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Part of the enduring appeal of Star Wars is the richness of the galaxy, the
sense of wonder evoked by the countless worlds, the fantastic creatures,
the compelling characters, and of course the droids. There is a sense of
something larger, that the Star Wars universe is a thriving place filled with
endless possibility. The detail is astonishing—each character, place, and thing
has a history, a purpose, and a role in the larger universe, and together, they
create the backdrop on which the heroes' stories are told.

Threats of the Galaxy is a companion volume to the Star Wars Saga Edi-
tion Roleplaying Game, offering an enormous selection of creatures, droids,
and people with which you can populate the galaxy. With entries drawn
from nearly every era of the Star Wars universe and spanning every level of
game play, this book is a comprehensive volume that gives you even more
tools to create exciting and compelling encounters worthy of joining those
on the silver sereen.

UsSING THIS BOOK

This book contains a host of characters, creatures, and droids with which you
can populate the many worlds and environments of the Star Wars universe.
Chapter One presents a variety of characters, covering just about every
major archetype and giving you statistics and advice for using them in the
game. Chapter Two describes some of the most notorious and monstrous
creatures in the galaxy. Chapter Three presents a selection of droids found
in the films and the Expanded Universe.

FOR THE GCGAMEMASTER

This book is an invaluable reference for Gamemasters. GMs can pull statis-
tics straight out of the book for use at the game table without having to
write up the characters themselves. Likewise, GMs can use the creatures
as monstrous foes and minions to pit against their players, while the droids
chapter is an excellent expansion to the droids described in the Saga Edi-
tion core rulebook.

FOR THE PLAYER

There's also plenty of information in this book for players. The character
entries can help guide players' decisions about what sorts of feats, talents,
and skills they should select as they advance their characters. The book
also features new species, gear and vehicles, talents, and feats, most of
which are available to any sort of character. Finally, the droids chapter gives
players more aptions for purchasing droids and more choices for building
droid heroes.
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BUILDING GREAT
ENCOUNTERS

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

WHAT YOU NEED TO PLAY

As with any Star Wars game supplement, you need the Saga Edition
core rulebook (sometimes abbreviated SE) to make full use of the
information in Threats of the Galaxy. This book also uses material from
an earlier supplement, Starships of the Galaxy (abbreviated SG), but that
supplement is not essential.

ENVIRONMENT

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

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

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

Environmental Hazards

An environmental hazard affects both the heroes and their enemies, giving
both groups something else to contend with other than just blasting each
other to pieces. An easy choice is just to use weather. Fog and rain give
stealthy characters a chance to use their sneakier abilities while also eve-
ning the odds for lopsided fights by granting everyone concealment. For
higher-level heroes, you can up the ante by adding lava, scalding steam
jets, aggressive machinery, extreme temperatures, acid raid, poisonous gas,
spontaneous pit traps, conveyor belts, and more. An environmental hazard
should be dangerous and increase the complexity of the encounter, but not
to the extent that the hazard becomes the encounter itself.

Terrain

Combats in Star Warsare rarely of the mundane sort. They occur in places as
interesting as the characters involved. The same should be true of encounters.
Unusual terrain adds complexity to the encounter, creates opportunities, and
ultimately allows tactical-minded players to take advantage of their circum-
stances. A combat should provide opportunities to jump, climb, slide, balance,
and so on. There should be different levels, different chambers, places to explore
and places to avoid. Terrain should also include cover, which can take the form
of barriers, curving corridors, and just about anything else you can think of to
make movement and the exchange of blaster fire more interesting.

Terrain is also important for controlling the scope of the battlefield. Star
Wars is full of huge, sweeping environments, and battle scenes are often
doubly exciting because of all of the action going on in the background. The
trick is to create the illusion of space by providing large areas, but with limited
options for movement. For example, when Qui-Gon Jinn fought Darth Maul
on Naboo, their duel spread across a large area, though in truth their move-
ment was somewhat restricted. Much of the fighting took place on narrow
bridges or in the deadly tunnel equipped with the energy barriers. This duel
covered a lot of ground, and the environment changed as it developed, but
although there was a sense of space, the particular encounters took place
in controlled environments where the Jedi fought on the bridge, the tunnel,
and finally the power generator area, where Qui-Gon was killed.

Something for Everyone

Of the three considerations, this is the hardest to anticipate. Each group will
have a different mix of characters, with different capabilities and motiva-
tions. You should pay close attention to the choices the players make and
reward those choices in the encounters they face. A character who is a skilled
pilot might not have much to do when not battling TIE fighters in space,
but an encounter in a starship hangar could give that character a chance to
make use of his skills much as Anakin did when Padmé led her forces into
the palace to liberate Naboo from the Trade Federation occupiers in The
Phantom Menace.



ADVERSARIES

Creating Star Wars encounters takes flair, an ability that's hard to requlate
with strict guidelines. The Saga Edition core rulebook establishes a solid
foundation for building encounters in recommending Challenge Levels and
variety in the encounters, but this is just the start. As with location, there
are three major considerations when selecting adversaries: numbers, variety,
and function.

Numbers

The numbers and types of opponents to use in an encounter is probably the
toughest decision you'll make. In Star Wars, it's not only acceptable, but
expected, for the heroes to face numerous foes. Each enemy combatant
doesn't stand a chance against a single PC, let alone a group of them, but
together they present a suitable challenge for groups of any level.

When selecting the number of opponents, it's usually better to use more
low-level opponents than fewer high-level opponents. The more enemies
on the battlefield, the more targets the characters have to choose from and
engage. On the other hand, you don't want to overwhelm the heroes, or at
least not every time, so it's best to use somewhere between four and eight
opponents at a time. Remember, the encounter's CL should be within 1 or 2
of the party's average level, so the individual CLs of the various opponents
should be 4 or 5 lower than the heroes' level.

Variety

There's a certain visceral sense of enjoyment that comes from blasting
stormtroopers, but even that grows tiresome after a while. By mixing up
the opposition, you can draw from a wide selection of abilities to help make
the encounter more interesting.

The best way to do this is to select similarly themed opponents of varying
Challenge Levels. This could include pairing up a soldier commander with
a few soldiers and a medic, or an Imperial officer with a squad of storm-
troopers. However, don't overlook combinations of different types. There's
no reason why an encounter can't include a creature and characters, droids
and characters, or a mix of all three.

Variety is also served by approaching the same broad character archetype
from a number of directions, resuiting in "similar” characters at an array of
different Challenge Levels. That's why you'll find, for instance, the officer
(CL 8), the commando squad leader (CL 10), and the mercenary captain (CL
5) in these pages. All of these characters fill the same basic role, but their
specific abilities and CLs set them apart from one another.

Function

lUItimately, the question you need to answer when constructing the encounter
is: What is its function? How the encounter fits into the adventure’s storyline
helps guide your choices about what the heroes should ultimately face and

when. An encounter that is not much more than an obstacle for the PCs
doesn't need as much detail and variety as the final battle between the heroes
and their nemesis, so spend your time and creativity wisely.

Obstacles are the simplest encounters. By themselves, these encounters
add little to the story or development of the plot and merely serve as a device
to control the pacing of the adventure. Individual opponents should be far
below the heroes' average and as a whole, the group's Challenge Level should
be 1 or 2 lower than normal.

Minor encounters are a bit more involved than obstacles since they
affect the outcome of the adventure's story. A minor combat encounter
features opponents tied directly to the adventure’s plot, and the results
of the combat might have consequences for the adventure’s outcome. As
with obstacles, the individual opponents can and should be far below the
characters' average level, but the total Challenge Level ought to be within
1 of the PC's average level.

The [ast function is the major encounter. This is the big one, where the
player characters square off against their nemesis in a climactic battle and
the outcome brings about the end of the adventure and sets up the next
chapter in the campaign. The CL for these encounters can creep over the
PCs’ level, and it should. The major villain might be able to handle a group
of heroes, but in most cases, you might need to insulate the villain with
minions and lower-level adversaries to draw out the fight and to expand the
possibilities and developments for the various characters involved.

COMMON ABILITIES

Many of the characters, creatures, and droids described in this book
have sensory abilities that were originally explained in the Saga Edition
core rulebook. For convenience and to avoid repetition, those abilities
are defined below.

Darkvision: A character, creature, or droid that has this ability can see
in the dark, ignoring concealment and total concealment due to darkness.
Darkvision is black and white only, so there must be at least some light
to discern colors. It is otherwise like normal sight, and a creature that
has darkvision can function with no light at ali.

Low-Light Vision: A character, creature, or droid that has this ability
can see without penalty in shadowy illumination, ignoring concealment
{but not total concealment) due to darkness. It retains the ability to
distinguish color and detail under these conditions.

Scent: A character, creature, or droid that has this ability ignores
concealment and cover when making Perception checks to notice appo-
nents within 10 squares, and it takes no penalty from poor visibility when
tracking (see the Survival skill, SE 73}.

ARTUWIVE HRL I8 SISEEIL U
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This chapter presents a selection of character archetypes. From noble Jedi
Masters to villainous Sith Lords, vicious swoop gangs, loyal soldiers, trad
ers, medics, elite warriors, and more, all represent the people who shape
the galaxy. You can use them as written or change them to fit your needs.
Each entry presents one or more sets of generic statistics to give you a
ready-to-run character. Also, the entries include guidance about how the
characters fit into the larger universe as well as tips and advice for building
encounters that feature them. Many of the individuals featured herein func
tion as villains, but not all Some of them work equally well as contacts, allies,
minions, or supporting characters, folks the heroes meet over the course of
their adventures who provide aid or information. The Star Wars umiverse 15
filled with interesting indwiduals, good, bad, and neutral, and where these
generic characters fall on that spectrum is up to you

Most of the generic characters in this chapter are not associated with
a species. The omission Is intentjonal; to make this book useful i as many
situations as possible, no species is defined so that (for instance) a soldier
can be a soldier whether you're running games set in the Old Republic, Rise
of the Empire, or during the Legacy era. To make full use of these statistics,
you might want to determine a species. This decision isn't always necessary.
though, especially for minor encounters, since the traits of a character's spe
cies might not come into play However, for combat encounters, it's best to
select a species and adapt the statistics block as necessary The easiest way
is to just use the Human species, since it can also represent a whole host
of near-Humans, and then give the character one extra trained skill and a
bonus feat. For the trained skill, select from the class skills available to the
character's first listed class.

For other species, be sure to account for how ability modifiers affect the
statistics—ability score penalties might prevent certain feat selections, while
bonuses could result in improved defenses, higher skill modifiers, and perhaps
even extra Force powers. Also, every generic character uses Medium as its
size, by default; if the species you select for a character is bigger or smaller
than Medium, be sure to apply size modifiers when appropriate

Some entries also include statistics for unique, named characters These
characters, drawn from the films and the Expanded Universe, demonstrate
specific examples of the archetypes in the setting, while also providing
ready-to-use villains and support characters straight out of the book Fven
if a character is not present in the era you're using, you can change the
character's name and background, and you'll have a new and compelling
character to use as an adversary or ally for the heroes

SHI3ILIOVEHYHD
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ADEPT, FORCE

Force Adept CL8
Medium soldier 7/Force adept 1

Force 3

Init +9; Senses Perception +10

Languages Basic

Defenses Ref 20 (flat-footed 20), Fort 22, Will 23

hp 83; Threshold 22

Speed 6 squares

Melee vibroaxe +7* (2d10+20)

Base Atk +7; Grp +10

Atk Options Cleave, Devastating Attack (advanced melee weapons),
Melee Smash, Power Attack

Special Actions Damage Reduction 10, Equilibrium

Force Powers Known [Use the Force +12): battle strike, Force slam,
move object, surge

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

Talents Damage Reduction 10, Devastating Attack (adv melee weapons),
Equilibrium, Melee Smash, Weapon Specialization (adv melee
weapons), Feats Armor Proficiency (light, medium), Force Sensitivity,
Force Training (2}, Power Attack, Weapon Focus (adv melee weapons),
Weapon Proficiency (adv melee weapons, pistol, rifles, simple weapons)

Skills [nitiative +9, Perception +10, Use the Force +12

Possessions vibroaxe

*Includes 4 points of Power Attack.

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

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

FORCE ADEPT ENCOUNTERS
Some Force adepts band together, forming cabals that instruct new recruits
in the way of the Force (although they might call it something else]—each

group has its own flavor and techniques, some of which can be baffling for
more “traditional” Force-users, such as the ledi or the Sith. Force adepts also
have a close connection with mystics (page 59}, although Force adepts are
much more proactive than their contemplative counterparts.

The martial-oriented Force adept described above could be found alone
or leading a group of warriors, who both respect and fear his combat prow-
ess. Force adepts found on more primitive worlds might ride steeds, such
as varactyls (page 126), instead of vehicles. Because of his connection with
the dark side, this Force adept could also accompany Dark Jedi adepts or
Sith apprentices, who see the value in utilizing Force adepts’ skills and the
potential of converting them wholly to the dark side.

DATHOMIRI WITCH

The Dathomiri Witches are female Human Force-users who hail from the
primitive world of Dathomir. The Dathomiri Witch described here could repre-
sent a particularly powerful leader of one of the various clans. Trained in the
powers of the Force through unorthodox methods, the Dathomiri Witch isa
master at clouding a person’s mind or seeing into the future. Her command of
the beasts of her planet is second to none, and she often travels with one or
more animal companions who protect her from harm. Each clan has its own
interpretation of how the Force should be utilized, but most abide by the edict
“Never concede to evil.” Members of the clan called the Nightsisters are an
exception to this rule, since they practice forbidden powers that traditional
Force-users would recognize as being of the dark side.



Dathomiri Witch CL 10

Medium Human scout 7/Force adept 3

Force 4; Strong in the Force

Init +11; Senses Perception +19; Force Perception

Languages Basic, Paecian, 1 other

Defenses Ref 23 (flat-footed 22), Fort 23, Will 27

hp 64; Threshoid 23

Speed 6 squares

Melee spear +6 (1d8+4)

Ranged spear +8 (1d8+4)

Base Atk +7; Grp +8

Special Actions Charm Beast, Command Beast, Extra Second Wind, Flight

Force Powers Known (Use the Force +19): battle strike, move object,
rebuke, surge

Force Techniques Force Point Recovery, Improved Sense Surroundings

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

Talents Adept Spellcaster, Charm Beast, Command Beast, Flight, Force
Talisman, Force Perception

Feats Extra Second Wind, Force Sensitivity, Force Training, Skill Focus
(Ride), Skill Focus (Survival), Skill Focus (Use the Force), Strang in the
Force!, Weapon Proficiency (pistols, rifles, simple weapons)

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

Possessions spear, Force talisman, Dathomiri rancor companion

H Human bonus feat or trained skill.

Dathomiri Witch Encounters

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

TRIBAL SHAMAN

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

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

Tribal Shaman

Medium noble 5/scout 2/Force adept 2

Force 4

Init +8; Senses Perception +12

Languages Basic, 1 other

Defenses Ref 21 (flat-footed 21), Fort 24, Will 27

hp 77; Threshold 24

Speed 6 squares

Melee knife +5 (1d4+4)

Ranged knife +4 {1d4+4)

Base Atk +5; Grp +5

Special Actions Equilibrium, Extra Second Wind, Force Focus

Force Powers Known (Use the Force +12): farseeing, mind trick,
vital transfer (2)

Force Techniques Force Power Mastery (vital transfer)

CL9

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

Talents Coordinate, Equilibrium, Force Focus, Force Power Adeot (vital
transfer), Force Recovery

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

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

Possessions knife, 4 medpacs

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

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

When forced to defend himself or his people, a tribal shaman might use
mind trick to divert an opponent's attention or otherwise convince that
individual to leave and never come back.
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ASSASSIN
Assassin CL10
Medium scoundrel 7/soldier 3

Force 3; Dark Side 12

Init +13; Senses Perception +11

Languages Basic, 2 others

Defenses Ref 25 (flat-footed 22), Fort 21, Will 22

hp 45; Threshold 11

Speed 6 squares

Melee vibroblade +13 (2d6+7) or

Melee vibroblade +11 (3d6+7) with Rapid Strike

Ranged blaster pistol +11 {3d6+5) or

Ranged blaster rifle +11 (3d8+5)

Base Atk +8; Grp +11

Atk Options autofire (blaster rifle), Careful Shot, Dastardly Strike,
Devastating Attack {advanced melee weapons), Point Blank Shot,
Precise Shot, Rapid Strike, Running Attack, Sneak Attack +3d6, Sniper

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

Talents Dastardly Strike, Devastating Attack (advanced melee weapons),
Sneak Attack +3d6, Weapon Specialization {advanced melee weapons)

Feats Careful Shot, Point Blank Shot, Precise Shot, Rapid Strike, Skill
Training (Gather Information}, Skill Training (Pilot), Sniper, Weapon
Finesse, Weapon Focus (adv melee weapons), Weapon Proficiency
(advanced melee weapons, pistols, rifle, simple weapons)

Skills Acrobatics +13, Deception +12, Gather Information +12, Initiative
+13, Perception +11, Persuasion +12, Pilot +13, Stealth +13

Possessions blaster rifle with enhanced targeting scope, blaster pistol,
vibroblade, concealed holster, electrobinoculars, liguid cable dispenser,
encrypted comlink, utility belt with medpac, 200 credits

All assassins kill for money. Where particular assassins differ is in the tech-
niques they use. Some are deadly snipers, taking a position far from the
watchful eyes of sentries and passersby to wait for that one clear shot before
slipping away. Others are more direct, removing their mark with a well-placed
thrust of a vibroblade when the target least expects it.

