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Motivations	provide	additional	story	elements	for	both	the	player	and	GM	to	draw	from.Unlike	Backgrounds,	Motivations	are	generally	required.	Motivation	ChoiceDuring	character	creation,	a	player	may	either	roll	to	determine	their	character's	primary	Motivation,	or	they	may	choose	their	own.	Once	the	character's	primary	Motivation	has	been
determined,	the	player	then	rolls	or	chooses	on	the	appropriate	table	to	determine	a	specific	Motivation.At	Character	Creation,	players	can	have	either	one	or	two	motivations.Players	may	also	select	motivations	from	Career	Specific	tables	below.	Core	Motivationsp.	94Random	Motivationd10Primary	Motivation1-3Ambition4-6Cause7-
9Relationship10Roll	once	on	each	of	any	two	categories	AmbitionsA	character	with	this	Motivation	is	driven	by	a	specific	goal.	This	Motivation	is	internal	and	often	abstract,	and	possibly	selfish	in	nature.d100Specific	Motivation01-10Friendship:	The	character	seeks	to	be	liked	by	others	and	goes	out	of	their	way	to	make	a	good	impression.	They	may
or	may	not	be	gregarious,	relying	on	their	actions	and	deeds	to	foster	friendship.11-20Love:	The	character	is	driven	by	love	or	intimacy.	The	character	already	has	a	true	love	or	strives	to	find	the	one	they	are	meant	to	be	with.21-30Freedom:	The	character	desires	the	freedom	to	do	what	they	want.	This	could	be	a	passion	to	overcome	one	or	more	of
their	current	Obligations	or	to	see	others	freed	from	the	shackles	of	bondage	and	servitude	in	all	its	forms.31-40Fame:	The	character	seeks	the	limelight	and	wants	to	be	famous.	They	want	their	deeds	and	actions	to	make	the	HoloNet	for	all	to	see	and	revels	in	the	attention	given	by	fans	and	supporters.41-50Greed:	Money	is	the	prime	motivator	for
this	character.	The	character	may	be	active	in	business,	investing,	or	the	tried-and-true	method	of	theft	to	increase	their	credit	bank.51-60Status:	The	character	wants	to	elevate	their	social	standinggaining	titles,	commendations,	and	accolades.	The	character	may	come	from	humble	beginnings	or	otherwise	strive	for	a	higher	position	than	where	they
began.61-70Expertise:	The	character	wants	to	excel	in	their	chosen	profession	and	constantly	practices	to	achieve	perfection.	Alternatively,	this	character	picks	a	skill	or	two	in	which	to	excel.71-80Wanderlust	/	Novelty:	The	character	is	driven	to	explore	the	galaxy	and	rarely	stays	in	one	place	for	long.	They're	motivated	to	uncover	remote	or
unexplored	regions	and	seeing	everything	that	can	be	seen.	Alternatively,	this	character	is	driven	to	experience	new	sensations	and	activities,	perhaps	rather	hedonistically.81-90Power:	The	character	craves	power	and	authority	over	others.	Their	rule	may	not	be	despotic,	but	they	wants	to	control	their	situation	and	those	around	them,	often
bettering	themself	in	the	process.91-00Religion/Spirituality:	The	character	is	both	drawn	and	follows	the	sway	of	a	particular	religious	or	spiritual	calling.	This	could	be	the	tenets	of	the	Jedi	or	the	Sith	or	some	other	belief.	CausesThis	Motivation	is	typically	an	external	group	or	concept	on	which	the	character	focuses.	The	Motivation	is	something	so
important	that	the	character	is	willing	to	takes	risks	or	operate	outside	their	comfort	zone.d100Specific	Motivation01-10Religion/Spirituality:	The	character	actively	supports	some	religious	or	spiritual	organization	or	belief.	This	could	include	the	tenets	of	the	Jedi	or	Sith	codes	or	some	other	belief.11-20The	Weak	/	Charity:	The	character	fights	for	the
underdog,	disliking	bullies	and	totalitarianism.	They'll	put	the	interests	of	those	in	need	before	their	own	and	may	donate	time	or	money	to	aid	the	less	fortunate.21-30Non-Human	Rights:	The	character	fights	for	the	rights	of	non-humans	in	the	very	xenophobic	rule	of	the	Empire.31-40Local	Politics:	The	character	supports	some	particular	political
cause,	typically	within	a	single	planet	or	system.	The	character	actively	gets	involved	in	campaigns	and	candidates,	and	may	even	fight	on	the	behalf	of	a	political	organization.41-50Overthrow	the	Empire:	The	character	despises	the	Empire	and	everything	that	it	stands	for.	They	may	or	may	not	be	an	active	member	of	the	Rebellion,	but	they	support
its	goals	and	give	aid	and	comfort	to	those	against	Imperial	tyranny.51-60Crime:	The	character	supports	the	idea	of	black	markets,	mercenaries,	and	other	groups	that	fall	outside	of	the	law.	The	character	need	not	be	a	criminal	themself,	but	may	give	aid	to	other	criminals,	especially	if	they	are	family	members,	childhood	friends,	or	if	corruption	is
deeply	embedded	in	the	character's	originating	culture.61-70Emancipation:	The	character	sees	slavery	and	indentured	servitude	as	an	abomination	that	must	be	undone.	They'll	go	out	of	their	way	to	aid	or	attempt	to	free	anyone	kept	in	slavery.71-80Droid	Rights:	The	character	believes	that	droids	should	be	accepted	as	full	members	of	galactic
society,	not	merely	tools	or	servants.81-90Capitalism:	The	character	is	an	unabashed	capitalist	and	fights	for	the	rights	of	merchants,	trading	organizations,	and	business,	sometimes	running	counter	to	the	wishes	of	both	the	Empire	and	some	criminal	groups.91-00Support	the	Empire:	The	character	actually	supports	the	goals	and	methods	of	the
Empire	and	does	their	best	to	advance	its	cause.	They'll	defend	the	Empire	in	conversation	and	may	actively	take	up	arms	in	its	defense.	RelationshipsThis	Motivation	focuses	on	a	character's	relationship	with	a	specific	person,	creature,	or	even	place.	The	relationship	could	be	loving,	respectful,	and	nurturing	or	antagonistic,	competitive,	or	one-
sided.d100Specific	Motivation01-10Place	of	Origin:	The	character	is	deeply	prideful	of	where	they	grew	up.	This	could	be	a	specific	planet,	town,	space	station,	or	ship.	The	character	strives	to	better	the	place	of	origin	and	its	people	and	will	defend	it	with	their	life.11-20Pet:	The	character	is	close	with	a	pet	or	animal	companion	of	some	sort,	a
relatively	small	non-combatant.21-30Childhood	Friend:	The	character	maintains	ties	with	a	friend	from	their	childhood.	Although	the	two	may	be	a	galaxy	apart,	the	character	desires	only	the	best	for	their	companion31-40Comrades:	The	character	shows	loyalty	to	those	they	serve	alongside.	This	could	be	either	the	current	group	of	PCs,	former
military	buddies,	or	business	associates.41-50Sibling/Siblings:	The	character	has	one	or	more	siblings	with	whom	they	maintain	close	contact.	The	sibling	or	siblings	are	unlikely	to	be	combatants	and	this	Motivation	may	or	may	not	fall	in	line	with	a	character's	Relationship	Obligation.51-60Mentor:	The	character	is	particularly	close	to	a	mentor,
professor,	teacher	or	other	figure	that	provided	support,	knowledge,	and	wisdom	to	them	in	their	early	years.61-70Parents:	The	character	has	close	ties	with	their	parents	(or	a	single	parent)	and	seeks	their	constant	approval.	This	may	or	may	not	be	a	healthy	or	supportive	situation.71-80Extended	Family/Clan:	The	character	has	a	large	extended
family,	clan,	or	tribe	that	they	deeply	love.	They	seek	both	their	comfort	and	approval	despite	the	many	voices	clamoring	in	their	ear	for	attention.81-90Droid	Companion:	The	character	possesses	a	fondness	for	a	particular	droid.	This	could	be	a	former	family	servant,	their	ship's	astromech	droid,	or	their	trusty	protocol	droid.	This	may	include	a	PC
droid.91-00Former	Nemesis:	The	character	formed	a	close	bond	with	a	former	nemesis	or	rival.	Although	things	are	patched	between	them,	the	two	could	still	be	extremely	competitive.	Bounty	Hunter	MotivationsBH-ND	p.	37Random	Motivationd10Primary	Motivation1-2Ambition3-4Cause5-6Relationship7-9Code10Roll	once	on	each	of	any	two
categoriesCodesMost	bounty	hunters	follow	their	own	particular	credo	or	ethos	in	their	work,	and	some	guilds	have	rules,	bylaws,	or	regulations	that	restrict	the	conduct	of	their	members	further.d100Specific	Motivation01-10Rule	of	Law:	There	is	nothing	more	important	than	the	rule	of	law,	and	the	character	is	sworn	to	protect	it	As	a	bounty
hunter,	the	character	is	an	extension	of	galactic	law,	and	works	strictly	to	uphold	it.11-20The	Only	Score	that	Matters:	Only	one	thing	matters	to	the	character:	having	the	highest	body	count.	The	PC	only	takes	a	bounty	alive	if	it	doesn't	pay	for	the	target	dead,	and	is	in	constant	competition	with	other	like-minded	individuals	to	rack	up	the	most
kills.21-30Survival:	A	code	is	hardly	relevant	if	the	bounty	hunter	is	too	dead	to	uphold	it.	and	while	this	character	might	have	other	principles	or	oaths,	the	first	and	foremost	is	to	survive	at	all	costs.	While	the	character	is	still	likely	to	takes	risks	no	bounty	hunter	can	avoid	them,	after	all	this	PC	works	to	minimize	them.	and	strives	to	be	on	the
winning	side	in	any	engagement.31-40Always	Get	Paid:	A	bounty	hunter	who	doesn't	get	paid	doesn't	eat,	and	starving	while	maintaining	a	terrifying	reputation	is	still	starving.	This	character's	principles	are	primarily	economic,	and	consist	of	tenets	such	as	always	working	for	the	highest	bidder,	never	taking	on	jobs	out	of	sentiment.	and	accepting	no
payment	besides	cold,	hard	credits.41-50Never	Again:	The	character	has	suffered	some	disgrace	or	loss	and	vowed	never	to	repeat	it.	Perhaps	the	character	broke	an	oath	to	protect	and	serve	the	people,	or	was	somehow	framed	for	doing	so	after	trusting	the	wrong	person.	Though	the	shame	of	failure	cannot	be	erased	fully,	the	character	has	vowed
that	it	will	never	occur	again.51-60Quiet	Professionalism:	There	is	an	old	saying	in	the	bounty	hunting	trade	that	good	work	makes	little	noise,	and	the	character	is	the	embodiment	of	that.	Like	a	master	artisan,	the	character	pursues	bounties	with	far	greater	care	and	attention	to	detail	than	most.	The	PC	sees	little	need	for	flashy	accouterments	or
ostentatious	shows	of	prowess61-70Reputation	is	Everything:	To	a	bounty	hunter,	maintaining	the	appearance	of	being	an	unrelenting,	unstoppable	force	is	often	as	important	as	actually	having	the	skills	and	strength	of	will	to	succeed	in	the	chase.	While	false	bravado	usually	falls	apart	in	the	face	of	the	challenges	a	bounty	hunter	faces,	many	bounty
hunters	work	hard	to	uphold	their	reputations,	repaying	slights	and	provocation	with	disproportionate	violence.71-80Live	Capture:	Some	bounty	hunters	vow	to	never	kill	their	targets	[though	when	dealing	with	a	crime	lord	who	requests	a	target	be	brought	in	alive,	this	can	be	a	cruel	mercy	indeed).	Whether	the	PC	does	not	kill	out	of	pride,	pity,
squeamishness.	or	desire	for	the	maximum	payout.	this	character	steadfastly	refuses	to	take	the	life	of	a	target.81-90No	Collateral	Damage:	Though	some	particularly	pernicious	bounty	hunters	are	willing	to	toss	around	thermal	detonators	on	populated	worlds,	most	try	to	minimize	the	civilian	harm	they	cause,	if	only	because	it	can	be	inconvenient	to
clean	up.	A	few.	however.	are	scrupulous	about	avoiding	civilian	casualties.	to	the	point	of	letting	a	target	escape	to	avoid	hurting	civilians.91-100Finish	the	Job:	It	is	a	rare	bounty	hunter	who	keeps	pursuing	prey	even	when	it	becomes	clear	that	the	hunt	is	not	economically	viable.	This	bounty	hunter	is	one	of	the	rare	exceptions:	their	word	is
irrevocable,	and	once	they	have	taken	a	contract,	the	character	pursues	it	at	all	costs.	While	a	job	might	be	put	on	hiatus,	once	the	hunt	begins,	they	can	never	abandon	or	forget	it	perhaps	even	if	the	client	rescinds	the	bounty!	Colonist	MotivationsC-FH	p.	34Random	Motivationd10Primary	Motivation1-2Ambition3-4Cause5-6Relationship7-
9Creation10Roll	once	on	each	of	any	two	categoriesCreationsSome	Colonists	are	motivated	by	greed,	others	want	to	forge	a	legacy	on	the	new	world,	and	some	seek	an	escape	from	their	meaningless	lives.d100Specific	Motivation01-12Society:	Many	Colonists	don't	just	seek	a	new	life	for	themselves,	they	seek	to	help	create	an	entirely	new	form	of
civilization.	These	characters	are	always	looking	for	that	moment	when	they	can	influence	the	way	a	government	interacts	with	its	citizens,	be	it	at	a	town	hall	or	parliamentary	building.	What	kind	of	society	they	want	to	create	varies	from	one	being	to	the	next.13-24Homestead:	Independence	and	self-sustainability	are	the	quiet	goals	of	those	who
seek	to	create	their	own	homestead.	These	Colonists	aren't	interested	in	making	a	fortune.	For	the	homesteader,	it	is	enough	to	know	that	their	success	or	failure	is	dependent	on	nothing	but	their	own	hard	work.	They	desires	to	build	their	own	home,	and	run	it	as	they	see	fit.25-36Legacy:	Most	species	in	the	galaxy	are	acutely	aware	of	their	own
mortality.	Some	come	to	grips	with	this	by	creating	a	lasting	legacy	that	lives	on	long	after	their	passing.	On	a	new	world,	where	there	are	new	challenges	to	rise	up	against	and	the	planet's	early	history	is	in	the	process	of	being	written,	there	is	a	much	greater	chance	of	creating	or	doing	something	that	will	live	on.	Characters	with	the	Legacy
motivation	jump	at	any	chance	to	do	something	that	helps	their	name	and	deeds	outlive	them.37-48Family:	Many	Colonists	come	to	a	new	world	as	eligible	single	people,	eager	to	learn	a	trade	and	attract	a	mate	so	they	can	settle	down	and	have	children.	This	is	a	humble	motivation	when	compared	to	most,	but	fitting	for	many	characters	who	find	it
hard	to	care	about	events	beyond	their	life	on	a	simple	backwater	world.49-60Art:	Artists	are	inspired	and	influenced	by	their	surroundings,	and	what	inspiration	could	be	better	than	a	newly	discovered	planet?	The	open	horizons,	clear	skies,	and	undiscovered	species	of	flora	and	fauna	can	spark	the	creative	impulse	in	anyone.	Some	of	those	on	the
frontier	may	seek	to	bring	some	art	and	culture	into	the	new	world.	Others	might	seek	to	support	the	creation	of	art	by	acting	as	a	patron.61-72Cure:	Far	from	the	cutting	edge	medicine	of	the	Core,	the	fringe	can	seem	an	unhealthy	place	to	live.	But	many	seemingly	worthless	worlds	may	hold	the	key	to	wiping	out	deadly	diseases.	This	might	be	the
entire	reason	a	character	has	chosen	to	be	a	Colonist;	to	save	a	colony,	a	planet,	or	simply	a	friend	or	loved	one	from	disease.73-84Understanding:	Many	Colonists	take	an	interest	in	their	adopted	world,	seeking	to	gain	a	greater	knowledge	of	their	new	home	Characters	who	seek	to	create	a	better	understanding	of	the	world	have	an	insatiable
curiosity	about	anything	pertaining	to	the	planet.	This	motivation	can	also	refer	to	creating	a	peace	between	settlers,	or	between	settlers	and	indigenes.85-100Business:	Creating	a	new	business	to	serve	an	untapped	market	is	a	dream	shared	by	many	Colonists.	Most	of	those	traveling	to	a	new	world	hope	only	to	open	up	a	shop	where	they	can	ply
their	trade,	but	some	think	bigger.	A	business	started	on	a	small	colony	may	eventually	grow	to	be	an	enterprise	that	rivals	Kuat	Drive	Yards	or	Corellian	Engineering	Corporation.	Explorer	MotivationsE-EtU	p.	31Random	Motivationd10Primary	Motivation1-2Ambition3-4Cause5-6Relationship7-9Discovery10Roll	once	on	each	of	any	two
categoriesDiscoveriesDriven	by	profit,	knowledge,	and	the	thrill	of	the	hunt,	Explorers	seek	the	new,	discover	the	lost,	and	blaze	such	trails	as	never	were	known	before.d100Specific	Motivation01-10Self:	The	Explorer	may	be	pursuing	any	number	of	goals	or	simply	wandering	the	galaxy	until	something	catches	their	interest.	Their	main	purpose,
however,	is	to	discover	who	they	truly	are	and	what	they	are	meant	to	do	with	their	life.	Each	new	path	offers	them	a	chance	to	learn	something	new	about	themself,	and	each	challenge	they	face	gives	them	insight	into	what	they	are	really	capable	of.	For	many	Explorers,	this	is	a	journey	that	will	only	end	with	their	deaths...and	possibly	not	even
then.11-20Civilizations:	As	vast	as	the	galaxy	is,	there	are	untold	cultures	and	societies	that	remain	utterly	unknown	to	the	greater	population.	Many	of	these	civilizations	lived	and	died	in	total	obscurity,	while	many	others	remain	vital	and	ready	to	be	encountered	by	someone	dedicated	and	enterprising	enough	to	search	them	out.	The	Archaeologist
career	is	especially	suited	for	searching	out	and	understanding	the	former,	while	the	Trader	will	often	find	great	joy	in	discovering	the	latter.21-30Planets:	As	vast	as	planets	are,	the	Empire	is	exponentially	larger.	Stars	can	go	for	long	stretches	of	time	being	listed	on	astrogation	charts	without	anyone	knowing	what	planets	may	orbit	them	and	what
those	planets	may	have	in	the	way	of	resources	and	utility	as	livable	places.	Finding	a	planet	of	worth	can	make	an	Explorer's	mark	in	the	galaxy,	as	well	as	their	fortune	if	they	sell	the	information	to	the	right	buyer.	Scouts,	in	particular,	are	specialists	in	such	Discoveries.31-40Treasures:	Some	hunt	it	for	the	glory.	Some	hunt	it	for	the	challenge.
