cold environments. More
durable than open-topped speeder bikes, the Freeco bike provides full pro-
tection for the pilot inside while remaining light enough to enable a LAAT
dropship to carry several in its cargo bay. Like other speeders, the Freeco
bike's repulsor technology must receive regular maintenance, especially where
environmental conditions warrant special attention to heavy machinery.
Unlike other speeder bikes, the Freeco has a low maximum altitude and does
not do well over uneven terrain. However, over smooth terrain such as the icy
drifts of Orto Plutonia, the CK-6 speeder is fast, agile, and reliable, and the
domed cover of the bike protects the pilot from ranged attacks.

Freeco Speeder CL6
Huge ground vehicle (speeder)
Init +10; Senses Perception +6
Defense Ref 17 (flat-footed 11), Fort 21; +3 armor
hp 55; DR 5; Threshold 31
Speed fly 12 squares (max. velocity 550 km/h)
Ranged dual laser cannons +7 (see below)
Fighting Space 3x3; Cover total (crew)
Base Atk +2; Grp +23
Atk Options autofire (dual laser cannons)
Abilities Str 33, Dex 22, Con—, Int 16
Skills Initiative +10, Mechanics +6, Perception +86, Pilot +10,
Use Computer +6




Crew 1 (skilled); Passengers none
Cargo 30 kg; Consumables 1 week; Carried Craft none
Availability Military; Cost 14,700 (7,400 used)

Dual laser cannons (pilot)
Atk +7 (+2 autofire), Dmg 5d10

Medical Airspeeder

A typical transport vessel used by medical teams across the galaxy, the Soro-
Suub 5-130 "Shelter” speeder is designed to serve as both a mobile medical
center and as a protective vehicle in hazardous environments. Equipped stan-
dard with cutting-edge medical sensors, capable of detecting and analyzing
hazards such as airborne diseases and the presence of radiation, the Shelter
speeder is an excellent exploratory vessel for investigating locations where
the source of illnesses and death is as yet undiscovered. Characters inside
a Shelter medical speeder are considered to be immune to airborne hazards
(such as inhaled poisons and diseases) and to radiation from sources outside
of the speeder. Furthermore, the vehicle's internal atmosphere regulation
system grants characters inside the vehicle a +5 equipment bonus to For-
titude Defense against attack rolls made by airborne diseases and poisons
the characters have not yet been affected by.

Shelter Speeder CL4
Huge air vehicle
Init +4; Senses Perception +5
Defense Ref 12 (flat-footed 11), Fort 22; +3 armor
hp 60; DR 5; Threshold 32
Speed fly 8 squares (max. velocity 280 km/h), fly 2 squares
(starship scale)
Fighting Space 3x3 or 1 square (starship scale); Cover total (crew)
Base Atk +0; Grp +22
Abilities Str 34, Dex 12, Con —, Int 14
Skills Initiative +4, Mechanics +5, Perception +5, Pilot +4,
Use Computer +4
Crew 2 (normal); Passengers 4, plus 2 patients
Cargo 10 tons; Consumables 1 week; Carried Craft 1 speeder bike
Availability Licensed; Cost 41,000 credits (26,000 used)

WLO-5 Speeder Tank

The WLO-5 speeder tank from Ubrikkian Ord Pedrova is a dangerous vehicle
featuring heavy armor and impressive weaponry that rivals that of the AAT.
One unique attribute of the tank is that its main gun is fired by an exposed
gunner; a second gunner, using sensors and computer-based targeting
software, assists the main gunner from within the tank's interior. The

WLO-5 speeder tank is favored by pirates for its ease of modification and
repair, a necessity when making repairs requires finding parts on the black
market. Any character attempting to repair or modify a WLO-5 speeder tank
automatically gains a +5 equipment bonus to Mechanics checks to perform
that action. The Weequay pirates under the command of Hondo Ohnaka use
WLO-5 speeder tanks, modifying them to include a pair of antipersonnel laser
cannons in addition to their normal armament (the statistics below are for
a stock speeder tank without this modification).