Being an assassin is dangerous work. One who goes it alone must acquire
his own customers, pay for equipment out of his own commissions, and lacks
any kind of protection when a victim's friends come looking for revenge.

Some organizations, such as the Assassins Guild, offset the risks of the
blood trade by offering skilled kiliers the protection they need to make a
living in this nasty business. Gaining membership in the Assassins Guild is
easy; a candidate simply needs a sponsor to vouch for him. The guild is not
particularly selective about who joins, since it is powerful enough to punish
those who betray its secrets.

ASSASSIN ENCOUNTERS

Assassins are hidden killers, watching and waiting for the moment when
their target is most vulnerable. For the assassin, the attack isn't personal.
It's just a job, and one that pays well.

Assassins focus on eliminating their targets with the least amount of
work possible. They aren't interested in collateral damage, since extra deaths
don't bring in any more credits. That said, an assassin isn’t afraid to kill a
few bystanders if that's the only way to get to the target.

When on a job, an assassin might work alone or might operate as the
leader of a small team. He might use assassin droids, espionage droids, or
vicious creatures such as the lethal kouhun (page 113) as tools. These servants
are expendable resources, and their use helps to keep the assassin's hands
clean. If an assassin ever finds himself outmatched, he is not above retreat-
ing—intending to strike again later and with a great deal more force.




Malkite Poisoner CL13
Medium scoundrel 9/noble 4

Force 6: Dark Side 12

Init +14; Senses Perception +14

Languages Basic, Bocce, High Galactic

Defenses Ref 29 (flat-footed 26), Fort 25, Will 27; Dodge, Mability
hp 63; Threshold 25

Speed 6 squares

Melee datadagger +12 (1d4+6) or

Melee vibroblade +13 (2d6+86)

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

Base Atk +9; Grp +12

Atk Options Dastardly Strike, Malkite Techniques, Point Blank Shat,
Running Attack, Sneak Attack +1d6, Triple Crit (datadagger)

Special Actions Knack, Presence, Weaken Resolve

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

Talents Dastardly Strike, Knack, Malkite Techniques, Numbing Poison,
Presence, Sneak Attack +1d6, Weaken Resolve

Feats Dodge, Improved Defenses, Mobility, Point Blank Shot, Running
Attack, Skill Training [Persuasion), Skill Training [Stealth), Skill Training
(Use Computer), Triple Crit (datadagger], Weapon Finesse, Weapon
Focus (advanced melee weapons), Weapaon Proficiency (advanced
melee weapons, pistols, simple weapons)

Skills Deception +14, Gather Information +14, Initiative +14, Knowledge
(bureaucracy) +13, Knowledge (life sciences) +13, Mechanics +13,
Perception +12, Persuasion +14, Stealth +14, Use Computer +13

Possessions datadagger, vibroblade, hold-out blaster pistol, 2 canisters
of dioxis, 2 doses of knockout drops, 2 doses of paralytic poison,
encrypted comlink, credit chip with 1,000 credits, utility belt,
security kit

MaLKITE POISONER
The remote world Malkii is famed for producing some of the most skilled
pcison manipulators in the galaxy.

Poisoners operate in deep cover, impersonating nobles and wealthy citi-
zens as a means to get close to their mark. Sc he can strike when the time
is right, a Malkite Poisoner conceals numerous toxins all over his body, from
the folds of his clothing to hidden compartments in his belongings. Each
dose is so well hidden that a Malkite Poisoner can carry his toxins past even
the most resolute security teams.

e
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BODYGUARD

Bodyguard CLe6
Medium soldier 5/nonheroic 3

Force 8

Init +11; Senses Perception +11

Languages Basic

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

Speed 6 squares

Melee unarmed +8 {1d3+3)

Ranged blaster pistol +9 (3d6+2)

Base Atk +7; Grp +9

Atk Options Pin, Point Blank Shot

Special Actions Draw Fire, Harm's Way, Tough as Nails

Abilities Str 13, Dex 15, Con 13, Int 12, Wis 14, Cha 12

Talents Draw Fire, Harm's Way, Tough as Nails

Feats Pin, Point Blank Shot, Skill Training (Initiative), Skill Training
(Perception), Toughness, Weapon Proficiency (pistals, rifles,
simple weapons)

Skills Initiative +11, Perception +11, Persuasion +10, Treat Injury +11

Possessions blaster pistol, comlink

Celebrities and influential individuals appear to live happy and successful
lives doing what they do. They appear unafraid of whatever life throws
their way. In truth, however, even the rich and famous have enemies, and
the bodyguard stands as the last line of defense against those who would
infringe on the life of his client.

Simply put, a bodyguard is a paid professional whose task is to protect the
life of his patron against anyone who would dare to threaten it. Ideally, he
makes sure his client does not even know of any existing threats and allows
her to do what she wants to do. A bodyguard puts aside his own needs and
sets the priorities of his client above his own, even to the point of risking
his life to protect his employer.

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

BODYGUARD ENCOUNTERS

Where one finds the rich and famous, a bodyguard will not be very far away.
Either in plain sight or hiding close by in the crowd, he is always seconds
away from his client, ready to take action against whoever imperils his
patron's safety.

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

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

CaPTaIN TYPHO

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



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

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

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

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

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

Captain Typho continued to serve under Amidala throughout the Clone
Wars, defending her against assassination attempts on Coruscant and Naboo.
Following the end of the war, a troubled Padmé prepared to depart to Mus-
tafar to confront her husband about the death of the younglings at the Jedi
Temple. Typho tried to go with her, but she insisted on traveling with only
C-3P0. The next time Typho saw her was at her funeral.

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

Captain Typho is a highly skilled and able soldier whose loyalties lie strictly -
with Naboo and its leadership. Stern yet sincere, he is not afraid to express
his thoughts and opinions to get the job done and is always looking out for

Amidala's best interests. His dedication to Padmé and Naboo is unswerving. 0

He is an expert shot, despite the loss of his eye, and a capable pilot. E
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Captain Typho CL8 o

Medium Human soldier 5/noble 3 [=
Force 4

Init +12; Senses Perception +11

Languages Basic, Gunganese, High Galactic, Huttese

Defenses Ref 25 (flat-footed 21), Fort 22, Will 23

hp 70; Threshold 22

Speed 6 squares

Melee unarmed +9 (1d6+6)

Ranged blaster pistol +10 (3d6+4) or

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

Base Atk +7; Grp +10

Atk Options Careful Shot, Deadeye, Point Blank Shot, Rapid Shot

Special Actions Born Leader, Distant Command, Draw Fire, Harm's Way, [}
Tough as Nails

Abilities Str 15, Dex 16, Con 13, Int 13, Wis 14, Cha 12

Talents Born Leader, Distant Command, Draw Fire, Harm's Way,
Tough as Nails

Feats Armor Proficiency (light, medium), Careful Shot, Deadeye, Improved
Defenses, Linguist, Martial Arts {, Point Blank Shot, Rapid Shot, Skill
Training (Gather Information), Weapon Proficiency (pistols, rifles,
simple weapons)

Skills Gather Information +10, Initiative +12, Knowledge (tactics) +10,
Perception +11, Pilot +12, Use Computer +10

Possessions blaster pistol, blast vest, comlink

SYaLVEVHD | ] I




)

| HEBLdvHDO

©
IS
D
)
D
@
)
0
)
0

BOUNTY HUNTER
Bounty Hunter CL 10
Medium nonheroic 3/scout 4/bounty hunter 5

Force 4; Dark Side 4

Init +9; Senses Perception +12

Languages Basic, 1 other

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

Speed 6 squares

Melee vibroblade +12 (2d6+86)

Ranged blaster carbine +13 (3d8+4) or

Ranged blaster pistol +13 (3d6+4) or

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

Base Atk +10; Grp +13

Atk Options autofire (blaster carbine), familiar foe +2, Hunter's Mark,
Pin, Trip

Special Actions Hunter's Target

Abilities Str 15, Dex 17, Con 14, Int 12, Wis 12, Cha 8

Special Qualities familiar foe +2

Talents Acute Senses, Expert Tracker, Hunter's Mark, Hunter's Target,
Nowhere to Hide

Feats Armor Proficiency (light), Skill Training (Climb}, Skill Training
{(Endurance], Skill Training (Knowledge [galactic lore]), Skill Training
(Perception), Pin, Trip, Weapon Proficiency (advanced melee weapons,
pistols, rifles, simple weapons)

Skills Climb +13, Endurance +13, Gather Information +10 {can rerolt when
checking to locate a specific individual, must take second result],
Knowledge (galactic lore) +12, Perception +12 (can reroll, must take
second resuft), Survival +12

Possessions vibroblade, blaster carbine, blaster pistol, 4 stun grenades,
encrypted comlink, credit chip with 50 credits, electrobinoculars, glow
rod, flight suit, field kit, binder cuffs, utility belt

Bounty hunters occupy the ambiguous gray area between heroes and villains,
For the most part, they are neither good nor evil; they just have a job to do.
In some ways, bounty hunters perform a useful service, since they hunt down
criminals and other fugitives, bringing them in dead or alive. However, bounty
hunters rarely consider the ramifications of what they do or even care about
whom they serve. To a bounty hunter, it almost never matters what a target
is accused of or why there's a bounty on his or her head. Bounty hunters are
often employed by some of the most despicable villains in the galaxy. They
can be found haunting the courts of Hutts, scouring the Outer Rim worlds
for fugitive slaves, or toiling in the service of the Emperor.

BOUNTY HUNTER ENCOUNTERS
Although some bounty hunters prefer to go it alone, many form small crews,
with the most notorious member leading a small team of ordinary hunters.
These groups form up for short times, usually until a job is done, but some-
times they collapse when greed or grudges get in the way. Hunters are not
reluctant to betray even those closest to them, making their alliances tenuous
at best. Should a job turn sour, they might turn against one another, perhaps
giving their prey the chance it needs to slip away.

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

AURRA SING

If cold detachment is a rule for bounty hunters, Aurra Sing is the excep-
tion. Born to a spice addict on Nar Shaddaa, she had Force potential, a trait
a mysterious Jedi known only as the Dark Woman discovered. Freed from
the horrors of her birth world, she spent several years studying at the Jedi




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

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

Free for the first time, Aurra Sing did what she could to survive. She
became a ruthless killer and bounty hunter, specializing in Jedi, whom she
blamed for all of the ills in her life. With her training, talents with the Force,
and augmentations given to her by her former Masters, she scoured count-
less worlds in her search for her former mistress to get the revenge she so
desperately craved.
Aurra Sing CL12
Medium near-Human scoundrel 3/Jedi 2/scout 4/bounty hunter 3
Destiny 1; Force 6; Dark Side 12
Init +14; Senses Perception +13; Force Perception
Languages Basic, Bocce
Defenses Ref 29 (flat-footed 26), Fort 27, Will 25; Elusive Target
hp 94; Threshold 27

Speed 6 squares

Melee lightsaber +11 (2d8+7) or

Melee lightsaber +9 (3d8+7) with Rapid Strike

Ranged slugthrower rifle +13 (2d8+86) or

Ranged blaster pistol +13 (3d6+6) or

Ranged blaster pistol +8 (3d6+6) and
blaster pistol +8 (3d6+6)

Base Atk +10; Grp +13

Atk Options autofire (slugthrower rifle), Careful Shot, familiar foe
+1, Melee Defense, Paint Blank Shot, Rapid Strike, Running Attack,
Skirmisher, Sneak Attack +1d6

Special Actions Gauge Force Potential

Force Powers Known {(Use the Force +13): battle strike, Force slam,
move object

Abilities Str 13, Dex 16, Con 14, Int 13, Wis 14, Cha 14

Special Qualities familiar foe +1

Talents Acute Senses, Elusive Target, Improved Initiative, Force
Perception, Gauge Force Potential, Skirmisher, Sneak Attack +1d6

Feats Careful Shot, Dual Weapon Mastery |, Force Sensitivity", Force
Training, Melee Defense, Point Blank Shot, Rapid Strike, Running
Attack, Skill Training (Pilot), Skill Training (Survival], Skill Training
(Use the Force), Weapon Proficiency (lightsabers, pistols, rifles, simple
weapons]

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

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

H Human bonus feat or trained skill.

RHEN-ORM BIOCOMPUTER

The Anzati surgically implanted a biocomputer in Aurra Sing's skull
to expand her range of awareness and sense those who have uncom-
mon “luck.” The computer processes information received from a long
antenna that protrudes from her forehead. The result of this implant is
that when Aurra Sing makes a Survival check to track an opponent, she
adds her quarry's Force Point total as an equipment bonus to her checks.
A Rhen-Orm Biocomputer must be installed by a character who has the
Cybernetic Surgery feat, and is counted as a cybernetic prosthesis.

Bossk

Born to the cruel Cradossk, leader of the Bounty Hunters Guild on Trandosha,
Bossk made a name for himself hunting escaped Wookiee slaves, a danger-
ous profession for just about any species aside from the Trandoshans. Bossk
expanded his targets to include non-Wookiees, giving him fame and cred-
ibility as a skilled bounty hunter.

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

When he finally escaped on the newly purchased Hound's Tooth, Bossk
returned to his homeworld to find the Bounty Hunters Guild in tatters. Bossk
murdered his father and devoured his remains, just as the guild collapsed into
two warring factions. The savagery of Bossk's act catapulted him to head of
the Guild Reform Committee—those younger bounty hunters committed to
the destruction of their rivals, the true guild, which they believed had long
outlived its usefulness.
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As the guild disintegrated, Darth Vader handpicked Bossk and other hunt-
ers to hunt down the Millennium Falcon. Although Bossk's fellows saw this as
a great opportunity to bring in Han Solo—the bounty on his head was quite
steep—Bossk wanted Chewbacca. His efforts ultimately failed as setback
after setback, most of which were orchestrated by Boba Fett, brought him
to the brink of ruin, culminating with a stint in prison.

Bossk CL 12

Medium Trandoshan scout 5/soldier 3/bounty hunter 4

Force 4; Dark Side 3

Init +9; Senses darkvision; Perception +12

Languages Basic, Dosh, Shyriiwook

Defenses Ref 30 (flat-footed 30), Fort 28, Will 23; Dodge,
Uncanny Dodge |

hp 128; Threshold 28

Speed 6 squares

Melee unarmed +14 (1d4+10)

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

Ranged blaster rifle +11 (4d8+6) with Rapid Shot or

Ranged flamethrower +13 (3d6+6, 6-square cone) or

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

Ranged sporting blaster pistol +13 (2d4+6) or

Ranged sporting blaster pistol +11 (3d4+6) with Rapid Shot

Base Atk +10; Grp +14

Atk Options autofire (blaster rifle), familiar foe +2, Hunter's Mark,
Point Blank Shot, Rapid Shot

Special Actions Demolitionist, Hunter's Target, Shake It Off

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

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

Talents Acute Senses, Armored Defense, Demolitionist, Hunter's Mark,
Hunter's Target, Improved Initiative, Uncanny Dodge |

Feats Armor Proficiency (light), Dodge, Exotic Weapon Proficiency
(flamethrower), Point Blank Shot, Rapid Shot, Shake 1t Off, Skill
Training (Endurance), Toughness, Vehicular Combat, Weapon
Proficiency (heavy weapons, pistols, rifles, simple weapons)

Skills Endurance +14, Initiative +9 (can reroll, must take second result),
Knowledge (galactic lore) +12, Mechanics +12, Perception +12 {can
reroll, must take second resuit), Pilot +14, Stealth +14, Survival +12

Possessions blaster rifle, flamethrower with 2 chemical cartridges,
grenade {auncher with 10 stun grenades, sporting blaster pistol,
padded flight suit (+3 armor), binder cuffs, utility belt, Hound's Tooth

Hound's Tooth
Bossk flies a modified YV-666 light freighter. Its hangar holds a small scout
ship calied the Nashtah Pup, a modified Z-95 Headhunter (SG 160).