Most	treasure	hunters	do	so,	however,	for	the	opportunity	to	fill	their	accounts	with	more	credits	than	they	can	imagine	spending	in	one	lifetime.	Whether	it's	a	cache	of	precious	gems	stashed	away	long	ago	by	decades-dead	pirates	or	the	incalculable	worth	of	art	and	crafts	from	an	eons-dead	civilization,	treasure	hunters	know	there	are	immense
riches	out	there	in	the	galaxy	just	waiting	for	them	to	find	where	X	marks	the	spot.41-50Secrets:	For	some,	secrets	are	another	kind	of	treasure,	albeit	one	that	provides	access	to	power	as	well	as	wealth.	Some	seek	out	secrets	at	the	behest	of	others,	preferring	to	stay	out	of	the	direct	conflicts	caused	by	the	possession	of	them,	while	others	happily
wield	the	secrets	they've	uncovered	as	weapons	for	their	own	pursuits.	As	powerful	and	wealth	inducing	as	secrets	can	be.	however,	they	can	also	be	incredibly	dangerous;	many	beings	will	kill	to	maintain	important	secrets,	and	many	others	will	kill	to	obtain	them	from	those	who	discover	them	in	the	first	place.51-60Knowledge:	Akin	to	secrets,	but
not	always	quite	as	dangerous,	lost	and	hidden	knowledge	can	be	a	powerful	asset.	Eons	of	conflict	caused	vast	storehouses	of	knowledge	to	be	lost	amid	the	rubble	of	destroyed	cities,	derelict	ships,	and	abandoned	space	stations.	Intrepid	Explorers	are	the	miners	of	that	knowledge,	bringing	it	back	into	the	light	of	day	for	all	to	benefit	from.
Archaeologists	are	naturally	inclined	to	search	for	knowledge,	as	are	Fringers	and	Traders.61-70Resources:	Credits	are	credits,	but	resources	drive	the	economies	of	every	system,	as	well	as	the	Empire	itself.	Raw	materials	power	the	Imperial	war	machine,	which	is	ever	expanding.	So,	too,	does	the	burgeoning	Rebellion	crave	important	resources	as
it	struggles	to	build	up	some	semblance	of	an	organized	resistance.	Of	course,	there	are	also	the	millions	of	businesses,	factions,	and	entrepreneurs	who	seek	one	source	or	another	of	some	special	kind	of	resource	in	order	to	enhance	their	trade	position	and	power.	Those	who	can	uncover	such	sources	Scouts	are	particularly	sought	after	for	such
work	can	make	very	good	money.71-80Technology:	Billions	of	scientists,	engineers,	and	inventors	throughout	the	galaxy	have	been	creating	wonders	of	technology	for	thousands	of	years.	Much	of	it	has	been	lost	due	to	war	or	merely	the	fall	of	a	civilization.	Other	scientific	marvels	manifest	on	a	daily	basis,	unknown	to	the	galaxy	at	large.	Clever
Explorers	seek	out	these	technological	Discoveries	to	bring	to	the	general	population,	though	usually	through	either	corporate	or	Imperial	channels.	Fringers	and	Traders	are	most	likely	to	have	such	a	focus,	though	Drivers	will	obviously	be	interested	in	any	vehicular	technology	they	can	uncover.81-90The	Lost:	Explorers	know	their	way	around	the
galaxy	better	than	anyone.	They	know	where	the	hidden	places	are,	as	well	as	the	pathways	and	interstellar	routes	that	go	unknown	to	all	others.	As	such,	Explorers	are	often	called	upon	(either	by	others	or	by	their	own	code)	to	seek	out	those	who	have	become	lost.	Some	seek	to	be	lost,	while	many	find	they	would	no	longer	know	the	way	home	even
if	they	wished	to	return.	Many	are	unable	to	escape	their	current	circumstances,	needing	to	be	found	and	liberated.	Anyone	with	this	specific	Discovery	result	might	wish	to	roll	on	the	Relationship	Motivation	chart	as	well,	determining	who	they	are	specifically	seeking.91-100"Anywhere	but	here!":	Instead	of	pursuing	any	one	specific	Discovery,	the
Explorer	is	driven	by	the	thrill	of	exploration	in	and	of	itself.	They	are	never	content	with	the	accomplishments	of	their	previous	expeditions,	and	as	soon	as	they	have	finished	one	such	trek,	they	are	already	planning	the	next,	sometimes	even	before	they	have	found	their	present	quarry.	Hired	Gun	MotivationsHG-DC	p.	34Random
Motivationd10Primary	Motivation1-2Ambition3-4Cause5-6Relationship7-9Conflict10Roll	once	on	each	of	any	two	categoriesConflictsMight	often	makes	right,	and	the	capacity	for	violence	is	often	a	law	unto	itself.	In	this	place,	the	Hired	Gun	comes	into	their	own.d100Specific	Motivation01-10Mayhem:	The	character	derives	pleasure	through
destruction.	They	seldom	pass	up	a	chance	to	cause	conflict	and	confusion	in	their	work,	even	to	the	possible	detriment	of	their	own	well-being.	Extreme	examples	of	this	may	even	be	forms	of	mental	illness.11-20Violent	Conquest:	The	character	is	driven	to	conquer	whatever	and	whomever	they	come	across.	If	the	opposition	does	not	submit,	the	PC
is	more	than	willing	to	employ	force	against	them.21-30Squadmates:	One	can	never	truly	know	their	colleagues	until	they	serve	with	them	in	battle.	While	the	character	may	be	a	bit	distant	from	non-veterans,	they	are	a	true	and	loyal	friend	to	anyone	with	whom	they	have	fought.31-40Blood	Money:	Simply	put,	violence	is	this	character's	business,
and	that	business	is	never	in	short	supply.	The	character	knows	no	other	way	to	make	their	way	in	the	galaxy,	and	thus	treats	their	bloody	work	as	any	other	job.41-50Honor	in	Battle:	The	character	holds	true	to	a	code	of	honor	in	warfare.	This	code	could	be	an	ancient	tradition	of	one	of	the	myriad	civilizations	in	the	galaxy	or	it	could	be	their	own
personal	beliefs.	Whatever	the	case,	their	honor	depends	on	following	these	tenets,	even	when	it	may	be	inconvenient.51-60Best	in	the	Field:	Be	the	best;	that's	the	creed	by	which	this	character	lives.	In	this	case,	they	strive	to	be	the	best	combatant.	They	want	to	be	the	last	one	standing	on	the	field	of	battle,	the	consummate	warrior.	They	are	willing
to	do	whatever	it	takes	to	accomplish	this.61-70Revenge:	The	character	is	driven	by	one	of	the	oldest	and	most	primal	causes	in	the	Galaxy	the	desire	to	avenge	some	real	or	perceived	wrong	the	character	has	suffered.	The	character's	hunger	for	vengeance	may	be	justified	or	not,	but	it	is	a	cold,	heartless	master	that	can	drive	the	character	to
obsession.71-80Out	of	the	Game:	The	character	works	as	a	mercenary	not	because	they	love	the	violence,	but	because	they	need	to	earn	enough	to	buy	their	way	out.	This	could	be	trying	to	accumulate	enough	money	to	retire,	pay	off	their	debts,	or	even	perform	some	action	to	repay	a	friend	before	the	PC	gives	up	their	life	of	violence.81-
90Adrenaline	Junky:	Excitement,	adventure:	the	character	loves	every	bit	of	it.	They	don't	fight	for	money,	revenge,	or	a	thirst	for	blood.	They	fight	because	they	can't	get	enough	of	the	incredible	thrill	of	risking	their	life	and	coming	out	on	top.91-100Life	Debt:	The	character	owes	someone	else,	and	owes	them	big.	The	PC's	life	is	in	someone	else's
hands,	and	this	debt	requires	them	to	fight.	They	may	or	may	not	enjoy	this,	but	this	motivation	is	so	strong	that	it	overrides	their	other	desires.	Smuggler	MotivationsS-FC	p.	34Random	Motivationd10Primary	Motivation1-2Ambition3-4Cause5-6Relationship7-9Reward10Roll	once	on	each	of	any	two	categoriesRewardsSmuggling	is	a	career	of	risks
with	the	potential	for	great	rewards,	a	life	full	of	danger	with	many	opportunities	for	adventure.d100Specific	Motivation01-10Credits:	The	Smuggler	just	wants	to	get	paid.	Smuggling	is	a	career	after	all,	and	no	one	works	for	free.	They	may	be	a	very	successful	Smuggler,	but	are	always	greedy	for	more	credits.	Or	maybe	they're	just	scraping	by	and
reliant	on	payment	for	each	job	before	they	can	repair	their	ship,	feed	their	crew,	and	move	on	to	the	next	contract.	Perhaps	they	want	what	they're	owed,	fair	and	square,	or	maybe	dreams	of	winning	big	in	a	sabacc	game.	In	any	case,	they	are	in	it	for	the	money.	Smuggling	can	be	very	lucrative	if	they	go	about	it	the	right	way	and	have	luck	on	their
side.	There	is	always	the	chance,	particularly	in	illegal	dealings,	that	the	employer	wont	want	to	pay	out.	In	such	cases,	the	Smuggler	with	the	Credits	Motivation	does	everything	they	can	to	claim	their	due.11-20Power:	For	this	Smuggler,	success	means	having	the	skills,	knowledge,	credits,	prestige,	or	contacts	to	wield	some	real	power	in	the	galaxy.