WLO-5 Speeder Tank CL6

Gargantuan ground vehicle (speeder)

Init +3; Senses Perception +6

Defense Ref 15 (flat-footed 13), Fort 28; +8 armor

hp 150; DR 15; Threshold 48

Speed fly 8 squares (max. velocity 110 km/h), fly 3 squares
(starship scale)

Ranged heavy laser cannon +6 (see below)

Fighting Space 4x4; Cover total (crew), +5 (gunner)

Base Atk +2; Grp +35

Abilities Str 46, Dex 14, Con —, Int 14

Skills Initiative +3, Mechanics +6, Perception +6, Pilot +3,
Use Computer +6

Crew 3 (skilled); Passengers 4

Cargo 150 kg; Consumables 2 weeks; Carried Craft none

Availability Military; Cost 115,00 credits (65,000 used)

Heavy laser cannon (2 gunners)
Atk +6, Dmg 6d10x2, 2-square splash

SPACE TRANSPORTS

Soldiers and mercenaries spend much of their time inside space transports
traveling from battlefield to battlefield. For a small strike team of adventur-
ing heroes, a space transport can be an ideal headquarters during missions,
enabling the heroes to carry any equipment and vehicles they might need.

Drop Pods

Drop pods are used by military, and occasionally civilian, organizations to
quickly deploy vehicles into combat zones. Little more than a protective shell
surrounding a ground vehicle, a drop pod launches from an orbiting ship and
then flies directly to the designated drop zone. When the drop pod lands, self-
destructive bolts blow the pod apart, freeing the vehicle inside. The interior
of the drop pod is pressurized and filled with atmosphere but has no extra
accommodations for passengers. Instead, any passengers ride in the carried
vehicle. The drop pod's descent is controlled by a droid brain.
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AN AT-S5T EMEROES FROM A DROP POD.

Drop Pod
Gargantuan air vehicle
Init +0; Senses Perception +5

CL2.

Defense Ref 11 (flat-footed 11), Fort 22; +6 armor
hp 60; DR 10; Threshold 42

Imperial Landing Craft

A large shuttlecraft designed to ferry an invasion force to a planet from
orbit, the IF-120 landing craft from Sienar Fleet Systems is more than just a
space transport; it is a mobile base of operations. With a much larger troop
capacity than other landing shuttles, the IF-120 is based on the Lambda-class
and Sentinel-class shuttles. The IF-120 is larger and bulkier than either of
those craft and forgoes the folding wings, instead relying on repulsors for
atmospheric stability.

The most significant difference between the IF-120 landing ship and other
shuttlecraft is that, once landed, the IF-120 can become a remote base of
operations. The interior of the vessel can be converted from transport mode
into a mobile command base. With its excellent communications and sensor
arrays, the IF-120 landing craft can act as a fully functional base of opera-
tions, at least until the area is secured and heavier and more permanent
craft can be brought in.
Imperial Landing Craft CL13
Colossal space transport
Init +0; Senses Perception +8
Defense Ref 14 (flat-footed 12), Fort 27; +12 armor
hp 140; DR 15; SR 40; Threshold 77
Speed fly 12 squares (max. velocity 800 km/h), fly 4 squares

(starship scale)

Ranged double medium laser cannons +10 (see below) and

4 antipersonnel heavy blaster cannons +8 (see below)

Fighting Space 12x12 or 1 square (starship scale); Cover total (crew)

Base Atk +5; Grp +42

Atk Options autofire (double medium laser cannons, antipersonnel heavy
blaster cannons)

Speed fly 12 squares (max. velocity 600 km/h), fly 3 squares
(starship scale)

Fighting Space 4x4 or 1 square (starship scale); Cover total

Base Atk +0; Grp +27

Abilities Str 44, Dex 14, Con—, Int 16
Skills Initiative +0, Mechanics +8, Perception +8, Pilot +0,
Use Computer +8