Hound's Tooth CL12
Colossal* space transport
Init -1; Senses Perception +12

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

hp 180; DR 15; SR 60; Threshold 80

[rule]

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

Ranged quad laser cannon +12 (see below) or

Ranged medium concussion missile +12 (see below)

Ranged ion cannon +12 (see below)

Fighting Space 12x12 or 1 square (starship scale); Cover total

Base Atk +10; Grp +55

Abilities Str 50, Dex 10, Con —, Int 14
Skills Initiative -1, Mechanics +12, Perception +12, Pilot +4,
Use Computer +7

Crew 1 (Bossk); Passengers 4 prisoners

Cargo 20 tons; Consumables 6 months; Carried Craft 1 small scout ship

Payload 6 medium concussion missiles

Hyperdrive x1.5 (backup x6), navicomputer

Availability Licensed; Cost not for sale

* This ship is treated as a Gargantuan starfighter for the purpose of being
targeted by capital ship weapons, dogfighting, and using starship
maneuvers.

Quad laser cannons (pilot)
Atk +12 (+7 autofire}, Dmg 6d10x2

Medium concussion missile (pilot)
Atk +12, Dmg 8d10x2

lon cannon (pilot)
Atk +12, Dmg 6d10x2 ion



JAaNGCO FETT

Bounty hunter, assassin, and mercenary, in his day Jango Fett was one of
the most feared individuals in the galaxy. After the death of his parents,
Mandalorian warriors adopted, trained, and raised him, a debt he would
repay when he led them during the Mandalorian Civil War.

Perhaps the most important event in Jango Fett's long career was meeting
Darth Tyranus. After chasing Komari Vosa, the former apprentice of Count
Dooku, across the galaxy, Jango Fett finally caught up with her and killed
her; this was no small feat, considering that the fallen Jedi was a skilled
lightsaber duelist and a master of the Force. It turned out the entire enter-
prise had been a test to see if Jango Fett would be a worthy candidate to
become a template for a new clone army. Tyranus offered an incredible sum
of money, but Fett's true desire was an unmodified clone to raise himself, a
clone he would name Boba.

Jango Fett spent the next decade devising training regimens for the
clones, instructing them in Mandalorian culture and fighting techniques while
seeing to the education and training of his "son.” During this time, Jango
also undertook a variety of missions on behalf of Tyranus and occasionally
others, including bounty hunting.

JaNGO FETT'S SPECIAL
EQUIPMENT

Jango Fett is a walking arsenal, armed with a staggering amount of
firepower. Although much of his gear is self-explanatory, functioning
as described in the Saga Edition core rulebook or in his statistics block,
a few items deserve special mention.

Saberdart Launcher: Jango Fett is armed with a Kamino saberdart
launcher. The darts themselves deal little damage, but the poison they
carry is lethal. When a living creature is damaged by a Kamino saberdart,
the poison in the dart makes an attack roll (1d20+15) against the target's
Fortitude Defense. If the attack succeeds, the poison deals 2d6 points of
damage and the target moves -2 steps along the condition track. If the
attack fails, the target takes half damage and moves -1 step along the
condition track. If the target reaches the end of the condition track, it
dies instead of falling unconscious. The poison attacks each round until
the target is cured with a successful DC 25 Treat Injury check.

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

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

Jango Fett CL 15

Medium Human scout 3/scoundrel 3/soldier 3/gunslinger 3/bounty hunter
2/elite trooper 1

Destiny 1; Force 8; Dark Side 8

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

Languages Basic, Bocce, Huttese

Defenses Ref 37 (flat-footed 33), Fort 33, Will 29
hp 104; Threshold 33

Speed 6 squares, fly 6 squares (jetpack)

Melee combat gloves +15 (1d6+3)

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

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

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

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

Ranged saberdart +17 (1d4+7 plus poison) or

Ranged whipcord +17 {grab) or

Ranged missile launcher +17 (6d6+7)

Base Atk +13; Grp +17

Atk Options Careful Shot, Deadeye, familiar foe +1, Lucky Shot, Point
Blank Shot, Precise Shot, Rapid Shot, Trigger Work, Triple Crit (blaster
pistol], trusty sidearm +1

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

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

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

Talents Acute Senses, Armored Defense, Exotic Weapon Mastery,
Improved Armored Defense, Improved Initiative, Improved Quick Draw,
Knack, Lucky Shot, Notorious, Trigger Work

Feats Armor Proficiency (light, medium), Careful Shot, Deadeye, Dual
Weapon Mastery |, Martial Arts |, Point Blank Shot, Precise Shot, Quick
Draw, Rapid Shot, Shake It Off, Triple Crit (blaster pistol), Vehicular
Combat, Weapon Proficiency (pistols, rifles, simple weapons)

Skills Endurance +14, Initiative +16 (can reroll, must take second result),
Knowledge (tactics) +14, Mechanics +14, Perception +16 (can reroll,
must take second result), Persuasion +8 (can reroll when intimidating,
must take second result), Pilot +16, Stealth +16, Survival +14

Possessions combat gloves, 2 blaster pistols, flamethrower gauntlet with
chemical cartridge, rocket dart launcher, saberdart launcher, whipcord,
Mandalorian armor {+8 armor, +3 equipment; as battle armor with
helmet package; 4 weapon attachments), flight suit, jet pack (with
integrated missile launcher), antisecurity blades, Slave / (SG 85)

2

SEEILGTVETH]



IS SRS A S)] i |

| HEldvHD

BRUTE

Brute

Medium nonheroic 3

Dark Side 4

Init +7; Senses Perception +0

Languages Basic

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

hp 9; Threshold 11

Speed 6 squares

Melee unarmed +2 (1d4)

Ranged blaster carbine +4 (3d6)

Base Atk +2; Grp +3

Atk Options autofire [blaster carbine)

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

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

Skills Initiative +7

Possessions blaster carbine, tough-looking clothes

Brutes are ubiquitous members of galactic society and can be found any-
where, even on the most peaceful of planets. Brutes are typically crude
and unsubtle, regardless of whether they work for some crime lord or act
independently. Most are motivated by a simple agenda—greed, power, fear
of superiors, or even, on occasion, loyalty. They are rarely well armed or
armored, making do with whatever they can find, although they constantly
look to find something better (or rob someone who has superior equipment).
Brutes strive to gain more status and wealth and will do almost anything to
get it, up to and including murder. In turn, brutes typically despise authority
figures, especially police officers, military figures, and Jedi.

The brute presented here could be a gun-toting gang member or an
organized crime soldier. Alternatively, the statistics could also represent
a militia member or a raw conscript who has little training (in which case,
remove the Dark Side Score].

BRUTE ENCOUNTERS
By their very nature, brutes can be found almost anywhere. They serve as
nameless antagonists in every situation—from the high streets of Coruscant
to the lowly slums of Tatooine. Brutes commonty travel in pairs or larger
groups, each group representing a street gang, a crime syndicate hit squad,
or a tribe of warriors. By their very nature, brutes typically respond to threats
or opposition with muscle and violence, but they can be swayed by intimida-
tion, persuasion, or bribes. However, not all brutes are antagonistic—they
can also be used as nameless allies and warriors on the side of the heroes.
The brute works fine as a generic spearholder, cannon fodder to be used in
the background, or an ordinary {if tough) nonplayer character for the GM to

use throughout adventures.
Encounters involving brutes typically occur at lower levels, where they are
a threat to the heroes. When the heroes have advanced to 6th level or beyond,
the number of brutes required to make a credible threat runs over a dozen,
making them difficult to coordinate in combat. Thus, individual brutes should
be scaled up to represent stronger threats, or another archetype should be
chosen. Alternatively, a group of brutes could be paired up with
much powerful leaders (often with heroic levels) or droids
equipped with serious firepower.




BUREAUCRAT

Bureaucrat CL1

Medium nonheroic 3

Init +1; Senses Perception +6

Languages Basic, 1 other

Defenses Ref 10 (flat-footed 10), Fort 8, Will 10

hp 6; Threshold 9

Speed 6 squares

Melee unarmed +1 (1d4-1)

Ranged blaster pistol +2 (3d6)

Base Atk +2; Grp +2

Abilities Str 9, Dex 10, Con 8, Int 12, Wis 11, Cha 14

Feats Skill Focus (Knowledge [bureaucracy]), Skill Training (Knowledge
[bureaucracy]), Skill Training {Perception), Skill Training (Use
Computer), Weapon Proficiency (pistols)

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

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

Bureaucrats are minor officials who represent a government or a political
policy. From petty administrators attending backwater spaceports to the
more prominent public servants in the Core Worlds, bureaucrats can be found
wherever there is at least 2 semblance of civilization. Bureaucrats might fill
a number of different roles, but they are all cogs in the political machine,
and through their efforts, they ensure that the engines of society are well
lubricated and in perfect working order.

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

BUREAUCRAT ENCOUNTERS

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

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

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

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

0
I
| ¥
B
i}
M
2}

SEELIVEVHY)



| HaLdvHD

SE8LEVEIHD)

COoOMMANDO

Commando CL6

Medium nonheroic 8/soldier 4

Force 1

Init +14; Senses Perception +12

Languages Basic, 1 other

Defenses Ref 19 (flat-footed 16), Fort 20, Wil 15

hp 66; Threshold 20

Speed 6 squares

Melee vibrodagger +12 (2d4+4] or

Melee vibrodagger +10 (3d4+4) with Rapid Strike

Ranged blaster rifle +13 (3d8+2) or

Ranged blaster rifle +11 (4d8+2) with Rapid Shot or

Ranged blaster pistol +13 (3d6+2) or

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

Base Atk +10; Grp +13

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

Special Actions Indomitable, Tough as Nails

Abilities Str 15, Dex 16, Con 15, Int 12, Wis 12, Cha 10

Talents Indomitable, Tough as Nails

Feats Armor Proficiency (light), Point Blank Shot, Rapid Shot, Rapid Strike,
Skill Training {Initiative), Skill Training (Stealth), Weapon Proficiency
(advanced melee weapons, pistols, rifles, simple weapons)

Skills Initiative +74, Mechanics +12, Perception +12, Stealth +14

Possessions blaster pistol, blaster rifle, commando armor (as armored
flight suit, +5 armor), secure comlink

A commando is a type of soldier who specializes in fighting in hostile and
dangerous environments, undertaking difficult missions for which regular
troops lack the training and equipment. Most commandos go to deadly
worlds, planets that feature harsh environmental conditions, where they are
expected to drop in, engage the enemy, and get the job done. Sometimes
commandos precede regular ground troops to clear a well-guarded area
of enemy forces before the body of the troops lands. Experts in stealth,
demolitions, and hit-and-run tactics, commandos are a vital part of any
army's forces.

COMMANDO ENCOUNTERS

Commando teams consist of small groups of two to four individuals under
the command of an officer, usually a squad leader or an elite warrior. For
larger missions, several teams might work together, splitting up to achieve
smaller objectives that are related to tackling a larger problem. Such large

strike teams are reserved for the most deadly and important missions, usually
to destroy a vital communications array, sabotage a warship, or seize vital
intelligence about an enemy’s plans.

Commandos in an encounter should be devastating opponents, setting up
ambushes against the player characters and using the terrain and environ-
ment to their benefit. They strike fast and hard before melting away, disap-
pearing into the surroundings. Commandos often employ hit-and-run tactics
to chip away at their opponents' resources rather than face theiradversaries
head-on. In fact, such groups might circle around their opponent’s position
to disrupt supply lines and destroy support {or escape) vehicles.

Commandos can also serve as supplemental forces for a group of high-
level characters. As highly trained specialists, commandos might compensate
for the heroes' weaknesses when they are dealing with difficult objectives,
covering them while they work toward completing their mission goal.

SQuaD LEADER

Commandos rarely work alone, though they do tend to function best in
small squads with defined roles. Commando squad leaders usually have
some officer training and are skilled at making snap decisions in the heat of
battle. A commando squad leader makes it his first goal to ensure that the
mission is completed with as few casualties as possible. Squad leaders not
only inspire the commandos in their squad, they also ensure that they carry
out their assigned mission.



Commando Squad Leader CL10
Medium nonheroic 8/soldier 5/officer 3

Force 1

Init +16; Senses Perception +14

Languages Basic, 1 other

Elite Commando CL14
Medium soldier 14

Force 4

Init +14; Senses Perception +7

Languages Basic

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

hp 93; Threshold 24

Speed 6 squares

Melee vibrodagger +16 (2d4+86)

Ranged blaster rifle +17 {3d8+4) or

Ranged blaster rifle +15 (4d8+4) with Rapid Shot or

Ranged blaster rifle +12 (5d8+4) with Burst Fire or

Ranged blaster pistol +17 {3d6+4) or

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

Base Atk +14; Grp +17

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

§pecia| Actions Assault Tactics, Indomitable, Tough as Nails

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

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

Talents Armored Defense, Assault Tactics, Indomitable, Tactical Edge,
Tough as Nails

Feats Armor Proficiency [light), Burst Fire, Paint Blank Shot, Rapid Shot,
Skill Training (Initiative), Skill Training (Stealth), Weapon Proficiency
(advanced melee weapons, heavy weapons, pistols, rifles, simple
weapons)

Skills Initiative +16, Knowledge (tactics) +14, Perception +14, Stealth +16

Possessions blaster pistol, blaster rifle, commando armor {as armored
flight suit, +5 armor], secure comlink

ELITE COMMANDD

Elite commandos are the most skilled veterans of combat in many armies.
An elite commando has seen more missions than many squads combined,
and he has learned from his experiences and become a formidable soldier.
Elite commandos often embody the phrase "one-man army” in that they can
often accomplish any mission with only a blaster and basic supplies. Elite
commandos are extremely deadly and difficult to stop once they embark on
a mission, and they are equally at home in remote reaches of the galaxy as
they are in the urban jungles of the Core Worlds.

Defenses Ref 31 (flat-footed 29), Fort 29 (+32 against extremes of cold
and heat), Will 24
hp 129; Threshold 29

Speed 6 squares

Melee vibrobayonet +15 (2d6+8)

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

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

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

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

Base Atk +14; Grp +16

Atk Options autofire (blaster rifle), Burst Fire, Charging Fire, Coordinated
Attack, Cover Fire, Double Attack (pistols), Point Blank Shot, Precise
Shot, Triple Crit (blaster rifle)

Special Actions Battle Analysis, Demolitionist

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

Talents Armored Defense, Battle Analysis, Cover Fire, Demolitionist (2},
Improved Armored Defense, Juggernaut

Feats Armor Proficiency (light, medium), Burst Fire, Charging Fire,
Coordinated Attack, Double Attack (pistols), Point Blank Shot, Precise
Shot, Skill Training (Stealth), Toughness, Triple Crit (blaster rifle),
Weapon Focus (rifles), Weapon Proficiency (advanced melee weapons,
heavy weapons, pistols, rifles, simple weapons)

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

Possessions blaster pistol, blaster rifle (with vibrobayonet, folding stock,
and targeting scope), battle armor (+8 armor, +2 equipment), 1
explosive charge, 2 blocks of detonite with 2 timers, secure comlink,
field kit, glow rod, medpac, utility belt
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CON ARTIST

Con Artist

Medium nonheroic 3/scoundrel 2
Force 1; Dark Side 1

Init +8; Senses Perception +8
Languages Basic, 2 others

CL3

Defenses Ref 15 (flat-footed 14), Fort 11, Will 13
hp 11; Threshold 11

Speed 6 squares

Melee knife +2 (1d4)

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

Base Atk +3; Grp +4

Atk Options Melee Defense, Point Blank Shot

Special Actions Disruptive

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

Talents Disruptive

Feats Melee Defense, Point Blank Shot, Skill Focus (Deception), Skill Focus
(Persuasion), Skill Training (Initiative), Weapon Proficiency (pistols,
simple weapons)

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

Possessions knife, hold-out blaster pistol, cheater, code cylinder,
concealed holster, credit chip with 200 credits

Asucker is born every minute, which is just the way the con artist likes it. By
defrauding, deceiving, and lying to his marks, a con artist survives by tricking
naive rubes out of their hard-earned credits. Most con artists are small-time
crooks. These individuals might sell fraudulent goods, peddling junk that they
try to pass off as the next big thing. They deal in stolen goods, rubbish, lies,
and just about anything else they think they can sell.

Although many con artists prefer a quick turnaround—they meet a mark,
deceive that target, take the credits, and disappear all within a few min-
utes—the dangerous con artists are the ones who play the long con. These
experienced grifters pick a mark and set up an elaborate cover meant to play
to the mark's expectations. Once they have gained their target's confidence,
they pull off the crime, usually walking away with a considerable fortune.