Power	comes	in	many	forms.	They	might	want	to	head	their	own	smuggling	ring	one	day,	or	maybe	they	hope	to	work	their	way	up	the	ranks	of	a	larger	organization	like	the	Black	Sun.	If	a	they're	a	Charmer,	they	may	feel	powerful	when	manipulating	others.	If	they're	a	Thief,	it	might	be	when	they're	taking	their	prized	possessions.	For	any	Smuggler
with	this	Motivation,	the	thrill	of	being	important,	of	having	power	over	others	as	well	as	their	own	life,	is	what	drives	them.21-30Victory:	This	Smuggler	enjoys	triumphing	over	others.	They	challenge	themself	to	fly	faster	than	anyone	else,	to	deceive	them,	to	shoot	more	accurately	than	they	can,	or	to	steal	things	out	from	under	their	nasal
appendages.	Their	need	to	be	better	than	everyone	else	incites	them	to	be	the	best	Smuggler	they	can	be,	but	since	they	might	take	on	particularly	dangerous	jobs	to	prove	that	they	can	smuggle	better	than	anyone	else,	this	Motivation	could	also	be	their	undoing31-40Beating	the	Odds:	Smuggling	is	not	an	easy	or	safe	career,	but	some	Smugglers
like	the	challenge	of	a	difficult	job,	game,	or	situation	In	this	case	it	is	true	that	the	higher	the	risk	the	higher	the	reward,	but	the	Smuggler	still	has	some	tricks	up	their	sleeve	to	tip	the	odds	more	in	their	favor.	When	trying	to	beat	the	house	during	a	high-stakes	game,	a	Gambler	can	use	skill	or	even	cheat	to	appear	lucky.	The	Gunslinger	facing
multiple	opponents	can	use	their	particular	talents	to	escape	unscathed.	This	Smuggler	makes	their	own	luck,	and	their	perilous	career	allows	them	to	do	so.	The	desired	outcome	is	the	satisfaction	of	succeeding	despite	the	odds.41-50Fame:	This	Smuggler	wants	to	make	a	name	for	themself.	They	may	take	the	most	dangerous,	difficult	jobs	or
seemingly	make	the	impossible	happen.	However,	this	means	nothing	to	them	unless	someone	witnesses	their	success	and	spreads	the	word	afterwards.	The	jobs	they	take	must	at	least	conclude	in	known	space	and,	ideally,	they	have	an	audience	when	they	present	the	Hutt	with	the	priceless	cargo	or	reunites	the	wealthy	merchant	with	their	long-
lost	daughter.	They	want	the	adventures	that	people	will	talk	about	from	Coruscant	to	the	Outer	Rim	and	beyond.51-60Esteem:	Sometimes	a	Smuggler	just	wants	to	be	good	at	what	they	do	and	impress	those	around	them.	Similar	to	Fame,	but	on	a	more	personal	scale,	an	Esteem	Motivation	makes	a	Smuggler	crave	the	good	opinion	of	their	peers	or
the	desire	of	the	others.	The	Smuggler	with	this	Motivation	displays	bravado	in	the	face	of	danger,	but	they	also	work	hard	to	ensure	that	their	ship	and	crew	are	up	to	the	challenging	jobs	they	want	to	take.61-70Experience:	The	galaxy	is	a	vast	and	varied	place,	with	a	myriad	of	species	and	landscapes	to	encounter.	The	career	of	a	Smuggler	offers	a
chance	to	explore,	make	new	contacts,	and	turn	a	profit	at	the	same	time.	It	is	a	great	choice	of	career	for	anyone	who	wants	to	see	the	galaxy	but	lacks	the	funding	to	do	so	at	their	leisure.	Any	Smuggler	who	values	experience	will	look	for	jobs	that	allow	them	to	learn	new	skills,	try	new	technology,	visit	new	places,	or	meet	new	people.	They	also
likely	possess	an	eclectic	mix	of	skills	and	knowledge.71-80Morals:	Sometimes	helping	others	is	a	reward	in	itself.	Altruism	may	be	a	rare	virtue,	but	smuggling	attracts	all	sorts,	and	being	a	criminal	does	not	mean	the	Smuggler	has	no	moral	code.	A	Smuggler	might	get	a	kick	out	of	helping	others,	or	they	hope	to	change	the	galaxy	one	good	deed	at
a	time.	Either	way,	they	want	to	feel	good	about	themself	based	on	their	own	criteria.	Whether	they	gain	recognition	as	a	hero	or	not	does	not	matter.81-90Excitement:	Anyone	craving	adventure	and	excitement	could	easily	end	up	as	a	Smuggler.	For	some,	the	jobs	are	not	work	but	opportunities	for	adventure.	The	career	is	not	dangerous	but	exciting
and	challenging.	Risking	everything	in	a	game	of	chance	delights	this	character,	facing	off	against	an	armed	opponent	thrills	them,	and	pushing	their	ship	to	its	limits	fleeing	Imperial	forces	leaves	them	laughing	like	a	maniac.	Anyone	traveling	with	this	Smuggler	is	in	for	a	wild	ride.91-100Independence:	Not	everyone	thrives	under	Imperial	rule.	For
some,	the	ability	to	make	their	own	decisions,	and	their	own	mistakes,	means	everything.	This	Smuggler	wants	to	choose	which	jobs	to	take	and	which	to	pass	on.	They	pay	off	debts	as	quickly	as	they	can,	so	they	are	beholden	to	no	one.	Ultimately,	they	want	to	be	their	own	boss,	which	probably	means	owning	their	own	ship	and	developing	the	skills
to	function	independently.	Technician	MotivationsT-SM	p.	36Random	Motivationd10Primary	Motivation1-2Ambition3-4Cause5-6Relationship7-9Innovation10Roll	once	on	each	of	any	two	categoriesInnovationsAs	creators,	enablers,	and	maintainers	of	a	multitude	of	technical	disciplines	and	devices,	Technicians	are	the	beings	who	are	quietly
responsible	for	sustaining	the	wonders	that	allow	modern	galactic	civilization	to	thrive	and	advance.d100Specific	Motivation01-10Fabrication:	The	character	likes	building	useful	things.	Some	creations	could	be	helpful	to	society,	but	many	are	projects	of	a	purely	personal	nature.	The	character	introduces	novel	twists	to	known	designs,	but	does	not
like	to	spend	time	inventing	wholly	new	concepts	just	for	the	sake	of	it.	The	character	might	occasionally	try	to	invent	a	new	technology	if	nothing	can	solve	a	particular	problem,	but	generally	follows	the	principle	that	the	best	creations	come	about	from	study	and	refinement	rather	than	attempts	to	make	totally	unprecedented	things.11-20Invention:
The	character	constantly	desires	to	create	new	devices,	vehicles,	or	programs.	Sometimes,	the	character	invents	something	new	to	overcome	a	specific	problem,	but	more	often	than	not,	the	act	of	inventing	something	new	is	its	own	reward.	Of	course,	the	character's	desire	for	novelty	can	sometimes	get	in	the	way	of	finding	an	expedient	solution.
After	all,	sometimes	a	simple	tool	is	the	best	one	for	a	given	job.	Still,	a	character	driven	by	this	Motivation	is	likely	to	at	least	try	reinventing	the	wheel	from	time	to	time,	even	if	the	results	aren't	particularly	useful.21-30Modification:	The	character	loves	to	extend	the	usefulness	of	a	device	or	program	by	boosting	its	abilities	or	giving	it	new
functions.	A	character	with	this	Motivation	often	adds	new	parts	or	code	to	the	original	item,	ceaselessly	fiddling	with	it	even	after	its	function	is	what	most	would	consider	optimal.	Some	individuals	turn	modifications	into	an	art	form	whether	literally	artistic,	or	metaphorically	so	through	clever	use	of	technology.31-40Personal	Improvement:	The
character	does	anything	and	everything	to	acquire	enhanced	abilities,	whether	to	make	up	for	a	devastating	injury	or	merely	to	exceed	the	limitations	of	nature.	This	character	likely	already	has	cybernetics,	and	will	seek	to	expand	their	effectiveness.	Other	characters	might	regard	the	character	as	dangerously	willing	to	give	any	new	cybernetic
program	or	device	a	try,	no	matter	its	source,	even	if	the	potential	downside	could	alter	the	character's	life	for	the	worse.41-50Waste	Not,	Want	Not:	The	character	hates	to	let	anything	go	to	waste	and	tries	to	devise	ways	of	recycling	or	refurbishing	discarded	parts,	scrap	metal,	old	technology,	and	worn-out	droids.	Perhaps	the	character	comes	from
a	remote	world	where	technology	and	materials	are	scarce,	and	anything	remotely	technological	is	expensive.	Perhaps	the	character	simply	hates	the	thought	of	later	realizing	that	something	thrown	away	was	useful.	While	this	character's	workshop	and	living	area	are	often	cluttered,	the	character	likely	claims	to	know	where	everything	is.51-
60Technological	Fascination:	The	character	loves	to	work	with	a	specific	type	of	machine,	sometimes	to	the	point	of	excluding	all	others,	be	it	firearms,	starships,	droids,	or	some	other,	more	esoteric	branch	of	technology.	The	character	seeks	out	new	information	and	the	latest	news	pertaining	to	this	area	of	fascination,	and	knows	the	intricacies	of
various	models	and	minute	differences	between	them.	The	character	might	have	favorite	models,	but	this	singular	obsession	is	not	usually	limited	to	one	specific	object	or	design.61-70Technical	Business	Interests:	The	character	strives	to	own	and	operate	a	successful	legal	or	outlaw	business	in	a	particular	area	of	expertise.	The	business	might
consume	all	of	the	character's	time	when	not	out	adventuring	with	the	other	PCs.	The	business	might	run	itself	in	the	character's	absence	by	way	of	employees	or	automation,	or	it	might	go	on	hiatus	whenever	the	character	has	to	go	gallivanting	across	the	galaxy.	However,	it	is	always	on	the	character's	mind,	and	the	character	is	likely	looking	for
ways	to	expand	or	improve	it	even	when	away.71-80Technological	Historian:	The	character	is	very	interested	in	historic	or	ancient	technology	and	strives	to	learn	more	about	it,	meticulously	cataloging	any	findings	for	future	publication.	The	character	might	amass	an	extensive	collection	that	others	regard	as	useless	junk,	going	out	of	the	way	to
acquire	seemingly	meaningless	and	often	expensive	archaic	devices.	Occasionally,	the	character	finds	a	useful	or	amazing	item	that	might	bring	a	high	price	from	a	collector	or	other	interested	party,	or	draw	unwanted	attention	from	treasure	seekers	and	the	authorities.81-90Technological	Necessity:	The	character	has	a	great	need	to	complete	or
acquire	a	specific	device	or	program.	The	goal	might	be	to	save	a	world,	a	town,	or	a	life,	or	to	provide	a	workable	solution	to	an	important	diplomatic	or	military	situation.	Whatever	the	spec1fics	of	this	need,	the	character	likely	sees	its	completion	as	a	magnum	opus,	and	stakes	a	considerable	amount	of	hope	upon	the	promise	of	salvation	the
unfinished	device	represents.91-100Technical	Rival:	The	character	cultivates	a	rivalry	with	another	Technician	who	works	in	the	same	field	of	technology.	The	character	tries	to	one-up	the	rival	whenever	possible,	and	is	driven	to	gee	up	each	morning	by	a	desire	to	surpass	tl1is	rival	as	a	creator.	The	rival	might	be	just	as	invested	in	the	rivalry	as	the
character,	or	perhaps	the	rival	is	completely	unaware	of	the	PC's	efforts.	The	rival	can	be	an	NPC	or	even	another	PC	in	the	party.	2022,	Built	with	Gatsby	Reddit	and	its	partners	use	cookies	and	similar	technologies	to	provide	you	with	a	better	experience.	By	accepting	all	cookies,	you	agree	to	our	use	of	cookies	to	deliver	and	maintain	our	services
and	site,	improve	the	quality	of	Reddit,	personalize	Reddit	content	and	advertising,	and	measure	the	effectiveness	of	advertising.	By	rejecting	non-essential	cookies,	Reddit	may	still	use	certain	cookies	to	ensure	the	proper	functionality	of	our	platform.	For	more	information,	please	see	our	Cookie	Notice	and	our	Privacy	Policy.	OggDude's	Character
Generator	is	a	staple	of	the	SWRPG	community.	A	windows-only	character	creation	program,	this	application	will	allow	you	to	create,	store,	maintain,	and	print	out	characters,	adversaries,	vehicles,	and	encounters	for	use	with	Star	Wars	Roleplaying,	produced	by	Fantasy	Flight	Games.	You	must	first	purchase	at	least	one	of	the	Core	Rulebooks	(the
Edge	of	the	Empire	Core	Rulebook,	the	Age	of	Rebellion	Core	Rulebook,	or	the	Force	and	Destiny	Core	Rulebook)	before	you	begin,	and	optionally	any	other	adventure	module	or	source	book	that	you	wish	to	use.If	you	have	any	questions,	you	can	reach	OggDude	at	oggdude42@gmail.com.Star	Wars	is	property	of	Disney	and	Lucasfilm	ltd.	Star	Wars
RPG	(SWRPG)	Community	is	not	affiliated	with,	endorsed,	sponsored,	or	specifically	approved	by	Disney	or	Lucasfilm.p.	15	About	CharacteristicsCharacteristic	ratings	for	both	PCs	and	NPCs	generally	range	from	one	to	six.A	typical	humanoid	has	an	average	characteristic	rating	of	2.	A	rating	of	1	is	weak	and	below	average.	A	characteristic	rating	of
3	or	4	is	significantly	above	average,	while	ratings	of	5	or	6	represent	exceptional	performance	and	ability.	Starting	CharacteristicsA	character's	Species	determines	their	starting	Characteristic	ratings.	Increasing	CharacteristicsEach	player	has	the	opportunity	to	increase	these	default	characteristics	during	character	creation	by	investing	a	portion
of	their	starting	experience	points.	It	is	important	to	note	that	after	character	creation,	increasing	characteristics	is	a	significant	in-game	investment	something	that	may	only	happen	a	few	times	over	the	course	of	an	entire	campaign.	Players	need	to	think	carefully	about	their	characteristic	ratings,	and	should	consider	investing	a	significant	portion
of	their	starting	experience	points	in	improving	their	characteristics.Although	it	does	make	sense	to	focus	on	characteristics	that	help	the	character's	core	skills	and	talents	(such	as	a	Politico	character	with	high	Presence	or	a	Soldier	with	a	high	Brawn	rating),	the	game	system	offers	a	great	deal	of	flexibility.	Players	should	consider	going	against	the
stereotypes	or	possibly	plan	ahead	in	anticipation	of	moving	into	other	careers	over	the	course	of	a	campaign.During	Character	Creation,	no	characteristic	can	be	higher	than	five.Once	play	begins,	PC	characteristics	are	capped	at	six.	AgilityThe	Agility	characteristic	measures	a	character's	manual	dexterity,	hand-eye	coordination,	and	body	control.