Abilities Str 34, Dex 10, Con—, Int 12
Skills Initiative +0, Mechanics +5, Perception +5, Pilot +0,
Use Computer +5

Crew O (droid brain); Passengers none

Cargo 2 tons; Consumables none; Carried Craft 1 Gargantuan (or
smaller) vehicle

Availability Licensed; Cost 17,000 credits

Crew 8 (expert); Passengers 120 troops

Cargo 130 tons; Consumables 6 months; Carried Craft 12 speeder bikes,
2 LAVr QH-7 Chariot command speeders, 1 PX-4 mobile command base

Hyperdrive x1, navicomputer

Availability Military; Cost 290,000 credits

Double medium laser cannons (pilot)
Atk +10 (+5 autofire), Dmg 5d10x2

Antipersonnel heavy blaster cannons (gunner)
Atk +8 (+3 autofire), Dmg 5d10x2



Penumbra-class Attack Shuttle

The Haor Chall Engineering Penumbro-class attack shuttle was produced in
relatively small numbers prior to the Clone Wars. As the Trade Federation and
the rest of the Confederacy ramped up for all-out war, second-tier vehicle
designs (such as the Penumbra-class attack shuttle) saw drastically smaller
production runs. Since the Penumbra-class attack shuttle was one of the
designs deemed inefficient for the Confederacy's needs, the factories dedi-
cated to producing the vessel were temporarily closed and then converted to
mass produce the models used more commonly by the Confederacy. Despite
Separatist leaders' lack of faith in the vehicle, the Penumbra-class attack
shuttle is actually quite popular among mercenaries and pirates; though not
optimal for use as a droid vehicle, the Penumbro-class attack shuttle makes
a great first-strike vehicle due to its decent speed, respectable shielding,
and excellent maneuverability.

The Weequay pirate gang lead by Hondo Ohnaka makes use of several of
these attack shuttles when raiding trade routes on the Outer Rim.
Penumbra-class Attack Shuttle CL9
Colossal space transport
Init +1; Senses Perception +6
Defense Ref 17 (flat-footed 12), Fort 25; +12 armor
hp 110; DR 15; SR 20; Threshold 75
Speed fly 16 squares (max. velocity 1,175 km/h), fly 4 squares

(starship scale)

Ranged medium laser cannons +6 (see below) and

medium concussion missiles +4 (see below)

Fighting Space 12x12 or 1 squares (starship scale); Cover total (crew)

Base Atk +2; Grp +37

Atk Options autofire (medium laser cannons), fire-link (medium laser
cannons, medium concussion missiles)

Abilities Str 40, Dex 20, Con —, Int 14

Skills Initiative +1, Mechanics +6, Perception +6, Pilot +1,
Use Computer +6 '

Crew 3; Passengers 10

Cargo 20 tons; Consumables 1 month; Carried Craft none

Payload 12 concussion missiles

Availability Restricted; Cost 250,000 (135,000 used)

Medium laser cannons (pilot)
Atk +6 (+1 autofire), Dmg 5d10x2
Medium concussion missiles (copilot)
Atk +4, Dmg 10d10x2

Light Freighter

Another popular design from the Corellian Engineering Corporation, the
YU-410 light freighter's name is a bit of a misnomer. Considerably larger than
typical light freighters, the YU-410 holds an impressive 250 tons of cargo
in its spacious twin cargo bays. As a cost-cutting measure, the corporation
includes smaller-than-normal engines, giving the YU-410 a low maximum
velocity and poor maneuverability. To compensate for the lack of speed, the
YU-410 has stronger shields and twin double laser cannons to defend itself
against attack—often more than enough to dissuade pirates from assault-
ing the vessel.