CON ARTIST ENCOUNTERS

Most brushes with a con artist wind up being irritating setbacks, minor
annoyances that impart a valuable lesson: Trust no one you don‘t know. It's
a big galaxy, after all, and people need to make a living even if it's by shady
means. In time (and perhaps after not too many lost credits), the heroes will
know how to spot these tricksters and steer clear of them. The problem is that
only the least talented con artists try the same trick repeatedly. The real slick

types are the ones who know every game in the book, who are comfortable
setting up long and elaborate cons that leave the characters scratching their
heads in wonder about what just happened to them.

Common con artists work alone or in small groups, since dividing up the
spoils leaves little for the crew when the stakes are not great in the first
place. The long con artists work in larger teams, with each member playing
a particular part in the deception to guide their victim in the direction they
want. Often, these teams feature individuals who have differing talents,
including technicians and traders, but these crews could include just about
anyone.

Con artists prefer to avoid violent encounters and thus are careful
about the victims they select. They don't usually keep company with thugs
and brutes, since these folks lack the finesse and subtiety needed for their
profession. Instead, con artists protect themselves with blackmail and
threats, or better still, by leaving the victim so befuddled that he has no
idea what just happened.




CRIME LORD
Crime Lord CL 12
Medium noble 7/scoundrel 2/crime lord 3

Force 2; Dark Side 14

Init +7; Senses Perception +18

Languages Basic, High Galactic, Rodese, 6 others

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

hp 47; Threshold 29

Speed 6 squares

Melee vibroblade +9 (2d6+86)

Ranged sporting blaster +9 (3d4+6)

Base Atk +8; Grp +9

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

Sneak Attack +1d6

Special Actions Born Leader

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

Special Qualities command cover

Tatents Attract Minion, Born Leader, Connections, Distant Command,
Educated, Inspire Fear I, Notorious, Sneak Attack +1d6

Feats Improved Defenses, Improved Disarm, Linguist, Melee Defense,
Point Blank Shot, Skill Focus {Deception), Skill Focus (Gather
Information}, Skill Focus (Perception), Skill Focus (Persuasion), Weapon
Focus (advanced melee weapons), Weapon Proficiency (advanced
melee weapons, pistols, simple weapons)

Skills Deception +20, Gather Information +20, Knowledge (bureaucracy)
+14, Knowiedge (galactic lore) +14, Perception +18, Pilot +12,
Persuasion +20 (can reroll when intimidating, must take second result),
Ride +12, Use Computer +14

Possessions sporting blaster, antique vibroblade, datapad, encrypted
comlink, enforcers (including several thugs and an 8th-level minion),
fine quality clothing, 5,000 credits

Not all crime lords are brutish thugs who crack heads to get things done. The
crime lord described here is a well-educated, cosmopolitan individual raised
in the upper crust of society. Blessed with a sense of refinement and class,
this crime lord also has an overwhelming ego and a sense of entitlement
that drives him to acquire wealth through underhanded methods, especially
techniques that humiliate the victim as well as ruin him financially. On the
surface, this crime lord is sophisticated, witty, and charming, but underneath,
he is cold, calculating, and cruel. Surrounded by beautiful objects and attrac-
tive people, he craves the new, exotic, and dangerous, going to great lengths
to acquire anything that catches his fancy.

Although trained in ranged weapons, this crime lord carries an exquisite
antique vibroblade and finds great pleasure in dueling with worthy opponents

or gutting lowly minions to test his skills. Because of his twisted sense of
honor, he enjoys using dirty tactics to catch his adversary off guard before
delivering the killing stroke.

CRIME LORD ENCOUNTERS

This crime lord is likely to be encountered in the upper echelons of society,
playing sabacc in fine casinos, fraternizing with holovid stars, or dining
in top-notch restaurants—all the while wheeling and dealing with various
contacts. In these types of focales, the crime lord is likely to be surrounded
by hordes of sycophants and hangers-on, making combat a risky (and highly
visible] prospect. Considering himself a "respected businessman,” the crime
lord is likely to use legal methods first, augmented by his considerable con-
nections and influence, to bring the law to bear on anyone that causes him
even an inkling of trouble. If that fails, the crime lord unleashes his goons
and hired personnel, trashing the heroes’ base of operations, setting them
up for blackmail, and wrecking their reputation.

This crime lord could also be a patron of sorts, calling upon the heroes to
acquire some rare, hard-to-get art object or to do other “favors.” Ever on the
lookout for capable individuals, he might even try to recruit the heroes into
his organization, offering them generous amounts of wealth and privilege—all
for a price, of course.
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BLaCck SUN VICOD

The Black Sun is an enormous criminal venture that has incredible power.
Its influence pervades almost every aspect of society, with tendrils of cor-
ruption seeping into the government. lIts two primary sources of income are
piracy and smuggling, although the Black Sun has its fingers in every illicit
activity possible. A single boss controls the Black Sun, designating power
to nine Vigos (an old Tionese term for the word "nephew”), each of whom
controls his own sector and region of influence.

Most Vigos cultivate an air of nobility, taste, and culture, which only their
immense wealth and power can provide. The Vigo presented here does not
fit that category. Brutish, tough, and absolutely merciless, he contrals his
criminal empire by breaking heads and using force to take what he wants.
Although perfectly capable of negotiating or using persuasion, a Black Sun
Vigo prefers the sort of diptomacy that comes out the end of his gun.

Black Sun Vigo

Medium Rodian soldier 6/scoundrel 1/crime lord 7

Force 3; Dark Side 10

Init +15; Senses low-light vision; Perception +13

Languages Basic, Huttese, Rodese, 2 others

Defenses Ref 29 (flat-footed 26), Fort 26, Witl 29

hp 92; Threshold 26

Speed 6 squares

Melee pistol whip +11 (1d6+7)

Ranged heavy blaster pistol +14 (3d8+9) or

Ranged heavy blaster pistol +9 (3d8+9) and
heavy blaster pistol +9 (3d8+9) with Double Attack

Base Atk +11; Grp +14

Atk Options Acrobatic Strike, Double Attack (pistols), Point Blank Shot,
Sneak Attack +1d6

Special Actions Indomitable, Presence, Weaken Resolve

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

Special Qualities command cover

Talents Attract Minion (2], Gun Club, Indomitable, Inspire Fear |, Inspire
Fear Il, Notorious, Presence, Sneak Attack +1d6, Weaken Resolve,
Weapon Specialization (pistols)

Feats Acrobatic Strike, Combat Reflexes, Double Attack (pistols), Point
Blank Shot, Skill Focus (Deception), Skill Focus {Gather Information],
Skill Focus (Persuasion], Skill Focus (Survival], Skill Training (Gather
Information), Weapon Focus (pistols), Weapon Proficiency {pistols,
rifles, simple weapons)

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

Possessions heavy blaster, datapad, encrypted comlink, enforcers
{numerous thugs plus 2 11th-level minions), 2,000 credits

CL14

Black Sun Vigo

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

Init +14; Senses Perception +14

Languages Basic, Bith, Huttese

CL14

Defenses Ref 30 (flat-footed 28), Fort 24, Will 30
hp 65; Threshold 24

Speed 6 squares

Melee unarmed +10 {1d4+6)

Ranged blaster pistol +14 (3d8+8)

Base Atk +11; Grp +13

Atk Options Deceptive Shot, Lucky Shot, Point Blank Shot, Precise Shot,
Running Attack, Skirmisher

Special Actions evolved inteliect, Fool's Luck, Impel Ally |, Impel Ally It

Abilities Str 9, Dex 15, Con 10, Int 14, Wis 14, Cha 16

Special Qualities command cover, evolved intellect, heightened
awareness, meditative trance, trusty sidearm +1

Talents Deceptive Shot, Fool's Luck, Impel Ally |, Impel Ally Il, Inspire Fear
I, Inspire Fear Il, Inspire Fear Ill, Knack, Lucky Shot, Skirmisher

Feats Dual Weapon Mastery |, Dual Weapon Mastery Il, Dual Weapon
Mastery [ll, Quick Draw, Point Blank Shot, Precise Shot, Running
Attack, Skill Focus (Deception), Weapon Focus (pistols), Weapon
Proficiency (pistols, simple weapons)

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

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

BITH SPECIES TRAITS
All Bith have the following species traits.

Ability Modifiers: +2 Intelligence, -2 Constitution. Bith have highly
evolved minds but are physically frail.

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

Speed: Bith base speed is 6 squares.

Evolved Intellect: Once per encounter, a Bith can treat any single
Intelligence-based skill check as though it were a natural 20 on the
die.

Heightened Awareness: A Bith can choose to reroll any Perception
check, but the result of the reroll must be accepted even if it is worse.

Meditative Trance: Bith gain all of the benefits of resting for 8 hours
after 4 hours of meditation, including natural healing and remeving
persistent conditions.

Automatic Languages: Bith.



Black Sun Vigo Encounters

The Black Sun Vigo represents a perfect "boss” to be confronted at the end
of an adventure, after the heroes have faced hordes of thugs and minions.
Thanks to his vast wealth, a Black Sun Vigo can arm his enforcers with the
best weapons, armor, and vessels to make life miserable for anyone that rubs
him the wrong way. Unlike the crime lord described above, this Black Sun Vigo
prefers getting into a scrap to "make an example" of his enemies, but is smart
enough to make a tactical retreat if things go wrong. He rules through fear
and intimidation, demanding utter subservience from his minions, and has
little compunction about sending them into potentially suicidal situations.

In addition to dozens or potentially hundreds of thugs at his command, a
bodyguard, elite warrior, or martial artist to serve as his "heavy" to intimi-
date people and break heads could also accompany the Black Sun Vigo. He
also makes use of numerous specialists such as medics, pilots, slicers, and
technicians to complete various illegal tasks or to help support hisimmense
staff.

Considering their vast wealth and prestige, Black Sun Vigos often have
access to fast ships armed to the teeth, and many keep small fleets of fight-
ers to protect their strongholds or to be used as raiders when piracy is the
goal for the day.

HuTT CRIME LORD

Hutts embody many of the traits that make ideal crime lords—ambition,
ruthlessness, greed, and a massive ego. In fact, most citizens of the galaxy
immediately equate Hutts with a life of crime, a reputation that most Hutts
foster and appreciate. The Hutt crime lord despises both physical labor and
personal comoat, leaving such tasks to slaves and hired thugs. The Hutt
crime lord presented here is armed, but uses his blaster only when things go
horribly wrong. He uses his treasured stun baton freely, however, shocking
slaves that move too slowly or bashing in the brains of any minions that fail
to appease him.

Hutt Crime Lord CL 1
Large Hutt noble 5fscoundrel 2{crime lord 4

Force 3; Dark Side 13

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

Languages Basic, Huttese, 8 others

Defenses Ref 21 (flat-footed 21), Fort 24, Will 29 (34 against mind-
influencing effects)

hp 90; Threshold 29

Speed 1 square

Melee stun baton +6 {2d6+5 stun)

Ranged blaster pistol +4 (3d6+5)

Base Atk +7; Grp +12

Atk Options Point Blank Shot

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

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

Special Qualities command cover, Force resistance

Talents Attract Minion, Born Leader, Demand Surrender, Fool's Luck,
Inspire Fear [, Notorious, Presence, Weaken Resolve

Feats Improved Defenses, Linguist, Point Blank Shot, Skill Focus
(Deception), Skill Focus {Gather Information), Skill Focus (Knowledge
[bureaucracy]), Skill Focus (Knowledge {galactic lore]), Skill Focus
(Perception), Skill Focus (Persuaston), Toughness, Weapon Proficiency
(pistols, simple weapons)

Skills Deception +19, Gather Information +19, Initiative +8, Knowledge
{bureaucracy) +19, Knowledge (galactic lore) +19, Knowledge (social
sciences) +14, Knowledge (tactics) +14, Knowledge (technology) +14,
Persuasion +19 (can reroll when intimidating, must take second result),
Use Computer +14

Possessions blaster pistol, stun baton, enforcers (several thugs plus 1 8th-
level minion)

Hutt Crime Lord Encounters

Most Hutts prefer to handle their affairs through proxies, rarely if ever
exiting the safety and comfort of their fortresslike headquarters. Heroes
who are forced to face a Hutt crime lord often do so at the Hutt's advan-
tage—a crime lord's home is riddled with traps, barriers, escape routes, and
dozens of heavily armed minions. Hutts are also fond of keeping dangerous
pets—the dreaded rancor being just one possibility—and delight in watch-
ing victims feebly try to defend themselves for the amusement of the Hutt
and his sycophants. One way to gain entry into a Hutt's fortified base is to
present oneself as a gladiator for hire, allowing someone to be both armed
and relatively close to the Hutt during combat.
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DARK JEDI

Dark Jedi CL7
Medium Jedi 7

Force 8; Dark Side 14

Init +5; Senses Perception +5

Languages Basic

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

hp 66; Threshold 18

Speed € squares

Melee lightsaber +9 (2d8+6) or

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

Base Atk +7; Grp +9

Atk Options Cleave, Rapid Strike

Special Actions Lightsaber Defense, Power of the Dark Side

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

Force slam

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

Talents Deflect, Lightsaber Defense, Power of the Dark Side, Weapon
Specialization (lightsabers)

Feats Cleave, Force Sensitivity, Force Training, Martial Arts |, Rapid Strike,
Skill Focus (Use the Force), Weapon Finesse, Weapon Proficiency
(lightsabers, simple weapons)

Skills Acrobatics +10, Use the Force +15

Possessions lightsaber, dark-colored Jedi robes

Embracing the light side of the Force is the Jedi Order, guardians of peace and
justice in the galaxy. Surrendering to the dark side and opposing the Jedi are
the enigmatic Sith. The Dark Jedi, not truly belonging to either organization,
fall somewhere in the middle of that ancient canflict.

Those Force-users who claim to be Dark Jedi are, for the most part, former
members of the Jedi Order who succumbed to the temptation of the dark side
and left the Order. Many who leave the ranks of the Jedi isolate themselves
to learn and experiment with the Force, but others do find one versed in
the ways of the dark side to complete their training. Some of them are even
seduced by the Sith to serve under them with the hope of furthering their
knowledge of the Force.

However, some of those classified as Dark Jedi might be Force-sensitive
individuals who have never been trained by the Jedi and actually began their
instruction under another Dark Jedi. Still others might not have started life
being sensitive to the Force and were granted the ability artificially. In any
case, Dark Jedi pose a significant threat to freedom throughout the galaxy
by opposing those who have sworn to protect it.

DaARK JEDI ENCOUNTERS

The potential for Dark Jedi to be located anywhere in the galaxy

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

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

his home and settle in. Whether they decide to live an urban lifestyle or
establish themselves in the wilderness, Dark Jedi will locate a haven and
make themselves difficult to detect, if they so choose. Historically, they have
been found in such locales as the forests of Dathomir, the hidden caverns of
Wayland, the Separatist fleet under the command of Count Dooku, and the
halls of the Imperial capital serving the Emperor himself, enforcing the will
of their master throughout the galaxy.

Although Dark Jedi might live alone, many make astonishing connections
to accomplish their goals. Some will seek out and serve under masters of
the dark side of the Force, such as a Dark Jedi Master or a Sith Lard, while
others will go the other direction and recruit non-Force-using individuals
such as mercenaries or pirates, making themselves the master of the Force
within the group. Others might try to pass themselves off as true Jedi and
associate themselves with diplomats and politicians in legitimate govern-
ments, using the institution's backing to reach their objectives without fear
of crossing the local authorities.



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

THE REBORN

The Reborn is the achievement of the dream of artificially imbuing the ability
to perceive and manipulate the Force into beings that didn't have it before.
Working as Dark Jedi warriors, the Reborn serve as the foot soldiers of the
faction known as the Empire Reborn, dedicated to returning the ideals of
Emperor Palpatine back to the galaxy at large.

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

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

Ashort time later, those Reborn who survived the assault assembled under
the leadership of Tavion Axmis, Desann's apprentice. With the assistance
of the Imperial Remnant, Tavion created a Sith cult called the Disciples of
Ragnos and named it the New Reborn. Striving to continue Desann's work,
the cultists eventually made their way to Korriban, where they were defeated
within the ancient Sith tombs in the Valley of the Dark Lords by Jaden Korr
and a band of Jedi from Skywalker's academy.