Characters	with	a	high	Agility	have	a	good	sense	of	balance,	flexibility,	and	deft	hands.	Agility	is	used	for	a	number	of	physical	skills	such	as	Coordination,	and	is	key	to	ranged	combat	skills	such	as	Ranged	(Light)	and	Ranged	(Heavy).	BrawnA	character's	Brawn	represents	a	blend	of	a	character's	brute	power,	strength,	and	overall	toughness,	as	well
as	the	ability	to	apply	those	attributes	as	needed.	Characters	with	a	high	Brawn	are	physically	fit	and	hardy,	tend	not	to	get	sick	often,	and	have	strong	constitutions.	Brawn	is	used	for	a	number	of	physical	skills	such	as	Athletics	and	Brawl.Brawn	is	also	used	to	determine	a	character's	base	Soak	Value	and	starting	Wound	Threshold.	CunningCunning
reflects	how	crafty,	devious,	clever,	and	creative	a	character	can	be.	Characters	with	a	high	Cunning	are	savvy,	quickly	pick	up	on	social	and	environmental	clues,	and	can	more	readily	come	up	with	short-term	plans	and	tactics.	Cunning	is	used	for	a	number	of	mental	skills,	such	as	Deception,	Perception,	and	Survival.	IntellectThe	Intellect
characteristic	measures	a	character's	intelligence,	education,	mental	acuity,	and	ability	to	reason	and	rationalize.	Characters	with	a	high	Intellect	can	extrapolate	or	interpolate	data,	can	recall	details	and	draw	from	previous	experience,	and	can	think	of	long-term	strategies	and	envision	the	ramifications	of	present	actions.	Intellect	is	used	for	a
number	of	mental	skills,	such	as	Astrogation,	Computers,	and	all	the	Knowledge	skills,	such	as	Lore	and	Xenology.	PresenceA	character's	Presence	characteristic	is	a	measure	of	their	moxie,	charisma,	confidence,	and	force	of	personality.	Characters	with	a	high	Presence	make	natural	leaders,	draw	attention	when	they	enter	a	room,	can	easily	strike
up	a	conversation	with	nearly	anyone,	and	are	quick	to	adapt	to	social	situations.	Presence	is	the	key	characteristic	for	interpersonal	skills	such	as	Charm	and	Leadership.	WillpowerThe	Willpower	characteristic	reflects	a	character's	discipline,	self-control,	mental	fortitude,	and	faith.	Characters	with	a	high	Willpower	can	withstand	stress	and	fatigue,
remain	composed	during	chaotic	situations,	and	exert	influence	over	the	weaker-willed.	Willpower	is	used	for	a	number	of	skills,	such	as	Coercion	and	Vigilance.Willpower	is	also	used	to	determine	a	character's	starting	Strain	Threshold.	2022,	Built	with	GatsbyPre-Generated	Character	Sheets	|	Talent	Sheets	|	Character	CreationMade	specifically	for
the	SWRPG	community	and	the	Genesys	community.Create	character	sheets	online	and	run	the	games	either	through	the	excellent	user	interface	or	from	discord	using	their	dice	bot.Fully	supports	Oggdude's	SWRPG	Character	Generator,	one	of	the	primary	char-gen	tools	for	the	system.	-	Editor's	ChoiceSWSheets	is	a	free	tool	for	storing	your	Edge
of	the	Empire,	Age	of	Rebellion	and	Force	and	Destiny	RPG	character	and	vehicle	sheets	online.It	is	completely	free	and	open-source.Star	Wars	is	property	of	Disney	and	Lucasfilm	ltd.	Star	Wars	RPG	(SWRPG)	Community	is	not	affiliated	with,	endorsed,	sponsored,	or	specifically	approved	by	Disney	or	Lucasfilm.Before	you	start	making	a	character	for
a	campaign,	make	sure	you	know	what	content	is	and	isn't	allowed	in	their	setting.	Are	you	playing	within	Edge	of	the	Empire,	Age	of	Rebellion,	Force	and	Destiny,	or	a	mix?	There	are	careers	and	species	that	are	purpose	built	for	each.	Most	GMs	for	will	state	that	they	allow	officially	published	content	only.	See	how	they	feel	about	players	using
homebrew	before	you	build	a	character	using	it.How	are	you	going	to	play	the	game?	In-person?	On	a	Virtual	Tabletop?	There's	the	official	printable	character	sheet	or	online	hosted	options	(like	RPGSessions	and	SWSheets).	Check	out	our	page	for	character	sheets.Every	character	starts	as	an	idea.	Do	you	want	to	play	a	dashing	scoundrel	of	a
smuggler,	a	gifted	Rodian	mechanic	and	pilot,	or	a	mercenary	whose	reputation	for	lethality	precedes	him?	Before	you	start	writing	down	any	numbers,	you	are	encouraged	to	take	a	few	moments	and	think	about	the	character	you	want	to	build	and	where	that	character	came	from.The	galaxy	is	a	crowded	place,	full	of	numerous	sentient	species	that
all	have	their	own	unique	abilities	and	beliefs,	and	your	choice	of	species	will	help	determine	your	characters	idiosyncratic	abilities	and	characteristics.	Those,	in	turn,	will	influence	selection	of	careers.	You	can	look	through	available	Species	on	the	community	Wiki	here,	along	with	Careers	here.	Species	determine	starting	characteristics,	wound
threshold,	strain	threshold,	starting	experience,	and	special	abilities.	Career/Specialization	determine	career	skills	and	starting	skill	ranks.A	unique	feature	of	the	Star	Wars	RPG	are	the	background	mechanics	of	Obligation,	Duty	and	Morality.	These	independent	systems	ground	your	character	to	their	in-universe	debts,	services,	or	choices.	It's
typically	best	when	starting	out	to	match	your	choice	here	to	the	Career	you	chose	and	its	respective	core	rulebook.	So	Gadgeteers,	from	Edge	of	the	Empire,	start	with	Obligation.	Commodores,	from	Age	of	Rebellion,	start	with	Duty.	Aggressors,	from	Force	&	Destiny,	start	with	Morality.	Confused?	Ask	your	GM!This	guide	walks	through	the	ten
steps	of	character	creation	in	more	detail	-	building	a	quick-witted	scoundrel	well-suited	to	navigating	the	trickier	social	situations	likely	to	manifest	in	the	shady	locations	of	Edge	of	the	Empire	as	an	example.This	page	is	really	long	and	includes	every	Talent	for	the	purposes	of	searching	(ctrl/cmd	+	F).Specific	Talent	Trees:	Specializations	About
TalentsIncreasing	CharacteristicsEvery	Talent	tree	offers	access	to	Dedication.	This	Talent	is	the	only	way	that	a	character	can	increase	one	of	their	Characteristics	after	creation	is	complete.	It	only	ever	appears	once	on	each	tree	and	generally	in	one	of	the	last	slots.	Purchasing	the	Same	Talent	Multiple	TimesRanked	TalentsMany	trees	have
multiple	entries	for	a	single	Talent.	This	is	because	many	of	the	Talents	can	be	learned	repeatedly.	When	a	character	learns	a	Talent	for	the	second-or	later-time,	they	gain	an	additional	rank	of	the	Talent.	With	few	exceptions,	there	is	no	set	limit	to	the	number	of	ranks	that	a	character	can	possess	of	a	given	Talent.	Instead.	a	character	can	learn	as
many	ranks	of	each	Talent	as	are	present	on	any	of	their	currently	available	Talent	trees.	Unranked	TalentsTalents	that	are	not	ranked	can	only	be	purchased	a	single	time.	If	a	character	is	advancing	through	a	Specialization	tree	and	reaches	a	Talent	without	ranks	that	they	have	already	acquired	from	another	Specialization	tree,	then	they
automatically	purchase	that	Talent	on	their	new	Talent	tree	without	spending	Experience	Points.	Talent	Tree	OrderAny	time	a	player	wishes	to	select	a	new	Talent	for	their	character,	they	must	first	make	certain	that	it	is	currently	accessible	from	one	of	the	character's	available	Specialization	trees.	In	order	to	navigate	to	a	new	Talent,	the	character
must	have	already	purchased	all	of	the	preceding	Talents	listed	on	the	tree,	so	that	they	can	draw	a	"line"	from	the	top	of	the	tree,	through	purchased	Talents,	to	the	new	Talent.	All	such	descents	must	follow	the	available	lines	shown	on	each	tree.Note	that	for	some	trees,	directly	descending	a	column	is	not	possible,	because	there	is	a	break	in	the
listing.	In	these	cases,	the	character	must	first	descend	a	neighboring	column,	and	then	follow	the	line	over	before	moving	up	or	down	the	tree	to	access	a	desired	talent.	Talent	Descriptions	Activation	explains	whether	a	talent	is	always	in	use	(Passive)	or	if	a	character	must	take	some	sort	of	action	in	order	to	activate	it	(Active).Some	talents	can	be
activated	on	other	characters'	turns.	If	this	is	the	case,	the	Activation	will	also	include	the	(Out	of	Turn)	note.	Ranked	indicates	if	a	talent	can	be	purchased	multiple	times	(Yes)	or	only	once	(No).	Trees	references	the	Specialization	trees	that	provide	access	to	the	particular	Talent.Note	that	for	Ranked	Talents,	some	of	these	trees	may	allow	the
character	to	purchase	the	Talent	more	than	one	time.	List	of	All	Talents	AdversaryUpgrade	the	difficulty	of	any	combat	check	targeting	this	character	once	per	rank	of	Adversary.	All-Terrain	DriverWhen	piloting	a	vehicle	using	the	Piloting	(Planetary)	skill,	the	character	does	not	suffer	the	penalties	for	driving	through	difficult	terrain.	Anatomy
LessonsActivation:	Active	(Incidental)After	a	successful	attack	with	a	non-starship/vehicle	weapon,	the	character	may	spend	one	Destiny	Point	to	add	damage	equal	to	their	Intellect	to	one	hit	of	the	attack.	Armor	MasterWhen	wearing	armor,	the	character	increases	their	total	soak	value	by	one.	Armor	Master	(Improved)When	wearing	armor	with	a
soak	value	of	two	or	higher,	the	character	increases	their	defense	by	one.	Bacta	SpecialistPatients	under	the	character's	supervision	heal	one	additional	wound	per	rank	of	Bacta	Specialist	each	time	they	recover	a	wound	while	recovering	in	a	Bacta	tank	or	under	supervised	medical	conditions	or	long-term	care.	Bad	CopThe	character	may	spend	from
a	Deception	or	Coercion	check	to	upgrade	the	ability	of	a	single	ally's	subsequent	Social	Interaction	skill	check	against	the	same	target	in	the	same	encounter.	Upgrade	the	ability	a	number	of	times	equal	to	the	character's	ranks	in	Bad	Cop.A	single	check	may	only	benefit	from	one	use	of	Bad	Cop.	Bad	MotivatorActivation:	Active	(Action)Once	per
game	session,	the	character	may	take	a	Bad	Motivator	action	to	make	a	Hard	()	Mechanics	check.	If	successful,	one	device	(subject	to	the	GM's	approval)	spontaneously	fails	due	to	the	character's	involvement,	or	because	it	was	about	to	fail	anyway	and	the	character	noticed	it	(this	is	the	character's	decision).	BalanceActivation:	Active
(Maneuver)Trees:	Force	Sensitive	ExileWhen	the	character	recovers	from	Strain	at	the	end	of	each	encounter,	they	may	roll	their	Force	rating	in	Force	dice.	They	regain	additional	strain	equal	to	the	rolled.	BarrageAdd	one	damage	per	rank	of	Barrage	to	one	hit	of	successful	Ranged	(Heavy)	or	Gunnery	attacks	with	non-starship/vehicle	weapons	at
long	or	extreme	range.	Biggest	FanActivation:	Active	(Action)Once	per	session,	the	character	may	take	a	Biggest	Fan	action	to	make	a	Hard	()	Charm	check.	If	successful,	one	NPC	of	the	character's	choice	in	the	current	encounter	turns	out	to	be	the	character's	self-proclaimed	"biggest	fan."	The	exact	effects	of	this	vary	depending	on	the	NPC	and	the
situation.	They	can	include	drastically	decreasing	the	difficulty	of	Social	Interaction	skill	checks	the	character	makes	targeting	their	biggest	fan,	the	fan	being	willing	to	perform	minor	or	even	significant	favors	for	the	character,	or	the	character	even	becoming	a	reoccurring	ally	in	the	narrative.At	the	GM's	discretion,	this	talent	may	not	be	able	to
target	certain	NPCs	whose	adversarial	nature	is	vital	to	the	plot,	or	NPCs	who	would	be	unable	to	appreciate	the	character's	work	such	as	non-sentient	creatures,	labor	droids,	and	Imperial	Stormtroopers.Activation:	Active	(Incidental)Trees:	Scoundrel,	Thief,	Trader,	EnforcerWhen	looking	to	purchase	illegal,	exotic,	or	black	market	goods,	the
character	may	decrease	an	item's	rarity	by	one	level	per	rank	in	Black	Market	Contacts.	For	each	level	an	item's	rarity	is	decreased,	its	cost	increases	by	50%	of	its	base	cost.	BloodedAdd	per	rank	of	Blooded	to	all	checks	to	resist	or	recover	from	the	effects	of	poisons,	venoms,	and	other	toxins.	Reduce	the	duration	of	any	related	ongoing	effects	or
damage	from	toxins,	venoms,	or	poisons	by	one	round	per	rank	of	Blooded	to	a	minimum	of	one.	Body	GuardActivation:	Active	(Maneuver)Once	per	round	on	the	character's	turn,	the	character	may	perform	a	Body	Guard	maneuver	to	protect	one	ally	they	are	engaged	with.	They	then	suffer	a	number	of	strain	no	greater	than	their	ranks	in	Body	Guard.
Until	the	start	of	the	character's	next	turn,	upgrade	the	difficulty	of	all	combat	checks	targeting	the	protected	ally	a	number	of	times	equal	to	the	strain	suffered	by	the	character.Activation:	Active	(Action)Trees:	Skip	Tracer,	EntrepreneurWhen	required	to	make	a	Knowledge	skill	check,	the	character	can	instead	make	a	Bought	Info	action.	They	spend
a	number	of	credits	equal	to	50	times	the	difficulty	of	the	check	and	count	as	succeeding	on	the	check	with	one	uncanceled	.	At	the	GM's	discretion,	the	character	may	not	be	able	to	use	this	ability	if	the	information	sought	is	particularly	esoteric	or	hard	to	find,	of	if	the	character	is	in	a	situation	where	they	could	not	purchase	information	(such	as
marooned	on	a	planet	with	no	access	to	the	HoloNet).	BraceActivation:	Active	(Maneuver)Trees:	Bodyguard,	Gadgeteer,	Outlaw	Tech,	Scholar,	HeavyAs	a	maneuver,	the	character	may	Brace	themself.	This	allows	a	character	to	remove	per	rank	of	Brace	from	the	next	skill	check	based	on	changing	conditions,	inclement	weather,	unstable	surfaces,
zero	gravity,	heavy	gravity,	or	other	disruptive	physical	obstacles	that	would	make	a	skill	check	more	difficult.	Brilliant	EvasionActivation:	Active	(Action)The	character	may	make	the	Brilliant	Evasion	action	when	piloting	a	vehicle	or	starship.	The	character	selects	one	opponent	and	makes	an	Opposed	Piloting	(Planetary	or	Space)	check.	If	they
succeed,	the	opponent's	vehicle	or	starship	cannot	make	any	attacks	against	the	character's	vehicle	for	a	number	of	rounds	equal	to	the	character's	Agility.	Brilliant	Evasion	can	only	be	performed	once	per	encounter.	Bring	it	DownActivation:	Active	(Incidental)The	character	may	spend	1	Destiny	Point	to	add	damage	to	a	single	hit	equal	to	their
target's	Brawn	value.This	ability	may	only	be	activated	once	per	attack.	BurlyThe	character	reduces	any	wielded	or	carried	weapon's	Cumbersome	quality	and	Encumbrance	rating	by	a	number	equal	to	ranks	in	Burly	to	a	minimum	of	1.	Bypass	SecurityTrees:	Slicer,	Thief,	Skip	TracerRemove	equal	to	the	character's	ranks	in	Bypass	Security	from
Skulduggery	or	Computers	skill	checks	made	to	disable	a	security	device	or	open	a	locked	door.	Call	'EmThis	character	does	not	add	any	to	their	combat	checks	due	the	use	of	the	Aim	maneuver	(to	target	a	specific	item	carried	by	the	target,	or	a	specific	part	of	the	target).	Clever	SolutionActivation:	Active	(Incidental)Once	per	game	session,	the
character	can	choose	to	make	one	skill	check	using	Cunning	rather	than	the	characteristic	linked	to	that	skill.	When	they	do	this,	they	must	explain	how,	in	this	particular	instance,	their	wiliness	helps	overcome	this	challenge.	CodebreakerThe	character	removes	from	any	attempt	to	break	codes	or	decrypt	communications	equal	to	their	ranks	in
Codebreaker.In	addition,	the	character	decreases	the	difficulty	of	Computers	or	Intellect	checks	made	to	break	codes	or	decrypt	communications	by	one.	This	does	not	increase	with	additional	ranks	of	Codebreaker.	CommandGain	when	making	Leadership	checks	(or	other	checks	to	inspire,	lead,	or	rally	an	audience)	per	rank	of	Command.Inspired
targets	also	add	per	rank	to	any	subsequent	Discipline	checks	they	make	over	the	next	twenty-four	hours.	This	does	not	increase	with	additional	ranks	of	Command.	ConfidenceTrees:	Scholar,	Mercenary	Soldier,	Big-Game	Hunter,	GunslingerThe	character	may	decrease	the	difficulty	of	any	Discipline	check	to	avoid	the	effects	of	fear	by	one	level	per
rank	of	Confidence.	If	they	decrease	the	difficulty	to	zero,	they	do	not	have	to	make	a	Discipline	check.	CongenialActivation:	Active	(Incidental,	Out	of	Turn)Trees:	Performer,	CharmerWhen	attempting	a	Charm	or	Negotiation	check,	the	character	may	suffer	a	number	of	strain	to	downgrade	the	difficulty	of	the	check	a	number	of	times	equal	to	the
strain	suffered.This	number	cannot	exceed	the	character's	ranks	in	Congenial.When	the	character	is	the	target	of	a	Charm	or	Negotiation	check,	the	character	may	suffer	a	number	of	strain	to	upgrade	the	difficulty	of	the	check	a	number	of	times	equal	to	the	strain	suffered.This	number	cannot	exceed	the	character's	ranks	in	Congenial.