Merchants and mercenaries love the YU-410's cargo capacity and rela-
tively low profile. Most convert some of the cargo space into bigger and
better living quarters, turning the YU-410 into a mobile base of operations
and relying on more heavily armed escorts for defense. Its ubiquitous design
makes repairs simple and parts easy to find at any spaceport, even those in
the most far-flung corners of the galaxy. Cavernous cargo bays make the
YU-410 light freighter a smuggler's dream, with plenty of nooks and crannies
in which to store illicit merchandise. This gives a +5 bonus to Stealth checks
for the purposes of concealing items.
YU-410 Light Freighter CL7
Colossal space transport
Init —5; Senses Perception +5

Defense Ref 12 (flat-footed 12), Fort 26; +12 armor

hp 120; DR 15; DR 20; Threshold 76

Speed fly 12 squares (max. velocity 800 km/h), fly 2 squares
(starship scale)

Ranged double laser cannons +2 (see below)

Fighting Space 12x12 or 1 square (starship scale); Cover total

Base Atk +0; Grp +36

Atk Options autofire (double laser cannons)

Abilities Str 42, Dex 10, Con—, Int 14

Skills Initiative —2, Mechanics +5, Perception +5, Pilot =5,
Use Computer +5

Crew 4 (normal); Passengers 12

Cargo 250 tons; Consumables 2 months; Carried Craft none

Hyperdrive x2 (backup x12), navicomputer

Availability Licensed; Cost 110,000 (30,000 used)

Double laser cannons (gunner)
Atk +2 (-3 autofire), Dmg 5d10x2
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Wayfarer-class Medium Transport

The unusual design of the Wayforer-class medium transport allows cargo
pods to be attached and detached from the port side of the vessel as needed.
This modular design enables a Wayfarer to load a passenger section, hangar
bay, or cargo module, depending on what is needed at the time. A Wayfarer
features powerful engines that can handle the large mass of bulk freight
and that give the vessel surprisingly good speed. However, its unusual
layout makes the Wayfarer ungainly and difficult to pilot in anything less
than ideal conditions.

The 82-meter Wayfarer-class medium transport requires a crew of ten for
optimal operation, but it can be flown effectively with only a pilot and one
other crew member. The remaining crew spend most of their time securing
cargo or operating the huge docking clamps, which attach cargo pods to the
vessel. Wayfarers are typically found around highly developed planets, such
as Coruscant, Corellia, and Metellos. Independent captains of Wayfarers are
virtually guaranteed to find steady, if boring, work plying the trade lanes.
However, its customizable design and remarkably spacious layout makes the
Wayfarer popular with smugglers, criminals, and adventurers, who use the
detachable module as a hangar for up to two Gargantuan or smaller star-
fighters or ground vehicles. In a crisis, smugglers can dump their cargo pods
with the push of a button, allowing them to escape the notice of patrols and
customs inspectors. Partisan and Rebel forces sometimes use Wayfarers as
assault transports, landing on a planet's surface to unload vehicles or troops
and then quickly speeding away.

WArYFARER-CLASS TRANSPORT

Wayfarer-class Medium Transport CLs

Colossal space transport

Init —5; Senses Perception +5

Defense Ref 12 (flat-footed 12), Fort 27; +12 armor

hp 140; DR 15; SR 20; Threshold 77

Speed fly 12 squares (max. velocity 800 km/h), fly 2 squares
(starship scale)

Ranged quad laser cannon +2 (see below) and

laser cannon +2 (see below)

Fighting Space 12x12 or 1 square (starship scale); Cover total

Base Atk +0; Grp +37

Atk Options autofire (quad laser cannon)

Abilities Str 44, Dex 10, Con—, Int 14

Skills Initiative —5, Mechanics +5, Perception +5, Pilot —5,
Use Computer +5

Crew 10 (normal); Passengers 6

Cargo 220 tons; Consumables 3 months; Carried Craft 2 Gargantuan
starfighters

Hyperdrive x2 (backup x14); navicomputer

Availability Licensed; Cost 140,000 (50,000 used)

Quad laser cannon (gunner)

Atk +2 (-3 autofire), Dmg 6d10x2
Laser cannon (gunner)

Atk +2, Dmg 4d10x2

CAPITAL SHIPS
The following capital ship is suitable for campaigns taking place during the
Clone Wars or later.