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

The Reborn CL2
Medium Human nonheroic 6

Dark Side 12

Init +9; Senses Perception +9

Languages Basic

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

Speed 6 squares

Melee lightsaber +5 (2d8+4)

Base Atk +4; Grp +5

Force Powers Known (Use the Force +7): battle strike (2)

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

Feats Dodge, Force Sensitivity, Force Training, Skill Training (Use the
Force), Weapon Proficiency (lightsabers, pistols, simple weapons)

Skills Endurance +8, Initiative +9, Perception +9, Use the Force +7

Possessions lightsaber, orange cloak
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DARK JEDI MASTER

Dark Jedi Master

Medium Jedi 9/Jedi Knight 5/Jedi Master 3

Destiny 1; Force 6; Dark Side 18; Strong in the Force
Init +20; Senses Perception +20; Force Perception
Languages Basic

CL17

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

Speed 6 squares

Melee lightsaber +21 (2d8+12) or

Melee lightsaber +19 (3d8+12) with Rapid Strike

Base Atk +17; Grp +19

Atk Options Acrobatic Strike, Melee Defense, Rapid Strike, Triple Crit
(lightsaber)

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

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

Force Techniques Force Point Recovery, Improved Sense Force

Force Secrets Devastating Power, Quicken Power

Abilities Str 14, Dex 13, Con 12, Int 10, Wis 18, Cha 14

Special Qualities serenity

Talents Block, Deflect, Force Intuition, Force Perception, Power of the
Dark Side, Redirect Shot, Swift Power, Telekinetic Power, Telekinetic
Savant, Weapon Specialization (lightsabers)

Feats Acrobatic Strike, Dodge, Force Sensitivity, Force Training (3),
Melee Defense, Rapid Strike, Skill Focus {Use the Force), Strong in the
Force, Triple Crit {lightsaber), Weapon Focus (lightsabers), Weapon
Proficiency (lightsabers, simple weapons)

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

Possessions lightsaber (self-built), Jedi robes, utility belt with medpac

The Dark Jedi are Force-attuned individuals who reject the teachings of the
Jedi and, for some, the Sith. Most are fallen Jedi who have failed to live up
to the ideals and lifestyle of the Jedi and instead embrace the baser emo-
tions that lead to corruption and evil. Every Dark Jedi is a tragedy, a terrible
shame that stains the illustrious history of the Jedi Order, but when a Jedi
Master falls, it is a tragedy beyond compare.

NEW DARK SIDE TALENT!:
DRAIN KNOWLEDGE
The following talent is part of the Dark Side talent tree (SE 101).

Drain Knowledge: As a standard action, you can spend a Force Point
to drain the knowledge of an enemy you touch; you must succeed on a
Use the Force check (DC equal to the target's Will Defense] to activate
this talent, and if you fail to activate this talent, you may not try again
on the same target for one day. If successful, you immediately become
trained in one skill that the target is trained in; if you are already trained
in that skill, you instead gain Skill Focus in that skill. This training or
focus lasts for one day. Additionally, your target moves -1 persistent step
along the condition track, and the persistent condition can be removed
only by resting for 8 hours.

Additionally, you can choose to instead sift through the mind of
the target, looking for a specific piece of knowledge or information.
Doing so requires you to make a Perception check against the target's
Will Defense; success indicates that you pull the relevant information
from the target's mind. When you do so, you do not gain the training
or focus normally granted by this talent, but otherwise the talent func-
tions as normal.

Using this talent increases your Dark Side Score by 1.



DaRK JEDI MASTER
ENCOUNTERS

Dark Jedi Masters are excellent high-level villains for just about any era. Since
Dark Jedi are not bound by the Rule of Two that limits the number of Sith in
the galaxy, Dark Jedi Masters can coexist with the Emperor and any of his
apprentices (Darth Maul, Darth Tyranus, or Darth Vader). Dark Jedi Masters
have their own Dark Jedi apprentices, and there's no limit to the number of
cronies they might employ.

Although many Dark Jedi Masters have grand designs of their own,
hatching evil plots in the shadows of the galaxy, some, such as Jerec {see
below), are actually in the employ of the Sith, serving as Imperial Inquisitors,
Hands of the Emperor, or in just about any other capacity the Dark Lord of
the Sith can conceive.

JEREC
As a Jedi, Jerec learned the fundamentals of the Force, and more important,
he learned the value and power of knowledge.

When the opportunity arose for him to lead a team of Jedi into the
Unknown Regions in search of lost artifacts, he took it, never suspecting (or
caring, if he did suspect) the growing trouble in the Republic. While he was
away, the Clone Wars raged, the Republic collapsed, and the Emperor emerged
as the undisputed master of the galaxy. So when Jerec returned, nearly
reaching Coruscant, he was shocked to find himself captured by an Imperial
Inquisitor. His story might have ended there, had it not been for his willingness
to set aside his loyalties and embrace the dark side of the Force.

Jerec languished in Palpatine's employ. Loathing Darth Vader, he sought
ways to discredit his rival and supplant him, but the Emperor would have none
of it. During the Rebellion against the Empire, Jerec served as an Imperial
Inguisitor, hunting down his former comrades and destroying them wherever
he found them. He managed to avoid the collapse of his masters' reign when
the Emperor was finally defeated by the Rebellion.
Jerec CL19
Medium Miraluka Jedi 10/Jedi Knight 2/Jedi Master 2/noble 5
Destiny 2; Force 7; Dark Side 16; Strong in the Force
Init +17; Senses Force sight; Perception +17; Force Perception
Languages Basic, Bocce, High Galactic, Huttese, Miralukese, Zabrak
Defenses Ref 36 (flat-footed 33, Lightsaber Defense 38), Fort 35, Will 36;

Block, Deflect, Dodge
hp 144; Threshold 35
Immune fear

Speed 6 squares
Melee lightsaber +20 (2d8+11) or
Melee lightsaber +17 (2d8+11) and
lightsaber +17 (2d8+11) with Double Attack or
Melee vibroblade +20 (2d6+11)

Base Atk +17; Grp +20

Atk Options Combat Reflexes, Double Attack (lightsabers), Melee
Defense, Running Attack, Whirlwind Attack

Special Actions Drain Knowledge, Lightsaber Defense, Power of the Dark
Side, Quick Draw, serenity

Force Powers Known {Use the Force +17): battle strike, dark rage,
farseeing, Force grip, Force lightning (2), Force slom, mind trick, move
object, negate energy, rebuke, surge

Force Techniques Improved Telepathy

Force Secrets Multitarget Power

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

Special Qualities Force sight, serenity

Talents Block, Connections, Deflect, Drain Knowledge, Force Perception,
Lightsaber Defense (2), Multiattack Proficiency (lightsabers), Power of
the Dark Side, Wealth

Feats Combat Reflexes, Dodge, Double Attack (lightsabers), Force
Sensitivity, Force Training (2], Improved Defenses, Linguist, Melee
Defense, Quick Draw, Running Attack, Skill Focus (Persuasion), Skill
Training (Gather Information), Strong in the Force, Weapon Proficiency
(advanced melee weapons, lightsabers, simple weapons), Whirlwind
Attack

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

Possessions lightsaber (self-built), vibroblade

MIRALUKA SPECIES TRAITS
All Miraluka have the following species traits.

Ability Modifiers: +2 Intelligence, -2 Dexterity. Miraluka have keen
minds, but their reliance on the Force to perceive their surroundings
prevents them from reacting quickly.

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

Speed: Miraluka base speed is 6 squares.

Force Sight: Although blind, Miraluka can “see” through the Force.
They act normally without taking any penalties for blindness. This
trait enables them to make Perception checks, and read and write as a
sighted person. They can, however, ignore the effects of darkness as if
they had darkvision. Miraluka cannot, however, detect creatures that
are “invisible"” to the Force such as the Yuuzhan Vong and the ysalamiri
{page 131). These creatures have total concealment from Miraluka, as
do creatures in areas that dampen or suppress the Force.

Conditional Bonus Feat: A Miraluka who has Use the Force as a
trained skill gains Force Training as a bonus feat.

Automatic Languages: Basic and Miralukese.
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DARK SIDE ADEPT

Dark Side Adept CL6
Medium nonheroic 3/noble 5

Force 2; Dark Side 14

Init +4; Senses Perception +11

Languages Basic, 3 others

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

Speed 6 squares

Melee knife +4 (1d4+1)

Ranged hold-out blaster pistol +5 (3d4+2)

Base Atk +5; Grp +5

Special Actions Dark Presence, Power of the Dark Side, Presence
Force Powers Known (Use the Force +10): dark rage, mind trick, surge

i
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Abiiities Str 8, Dex 10, Con 10, Int 12, Wis 14, Cha 13

Talents Dark Presence, Power of the Dark Side, Presence

Feats Force Sensitivity, Force Training, Linguist, Skill Training (Knowledge
[galactic lore], Persuasion), Skill Training (Use Computer), Skill Training
(Use the Force), Weapon Proficiency (pistols, simple weapons)

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

Possessions knife, hold-out blaster pistol

This dark side adept represents the hangers-on, sycophants, and ambitious
bureaucrats who curried the Emperor's favor after the disintegration of the
Senate. The Emperor intended to train a new breed of noble, one completely
subservient to the dark side, to replace the planetary governors who were
hoping to have a more direct hand in his control over the galaxy. Many of
his subjects were drawn from the fawning Senators and other officials who
had long been loyal to Palpatine's government and continued to serve their
Emperor after the demise of the Republic. Each would-be servant received
rudimentary instruction in the Emperor's vision of the Force until the cor-
ruption in their bodies matched that in their spirits.

PRIMITIVE DARK SIDE ADEPT

There are many more Force traditions than those upheld by the Jedi or twisted
by the Sith. On a primitive world, the indigenous species might fearn of the
Force in a variety of ways. In some cases, the Force serves as magic, sorcery
that's misunderstood; for others, the Force is the will of the gods. But for
a few, the Force is an expedient energy source that allows them to further
their own ambitions.

Primitive dark side adepts are savage Force-users who exploit the Force
for their own wicked ends. Such characters could use their powers to take
over their tribe and exert their will through terrifying methods, ruling through
fear and destruction. Others might support powerful warlords, using their
dark magic to augment and enhance their master's abilities. Regardless of
the role, these dark side adepts are dangerous, for they often have no idea
what it is they do.

DARK SIDE ADEPT
ENCOUNTERS

Dark side adepts fill many roles in the galaxy, representing everything from
foul warlocks twisted by hatred and fear to carefully cultivated elite warriors
who exist only to serve the whim of the Emperor. What unites them is that
none of them subscribe to a particular Force tradition.

The typical dark side adept is a minion, a crony in service to a higher and
darker Force-user. Many dark side adepts are politicians and bureaucrats
whom the Emperor or some other dark side wielder has singled out because
of their unique skills. Such individuals are loyal to the Emperor, but rarely to
each other, and they are quick to use treachery to advance their standing
in the eyes of their master.

Primitive dark side adepts might enjoy the support and protection of
their savage people or they might be shunned, cast out and forced to live
in isolation. In the case of the former, a dark side adept could emerge as
a significant threat, using his Force powers to bend others to his will and
spread his wickedness throughout the land. In the case of the latter, though,
the dark side adept seeks revenge, turning his fear into a powerful weapon
and dominating the minds of dangerous predators and queer creatures to
serve as his soldiers.



The more powerful dark side adepts can become major villains in their own
right. Since they are not a part of a Force tradition, they lack the support
of other Force-users. Instead, they build their strength through mundane
means, by hiring mercenaries, bounty hunters, and assassins.
Primitive Dark Side Adept CL9
Medium scout 7/Force adept 2
Force 6; Dark Side 15
Init +9; Senses Perception +11
Languages Basic, 2 others
Defenses Ref 21 (flat-footed 21), Fort 23, Will 25; Dodge, Mobility
hp 76; Threshold 23
Resist Evasion

Speed 6 squares

Melee force pike +5 (2d8+3)

Ranged slugthrower rifle +6 (2d8+4)

Base Atk +6; Grp +6

Atk Options autofire (slugthrower rifle), Channel Aggression

Special Actions Damage Reduction 10, Power of the Dark Side,
Shake It Off, Telekinetic Savant

Force Powers Known (Use the Force +11): farseeing, Force grip,
Force slam (2), Force thrust, move object

Force Techniques Force Power Mastery {move object)

Abilities Str 9, Dex 11, Con 14, Int 14, Wis 15, Cha 15

Talents Channel Aggression, Damage Reduction 10, Evasion, Power of the
Dark Side, Telekinetic Savant

Feats Dodge, Force Sensitive, Force Training (2), Mobility, Shake It Off,
Skill Training (Use the Force), Weapon Proficiency (advanced melee
weapons, pistols, rifles, simple weapons)

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

Possessions force pike, slugthrower rifle with 3 clips, dark robes, fetish

DESANN

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

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

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

When Desann had learned enough, he sought out the remnants of the
Empire and sold his services to a splinter group known as the Empire Reborn.
Commanding a powerful ship and supported by a fleet of starfighters, Desann
would prove a potent foe for the New Jedi Order.
Desann CL9
Medium Chistori scout 2/Jedi 5/Force adept 2
Destiny 1; Force 6; Dark Side 14
Init +11; Senses Perception +11
Languages Basic, Chistori

Defenses Ref 23 (flat-footed 21), Fort 23, Will 25

Resist Evasion

hp 65; DR 2; Threshold 23

Speed 6 squares

Melee lightsaber +10 (2d8+7)

Base Atk +7; Grp +10

Atk Options Channel Aggression, Cleave, Crippling Strike, Power Attack

Special Actions Force Focus, Power of the Dark Side, rage, Shake 1t Off

Force Powers Known (Use the Force +9): battle strike, dark rage, Force
grip, Force lightning, mind trick, move abject

Abilities Str 16, Dex 14, Con 14, Int 13, Wis 14, Cha 11

Special Qualities Cold-Blooded, rage

Talents Evasion, Channel Aggression, Crippling Strike, Force Focus, Power
of the Dark Side

Feats Cleave, Force Sensitive, Force Training {2), Power Attack, Shake It
Off, Skill Training (Initiative), Skill Training (Use the Force), Weapon
Proficiency (lightsabers, pistols, rifles, simple weapons)

Skills Endurance +11, Initiative +11, Jump +12, Knowledge (galactic lore)
+10, Perception +11, Pilot +11, Survival +11, Use the Force +9

Possessions lightsaber, encrypted comlink, Doomgiver (as Imperial [-class
Star Destroyer)
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Desann Encounters

Desann makes an excellent villain for mid-level campaigns set after the fall
of the Galactic Empire. Desann is almost always accompanied by either a
Dark Jedi or a cadre of his Reborn (page 29). During the turmoil following
the Galactic Civil War, Desann can be found in many parts of the galaxy on
his quest to secure more successful methods for creating his armies of dark
side Force-users.

Though he is not as powerful as many Jedi Masters, Desann is a dangerous
foe nonetheless. He is a skilled warrior who has large amounts of resources
at his disposal. Desann might also be encountered with mercenaries and
other soldiers, particularly those loyal to the Imperial Remnant. Additionally,
Desann has the backing of Imperial Admiral Fyyar, and he can bring down
the resources of the Empire (including legions of stormtroopers) on those
who get in his way.

NEW SPECIES: CHISTORI

The Chistori are a race of obscure saurian humanoids. So scarce is the infor-
mation on these people that even the Jedi Archives have no information on
the Chistori homeworld. What little is known about this species comes from
their interaction with others. Fierce and warlike, they are quick to anger and
tend to use excessive force to deal with even the smallest slights. As a result,
few spacefaring species have any reason to seek them out.

Personality: The same talents that make them excellent warriors shows
through in the Chistori's interaction with other species, with most encounters
ending in violence. Chistori are an impatient species and have little use for
the rigidity of order and discipline, preferring instead to go their own way
and do as they please.

Physical Description: The reptilian Chistori stand about 1.9 meters tall
and have lithe, though muscled, builds. Thick scales cover their bodies, usually
blue or purple on their backs and brown and tan on their chests, abdomens,
and faces. Their most pronounced feature is a large snout under which is a
hinged jaw filled with sharp teeth perfect for rending flesh.

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

Language: Lacking experience or even contact with other cultures means
that the Chistori speak only the language of their people. Eventually, neces-
sity forces these stubborn warriors to pick up Basic, but they still use words
from their own language in everyday speech.

Example Names: Desann, Cydon Prax.

Adventurers: The few Chistori who find reasons to leave their homeworld
find work as bounty hunters, soldiers, and assassins, professions that reflect
their particular talents and capabilities. Interestingly, the Force seems almos'
completely unknown to the Chistori, either as a religion or as practiced by
the Jedi. For this reason, Chistori Jedi are exceedingly rare.

CHISTORI SPECIES TRAITS
All Chistori have the following species traits.

Ability Modifiers: +2 Strength, -2 Dexterity. Chistori are strong,
but their bodies are slow and sometimes ponderous.

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

Speed: Chistori base speed is 6 squares.

Cold-Blooded: Chistori are very sensitive to cold climates. They take
a -5 penalty to Fortitude Defense when in areas of extreme cold.

Armor Plating: Chistori have thick scales that provide damage
reduction 2.

Rage: Once per day, a Chistori can fly into a rage as a swift action.
When raging, a Chistori gains a +2 rage bonus to melee attack rolls
and melee damage rolls but cannot use skills that require patience and
concentration, such as Mechanics, Stealth, or Use the Force.