ContraptionActivation:	Active	(Action)Once	per	game	session,	the	character	can	take	a	Contraption	action.	With	a	successful	Hard	()	Mechanics	check,	the	character	can	fashion	a	device	to	solve	a	current	problem	using	the	tools	and	parts	on	hand.	This	device	must	be	approved	by	the	GM	and	functions	for	the	duration	of	the	current	encounter	only.
Those	tools	are	destroyed	in	the	process.	may	be	spent	to	allow	the	tools	to	be	recovered	to	be	reused	later.	Convincing	DemeanorTrees:	Force	Sensitive	Exile,	Scoundrel,	Trader,	Performer,	GamblerRemove	per	rank	of	Convincing	Demeanor	from	any	Deception	or	Skulduggery	check.	Coordination	DodgeActivation:	Active	(Incidental,	Out	of
Turn)Trees:	Martial	Artist,	Performer,	GunslingerWhen	targeted	by	a	combat	check,	the	character	may	spend	one	Destiny	Point	to	add	equal	to	their	ranks	in	Coordination	to	the	check.	Crippling	BlowActivation:	Active	(Incidental)The	character	may	voluntarily	increase	the	difficulty	of	a	combat	check	by	one	to	deal	a	crippling	blow.	If	they	succeed
and	deal	damage	to	the	target's	wound	threshold,	the	target	suffers	one	strain	whenever	they	move	for	the	remainder	of	the	encounter.	Custom	LoadoutThe	character	increases	the	hard	points	of	their	SignatureVehicle	by	two.	CyberneticistThe	character	removes	per	rank	of	Cyberneticist	from	their	checks	to	build,	repair,	and	install	cybernetic
implants.	In	addition,	cybernetics	and	any	materials	used	to	craft	cybernetics	cost	the	character	50%	less	(this	does	not	decrease	with	additional	ranks	of	Cyberneticist).	Dead	to	RightsActivation:	Active	(Incidental)The	character	may	spend	one	Destiny	Point	to	add	additional	damage	equal	to	half	their	Agility	rating	(rounded	up)	to	one	hit	of	a
successful	attack	made	by	ship	or	vehicle-mounted	weaponry.	Dead	to	Rights	(Improved)Activation:	Active	(Incidental)The	character	may	spend	one	Destiny	Point	to	add	additional	damage	equal	to	their	Agility	rating	(rounded	up)	to	one	hit	of	a	successful	attack	made	by	ship	or	vehicle-mounted	weaponry.This	replaces	the	normal	ability	for	Dead	to
Rights.	Deadly	AccuracyTrees:	Assassin,	Gadgeteer,	Mercenary	Soldier,	GunslingerEach	time	the	character	gains	a	rank	of	Deadly	Accuracy,	they	must	choose	one	combat	skill.	The	character	may	add	their	basic	training	ranks	in	that	combat	skill	as	additional	damage	to	one	hit	of	a	successful	attack	made	with	that	skill	with	non-starship/vehicle
weapons.They	cannot	choose	the	same	combat	skill	twice.	Debilitating	ShotActivation:	Active	(Incidental)Upon	making	a	successful	attack	with	a	starship	or	vehicle	weapon,	may	spend	to	reduce	the	maximum	speed	of	the	target	by	1	(to	a	minimum	of	1)	until	the	end	of	the	next	round.	If	the	starship	or	vehicle	was	traveling	its	maximum	speed,	it	has
its	current	speed	reduced	to	the	new	maximum.	Deceptive	TauntOnce	per	session,	the	character	may	make	a	Deceptive	Taunt	action.	The	character	makes	an	opposed	Deception	check	targeting	one	NPC	within	medium	range.	If	they	succeed,	the	NPC	must	attack	the	character	during	its	next	turn.	If	the	NPC	cannot	do	so,	it	must	spend	all
subsequent	turns	maneuvering	into	position	until	it	can	make	a	melee	or	ranged	attack	against	the	character.	Once	it	has	made	a	melee	or	ranged	attack	against	the	character,	the	NPC	is	no	longer	affected	by	Deceptive	Taunt.	If	the	character	is	incapacitated	or	leaves	the	encounter,	the	NPC	is	no	longer	affected	by	Deceptive	Taunt.If	used	outside	of
combat,	at	the	GM's	discretion	the	NPC	can	choose	to	perform	a	non-lethal	attack	if	the	situation	warrants	it.	If	the	encounter	takes	place	at	a	party,	for	example,	the	NPC	may	choose	to	punch	the	character	rather	than	using	a	knife	or	blaster.	DedicationEach	rank	permanently	increases	a	single	characteristic	of	the	player's	choice	by	one	point.This
cannot	bring	a	characteristic	above	six.	Defensive	DrivingAny	vehicle	the	character	pilots	has	its	defense	rating	on	all	zones	increased	by	one	per	rank	of	Defensive	Driving.	Defensive	SlicingWhen	attempting	to	defend	a	computer	system	against	intrusion	(or	when	an	opponent	attempts	to	slice	a	computer	owned	or	programmed	by	the	character),	the
character	adds	equal	to	their	rank	of	Defensive	Slicing	to	their	opponent's	checks.	Defensive	Slicing	(Improved)When	attempting	to	defend	a	computer	system	against	intrusion,	the	character	upgrades	the	difficulty	of	an	opponent's	dice	pool	a	number	of	times	equal	to	their	rank	of	Defensive	Slicing.This	replaces	the	usual	benefits	from	Defensive
Slicing.	Defensive	StanceActivation:	Active	(Maneuver)Trees:	Bodyguard,	Gadgeteer,	Marauder,	Outlaw	Tech,	EnforcerOne	per	round	on	the	character's	turn,	the	character	may	perform	a	Defensive	Stance	maneuver	to	assume	a	defensive	stance	against	incoming	melee	attacks.	They	then	suffer	a	number	of	strain	no	greater	than	their	ranks	in
Defensive	Stance.	Until	the	start	of	the	character's	next	turn,	upgrade	the	difficulty	of	all	melee	combat	checks	targeting	the	character	a	number	of	times	equal	to	the	strain	suffered	by	the	character	in	this	way.	Deft	MakerThe	character	removes	per	rank	of	Deft	Maker	from	their	checks	to	repair,	modify,	construct,	and	program	droids.In	addition,
materials	to	craft	droids	cost	the	character	50%	less.	This	does	not	decrease	with	additional	ranks	of	Deft	Maker.	Disarming	SmileActivation:	Active	(Action)The	character	can	take	the	Disarming	Smile	action	to	make	an	opposed	Charm	check	against	one	target	within	short	range.	If	they	succeed,	decrease	the	targets	defense	(melee	and	ranged)	by	a
number	equal	to	the	characters	ranks	in	Disarming	Smile	(to	a	minimum	of	0)	until	the	end	of	the	encounter.	DisorientActivation:	Active	(Maneuver)Trees:	Bodyguard,	Gadgeteer,	Marauder,	Outlaw	TechAfter	hitting	with	a	combat	check,	the	character	may	spend	to	Disorient	their	foe.Disoriented	targets	add	to	all	skill	checks.The	Target	is	Disoriented
for	a	number	of	rounds	equal	to	the	attacker's	ranks	in	Disorient.	Distracting	BehaviorActivation:	Active	(Maneuver)The	character	may	make	a	Distracting	Behavior	maneuver	and	suffer	a	number	of	strain	no	greater	than	their	ranks	in	Cunning.	If	they	do	so,	an	equal	number	of	adversaries	or	NPCs	they	are	engaged	with	suffer	on	checks	they	make
until	the	beginning	of	the	character's	next	turn.The	range	of	this	maneuver	increases	by	one	band	per	rank	of	Distracting	Behavior.The	character	selects	who	is	affected	by	Distracting	Behavior	and	can	choose	to	have	this	talent	not	affect	NPC	allies.	It	may	be	that	they	explain	their	tactics	to	the	NPCs	beforehand,	or	that	they	know	the	character	well
enough	to	be	used	to	their	antics.	Distracting	Behavior	(Improved)When	affected	by	Distracting	Behavior,	NPCs	suffer	when	making	checks	targeting	the	character's	allies,	instead	of	.	DodgeActivation:	Active	(Incidental,	Out	of	Turn)Trees:	Assassin,	Doctor,	Fringer,	Politico,	Thief,	PerformerWhen	targeted	by	a	combat	check	(ranged	or	melee),	the



character	may	choose	to	immediately	perform	a	Dodge	incidental	to	suffer	a	number	of	strain,	then	upgrade	the	difficulty	of	the	combat	check	by	that	number.The	number	of	strain	suffered	cannot	exceed	their	ranks	in	Dodge.	Don't	Shoot!Activation:	Active	(Action)Once	per	session,	the	character	can	take	the	Dont	Shoot!	action	to	make	a	Hard	()
Charm	check.	If	they	succeed,	they	cannot	be	the	target	of	a	combat	check	until	the	end	of	the	encounter	or	until	they	make	a	combat	check.	This	player	must	explain	how	they	talk	their	way	out	of	being	associated	with	their	partys	combatants,	and	the	GM	has	final	say	on	whether	the	player's	ruse	succeeds.	Double	or	NothingActivation:	Active
(Incidental)Once	per	check,	the	character	may	suffer	two	strain	to	increase	the	difficulty	of	the	check	by	one.	Then,	after	canceling	opposing	symbols,	they	double	the	number	of	remaining	.	Double	or	Nothing	(Improved)When	performing	the	Double	or	Nothing	incidental,	after	canceling	opposing	symbols,	the	character	also	doubles	the	number	of
remaining	.	Double	or	Nothing	(Supreme)When	performing	the	Double	or	Nothing	incidental,	the	character	also	doubles	the	number	of	and	.	DurableTrees:	Bodyguard,	Fringer,	Marshal,	Archaeologist,	Enforcer,	Heavy,	Cyber	TechThe	character	may	reduce	a	Critical	Injury	result	they	suffer	by	10	per	rank	of	Durable,	to	a	minimum	of	one.