Corona-class Armed Frigate
The Haor Chall Engineering Corona-class armed frigate was created with
the same design philosophy as the Penumbra-class attack shuttle. Like
that vessel, the Corona-class armed frigate was also deemed inefficient for
droid use, and its limited production run was sold off (at extremely good
prices) by Haor Chall Engineering to private investors who, more often than
not, turned out to be criminals and local warlords. A moderately power-
ful transport ship, this vessel can serve in multiple roles, and it is just as
capable of destroying enemy vessels as rendering them inoperable. Though
not the most powerful capital ship on the market, the Corona-class armed
transport boasts a solid troop capacity as well as a respectable array of
defenses, making it a good option for organizations without a lot of special-
ized vehicles in their navies.

The Weequay pirate Hondo Ohnaka uses at least one Corona-class armed
transport as a raiding vessel on the Outer Rim.
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Colossal (frigate) capital ship

Init +0; Senses Perception +6

pefense Ref 15 (flat-footed 11), Fort 35; +11 armor

hp 750; DR 15; SR 60; Threshold 135

Speed fly 3 squares (starship scale)

Ranged 2 medium turbolaser batteries +10" (see below) and
4 heavy ion cannon batteries +10" (see below) and
4 point-defense medium laser cannon batteries +6 (see below) and
tractor beam battery +10* (see below)

Fighting Space 1 square (starship scale); Cover total (crew)

Base Atk +2; Grp +47

Abilities Str 60, Dex 18, Con —, Int 14

Skills Initiative +0, Mechanics +6, Perception +6, Pilot +0,
Use Computer +6

Crew 64; Passengers 200

Cargo 450 tons; Consumables 1 year; Carried Craft 6 attack shuttles,
12 speeder tanks

Hyperdrive x1, navicomputer

Availability Restricted; Cost 3.7 million (2.0 million used)

“Apply a -20 penalty on attacks against targets smaller than Colossal size.

Medium turbolaser battery (4 gunners)
Atk +10, Dmg 5d10x5
Heavy ion cannon battery (4 gunners)
Atk +10, Dmg 4d10x5 ion
Point-defense medium laser cannon battery (2 gunners)
Atk +6, Dmg 4d10x2
Tractor beam battery (4 gunners)
Atk +10, Dmg - (grapple +47)

VEHICLE AND

STARSHIP WEAPONS

The following new vehicle weapons can be used to create different vehicle
combat dynamics. The statistics for these vehicle weapons use the format of
starship upgrades from the Starships of the Galaxy supplement, but a Game-
master can add these weapons to the vehicle without using that system.

TABLE 2-7: VEHICLE WEAPONS
EMPLACEMENT

WEAPON DAMAGE POINTS cosT

Chaff gun - 1 2,000

Glowing defoliator launcher - 2 15,000

Glowing defoliator shell 4d10x2* = 3,500

*Droids and creatures in sealed environment suits or vehicles are immune to
this damage.

Chaff Gun

The Arakyd Caltrop-5 chaff gun is a typical example of this type of weapon.
A chaff gun shoots a canister packed with thousands of durasteel shrapnel
pieces. Intermixed in this canister are dozens of tiny scramblers that confuse
sensor data, making it difficult to lock onto the vessel firing the chaff gun
with missiles, torpedoes, or fire control computers. In a pinch, chaff guns
fired in an atmosphere can be used offensively. When fired behind a vessel,
the chaff gun creates a cloud of debris that can damage pursuing ships'
engines and clog intake valves.

When used at starship scale, a chaff gun creates a cloud of debris in a
single squa