A fit of rage lasts for a number of rounds equal to 5 + the Chistori's
Con modifier. At the end of its rage, a Chistori moves -1 persistent step
along the condition track. The penalties imposed by this condition persist
until the Chistori takes at least 10 minutes to recuperate, during which
time the creature can’t engage in any strenuous activity.

Automatic Languages: Chistori.



DIPLOMAT

Diplomat CL3

Medium nonheroic 6/noble 1

Force 1

Init +3; Senses Perception +16

Languages Basic, High Galactic, 4 others

Defenses Ref 11 (flat-footed 11), Fort 11, Will 16

hp 19; Threshold 11

Speed 6 squares

Melee unarmed +3 (1d4-1)

Ranged blaster pistol +4 (3d6)

Base Atk +4; Grp +4

Special Actions Presence

Abilities Str 8, Dex 10, Con 10, Int 15, Wis 16, Cha 16

Talents Presence

Feats Linguist, Skill Focus (Deception), Skill Focus (Perception), Skill
Focus (Persuasion), Skill Training (Perception), Weapon Proficiency
{pistols, simple weapons)

Skills Deception +16, Knowledge (galactic lore) +10, Knowledge
{bureaucracy) +10, Perception +16, Persuasion +16

Possessions blaster pistol, comlink with holo capability, datapad,
diplomat’s robes

Diplomats are the representatives of the galaxy. They represent the interest of
their people in the larger political arena, acting on behalf of a single planet,
an entire sector, a corporate interest, or any other geographical, political,
or economic body. Whether squaring off against a rival organization under
the glowering attention of Jedi arbitrators or pleading their case before the
august body of the Senate, Diplomats are charged with being the voice of
the people they represent and empowered with the ability to forge agree-
ments and negotiate deals.

Although their principal functions are clear, some diplomats have other
ambitions beyond their responsibilities. It is not uncommon for a diplomat to
jockey for a seat on a senate or to maneuver into a greater position within
his homeworld's government. Furthermore, there seems to be at least one
diplomat in any group of them who doesn't keep the best interests of his
people in mind, wallowing instead in the payoffs and gifts bestowed by
those who would exploit his status. Still, these individuals are the exception;
most are conscientjous members of their community, driven to do what's
best for their charges.

DIiPLOMAT ENCOUNTERS

Rare is the diplomat who doesn't travel with a large entourage. A diplomat
is the principal connection a group of people has to the larger world, and
the loss of this envoy can have dreadful consequences. As a result, security
personnel guard these vital agents.

A diplomat can also expect to have assistants in the form of a personal
physician, tesser administrators, and other hangers-on to attend to her
needs. In almost every case, one or more of these attendants are bodyguards
who keep close to their charge in case an enemy somehow slips past the
security detail.

Since her principal function is negotiation, when on a mission, a diplo-
mat likely cloisters herself away behind heavy blast doors and permacrete
walls to broker deals and argue about the future of the galaxy with other
diplomats.
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DOCTOR

Doctor CL1
Medium nonheroic 3

Init +2; Senses Perception +8

Languages Basic, 2 others

Defenses Ref 11 (flat-footed 10), Fort 10, Will 12
hp 9; Threshold 10

Speed 6 squares
Melee unarmed +1 (1d4-1)
Base Atk +2; Grp +3

Abilities Str 8, Dex 13, Con 10, Int 14, Wis 15, Cha 12

Feats Cybernetic Surgery, Skill Focus (Treat Injury), Skill Training
(Perception), Surgical Expertise, Weapon Proficiency (pistols)

Skills Knowledge (life sciences) +8, Perception +8, Treat Injury +13,
Use Computer +8

Possessions portable computer, datapad, data cards containing patient
files, medical kit, 2 medpacs, surgery kit, MDS-50 medisensor

Doctors are skilled physicians trained to handle a variety of injuries and ail-
ments, from blaster injuries to an outbreak of Gamorrean rot. Like medics,
doctors are expected to respond quickly and think fast on their feet, but
unlike their field counterparts, doctors' patients are typically brought to
them. Doctors usually need a medical environment to perform surgery or
install cybernetic parts to replace irreparably damaged limbs and organs.

A typical doctor could be part of a much larger medical institution, per-
haps working in a Core World hospital or as part of a facility that trains other
would-be physicians. He or she might be a “country” doctor who oversees
the health needs of a small community. Others still could be military doc-
tors, working in hospital tents or on a capital ship where they attend injured
soldiers, desperately trying to stay on top of the mounting casualties. Finally,
a doctor might be a vile surgeon who practices his cutting-edge techniques
on unwilling subjects.

DOCTOR ENCOUNTERS

Typically, doctors are not opponents the heroes should face on the battlefield.
Instead, doctors serve to keep the characters on their feet between battles,
repairing extensive injuries and fixing physical ailments. Sometimes a doctor
is all that stands between a hero and death, especially when a character is
suffering from a vile poison or obscure disease.

Many doctors run private businesses, perhaps out of small shops on an
industrial world or as part of a large hospital's trained staff. Others serve
in military outfits, lending their talents to the war effort by patching up
casualties before sending them back to the front lines.

Doctors of all types employ medical droids to aid in the prognosis and
treatment of their patients. In some cases, a doctor might leave most of
the medical practice to the droids while focusing on research and study.
Military doctors receive the same level of protection that would be provided
for any specialty staff—either soldiers or security personnel, depending on
the outfit.

MDS-50 MEDISENSOR

Sweeping this small, handheld sensor over the subject’s body produces
a summary of the patient's vital signs. An MDS-50 medical sensor can
be used as a swift action on an adjacent creature or character, providing
the user with the target's current hit points, its place on the condition
track, and the presence of (but no specifics on) diseases, poison, ar
radiation exposure.

Cost 75; Weight 0.1 kg.




EMERGENCY CREW

Emergency Crew Member CL1

Medium nonheroic 4

Init +1; Senses Perception +1

Languages Basic, Binary

Defenses Ref 14 (flat-footed 14), Fort 11, Wili 10

hp 9; Threshold 11

Speed 6 squares

Melee unarmed +4 (1d4+1)

Ranged blaster pistol +3 (3d6)

Base Atk +3; Grp +4

Atk Options Coordinated Attack

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

Feats Armor Proficiency (light, medium), Coordinated Attack, Skill Focus
(Mechanics}, Weapon Proficiency (pistols)

Skills Knowledge (technology) +7, Mechanics +12, Use Computer +7

Possessions blaster pistol, combat jumpsuit (+4 armor), comlink, datapad,
code cylinder, fire extinguisher, heat sensor, mesh tape, tool kit, utility
belt, holster

There's nothing easy about fighting in space. When the shields fail, when laser
blasts rock the ship and fires rage out of control, it falls to the emergency
crew to keep the ship together long enough for the real engineers and techs
to come in and put the ship back together again. A ship's emergency crew
also has the dubious honor of defending a vessel when it's boarded by enemy
forces. So in addition to putting out fires and getting systems up and run-
ning, it is responsible for holding off pirates, stormtroopers, and any other
force that intends to take over the ship. Part firefighter, part technician,
and part warrior, the emergency crews are the first line of defense when a
ship becomes imperiled.

HEAT SENSOR

Used primarily to locate fires and damaged components buried behind
wall panels and beneath deck plates, a heat sensor is a common device
in the hands of emergency crew members. A heat sensor monitors air
temperature out to a distance of 100 meters and presents color-coded
readings on a small screen. In additien to its normal uses, a heat sensor
can also identify heat signatures generated by hidden creatures, making
it a useful tool for rooting stowaways or alien parasites. A heat sensor
grants a +2 equipment bonus to Perception checks made to detect
hidden creatures, machines, or hazards that generate heat.

Cost 250; Weight 0.2 kg.

EMERGENCY CREW
ENCOUNTERS

The emergency crew is the first response to any danger a ship faces. These
are the individuals who work to extract an injured starfighter pilot from his
damaged ship, who put out the flames when the ship is struck by a torpedo,
and who give their ives to defend the rest of the crew when intruders blast
their way inside to take the ship by force.

An emergency crew team consists of four to six members. The various
crews might be broken into different functions, such as fire brigade, secu-
rity, and mechanics. Leading each team is a specialist—soldier, technician,
or engineer—who can put these crew members to best use. Despite the fact
that these teams might have different primary functions, each is expected
to pitch in whenever the ship is in danger.
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ENGINEER
Engineer CL2
Medium nonheroic 3/scoundre! 1

Force 2

Init +3; Senses Perception +2

Languages Basic, Binary, 4 others

Defenses Ref 16 (flat-footed 15), Fort 12, Wilt 12

hp 12; Threshold 12

Speed € squares

Melee stun baton +2 (2d6 stun)

Base Atk +2; Grp +3

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

Talents Gimmick

Feats Armor Proficiency (light), Linguist, Skill Focus {Mechanics}, Skill
Focus (Use Computer), Tech Specialist (SG 21), Weapon Proficiency
[simple weapons)

Skills Knowledge (technology) +9, Mechanics +14, Use Computer +14

Possessions stun baton, padded flight suit (+3 armor), comlink, code
cylinder, blank datacards, datapad, fusion lantern, portable computer,
fusion lantern, mesh tape, tool kit, utility belt

Behind every technological wonder in the galaxy is an engineer who had
the vision and expertise needed to make the impossible possible. Engineers
are skilled technicians who specialize in the construction, maintenance, and
modification of machines. These individuals know the ins and outs of starship
design, droids, and weaponry.

In addition to the technology specialist described here, combat engineers
fill an important role in the military organizations of the galaxy. These
individuals apply their technical expertise to the business of warfare. Most
of them see to the assembly of powerful artillery to pound enemy forces,
but others might attend to constructing bridges for foot soldiers or building
breastworks, landing platforms, and barracks. Whatever a military unit needs,
it's the engineer's responsibility to make it happen.

ENGCINEER ENCOUNTERS

Engineers are ubiquitous. The demand for new technology keeps engineers
busy manufacturing new droids, weapons, starships, and all manner of other
technological wonders. One is likely to find engineers in the company of a
wide assortment of characters, from squads of soldiers to teams of techni-
cians arguing about how to fix the hyperdrive computer in a dilapidated
frigate.

Many technology specialists work in small teams consisting of a few peers
and twice as many technicians to deal with the mundane aspects of their
jobs. Droids are also common companions for these engineers, with construc-
tion droids and power droids being the most likely. In addition, nearly every
engineer employs an astromech droid to run diagnostics and communicate
with the machine's onboard computer.

As for combat engineers, one or two can be found attached to a company
of soldiers, though entire units of combat engineers do exist as well, such as
the Combat Engineers Battalion of the Grand Army of the Republic. These
engineers are better armed and armored, and have the additional support
of military personnel to give them covering fire while they work out the
logistics of a problem.

Generally, though, an engineer is not a combatant and is not likely to join
a firefight. Engineers leave such engagements to the professionals. Instead,
they modify gear, improve armor, and optimize vehicles, while working to
keep support equipment in top working order.




CAMBLER

Gambler CL4

Medium scoundrel 4

Force 7

Init +4; Senses Perception +14

Languages Basic, Rodese

Defenses Ref 18 (flat-footed 16), Fort 14, Will 17

hp 25; Threshold 14

Speed 6 squares

Melee unarmed +2 {1d4+1)

Ranged hold-out blaster pistol +5 (3d4+2)

Base Atk +3; Grp +5

Atk Options Point Blank Shot

Special Actions Fool’s Luck, Quick Draw

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

Talents Fool's Luck, Gambler

Feats Point Blank Shot, Quick Draw, Skill Focus (Deception), Skill Focus
(Perception), Skill Training (Gather Information), Weapon Proficiency
(pistols, simple weapons)

Skills Deception +14, Gather Information +9, Knowledge (galactic lore)
+8, Perception +14, Persuasion +9, Stealth +9

Possessions hold-out blaster pistol, comlink, expensive clothes

Cunning and smooth, the gambler always seems to have everything in per-
spective and to know exactly what he is doing. At least, that is his attitude
when it comes to money and the high life. A gambler is the kind of person
vou look for when you are out for a good time.

Agambler's life revolves around playing games, wagering on contests, and
mixing with high society. The money he earns is nice, but a gambler knows
that both profit and loss are part of his chosen profession. When times are
tough, a gambler is good at concealing the fact that he's strapped for cash.
While he's waiting for his next big strike, he rubs elbows with the social
lions and high rollers around him, always looking for a way to get back in
the good graces of Lady Luck.

In order to mingle with those who enjoy fame and fortune, a gambler uses
his skill at deception to get into the best parties and social gatherings. Once
he's in the door, he's good at insinuating himself into the confidence of his
newfound friends—without letting on that it’s all a ruse. The only thing he
cares about is lining his pockets.

GCaAMBLER ENCOUNTERS

Gamblers spend most of their time either inside the gaming halls of the
galaxy's casinos, most often the ones found on Coruscant, Rodia, or Ord Man-
tell, or traveling to or from one. When they are not sitting at the sabacc table
or watching the jubilee wheel, gamblers can typically be found schmoozing
with the rich and famous. They know where the parties are and know how to
get through the front door, or the back door if it comes down to it. A gambler
might also be able to provide a means to get away from local authorities on
the next luxury cruise leaving the system—for a price, of course.

Gamblers are good at picking up tidbits of information from their con-
versations at the game table or from their friends at the latest social event.
Always looking for a quick score, gamblers are willing to offer what they know
for a fee. They can help people get into the governor's ball, past the Moff's
security detail, or connected with the movers and shakers of society.

Physical violence is the gambler’s bane. Even though a gambler might be
at least halfway decent with a blaster, he prefers to face off against someone
in a game rather than a gunfight.
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INFILTRATOR

Infiltrator CL9
Medium scout 5/scoundref 4

Force 2; Dark Side 2

Init +7; Senses Perception +10

Languages Basic, 2 others

Defenses Ref 25 (flat-footed 21), Fort 20, Will 21
hp 56; Threshold 20

Speed 6 squares

Melee unarmed +8 (1d6+6)

Ranged hold-out blaster pistol +9 (3d4+4)

Base Atk +6; Grp +9

Atk Options Point Blank Shot, Precise Shot

Special Actions Fool's Luck, Hidden Movement, Knack

Abilities Str 15, Dex 17, Con 10, Int 12, Wis 12, Cha 8

Talents Fool's Luck, Hidden Movement, Improved Stealth, Knack,
Total Concealment

Feats Martial Arts [, Point Blank Shot, Precise Shot, Skill Focus
(Acrobatics), Skill Focus (Stealth}, Skill Focus (Use Computer], Skill
Training (Acrobatics), Skill Training {Deception), Skill Training (Use
Computer), Weapon Proficiency (pistols, rifles, simple weapons)

Skills Acrobatics +17, Climb +11, Deception +8, Initiative +7, Jump +16,
Mechanics +10, Perception +10, Stealth +17 (can reroll, must take
second result), Use Computer +15

Possessions hald-out blaster pistal, concealed halster, security kit,
encrypted comlink, utility belt (miniaturized), syntherope, droid caller

Infiltrators are experts at breaking into secured areas. The motivation
behind this illegal act varies depending on the individual. The most common
sort of infiltrator is self-employed—someone who breaks into homes and
businesses to commit burglary. Other infiltrators could be "bag men" for
spy organizations, criminal interests, or corporations. Security firms often
employ infiltrators to test out a building's security measures, locating weak
spots that could be exploited by criminals and competitors.

Infiltrators must be strong, dexterous, and acrobatic, since they often find
themselves crawling through air ducts, scaling sheer walls, and leaping from
impressive heights to get to their intended target. In addition, infiltrators
are good at bypassing alarms and detectors of all kinds. Most infiltrators shy
away from combat, considering their current job a failure if they are spotted
in the first place. They rarely carry anything more than a hold-out blaster
pistol or a knife, to be used only as a last resort.

INFILTRATOR ENCOUNTERS

Because of an infiltrator's skill at getting into places unnoticed, heroes
are unlikely to be aware of his presence unless he wants to be found. An
infiltrator could be hired by the heroes’ enemies to sneak into their ship or
headquarters in order to steal important plans, sabotage their computers,
or plant incriminating evidence. If everything goes accordingly to plan, the
heroes will find out that something is wrong only when their computers
malfunction or they find their precious goods missing. Some infiltrators like
to flaunt their success by leaving behind some kind of "calling card” to let
their victims know who did the deed.

Although some infiltrators operate alone, others are part of specialized
teams, typically including slicers, technicians, and commandos, who serve
as the infiltrator's eyes and ears or as support to help the infiltrator get in
and out of the target area. Infiltrators sometimes use droids {such as the
ASN-121 assassin droid or the Mark VIl seeker droid) in their work in order
to scout ahead, deactivate security measures, and provide some protection
if things get violent. These droids are sometimes Small or smaller in size and
have the ability to hover so they can get into hard-to-reach places.