EnduringTrees:	Bodyguard,	Marauder,	Mechanic,	Survivalist,	Archaeologist,	DemolitionistCharacter	gains	+1	soak	value	per	rank	of	Enduring.	Energy	TransferActivation:	Active	(Maneuver)The	character	may	suffer	1	strain	to	perform	the	Energy	Transfer	maneuver;	when	they	do,	they	can	power	up	an	appropriate	unpowered	device	(such	as	a
datapad,	a	droid,	or	a	door)	until	the	end	of	the	encounter.Alternatively,	they	can	restore	ammunition	to	an	energy-based	weapon,	allowing	a	character	to	ignore	an	out	of	ammo	result.The	character	must	have	at	least	one	cybernetic	installed	to	perform	this	maneuver.	Engineered	RedundanciesThe	character	benefits	from	Emergency	Repair	Patches
as	if	they	were	a	droid.	The	character	still	benefits	from	Stimpacks	as	usual,	but	can	only	benefit	from	a	total	of	5	Stimpacks	and/or	Emergency	Repair	Patches	per	day.Additionally,	the	character	can	be	healed	with	the	Mechanics	skill	in	the	same	manner	as	a	droid.	Expert	TrackerTrees:	Survivalist,	Skip	Tracer,	Big-Game	HunterRemove	per	rank	of
Expert	Tracker	from	checks	to	find	or	follow	tracks.Survival	checks	made	to	track	targets	take	50%	less	time	than	normal.	This	does	not	decrease	with	additional	ranks	of	Expert	Tracker.	Eye	For	DetailActivation:	Active	(Incidental]Trees:	Cyber	Tech,	Droid	TechAfter	rolling	the	dice	pool	for	a	Mechanics	or	Computers	check	but	before	interpreting	the
results,	the	character	may	voluntarily	suffer	a	number	of	strain	no	greater	than	their	ranks	in	Eye	for	Detail.	If	they	do,	they	may	convert	that	many	into	.The	character	must	still	have	at	least	in	the	results	at	the	end	to	succeed	on	the	check.	Familiar	SunsActivation:	Active	(Maneuver)Once	per	game	session,	the	character	may	spend	a	maneuver	to
make	a	Hard	()	Knowledge	(Outer	Rim)	or	Knowledge	(Core	Worlds)	check.	If	successful,	the	character	is	familiar	with	the	type	of	planetary	environment	they	find	themself	in.	They	know	whether	the	planet	is	likely	to	be	inhabited	and,	if	so,	where	habitation	could	be	found.	They	also	know	about	unusual	environmental	effects,	hostile	predators,	or
sources	of	potential	profit.	Fancy	Paint	JobThe	character	can	upgrade	the	ability	of	all	of	their	Charm,	Deception.	and	Negotiation	checks	made	in	the	presence	of	their	Signature	Vehicle	once.	FearsomeWhen	an	adversary	becomes	engaged	with	the	character,	the	character	may	force	the	adversary	to	make	a	fear	check,	with	the	difficulty	equal	to	the
character's	ranks	in	Fearsome.At	the	GM's	discretion,	some	adversaries	may	be	immune	to	this	talent	based	on	the	type	of	adversary	or	the	ongoing	circumstances.	Feral	StrengthThe	character	deals	+1	damage	to	one	hit	on	all	successful	Brawl	and	Melee	checks	per	rank	of	Feral	Strength.	Field	CommanderActivation:	Active	(Action)The	character
may	take	a	Field	Commander	action.	By	successfully	passing	an	Average	()	Leadership	check,	a	number	of	allies	equal	to	their	Presence	may	immediately	suffer	one	strain	to	perform	one	maneuver.	This	does	not	count	against	the	number	of	maneuvers	they	may	perform	in	their	turn.If	there	are	any	questions	as	to	the	order	in	which	allies	act,	the
character	using	Field	Commander	is	the	final	arbitrator.	Field	Commander	(Improved)When	taking	a	Field	Commander	action,	the	character	may	affect	allies	equal	to	twice	their	Presence.In	addition,	they	may	spend	generated	on	their	Leadership	checks	to	allow	one	ally	to	suffer	one	strain	to	perform	an	action,	rather	than	a	maneuver.	Fine
TuningWhenever	the	character	reduces	the	amount	of	strain	a	starship	or	vehicle	suffers,	they	reduce	one	additional	strain	per	rank	of	Fine	Tuning.	ForagerTrees:	Force	Sensitive	Exile,	Scout,	Survivalist,Big-Game	HunterRemove	up	to	from	skill	checks	to	find	food,	water,	or	shelter.Survival	checks	to	forage	take	half	the	time.	Force	RatingTrees:
Force	Sensitive	ExileEach	rank	permanently	increases	Force	rating	by	one.	Fortune	Favors	the	BoldActivation:	Active	(Incidental,	Out	of	Turn)Once	per	game	session,	as	an	out	of	turn	incidental,	the	character	may	suffer	two	strain	to	flip	one	Destiny	Point	to	a	Destiny	Point	(this	cannot	be	used	to	interrupt	the	spending	of	a	Destiny	Point).	Frenzied
AttackActivation:	Active	(Incidental)When	making	a	Melee	or	Brawl	combat	check,	the	character	may	suffer	a	number	of	strain,	then	upgrade	the	ability	of	their	combat	check	by	that	number.	The	number	cannot	exceed	their	ranks	in	Frenzied	Attack.	Full	StopActivation:	Active	(Maneuver)When	piloting	a	ship	or	vehicle,	the	character	may	take	the
full-stop	maneuver	to	immediately	reduce	the	speed	of	the	vehicle	to	zero.	The	ship	or	vehicle	then	suffers	one	point	of	system	strain	for	every	point	of	speed	it	had	before	stopping.(GM:)	If	someone	purchases	Driver,	we'll	have	to	improve/change	this	talent	due	to	the	updated	vehicle	rules.	Full	ThrottleActivation:	Active	(Action)The	character	may
push	a	ship	or	vehicle	past	its	limits	of	speed.	They	may	perform	the	Full	Throttle	action,	attempting	a	Hard	()	Piloting	check.	With	success,	the	ships	top	speed	increases	by	one	for	a	number	of	rounds	equal	to	Cunning.The	ship	still	cannot	perform	actions	or	maneuvers	it	could	not	perform	normally	(i.e.	actions	that	have	a	minimum	speed
requirement).	Full	Throttle	(Improved)Activation:	Active	(Maneuver)The	character	may	voluntarily	suffer	one	strain	to	attempt	Full	Throttle	as	a	maneuver.In	addition,	the	difficulty	of	Full	Throttle	is	reduced	to	Average	()	Full	Throttle	(Supreme)When	the	character	successfully	performs	Full	Throttle,	the	ship's	top	speed	increases	by	two	for	a	number
of	rounds	equal	to	their	Cunning,	instead	of	one.	Galaxy	MapperTrees:	Fringer,	Pilot,	OperatorRemove	per	rank	of	Galaxy	Mapper	from	all	Astrogation	checks.In	addition,	Astrogation	checks	take	50%	less	time.	This	does	not	increase	with	multiple	ranks	of	Galaxy	Mapper.Remove	per	rank	of	Gearhead	from	all	Mechanics	checks.	-	In	addition,	the
credit	cost	to	add	mods	to	attachments	decreases	by	50%.	This	does	not	increase	with	multiple	ranks	of	Gearhead.	Good	CopTrees:	Skip	Tracer,	MarshalThe	character	may	spend	from	a	Charm	or	Negotiation	check	to	upgrade	the	ability	of	a	single	ally's	subsequent	Social	Interaction	skill	check	against	the	same	target	in	the	same	encounter.	Upgrade
the	ability	a	number	of	times	equal	to	the	character's	ranks	in	Good	Cop.A	single	check	may	only	benefit	from	one	use	of	Good	Cop	Guns	BlazingActivation:	Active	(Incidental)When	making	a	combined	combat	check	with	two	Ranged	(Light)	weapons,	the	character	may	suffer	two	strain	in	order	to	refrain	from	increasing	the	difficulty	of	the	check	for
attacking	with	two	weapons.	GrappleActivation:	Active	(Maneuver)Once	per	round,	the	character	may	perform	the	Grapplemaneuver.	Until	the	beginning	of	their	next	turn,	enemiesmust	spend	two	maneuvers	instead	of	one	maneuver	tomove	from	engaged	range	to	short	range	of	the	character.	Greased	PalmsActivation:	Active	(Maneuver)Before
making	a	Social	Interaction	check,	the	character	may	perform	a	Greased	Palms	maneuver	and	spend	up	to	50	credits	per	rank	of	Greased	Palms.	For	every	50	credits	spent,	the	character	upgrades	the	ability	of	the	skill	check	once.	How	the	money	accomplishes	this	can	be	up	to	the	player	and	GM,	but	could	take	the	form	of	bribes,	buying	gifts,	or
even	purchasing	information	that	gives	the	character	an	advantage	in	the	interaction.	GritTrees:	Assassin,	Bodyguard,	Doctor,	Fringer,	Mechanic,	Outlaw	Tech,	Pilot,	Politico,	Scout,	Slicer,	Mercenary	Soldier,	Scholar,	Survivalist,	Thief,	Trader,	Martial	Artist,	Operator,	Entrepreneur,	Marshal,	Performer,	Archaeologist,	Big-Game	Hunter,	Demolitionist,
Heavy,	Charmer,	Gambler,	Gunslinger,	Droid	TechEach	rank	of	Grit	increases	a	characters	strain	threshold	by	one.	Hard-BoiledWhen	making	a	check	to	recover	strain	at	the	end	of	an	encounter,	the	character	may	spend	to	recover	1	wound.	spent	this	way	cannot	exceed	the	character's	ranks	inHard-Boiled.Activation:	Active	(Action)Trees:	Bodyguard,
Mechanic,	Marshal,	ArchaeologistThe	character	may	perform	the	Hard	Headed	action.	On	any	turn	in	which	the	character	is	Staggered	or	Disoriented,	they	may	perform	the	Hard	Headed	action	(this	action	may	be	specifically	performed	even	though	they	are	normally	barred	from	performing	actions	when	staggered).	They	make	a	Daunting	()
Discipline	check.	If	they	succeed,	they	are	no	longer	staggered	or	disoriented.	The	difficulty	of	this	check	decreases	by	one	per	additional	rank	of	Hard	Headed,	to	a	minimum	of	Easy	().Activation:	Active	(Action)Trees:	Bodyguard,	Mechanic,	MarshalThe	character	may	use	their	Hard	Headed	action	to	recover	from	being	incapacitated	due	to	exceeding
their	strain	threshold.	On	their	next	turn	after	being	incapacitated,	they	may	make	a	Formidable	()	Discipline	check	as	their	Hard	Headed	action	(this	action	can	specifically	be	performed	even	though	they	are	normally	barred	from	performing	actions).	If	they	succeed,	they	decrease	their	strain	to	one	below	their	strain	threshold.The	difficulty	of	this
check	decreases	by	one	per	rank	of	Hard	Headed,	to	a	minimum	of	Easy	().	Heavy	HitterActivation:	Active	(Incidental)Once	per	session,	the	character	may	spend	on	a	successful	Ranged	(Heavy)	or	Gunnery	check	to	add	the	Breach	1	quality	to	the	attack,	or	increase	an	existing	Breach	rating	by	1.	Heightened	AwarenessTrees:	Scout,	Big-Game
HunterAllies	within	close	range	of	the	character	add	to	their	Perception	and	Vigilance	checks.Allies	engaged	with	them	add	instead.	Heroic	FortitudeActivation:	Active	(Incidental)Trees:	Marauder,	Survivalist,	HeavyThe	character	may	spend	one	Destiny	Point	to	ignore	the	effects	of	ongoing	Critical	Injuries	on	any	Brawn	or	Agility	related	checks	until
the	end	of	the	encounter.They	still	suffer	from	the	injury	itself.	Heroic	ResilienceActivation:	Active	(Incidental,	Out	of	Turn)Immediately	after	being	hit	by	a	successful	combat	check	but	before	damage	is	calculated,	the	character	may	spend	one	Destiny	Point	to	increase	their	soak	by	a	number	equal	to	their	ranks	in	Resilience.Trees:	Scoundrel,	Thief,
Droid	Tech,	ModderAny	large	equipment,	vehicle,	or	droid	that	the	character	owns	has	one	or	more	hidden	compartments	for	smuggling	appropriately	sized	gear.	The	number	of	compartments	is	up	to	the	player,	but	cannot	be	enough	to	hold	a	total	encumbrance	value	of	items	more	than	the	characters	ranks	in	Hidden	Storage.	The	size	of	the
compartments	are	proportional	to	the	size	of	the	vehicle	or	droid	in	question.	Most	humanoid	droids	can	only	hold	items	equivalent	in	size	to	a	one-handed	weapon,	whereas	a	silhouette	4	starship	could	conceal	humanoids	within	its	compartments.	Any	checks	to	detect	these	compartments	have	a	Formidable	()	difficulty.	Hindering	ShotActivation:
Active	(Incidental)The	character	may	voluntarily	increase	the	difficulty	of	a	Gunnery	combat	check	once	to	inflict	a	hindering	shot	on	a	vehicle.	If	they	succeed	and	deal	damage	to	the	target	vehicle's	hull	trauma	threshold,	the	vehicle	suffers	system	strain	equal	to	its	current	speed	whenever	it	moves	until	the	end	of	the	encounter.	Hold
TogetherActivation:	Active	(Incidental,	Out	of	Turn)The	character	may	spend	one	Destiny	Point	to	make	a	Hold	Together	incidental	immediately	after	a	vehicle	or	starship	they	have	repaired	this	encounter	takes	damage.	The	character	explains	why	the	apparently	serious	damage	was	in	fact	superficial,	and	the	damage	from	the	attack	becomes	system
strain	instead.	HunterThe	character	adds	per	rank	of	Hunter	to	all	skill	checks	when	interacting	with	wild	beasts	and	animals,	including	combat	checks.	Add	+10	per	rank	to	all	Critical	Injury	rolls	against	animals	per	rank	of	Hunter.	Hunter's	QuarryActivation:	Active	(Action)The	character	may	take	the	Hunter's	Quarry	action	against	an	opponent
within	long	range,	making	a	Hard	()	Survival	check.	If	the	check	succeeds,	upgrade	the	ability	of	all	attacks	made	against	the	target	by	one	until	the	end	of	the	character's	next	turn.	Hunter's	Quarry	(Improved)The	character	can	choose	to	suffer	2	strain	to	perform	the	Hunter's	Quarry	action	as	a	maneuver	instead.	Improvised	DetonationActivation:
Active	(Action)Once	per	session,	the	character	may	make	a	Hard	()	Mechanics	check	to	perform	the	Improvised	Detonation	action	and	build	an	explosive	device	out	of	available	materials.	The	device	can	be	detonated	via	any	logical	means	(timed	delay,	pressure-activated,	or	even	a	fuse).	When	the	device	explodes,	it	deals	damage	equal	to	the
character's	ranks	in	Intellect,	plus	ranks	in	Mechanics,	plus	on	the	initial	check,	and	possesses	the	Blast	quality	at	an	equal	value.The	character	can	spend	to	increase	the	damage	by	an	additional	2.A	causes	the	device	to	detonate	immediately	in	the	owner's	face.	If	the	check	would	have	been	otherwise	successful,	the	premature	detonation	does
damage	based	on	the	successful	check	(and	has	an	equivalent	Blast	quality).	If	the	check	would	have	failed,	the	premature	detonation	only	does	damage	equal	to	ranks	in	Mechanics,	plus	ranks	in	Intellect.	Improvised	Detonation	(Improved)Reduce	the	difficulty	of	Improvised	Detonation's	check	to	Average	()	and	increase	the	damage	dealt	by	the
explosive	to	ranks	in	Intellect,	plus	twice	the	character's	ranks	in	Mechanics,	plus	on	the	initial	check	(this	includes	the	damage	dealt	on	a	premature	detonation	triggered	by	).	IndistinguishableThe	characters	appearance	is	so	common	that	people	have	a	hard	time	identifying	distinguishing	traits.	Opposing	characters	upgrade	the	difficulty	of	any
checks	made	to	identify	them	once	per	rank	of	Indistinguishable.Activation:	Active	(Incidental)Once	per	game	session,	the	character	may	reveal	a	contact	who	possesses	information	on	a	particular	subject	of	their	choice.	When	the	character	does	this,	they	must	explain	how	they	know	this	contact	and	how	the	contact	can	shed	light	on	the	matter	in
question.	The	contact	should	be	available	to	the	PCs,	but	the	GM	decides	what	the	contact's	expertise	might	cost.	InsightTrees:	Force	Sensitive	ExilePerception	and	Discipline	become	career	skills	if	they	are	not	already.	Inspiring	RhetoricActivation:	Active	(Action)The	character	may	take	the	Inspiring	Rhetoric	action;	making	an	Average	()	Leadership
check.	For	each	,	one	ally	within	close	range	recovers	one	strain.For	each	one	ally	benefiting	from	Inspiring	Rhetoric	recovers	one	additional	strain.	Inspiring	Rhetoric	(Improved)Each	ally	affected	by	Inspiring	Rhetoric	gains	on	all	skill	checks	for	a	number	of	rounds	equal	to	the	characters	ranks	in	Leadership;	this	does	not	stack	with	itself.	Inspiring