INFORMATION BROKER

Information Broker CLs

Medium nonheroic 3/scoundrel 4

Force 3

Init +4; Senses Perception +9

Languages Basic, 2 others

Defenses Ref 17 (flat-footed 16), Fort 14, Will 15

hp 23; Threshold 14

Speed 6 squares

Melee knife +6 (1d4+3)

Ranged hold-out blaster pistol +6 (3d4+2) or

Ranged hold-out blaster pistol +4 {4d4+2) with Rapid Shot or

Ranged blaster pistol +6 (3d6+2) or

Ranged blaster pistol +4 [4d6+2) with Rapid Shot

Base Atk +5; Grp +6

Atk Options Point Blank Shot, Precise Shot, Rapid Shot

Special Actions Knack

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

Talents Gimmick, Knack

Feats Point Blank Shot, Precise Shot, Rapid Shot, Skill Focus (Gather
Information), Skill Training (Deception), Skill Training (Stealth}, Skill
Training (Use Computer), Weapon Proficiency (pistols, simple weapons)

Skills Deception +9, Gather Information +14, Perception +8, Persuasion
+9, Stealth +9, Use Computer +10

Possessions knife, hold-out blaster pistol, blaster pistol, comlink, pocket
scrambler, code cylinder, credit chip with 200 credits, 400 unmarked
credits, portable computer, electrobinoculars, holocam, utility belt,
holster, concealed holster

Nothing stays secret forever. Dealing in rumor and whisper, information
brokers {sometimes known as infochants) trade secrets for credits and
favors. They and their agents lurk in the shadows, listening for snatches of
conversation, illicit meetings, and any other knowledge that could bring a
high price. Of course, these unsavory sorts recognize that information has
value only if there are those who want it, and so they also keep abreast of
trends and political developments to find potential customers who might be
interested in a dataslate filled with intelligence.

Most information brokers are staunchly neutral, concerned only with buying
and selling what they need to know and what they learn. It usually doesn't
matter what implications could arise when they share information, since
conflict tends to breed more juicy tidbits, which in turn generates more profit,
Information brokers are keenly aware that information doesn't stay valuable
forever, so they often work guickly to unload the "goods” they acquire.

Information brokers might be slicers—experts who can hack into computer
systems, ptunder their contents, and vanish without notice. They might be
smugglers, moving illegal cargo, and meeting other criminal elements who
might be willing to exchange a few choice insights in exchange for whatever
the smuggler might know, What unites them all, methods aside, is that they
keep their finger on the pulse of the galaxy.

INFORMATION BROKER
ENCOUNTERS

Trading in information is dangerous business. Secrets are meant to be kept,
and those who reveal the dirty laundry of an influential person risk finding
themselves tossed out of an airlock. Infochants and brokers know this, and the
best ones are certain to protect themselves and their lucrative business with
an army of thugs and bodyguards. When they do agree to meet a potential
customer, it is always under the watchful eyes of the information broker’s
brutes, who are guick to remind unruly clients who is in charge.

Few information brokers work atone. Ones of lesser stature might function
in small cooperatives in which the various members bring different talents
to the table. Included in these groups are slicers, spies, and possibly even
outlaw techs. Leading the group is a veteran infochant who sorts out the
useful material and discards the rest,
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GSJEDI KNIGHT

Jedi Knight CL 12
Medium Jedi 7/Jedi Knight 5

Force 6

Init +13; Senses Perception +9

Languages Basic, 1 other

Defenses Ref 26 (flat-footed 24, Lightsaber Defense 27), Fort 26, Will 27;
Deflect

hp 104; Threshold 26

Speed 6 squares

Melee lightsaber +15 (2d8+7) or

Melee lightsaber +13 {3d8+7) with Rapid Strike or

Melee lightsaber +12 (2d8+7) and
lightsaber +12 (2d8+7) with Double Attack

Base Atk +12; Grp +14

Atk Options Battle Meditation, Cleave, Double Attack {lightsabers),
Power Attack, Rapid Strike

Special Actions Lightsaber Defense, Redirect Shot, Soresu

Force Powers Known (Use the Force +11): battle strike (2), farseeing,
Force thrust, mind trick, move object, surge (2)

Force Techniques Force Point Recovery, Force Power Mastery (mind trick)

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

Special Qualities build lightsaber

Talents Battle Meditation, Deflect, Force Fortification, Lightsaber
Defense, Multiattack Proficiency (lightsabers), Redirect Shot, Soresu

Feats Cleave, Double Attack (lightsabers), Force Sensitivity, Force Training
(2), Power Attack, Rapid Strike, Skill Training (Endurance], Weapon
Focus (lightsabers), Weapon Proficiency (lightsabers, simple weapons)

Skills Acrobatics +13, Endurance +13, Initiative +13, Perception +9,
Use the Force +11

Possessions lightsaber (self-built), encrypted comlink, Jedi robes

Jedi Knights are members of the Jedi Order who have passed the trials and
been knighted by the Jedi Council. They form the backbone of the Jedi Order
and are expected to perform many of the day-to-day tasks and missions
that are required to keep the Order running smoothly. Each Jedi Knight is
expected to uphold the Jedi Code, to support the Order in word and deed, and
to serve as a guardian of peace and justice. Jedi Knights are also responsible
for training the next generation of Padawans, though taking on an apprentice
has never been a requirement.

Although all Jedi Knights are technically equals, seniority among the
Knights plays a large part in determining an unspoken pecking order. Indi-
vidual ability and accomplishment also figure prominently into a Knight's
standing among his comrades. Relatively young Jedi Knights who are
accomplished in the use of the Force, or who are responsible for perform-
ing great deeds, are often treated with as much deference as older, more
experienced Knights.

During the days of the Old Republic, the Jedi were far more common,
and their exploits were often fauded by the public. As time passed and their
numbers thinned, the supposed shortcomings of the Jedi Order became more
apparent. Though they were capable warriors, the Knights were too few to
wage wars alone on behalf of the Republic. When that scarcity was combined
with careful smear campaigns engineered by the minions of Palpatine, aver-
age citizens began to look upon the Jedi Knights with less favor.

A Jedi is often distinguished by his simple robes and his fightsaber, which
is the weapon of a Jedi Knight. Following the Jedi purge, most surviving Jedi
went underground. Many of those who refused to hide were destroyed by
the Emperor's servants. Even those Jedi who sought to conceal their identi-
ties were hard pressed to avoid the Empire's concerted effort to find them
and wipe them out.



LJEDI KNIGHT ENCOUNTERS

Jedi Knights are the most numerous members of the Jedi Order, and as
such are often the most visible. Since they are responsible for carrying out
missions on behalf of the Order and the Republic, Jedi Knights will often be
encountered in the course of fulfilling these duties.

By their nature, Jedi Knights are contemplative warriors who rarely rush
into a conflict. They are patient, using violence only as a last resort or in the
defense of innocent life. Once unleashed, a Jedi Knight will fight tirelessly
to defeat his enemies. Though a Jedi Knight’s most powerful weapon is the
Force, he never uses his powers in a craven, cruel, or self-serving manner.

Since the lightsaber is his primary mode of defense, a Jedi Knight prefers
to close to melee range with opponents in an attempt to end a fight swiftly.
Incoming blaster fire is deflected or redirected back at opponents, and in the
face of overwhelming odds, a Jedi Knight will never hesitate to withdraw in
order to readdress his plans.

<JEDI REFUGEE

With the fall of the Republic and the rise of the Empire, the Jedi found
themselves on the wrong side of galactic authority and were all but wiped
out at the conclusion of the Clone Wars. Despite the deft machinations of
Emperor Palpatine, a few Jedi survived this purge and continued to live on in
the galaxy. Some Jedi, such as Obi-Wan Kenobi and Yoda, went into hiding to
protect themselves until it was time to fulfill their destinies. Others, however,
chose not to stand by and watch as the galaxy descended farther into dark-
ness, and took a more active hand in defending the galaxy against evil.

These Jedi refugees take on many roles. Some attempt to fight the Empire
and the dark side in clandestine fashion, keeping a low profile and making
sure that no one can connect them to their Jedi heritage. These Jedi refugees
work behind the scenes, subtly manipulating events to stymie the Empire at
every turn. If they must use the Force or their lightsabers, they do so in a
way that draws no attention to themselves, trying to ensure that the Empire
never learns of their involvement. Surviving Jedi who act in this manner know
that they cannot hope to tackle the Empire on their own, and, believing that
all other Jedi are dead, they struggle against the forces of evil while trying
to preserve the Jedi tradition.

Other Jedi refugees take a more active hand, such as Jedi Master Rahm
Kota, who formed his own militia to take the fight to the Empire. These Jedi
seek out like-minded individuals and launch overt attacks against Imperial
installations and resources, inflicting as much damage as possible in an
attempt to show the galaxy that the monolithic Empire can be defeated.
These Jedi are almost constantly on the run, because they take no pains to
hide their abilities or affiliation from the prying eyes of the Empire. With
Darth Vader and the Emperor’s agents always close on their heels, these Jedi
refugees strike hard and fast before retreating back into the shadows until
the Jedi hunters let down their guard once more.

Jedi Refugee CL 12
Medium Jedi 7/scoundrel 2/Jedi Knight 3

Force 5

Init +13; Senses Perception +13

Languages Basic, Bothan, Sullustese

Defenses Ref 26 (flat-footed 24), Fort 24, Will 26; Dodge, Block, Deflect
hp 86; Threshold 24

Speed 6 squares

Melee lightsaber +11 (2d8+6) or

Melee lightsaber +9 (3d8+6) with Rapid Strike

Base Atk +10; Grp +12

Atk Options Combat Reflexes, Dastardly Strike, Improved Disarm, Melee
Defense, Rapid Strike

Special Actions Force Haze

Force Powers Known (Use the Force +14): battle strike, farseeing, Force
disarm, Force stun, mind trick, move object, rebuke, surge (2)

Force Technigues Improved Sense Force

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

Special Qualities build lightsaber

Talents Block, Clear Mind, Dastardly Strike, Deflect, Force Fortification,
Force Haze, Shii-Cho

Feats Combat Reflexes, Dodge, Force Sensitivity, Force Training
(3), Improved Disarm, Melee Defense, Rapid Strike, Skill Training
(Deception), Weapon Proficiency (lightsabers, pistols, simple weapons)

Skills Deception +14, Initiative +13, Knowledge (galactic lore) +13,
Perception +13, Use the Force +14 (can reroll when avoiding detection
by the Force, must take second result)

Possessions lightsaber (self-built), loose-fitting clothes, comlink
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Jedi Refugee Encounters
Jedi refugees make excellent mentors and allies for any heroes in the Dark
Times or the Rebellion era. Unless the heroes are upstanding citizens of the
Empire, they might cross paths with one or more Jedi refugees at any point
during their careers. Most Jedi refugees are wary about new allies at first,
given the Empire’s many attempts to infiltrate their inner circle, but once a
potential ally proves to be loyal, they are quick to return the sentiment.
ledirefugees are rarely found in the presence of other Force-users. Most
encounters with Jedi refugees will include a small number of alflies, usually
soldiers or other rebellious agents who help the Jedi further his or her goals.
Jedi refugees work well with soldiers who can provide ranged attacks and
cover fire as the Jedi moves into melee. Additionally, a Jedi refugee encounter
might include a pilot and a fast vehicle, allowing the Jedi to flee quickly in
case the Empire shows up.

JEDI DUELIST

The lightsaber, chosen weapon of the Jedi, is the symbo} of everything
that the Jedi Order stands for. It is an elegant weapon for a more civilized
age, and those Jedi Knights who focus on its use, called Jedi duelists, can
perform amazing feats when using the weapon. Jedi duelists dedicate much
of their careers to the study of the lightsaber. Where other Jedi might excel
at investigation or negotiation, a Jedi duelist is called in when violence is
the most likety solution to the problem. Jedi duelists have a great deal of
prowess in other areas as well, but their skill with the lightsaber makes
them stand out.

Jedi duelists are among the most knowledgeable about lightsaber fighting
stylesin the entire Order. Some duelists specialize in a single lightsaber style
(the Jedi duelist presented here is an Ataru master), while others dedicate
themselves to the study of all lightsaber forms in the hope of better under-
standing how the weapon can be used. Jedi duelists often see the lightsaber
as an implement of spirituality and use practice of the various lightsaber
forms as a kind of meditation. When lost in lightsaber practice, a Jedi duelist
finds himself opening up to the Force completely, nearly surrendering his very
will to the Force as it guides the humming blade of the weapon.

Jedi Duelist Encounters

When a Jedi duelist is the primary character in an encounter, he is usually
supported by other Jedi, in order to keep the duelist from becoming the sole
target. Additionally, other Jedi who specialize in controlling the combat arena
with Force powers—such as Force slam and Force thrust—make excellent
companions for a Jedi duelist because they keep the battlefield open and
allow the duelist to approach enemies with greater ease.

Jedi Duelist CL 13
Medium Jedi 7/Jedi Knight 6

Force 6

Init +14; Senses Perception +10

Languages Basic

Defenses Ref 28 (flat-footed 25}, Fort 25, Will 29; Block, Deflect

hp 90; Threshold 25

Speed 6 squares

Melee lightsaber +18 (2d8+13) or

Melee lightsaber +16 (3d8+13) with Rapid Strike or

Melee lightsaber +18 (3d8+13) with Mighty Swing or

Melee lightsaber +13 (2d8+13) and
lightsaber +13 (2d8+13) with Double Attack

Base Atk +13; Grp +16

Atk Options Acrobatic Strike, Ataru, Double Attack (lightsabers), Mighty
Swing, Rapid Strike

Special Actions Redirect Shot

Force Powers Known (Use the Force +11): battle strike (3), Farce disarm,
Force slam, Force thrust, negate energy, rebuke, surge (2)

Force Techniques Force Point Recovery, Improved Force Trance,
Improved Sense Force

Abilities Str 15, Dex 17, Con 10, Int 10, Wis 18, Cha 10

Special Qualities build lightsaber

Talents Ataru, Block, Deflect, Greater Weapon Focus (lightsabers],
Greater Weapon Specialization (lightsabers), Redirect Shot, Weapon
Specialization (lightsabers)

Feats Acrobatic Strike, Double Attack (lightsabers), Force Sensitivity,
Force Training (3), Mighty Swing, Rapid Strike, Skill Training
(Acrobatics), Weapon Focus (lightsabers), Weapon Proficiency
{lightsabers, simple weapons)

Skills Acrobatics +14, Initiative +14, Use the Force +11

Possessions Jedi robes, lightsaber (self-built)

IMPERIAL KNIGHT

The Imperial Knights are a members of a Force-using tradition that arises
during the time of Darth Krayt, some 130 years following the Battle of Yavin.
Like Jedi Knights, the Imperial Knights were trained in the ways of the Force,
including the use of lightsabers. Unlike the Jedi, however, Imperial Knights
swore fealty to the Emperor of the period, Roan Fel, above all else. As such,
members of the New Jedi Order did not recognize the Imperial Knights as
true Jedi.



Of the traits that set Imperial Knights apart from their Jedi cousins, the
most prominent were their use of silver-bladed lightsabers and red battle
armor. Perhaps the most interesting affectation used by the Imperial Knights
were gauntlets composed of cortosis weave, which would cause any light-
saber blade that came into contact with them to become nonfunctional.

When a Sith Lord proclaimed himself Emperor, the Imperial Knights who
survived the coup worked with the former Emperor in an effort to bring down
the usurper. Though only a small number of Imperial Knights are thought to
have survived the coup, it is possible that others managed to do so.
Imperial Knight CL 10
Medium Human Jedi 7/Jedi Knight 3
Force 6; Dark Side 3
Init +12; Senses Perception +11
Languages Basic
Defenses Ref 29 (flat-footed 27), Fort 28, Will 24: Deflect
hp 109; Threshold 28
Speed 6 squares
Melee lightsaber +15 (2d8+9) or
Melee lightsaber +13 (3d8+9) with Rapid Strike or
Melee lightsaber +11* (2d8+17) or
Melee lightsaber +13* (3d8+22) with Powerful Charge and Rapid Strike
Base Atk +10; Grp +13
Atk Options Battle Meditation, Power Attack, Powerful Charge,

Rapid Strike
Special Actions Equilibrium, Redirect Shot
Force Powers Known (Use the Force +10); battle strike, Force slam,

rebuke, surge
Force Techniques Force Point Recovery
Abilities Str 16, Dex 14, Con 16, Int 10, Wis 12, Cha 10
Special Qualities build lightsaber
Talents Armored Defense, Battle Meditation, Deflect, Equilibrium,

Improved Armored Defense, Redirect Shot
Feats Armor Proficiency (light, medium}, Force Sensitivity, Force Training,

Improved Defenses, Power Attack, Powerful Charge, Rapid Strike,

Weapon Focus (lightsabers), Weapon Proficiency (lightsabers, simple

weapons)

Skills Endurance +13, Initiative +12, Use the Force +10

Possessions lightsaber (self-built}, battle armor (+8 armor, +2
equipment], comlink, cortosis gauntlet, various personal befongings

* Includes 4 points of Power Attack.