Rhetoric	(Supreme)Activation:	Active	(Incidental)The	character	may	voluntarily	suffer	1	strain	to	perform	Inspiring	Rhetoric	as	a	maneuver	instead	of	an	action.	Intense	FocusActivation:	Active	(Maneuver)Trees:	Force	Sensitive	Exile,	Scholar,	EntrepreneurBefore	making	a	skill	check,	the	character	may	perform	the	Intense	Focus	maneuver.	The
character	suffers	one	strain	to	upgrade	the	ability	of	the	skill	check	once.	Intense	PresenceActivation:	Active	(Incidental,	Out	of	Turn)Trees:	Politico,	Performer,	CharmerThe	character	may	spend	one	Destiny	Point	to	recover	strain	equal	to	their	Presence	rating.	IntimidatingActivation:	Active	(Incidental,	Out	of	Turn)Trees:	Gadgeteer,	EnforcerWhen
attempting	a	Coercion	check,	the	character	may	suffer	a	number	of	strain	to	downgrade	the	difficulty	of	the	check	a	number	of	times	equal	to	the	strain	suffered.This	number	cannot	exceed	their	ranks	in	Intimidating.When	the	character	is	the	target	of	a	Coercion	check,	the	character	may	suffer	a	number	of	strain	to	upgrade	the	difficulty	of	the	check
a	number	of	times	equal	to	the	strain	suffered.This	number	cannot	exceed	their	ranks	in	Intimidating.	InventorWhen	constructing	new	items	or	modifying	existing	attachments,	the	character	may	choose	to	add	or	remove	from	the	check	per	rank	of	Inventor.	Iron	BodyThe	character	removes	per	rank	of	Iron	Body	from	their	Coordination	and	Resilience
checks.	The	critical	rating	of	the	character's	unarmed	attacks	is	reduced	by	1	per	rank	of	Iron	Body,	to	a	minimum	of	1.Activation:	Active	(Incidental)Trees:	Assassin,	Fringer,	Thief,	PerformerOnce	per	round	on	the	characters	turn,	the	character	may	stand	up	from	prone	or	a	seated	position	as	an	Incidental.	Jury	RiggedTrees:	Gadgeteer,	Outlaw	Tech,
ModderThe	character	chooses	one	personal	weapon	or	piece	of	armor	per	rank	of	Jury	Rigged.	They	may	increase	the	damage	of	the	weapon	by	one;	decrease	the	Advantage	cost	on	its	Critical,	or	any	single	other	effect	by	one	to	a	minimum	of	one;	or	increase	armors	ranged	or	melee	defense	by	one.Alternatively,	they	can	decrease	the	encumbrance
of	the	item	by	two	to	a	minimum	of	one.The	bonus	only	applies	so	long	as	the	character	is	using	the	item.If	the	item	is	ever	lost	or	destroyed,	the	character	may	apply	Jury	Rigged	to	a	new	personal	weapon	or	piece	or	armor.	Just	Kidding!Activation:	Active	(Incidental,	Out	of	Turn)Once	per	round	as	an	incidental,	when	the	character	or	any	of	their
allies	in	short	range	generates	on	a	social	skill	check,	the	character	may	spend	one	Destiny	Point	to	convert	a	single	generated	on	the	check	to	.	When	they	do	this,	they	must	explain	what	they	say	or	do	to	smooth	things	over	after	the	verbal	misstep.	Kill	with	KindnessTrees:	Politico,	Performer,	CharmerRemove	per	rank	of	Kill	with	Kindness	from	all
Charm	and	Leadership	checks	the	character	attempts.	KnockdownTrees:	Fringer,	Marauder,	ArchaeologistAfter	hitting	with	a	melee	attack,	the	character	may	knock	the	target	prone	by	spending	a	.	If	the	target	is	larger	than	the	acting	character,	it	requires	one	additional	for	each	silhouette	larger.	Know	SomebodyActivation:	Active	(Incidental)Trees:
Trader,	Entrepreneur,	ModderOnce	per	game	session,	when	attempting	to	purchase	a	legally	available	item,	the	character	may	reduce	its	rarity	by	one	step	per	rank	of	Know	Somebody.	Knowledge	SpecializationTrees:	Scholar,	ArchaeologistWhen	the	character	first	acquires	this	talent,	they	may	choose	one	Knowledge	skill.	When	making	checks	with
that	skill,	they	may	spend	to	gain	additional	successes	equal	to	their	ranks	in	Knowledge	Specialization.	Known	SchematicActivation:	Active	(Maneuver)Once	per	game	session,	the	character	may	spend	a	maneuver	to	make	a	Hard	()	Knowledge	(Education)	check.	Success	means	the	character	is	familiar	with	a	building	or	capital	ships	design.	They
now	knows	the	location	of	critical	components	or	facilities	within	the	ship	or	vehicle,	as	well	as	their	own	location.They	can	also	plan	unconventional	routes	around	obstacles.Additional	,	,	or	results	can	reveal	other	useful	information	at	the	GMs	discretion.	Larger	ProjectThe	character	can	choose	a	Signature	Vehicle	with	a	silhouette	value	1	higher
than	normal	per	rank	of	Larger	Project.	Let's	RideActivation:	Active	(Incidental)Trees:	Pilot,	Scout,	OperatorOnce	per	round	on	the	characters	turn,	the	character	may	mount	or	dismount	from	a	vehicle	or	beast,	or	slide	into	the	cockpit	or	weapon	station	aboard	a	star-	ship,	as	an	incidental	instead	of	a	maneuver.	Lethal	BlowsTrees:	Assassin,
Marauder,	Mercenary	Soldier,	GunslingerThe	character	adds	+10	per	rank	of	Lethal	Blows	to	any	Critical	Injury	rolls	inflicted	on	opponents.	LoomWhen	an	ally	engaged	with	the	character	makes	a	successful	Charm,	Deception,	or	Negotiation	check,	the	character	adds	per	rank	in	Coercion	to	the	ally's	check.	Machine	MenderWhen	this	character
makes	a	Mechanics	check	to	help	a	character	heal	wounds,	the	target	heals	one	additional	wound	per	rank	of	Machine	Mender.Typically,	only	droids	can	be	healed	with	Mechanics	checks.	Master	DoctorActivation:	Active	(Incidental)Once	per	round,	the	character	may	suffer	two	strain	to	decrease	the	difficulty	of	their	next	Medicine	check	by	one	to	a
minimum	of	Easy	().	Master	DriverActivation:	Active	(Incidental)Once	per	round	when	piloting	a	vehicle	using	the	Piloting	(Planetary)	skill,	the	character	may	voluntarily	suffer	2	strain	to	perform	any	action	as	a	maneuver	instead.	Master	GrenadierThe	character	decreases	the	cost	to	activate	the	Blast	quality	on	any	weapon	they	use	by	1	to	a
minimum	of	1.This	includes	the	cost	to	activate	the	Blast	quality	if	the	weapon	misses.	Master	MerchantActivation:	Active	(Incidental)Trees:	Trader,	EntrepreneurBefore	making	a	check	when	buying	or	selling	items,	or	undertaking	or	paying	off	Obligation,	the	character	may	choose	to	suffer	two	strain.	If	the	check	succeeds,	they	sell	the	item	for	25%
more	than	base	cost,	buy	it	for	25%	less,	pay	off	an	additional	one	Obligation	point,	or	undertake	one	less	Obligation	point.	Master	of	ShadowsActivation:	Active	(Incidental)Once	per	round,	the	character	may	voluntarily	suffer	two	strain	to	decrease	the	difficulty	of	the	next	Stealth	or	Skulduggery	check	by	one,	to	a	minimum	of	Easy	().	Master
PilotActivation:	Active	(Incidental)Once	per	round	when	piloting	a	starship	(a	ship	piloted	using	the	Piloting	(Space)	skill),	the	character	may	voluntarily	suffer	two	strain	to	perform	any	action	as	a	maneuver	instead.	Master	SlicerActivation:	Active	(Incidental)Once	per	round,	the	character	may	perform	a	Master	Slicer	incidental	to	suffer	two	strain
and	decrease	the	difficulty	of	the	next	Computers	or	other	slicing-related	check	by	one,	to	a	minimum	of	Easy	().	Master	StarhopperActivation:	Active	(Incidental)Once	per	round,	the	character	may	suffer	two	strain	to	decrease	the	difficulty	of	their	next	Astrogation	check	by	one,	to	a	minimum	of	Easy	().	Mental	FortressActivation:	Active
(Incidental)The	character	may	spend	one	Destiny	Point	to	ignore	the	effects	of	ongoing	Critical	Injuries	on	any	Intellect	or	Cunning	related	checks	until	the	end	of	the	encounter.They	still	suffer	from	the	injury	itself.	Mind	Over	MatterActivation:	Active	(Incidental)The	character	may	spend	one	Destiny	Point	to	recover	strain	equal	to	their	Willpower
rating.	More	Machine	than	ManEach	rank	of	More	Machine	than	Man	increases	the	character's	cybernetic	implant	cap	by	1.	Museum	WorthyActivation:	Active	(Action)Once	per	game	session,	the	character	may	take	an	action	to	make	a	Hard	()	Knowledge	(Education)	check	regarding	a	single	relic,	ruin,	or	piece	of	galactic	history	(subject	to	the	GM's
approval).	If	successful,	the	character	knows	an	amount	of	information	about	the	item	based	on	the	number	of	rolled.	Natural	AthleteActivation:	Active	(Incidental)Once	per	game	session,	the	character	may	reroll	any	one	Athletics	or	Coordination	check.	Natural	BrawlerActivation:	Active	(Incidental)Trees:	Marauder,	Martial	ArtistOnce	per	game
session,	the	character	may	reroll	any	one	Brawl	or	Melee	check.	Natural	CharmerActivation:	Active	(Incidental)Trees:	Politico,	Scoundrel,	CharmerOnce	per	game	session,	the	character	may	reroll	any	one	Charm	or	Deception	check.	Natural	DoctorActivation:	Active	(Incidental)Once	per	game	session,	the	character	may	reroll	any	one	Medicine	check.
Natural	DriverActivation:	Active	(Incidental)Once	per	game	session,	the	character	may	reroll	any	one	Piloting	(Planetary)	or	Gunnery	check.	Natural	EnforcerActivation:	Active	(Incidental)Trees:	Gadgeteer,	EnforcerOnce	per	game	session,	the	character	may	reroll	any	one	Coercion	or	Streetwise	check.	Natural	HunterActivation:	Active
(Incidental)Trees:	Scout,	Big-Game	HunterOnce	per	game	session,	the	character	may	reroll	any	one	Perception	or	Vigilance	check.	Natural	MarksmanActivation:	Active	(Incidental)Trees:	Mercenary	Soldier,	Marshal,	GunslingerOnce	per	game	session,	the	character	may	reroll	any	one	Ranged	(Light)	or	Ranged	(Heavy)	check.	Natural
MerchantActivation:	Active	(Incidental)Once	per	game	session,	the	character	may	reroll	any	one	Streetwise	or	Negotiation	check.	Natural	NegotiatorActivation:	Active	(Incidental)Once	per	game	session,	the	character	may	reroll	any	one	Cool	or	Negotiation	check.	Natural	OutdoorsmanActivation:	Active	(Incidental)Once	per	game	session,	the
character	may	reroll	any	one	Resilience	or	Survival	check.	Natural	PilotActivation:	Active	(Incidental)Once	per	game	session,	the	character	may	reroll	any	one	Piloting	(Space)	or	Gunnery	check.	Natural	ProgrammerActivation:	Active	(Incidental)Once	per	game	session,	the	character	may	reroll	any	one	Computers	or	Astrogation	check.	Natural
RogueActivation:	Active	(Incidental)Once	per	game	session,	the	character	may	reroll	any	one	Skulduggery	or	Stealth	check.	Natural	ScholarActivation:	Active	(Incidental)Once	per	game	session,	the	character	may	reroll	any	one	Knowledge	skill	check.	Natural	TinkererActivation:	Active	(Incidental)Once	per	game	session,	the	character	may	reroll	any
one	Mechanics	check.	Nobody's	FoolTrees:	Politico,	Trader,	Skip	TracerThe	difficulty	of	any	Charm,	Coercion,	or	Deception	checks	attempted	against	the	character	are	once	for	each	rank	of	Nobodys	Fool.	Offensive	DrivingActivation:	Active	(Maneuver)As	a	maneuver,	the	character	may	inflict	a	number	of	system	strain	on	their	vehicle	no	greater	than
its	highest	defense	value	and	choose	a	vehicle	within	close	range.	If	the	character	does	so,	upgrade	the	difficulty	of	the	next	Piloting	(Planetary)	or	Piloting	(Space)	check	that	vehicle's	pilot	makes	before	the	end	of	the	encounter,	once	for	each	system	strain	inflicted	on	the	character's	craft	this	way.	OutdoorsmanTrees:	Survivalist,	Big-Game
HunterThe	character	removes	per	rank	of	Outdoorsman	from	checks	to	move	through	terrain	or	manage	terrain	or	environmental	effects.Decrease	overland	travel	times	by	50%.	This	does	not	decrease	with	multiple	ranks	of	Outdoorsman.	OverbalanceWhenever	an	enemy	engaged	with	the	character	makes	a	combat	check,	after	the	attack	is	resolved
the	character	may	spend	or	to	stagger	the	attacker	until	the	end	of	the	attacker's	next	turn.	OverchargeActivation:	Active	(Action)Once	per	encounter,	the	character	may	take	the	Overcharge	action	by	making	a	Hard	()	Mechanics	check	and	choosing	one	of	their	cybernetic	implants	that	grants	them	one	or	more	of	the	following:	+1	to	a	characteristic
rating,	+1	rank	to	a	skill,	or	+1	rank	of	a	ranked	talent.	If	they	succeed,	until	the	end	of	the	encounter,	the	chosen	cybernetic	provides	an	additional	+1	to	any	characteristic	ratings	(to	a	maximum	of	7),	an	additional	+1	ranks	to	any	skills	(to	a	maximum	of	5),	and	an	additional	+1	rank	of	any	ranked	talents	that	it	provides.The	GM	may	spend	from	the
check	to	have	the	overcharged	cybernetic	short	out	at	the	end	of	the	encounter;	it	provides	no	benefit	until	the	character	spends	several	hours	making	an	Average	()	Mechanics	check	to	repair	it.	Overcharge	(Improved)Once	per	round	when	using	the	Overcharge	action,	the	character	may	spend	or	from	the	Mechanics	check	to	immediately	take	one
additional	action.	Overcharge	(Supreme)When	performing	the	Overcharge	action,	the	character	may	choose	any	number	of	cybernetic	implants	to	attempt	to	overcharge	instead	of	just	one.	If	they	do,	upgrade	the	difficulty	of	the	Mechanics	check	once	for	each	additional	cybernetic	beyond	the	first.The	GM	may	spend	from	the	check	to	have	any	one
overcharged	cybernetic	short	out	at	the	end	of	the	encounter;	each	cybernetic	that	shorts	out	provides	no	benefit	until	the	character	spends	several	hours	making	an	Average	()	Mechanics	check	to	repair	it.	Overwhelm	DefensesActivation:	Active	(Incidental)Upon	making	an	unsuccessful	attack	with	a	starship	or	vehicle	weapon,	the	character	may
spend	per	rank	of	Overwhelm	Defenses.	Reduce	the	defense	rating	in	the	defense	zone	targeted	by	the	attack	for	the	remainder	of	the	encounter	by	1	for	every	spent	Overwhelm	EmotionsTrees:	Force	Sensitive	ExileWhen	the	character	performs	a	Charm,	Coercion,	or	Deception	check,	they	may	include	equal	to	their	Force	rating.Each	adds	to	Charm
checks.Each	adds	to	Coercion	or	Deception	checks.However,	every	add	to	Coercion	or	Deception	checks,	and	every	add	to	Charm	checks.This	does	not	apply	to	targets	immune	to	Force	powers.	ParryActivation:	Active	(Incidental,	Out	of	Turn)When	the	character	suffers	a	hit	from	a	Brawl,	Melee,	or	Lightsaber	combat	check,	after	damage	is	calculated
(but	before	soak	is	applied),	the	character	may	take	a	Parry	incidental.	They	suffer	3	strain	and	reduce	the	damage	dealt	by	that	hit	by	a	number	equal	to	2	plus	their	ranks	in	Parry.This	talent	may	only	be	used	once	per	hit	and	when	the	character	is	wielding	a	Melee	weapon	or	Lightsaber.	PinActivation:	Active	(Action)The	character	may	take	the	Pin
action.	By	successfully	passing	an	Opposed	Athletics	check	against	an	engaged	opponent,	the	character	immobilizes	that	opponent	until	the	end	of	the	character's	next	turn.In	addition,	the	character	may	spend	generated	on	the	check	to	increase	the	duration	of	the	immobilization	by	one	round.	Planet	MapperThe	character	removes	per	rank	of	Planet
Mapper	from	their	Streetwise	or	Survival	checks	used	to	navigate	on	a	world.In	addition,	such	checks	take	50%	less	time.	This	does	not	decrease	with	additional	ranks	of	Planet	Mapper.	Plausible	Deniabi1ityTrees:	Politico,	Entrepreneur,	CharmerRemove	per	rank	of	Plausible	Deniability	from	all	Coercion	and	Deception	checks	the	character	attempts.