Imperial Knight Encounters

During the time of Darth Krayt, Imperial Knights acted as the sworn protec-
tors of Emperor Roan Fel. As such, they are rarely encountered away from
the Emperor. Following the coup by Darth Krayt that put the Sith Lord on the
galactic throne, the Imperial Knights who remained behind might be found
anywhere, working to put a stop to the new Emperor's rule.

Tactically, Imperial knights are similar to Jedi. They work well together,
using their lightsabers to redirect blaster shots against their foes until
they can close to melee range. When fighting other lightsaber-wielding
Force-users, Imperial Knights attempt to use their cortosis gauntlets to
deactivate their enemies’ weapons for a few minutes. Given their loyalty to
their Emperor, Imperial Knights are less concerned with maintaining a bal-
ance between light and dark. As such, some might employ powers that are
normally designated as dark side.

CorTOSsIS CAUNTLET

All Imperial Knights wear specially designed gauntiets made of cortosis
weave that protect them from the normally lethal lightsaber blades. If
the wearer readies an action to block a lightsaber attack, the wearer
can make an opposed unarmed melee attack roll against the attack
roll of the lightsaber attack. if the wearer of the cortosis gauntlet is
successful, the lightsaber deactivates and may not be reactivated for
2 minutes. The attack still deals normal damage before the lightsaber
is deactivated.

If the wearer of a cortosis gauntlet is the target of the Severing Strike
talent, the attacker can choose to sever the limb where the cortosis
gauntlet is worn without having his or her lightsaber deactivated.

Cost 1,500; Weight 1 kg.

ISISISEIESASNAIIS))



n
I
»
T
<4
m
b

SESLVEIVHY

JEDI MASTER

Jedi Master

Medium Jedi 7/Jedi Knight 5/Jedi Master 3

Force 6

Init +14; Senses Perception +10

Languages Basic, 1 other

Defenses Ref 30 [flat-footed 28, Lightsaber Defense 31), Fort 30, Will 371;
Deflect

hp 137; Threshold 30

Speed 6 squares

Melee lightsaber +18 (2d8+8) or

Melee lightsaber +16 (3d8+8) with Rapid Strike or

Melee lightsaber +15 (2d8+8) and
lightsaber +15 (2d8+8) with Double Attack

Base Atk +15; Grp +17

Atk Options Battle Meditation, Cleave, Double Attack (lightsabers),
Power Attack, Rapid Strike

Special Actions Damage Reduction 10, Force Focus, Lightsaber Defense,
Redirect Shot, serenity, Soresu

Force Powers Known (Use the Force +12): battle strike (3), farseeing,
Force thrust, mind trick (2), move object, rebuke, surge (2),
vital transfer

Force Techniques Force Point Recovery, Force Power Mastery {mind trick)

Force Secrets Distant Power, Quicken Power

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

Special Qualities build lightsaber, fearless, serenity

Talents Battle Meditation, Damage Reduction 10, Deflect, Force Focus,
Force Fortification, Lightsaber Defense, Multiattack Proficiency
(lightsabers), Redirect Shot, Soresu

Feats Cleave, Double Attack (lightsabers), Force Sensitivity, Force Training
(3). Power Attack, Rapid Strike, Skill Training (Endurance), Weapon
Focus (lightsabers), Weapon Proficiency (lightsabers, simple weapons)

Skills Acrobatics +14, Endurance +14, Initiative +14, Perception +10, Use
the Force +12

Possessions lightsaber (self-built), encrypted comlink, Jedi robes

CL15

Jedi Masters have reached the top of their craft within the Jedi Order.
Achieving the title of Jedi Master requires patience, perseverance, and above
all, faith in oneself. A deep understanding of the Force is a must, for a Jedi
Master is able to unlock powerful secrets that few Jedi even dream of com-
prehending. It is not a journey that is quickly made, and few Jedi survive long
enough to complete it. Those who do are widely respected, and justly so.

For a Jedi Knight to become a Jedi Master, he is usually required to take
on a Padawan learner. That Padawan must be fully trained as a Jedi Knight
before the teacher can be considered as a Jedi Master. Not only does training
a Padawan take years, it also requires inhuman patience and the ability to
instruct another sentient being in the often esoteric ways of the Force.
Success is never assured, and a Padawan who does not have the proper
mindset or talent might never come to face the trials. Such a failure might
not become apparent for several years, but when discovered would require
the would-be Jedi Master to take on a new apprentice.

For most of the history of the Jedi tradition, only Jedi Masters were
placed on the Jedi Council. This state of affairs changed during the Rise
of the Empire, when Anakin Skywalker was appointed to the Council by
Emperor Palpatine. Although the Council respected Palpatine's insistence that
Skywalker be made a member, it refused to grant the young knight status as
a Jedi Master. This perceived insult, combined with Anakin's overwhelming
arrogance, was instrumental in bringing the young Jedi to the dark side of
the Force.




JEDI MASTER ENCOUNTERS

Jedi Masters are sent on important and dangerous missions by the Jedi
Council. Some operate alone, while others continue to instruct Padawans
long after they have achieved the title of Master. These latter individuals
travel with their Padawans, an arrangement that allows them to instruct their
students in a more hands-on fashion. It also exposes their apprentices to
riskier, high-priority assignments, which increases the learner's confidence
all the more.

Whether or not a Jedi Master is encountered in the company of his
Padawan learner, he is an opponent who cannot be underestimated. Though
he might try to bring a conflict to a peaceful resolution, he is always able
to bring forth his lightsaber, as well as his considerable knowledge of the
Force, in order to pursue what the Order refers to as "aggressive negotia-
tions.” Few mundane opponents can stand against the skill and ability of
a Jedi Master.

JEDI SAGE MASTER

Some Jedi Masters are known as scholars even among their peers. These
individuals, sometimes called Jedi Sage Masters, are the keepers of knowl-
edge, and they spend much of their time deep in research or contemplation.
They seek to test the boundaries of what is possible, while at the same time
passing on this knowledge to those around them. {f a question or problem
comes to light that cannot be answered by members of the Jedi Council,
these scholars are consulted.

Though they are seldom seen outside the walls of the Jedi Temple on
Coruscant, Jedi Sage Masters do sometimes venture out in order to conduct
field research. This research might involve the excavation of a Sith temple
or the observation of a new species or life form. Keeping the archives up
to date requires a constant influx of information. Jedi scholars and their
apprentices, along with non-Jedi experts, are at the forefront of this never-
ending process.

Jedi Sage Masters are often asked to meet with potential Padawan
learners in order to judge their Force potential. In this regard, they uphold
their duty to help teach new Jedi by discerning which students have the
most aptitude with the Force. They often take on Padawans of their own,
especially if a candidate is intellectually adept and eager to learn more
mundane abilities.

Although the Jedi Sage Master detailed in this entry is an expert in
galactic lore as well as physical and life sciences, Jedi scholars are a diverse
group. The Knowledge skills in this statistics block can be replaced with any
other Knowledge specialty. Given their knowledge of customs and philo-
sophical thought, scholars who specialize in the social sciences often excel
in a consular role, while those who focus on tactics might serve as generals
among the Jedi.

Jedi Sage Master CL 15

Medium Jedi 7/Jedi Knight 5/Jedi Master 3

Destiny 1; Force 6

Init +8; Senses Perception +19; Force Perception

Languages Basic, 7 others

Defenses Ref 29 (flat-footed 28), Fort 28, Will 32

hp 92; Threshold 28

Speed 6 squares

Melee lightsaber +16 (2d8+7)

Base Atk +15; Grp +16

Atk Options Improved Disarm, Melee Defense

Special Actions Adept Negotiator, Force Focus, serenity, Skilled Advisor

Force Powers Known {Use the Force +19): farseeing, Force disarm, Force
stun (2), mind trick (2), move object, negate energy, rebuke (2), sever
Force, vital transfer

Force Techniques Improved Sense Force, Improved Telepathy

Force Secrets Distant Power, Multitarget Power

Abilities Str 10, Dex 12, Con 8, Int 17, Wis 16, Cha 15

Special Qualities build lightsaber, fearless, serenity

Talents Adept Negotiator, Force Focus, Force Perception, Force
Persuasion, Foresight, Gauge Force Potential, Master Negotiator,
Skilled Advisor, Visions

Feats Force Training (3), Force Sensitivity, Improved Disarm, Linguist,
Melee Defense, Skill Focus (Knowledge [galactic lore]), Skill Focus
(Knowledge [physical sciences]), Skill Focus {Use the Force), Weapon
Proficiency (lightsabers, simple weapons)

Skills Endurance +11, Knowledge (galactic lore) +20, Knowledge (life
sciences) +20, Knowledge (physical sciences) +15, Perception +19,
Persuasion +19, Use the Force +19

Possessions lightsaber (self-built), Jedi robes

Jedi Sage Master Encounters

Even though a Jedi Sage Master is somewhat less combat-oriented than
his peers, this does not mean he should be trifled with. Though they are
sometimes typified as stodgy old codgers with their noses buried in old
holocrons, Jedi Sage Masters are some of the most powerful members of
the Jedi tradition. The knowledge that they possess on an individual basis is
staggering, and they can call upon the lessons of the past in order to solve
the problems of the future.

In combat, a Jedi Sage Master concentrates on self-defense and disarming
an opponent. Negotiation is an important component of his strategy, and he
is not above using the Force in order to facilitate a peaceful resolution to a
potentially dangerous situation.

| HaldvHD

SEELVEIVHYD



| HEldvHD

<LEDI BATTLEMASTER

Jedi Battlemaster CL 15
Medium Jedi 8/Jedi Knight 5/Jedi Master 2
Force 5
Init +19; Senses Perception +9
Languages Basic
Defenses Ref 30 (flat-footed 28, Lightsaber Defense 31), Fort 29, Will 30;
Block, Deflect
hp 122; Threshold 29
Speed 6 squares
Melee lightsaber +21 (2d8+14] or
Melee lightsaber +19 [3d8+14) with Rapid Strike or
Meiee lightsaber +16 (2d8+14) and
lightsaber +16 (2d8+14) with Double Attack
Base Atk +15; Grp +18
Atk Options Double Attack (lightsabers), Power Attack, Rapid Strike
Special Actions Juyo, Lightsaber Defense, Redirect Shot, serenity
Force Powers Known (Use the Force +14): battle strike (3),
Force slam (2), move object, surge (3)
Force Techniques Force Point Recovery (2)
Force Secrets Multitarget Power

SEgLIVEVES) ‘

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

Special Qualities build lightsaber, fearless, serenity

Talents Block, Deflect, Greater Weapon Focus (lightsabers), Greater
Weapon Specialization (lightsabers), Juyo, Lightsaber Defense, Redirect
Shot, Weapon Specialization {lightsabers)

Feats Double Attack (lightsabers), Force Sensitivity, Force Training, Power
Attack, Rapid Strike, Skill Focus (Initiative), Skilt Training (Acrobatics),
Skill Training (Endurance), Weapon Focus (lightsabers), Weapon
Proficiency (lightsabers, simple weapons)

Skills Acrobatics +14, Endurance +13, Initiative +19, Use the Force +14

Possessions lightsaber (self built), Jedi robes

Since it is the traditional weapon of their Order, every Jedi has some degree
of expertise with the lightsaber. Jedi Masters who focus on the use of the
lightsaber to the exclusion of all else, however, are some of the deadliest
individuals in the galaxy. Few beings can match their skill with an energy
blade, and many a conflict has hinged upon the martial prowess of such
skilled Jedi Masters.

The path of the Jedi Master leaves little room for mistakes. Jedi who
hone their combat skills must do so in such a way that they are not tainted
by the horrors of war. The battlefield is an environment filled with stress
and danger, and it is almost impossible to experience these rigors without

being changed, either emotionally or spirituaily. Jedi Masters must let the
extremes of emotion wash over them, accepting them as they might accept
any other event. They might recognize the ultimate futility of conflict, but
they must also recognize that some goals can be accomplished only through
the application of military might.

It is not enough for a Jedi Master to know how to strike—he must also
know when to strike. "Aggressive negotiations” {a Jedi euphemism for
combat) are used only as a last resort, after diplomacy and reason have
failed. The desired outcome of such action is always peace, and strength of
arms must always be tempered with the wisdom to know when it is prudent
to relent. The Jedi battlemaster is obligated to recognize these facts, and
to act accordingly.

Jedi Battlemaster Encounters

Of all the Jedi, the battlemaster is perhaps the most physically dangerous.
Despite his obvious superiority on the battiefield, he is still only a single
being. He rarely attacks large groups of foes, preferring to instead fight in an
intelligent and logical manner. Fast attacks, tempered with feints and tactical
withdrawals, are often the order of the day for the lone battlemaster. When
in the company of one or mare other Jedi, he is more willing to take greater
risks if doing so will end the conflict sooner.

If the battlemaster has a weakness, it is his focus on the martial aspects of
the Jedi tradition. Though he can be a capable negotiator if necessity dictates
it, a battlemaster understands that he is far more skillful when wielding a
weapon. He will defer to other Jedi Masters, or even Knights, in the event
that they are more formidable negotiators than he is. If a foe offers to sur-
render or negotiate terms, a battlemaster always considers such proposals
carefully before either accepting or rejecting them.

<HEDI SENTINEL MASTER
The Jedi sentinels were established during the days of the Old Republic. They
were taught to withstand the influence of the dark side of the Force, and
they did so with varying degrees of success. Due to this resistance, they were
often employed to actively seek out rogue Jedi and servants of the dark side.
They were most commonly denoted by their yellow-bladed lightsabers, but
this old tradition is not always adhered to. :

Sentinels are dangerous individuals, due to their specialized training as
well as their ability to find, track, and eradicate threats to the light without
being taken over by the dark. Because of their near-constant exposure to
the servants of the dark side, few sentinels rise to the rank of Jedi Master.
The ones who do are lauded for their strength of character, though even they
are sometimes considered suspect by their peers.

Some Jedi argue that constant exposure to the dark side is a lure that
cannot be withstood forever, even by individuals who are sworn to destroy it.
For this reason, Jedi sentinels are often viewed with wariness by their fellows



in the Jedi Order. Although this attitude can be a sore spot for some, it is a
rare sentinel who shows much concern about the paranoia of others. Most
sentinels take it in stride and expect nothing less.

Sentinels are a rare breed of Jedi, and those who reach the rank of Jedi
Master are rarer still. Despite this scarcity, they have long been a part of
the Order, and the malignant plans of many evil beings have been brought
to heel due to the tenacity of these brave souls.

Jedi Sentinel Master Encounters

A sentinel who has risen to the rank of Jedi Master makes an excellent
mentor or patron, either for a single Jedi or for a group of heroes; such an
individual is not above using others to help him in his effort to destroy dark
side influences. A sentinel Master might also be employed as an opponent
for characters who continually flaunt their power in malicious and inap-
propriate ways. In the case of characters who are lost to the dark side, a
sentinel Master and his allies present the players with a difficult long-term
enemy to avoid or defeat.

The sentinel Master is a sworn enemy of the dark side, but he is not a
foolish adversary. He will often bide his time, using his powers and contacts
in an effort to isolate and judge his enemies. Once he has done his research,
asentinel Master acts as judge, jury, and executioner. He is not above allow-
ing his enemies to repent their wicked ways, but such a decision is rarely
made lightly.

THE PRESENCE OF

a MASTER

The rank of Master is conferred on Jedi who prove themselves to be
not only excellent teachers but true masters of the Force. Though not
every Master becomes a member of the Jedi Council, Jedi Masters are
regarded as the ultimate authority on matters concerning the Force. The
presence of a Jedi Master should be a momentous event in a campaign,
because a Master's wisdom and knowledge is usually unparalleled.
Even experienced Jedi Knights who have years of service under their
belts pause to show a Jedi Master the proper respect, and those who
come to the rank at a young age (such as Obi-Wan Kenobi} are both
rare and revered.

Including a Jedi Master in your campaign can cause some problems
if not properly handled. For one, the heroes might come to rely on the
power that a Jedi Master wields if the Master spends much time accom-
panying them. Similarly, some heroes might think they can use the Jedi
Master to solve all their problems, calling upon the Master's knowledge
and experience even for the most trivial matters. Finally, some players
might feel as though their heroes are outshined by a prominent Jedi
Master appearing in the campaign, and they could come to resent the
Master as 