Point	BlankTrees:	Gadgeteer,	Mercenary	Soldier,	MarshalThe	character	adds	one	damage	per	rank	of	Point	Blank	to	one	hit	of	successful	Ranged	(Heavy)	or	Ranged	(Light)	attacks	made	while	at	short	range	or	engaged.	Powerful	BlastThe	character	increases	the	damage	dealt	by	the	Blast	quality	of	explosives,	explosive	weapons,	and	grenades	they
use	by	+1	per	rank	of	Powerful	Blast.	Precise	AimActivation:	Active	(Maneuver)Once	per	round	on	the	characters	turn,	the	character	may	perform	a	Precise	Aim	maneuver	before	attempting	a	combat	check	and	suffer	a	number	of	strain.	The	number	of	strain	cannot	exceed	their	ranks	in	Precise	Aim.	They	then	decrease	the	targets	defense	(ranged
and	melee)	by	one	per	strain	suffered	for	that	combat	check.	Precision	StrikeActivation:	Active	(Incidental,	Out	of	Turn)When	the	character	inflicts	a	Critical	Injury	with	a	Brawl,	Melee,	or	Lightsaber	weapon.	they	may	suffer	1	strain	to	change	the	result	to	any	Easy	()	Critical	Injury	result.Additionally,	whenever	the	character	defeats	a	minion	or	rival
NPC,	they	may	always	choose	to	do	so	by	nonlethal	means,	even	if	the	environment	or	exceptional	circumstances	would	normally	make	that	very	difficult	or	impossible.	Precision	Strike	(Improved)Activation:	Active	(Incidental,	Out	of	Turn)Once	per	round,	when	the	character	inflicts	a	Critical	Injury	with	a	Brawl	or	Melee	weapon,	they	may	suffer	2
strain	to	change	the	result	to	any	Average	()	Critical	Injury	result.	Precision	Strike	(Supreme)Activation:	Active	(Incidental,	Out	of	Turn)Once	per	game	session,	when	the	character	inflicts	a	Critical	Injury	with	an	unarmed	attack,	they	may	suffer	3	strain	to	change	the	result	to	any	Hard	()	Critical	Injury	result.Combat	checks	to	activate	this	talent
cannot	be	made	with	any	weapons.	Pressure	PointActivation:	Active	(Incidental)When	making	a	Brawl	check	against	a	living	opponent,	the	character	may	choose	to	forgo	dealing	damage	as	wounds,	instead	dealing	the	equivalent	damage	as	strain,	plus	additional	strain	equal	to	their	ranks	in	Medicine.These	checks	cannot	be	made	with	any	weapons,
but	this	strain	damage	is	not	reduced	by	soak.	Quick	DrawActivation:	Active	(Incidental)Trees:	Assassin,	Force	Sensitive	Exile,	Scoundrel,	Marshal,	GunslingerOnce	per	round	on	the	characters	turn,	they	may	draw	or	holster	an	easily	accessible	weapon	as	an	incidental,	not	a	maneuver.This	talent	also	reduces	the	amount	of	time	to	draw	or	stow	a
weapon	that	usually	requires	more	than	one	maneuver	to	properly	prepare	or	stow,	by	one	maneuver.	Quick	Draw	(Improved)The	character	may	activate	the	Quick	Draw	talent	twice	per	round	(instead	of	just	once	per	round).	Quick	StrikeTrees:	Assassin,	Scoundrel,	Scout,	Big-Game	Hunter,	GunslingerWhen	performing	a	combat	check	during	combat,
the	character	adds	per	rank	of	Quick	Strike	to	combat	checks	against	any	target	that	has	not	yet	acted	in	the	encounter.	Rain	of	DeathActivation:	Active	(Maneuver)The	character	may	perform	the	Rain	of	Death	maneuver.	If	they	do	so,	when	they	make	an	attack	in	the	same	turn,	they	do	not	increase	the	difficulty	of	theattack	due	to	the	Auto-fire
quality.	Rapid	ReactionActivation:	Active	(Incidental,	Out	of	Turn)Trees:	Scoundrel,	Thief,	Demolitionist,	GunslingerThe	character	may	suffer	a	number	of	strain	to	add	an	equal	number	of	to	any	Vigilance	or	Cool	check	to	determine	initiative	order.The	number	may	not	exceed	their	ranks	in	Rapid	Reaction.	Rapid	RecoveryTrees:	Fringer,	Pilot,	Scout,
Skip	Tracer,	EntrepreneurWhen	this	character	heals	strain	after	an	encounter	has	concluded,	they	heal	one	additional	strain	per	rank	in	Rapid	Recovery.	Reconstruct	the	SceneActivation:	Active	(Action)Once	per	session,	the	character	may	perform	the	Reconstruct	the	Scene	action.	The	character	makes	a	Hard	()	Perception	check	when	present	at	a
single	crime	scene	(or	similar	location).	If	the	character	succeeds,	they	identify	all	prominent	physical	characteristics	of	one	person	who	was	at	the	crime	scene	in	the	last	24	hours	per	.	Redundant	SystemsActivation:	Active	(Action)Trees:	Mechanic,	Droid	TechWith	an	Easy	()	Mechanics	check,	the	character	may	harvest	components	from	a
functioning	device	to	repair	a	broken	one,	without	breaking	the	functioning	device.	This	allows	the	character	to	repair	a	broken	device	without	having	required	spare	parts,	raw	materials,	or	repair	kits	(the	initial	check	does	not	suffer	penalties	for	lacking	repair	kits,	either).This	only	works,	however,	if	the	functioning	device	is	at	least	the	same	size
and	technological	level	as	the	device	being	repaired	(it	is	impossible	to	repair	a	starship	with	a	blaster	pistol,	or	a	lightsaber	with	parts	from	a	water	wheel).	Reroute	ProcessorsActivation:	Active	(Action)Once	per	encounter,	the	character	may	perform	the	Reroute	Processors	action	on	a	droid	they	are	engaged	with	by	making	an	Average	()	Computers
check.	If	the	character	succeeds,	they	decrease	one	of	the	droid's	characteristics	by	1	(to	a	minimum	of	0)	until	the	end	of	the	encounter	and	increase	another	of	its	characteristics	by	1	(to	a	maximum	of	7)	until	the	end	of	the	encounter.If	the	character	is	a	droid,	they	may	perform	this	action	on	themself.	ResearcherTrees:	Scholar,	ArchaeologistThe
character	removes	per	rank	of	Researcher	from	all	Knowledge	checks.Researching	takes	50%	less	time.	This	does	not	increase	with	multiple	ranks	of	researcher.	ResolveTrees:	Doctor,	Scholar,	Slicer,	Archaeologist,	Charmer,	ModderWhen	the	character	involuntarily	suffers	strain,	they	suffer	one	less	strain	per	rank	of	Resolve,	to	a	minimum	of
one.This	does	not	apply	to	voluntary	strain	loss.	Resourceful	RefitActivation:	Active	(Action)Instead	of	removing	an	attachment	to	make	room	for	a	new	one,	the	character	may	upgrade	an	old	attachment	into	a	new	one.	They	can	take	the	Resourceful	Refit	action	by	choosing	an	existing	attachment	installed	in	one	of	their	items,	starships,	or	vehicles
and	making	an	Average	()	Mechanics	check.	If	they	succeed,	they	may	destroy	the	chosen	attachment	and	reduce	the	price	of	the	next	attachment	they	purchase	and	install	in	that	item	by	the	price	of	the	attachment	they	destroyed	(to	a	minimum	of	O	credits).They	must	still	acquire	the	new	attachment,	with	an	appropriate	check	based	on	its	rarity,
their	location,	and	other	relevant	factors.	Respected	ScholarTrees:	Scholar,	ArchaeologistThe	character	downgrades	the	difficulty	of	checks	to	interact	with	institutions	of	learning	equal	to	their	ranks	in	Respected	Scholar.	Second	ChancesActivation:	Active	(Incidental)Once	per	encounter,	after	the	character	has	rolled	a	skill	check	(but	before
resolving	the	result),	they	choose	a	number	of	positive	dice	from	their	dice	pool	up	to	the	number	of	their	ranks	in	Second	Chances	and	re-roll	them.	The	character	must	accept	the	second	result.This	talent	cannot	be	used	to	re-roll	any	.****	Selective	DetonationActivation:	Active	(Incidental)When	using	any	weapon	with	the	Blast	quality	or	explosive
device,	the	character	may	spend	or	to	exclude	one	target	that	would	normally	be	affected	by	the	explosion.	Multiple	targets	may	be	excluded	in	this	manner,	but	the	total	number	may	not	exceed	their	ranks	in	Selective	Detonation.****	Scathing	TiradeActivation:	Active	(Action)The	character	may	take	the	Scathing	Tirade	action;	making	an	Average()
Coercion	check.	For	each	,	one	enemy	within	short	range	suffers	one	strain.The	character	can	also	spend	;	for	every	spent,	one	target	already	affected	suffers	1	additional	strain.	Scathing	Tirade	(Improved)Each	enemy	affected	by	Scathing	Tirade	suffers	on	all	skill	checks	for	a	number	of	rounds	equal	to	the	character's	ranks	in	Coercion;	this	does	not
stack	with	itself.	Scathing	Tirade	(Supreme)Activation:	Active	(Incidental)The	character	may	voluntarily	suffer	one	strain	to	perform	Scathing	Tirade	as	a	maneuver	instead	of	an	action.	Second	WindActivation:	Active	(Incidental)Trees:	Mercenary	Soldier,	Performer,	EnforcerOnce	per	encounter,	the	character	may	use	a	Second	Wind	incidental	to
recover	an	amount	of	strain	equal	to	their	ranks	in	Second	Wind.	Sense	DangerActivation:	Active	(Incidental)Trees:	Force	Sensitive	ExileOnce	per	game	session,	the	character	may	remove	from	any	one	skill	check.	Sense	EmotionsTrees:	Force	Sensitive	ExileThe	character	adds	to	all	Charm,	Coercion,	and	Deception	checks	unless	the	target	is	immune
to	Force	Powers.	ShortcutTrees:	Scout,	Thief,	OperatorDuring	a	chase,	the	character	adds	equal	to	their	ranks	in	Shortcut	to	any	checks	made	to	catch	or	escape	an	opponent.	Shortcut	(Improved)Activation:	Active	(Incidental)When	engaging	in	a	chase	or	race,	the	character	may	suffer	two	strain	to	add	equal	to	ranks	in	Shortcut	to	the
check.Activation:	Active	(Maneuver)Trees:	Bodyguard,	Mercenary	Soldier,	Scoundrel,	Outlaw	Tech,HeavyOnce	per	round	on	the	characters	turn,	the	character	may	perform	a	Side	Step	maneuver	to	side	step	and	try	to	avoid	incoming	ranged	attacks.	They	then	suffer	a	number	of	strain	no	greater	than	their	ranks	in	Side	Step.	Until	the	start	of	the
characters	next	turn,	upgrade	the	difficulty	of	all	ranged	combat	checks	targeting	the	character	a	number	of	times	equal	to	the	strain	suffered	by	the	character.	Signature	VehicleThe	character	chooses	one	starship	or	vehicle	with	a	silhouette	or	3	or	lower	that	they	own.	That	starship	or	vehicle	is	the	character's	"Signature	Vehicle."	They	upgrade	the
ability	of	all	Mechanics	checks	made	to	work	on	the	vehicle	once.If	the	starship	or	vehicle	is	ever	lost	or	destroyed.	the	character	may	apply	Signature	Vehicle	to	a	new	starship	or	vehicle	that	meets	the	requirements.	The	process	of	modifying	and	acclimating	to	the	new	vehicle	may	take	some	time.	at	the	GM's	discretion.	-	No	two	characters	can	have
the	same	vehicle	as	their	Signature	Vehicle.	Sixth	SenseTrees:	Force	Sensitive	ExileThe	character	gains	+1	ranged	defense.	Skilled	JockeyTrees:	Fringer,	Pilot,	OperatorThe	character	removes	per	rank	of	Skilled	Jockey	from	all	Piloting	(Planetary)	and	Piloting	(Space)	checks	the	character	attempts.	Skilled	SlicerActivation:	Active	(Incidental)When
making	a	Computers	check,	the	character	may	spend	to	gain	some	measure	of	control	over	the	target	system.	Any	further	Computers	checks	within	this	system	can	be	made	as	maneuvers.	Smooth	TalkerActivation:	Active	(Incidental)Trees:	Trader,	Performer,	Charmer,	GamblerWhen	a	character	acquires	this	talent,	they	choose	one	skill:	Charm,
Coercion,	Negotiation,	or	Deception.	When	making	checks	with	that	skill,	they	may	spend	to	gain	additional	equal	to	their	ranks	in	Smooth	Talker.	Sniper	ShotActivation:	Active	(Maneuver)Trees:	Assassin,	Mercenary	SoldierOnce	per	round	before	making	a	non-thrown	ranged	attack,	the	character	may	perform	a	maneuver	to	attempt	a	Sniper	Shot.
Sniper	Shot	increases	the	maximum	range	of	their	ranged	weapon	up	to	one	range	band	per	rank.	For	each	rank	beyond	the	normal	maximum	of	the	weapon,	upgrade	the	difficulty	of	the	check	by	one	(this	is	in	addition	to	the	increased	difficulty	of	the	shot	due	to	longer	range).	Soft	SpotActivation:	Active	(Incidental)Trees:	Scoundrel,	Survivalist,	Skip
TracerAfter	making	a	successful	attack	with	a	non-starship/vehicle	weapon,	the	character	may	spend	one	Destiny	Point	to	add	damage	equal	to	their	Cunning	to	one	hit	of	the	successful	attack.	Solid	RepairsTrees:	Mechanic,	Outlaw	TechThe	character	repairs	+1	hull	trauma	per	rank	of	Solid	Repairs	whenever	they	repair	a	vehicle	or	starship.	Sorry
About	the	MessThe	character	decreases	the	critical	rating	of	any	non-starship	weapon	they	wield	by	1	(to	a	minimum	of	1)	against	targets	that	have	not	yet	acted	this	encounter.	Sound	InvestmentsAt	the	beginning	of	each	game	session,	the	character	gains	credits	equal	to	their	ranks	in	Sound	Investments	times	100.	How	this	money	is	earned	is	up	to
the	player	and	the	GM,	and	could	be	actual	investments,	business	dealings,	or	even	a	small	legal	or	illegal	side	business.	The	GM	can	also	decide	that	the	current	events	of	the	adventure	may	make	these	funds	temporarily	unavailable.	Spare	ClipTrees:	Gadgeteer,	Trader,	HeavyThe	character	does	not	run	out	of	ammo	on	a	.	Items	with	Limited	Ammo
quality	run	out	of	ammo	as	normal.	Speaks	BinaryTrees:	Outlaw	Tech,	Scholar,	Droid	TechThe	character	grants	per	rank	of	Speaks	Binary	to	any	tasks	they	direct	a	non-player	droid	to	perform.	Speaks	Binary	(Improved)When	the	character	directs	a	Non-Player	Character	droid	to	assist	any	character	with	a	check,	that	droid	provides	an	additional	to
the	check	for	which	it	is	assisting	(beyond	the	usual	benefits	of	assistance).	Speaks	Binary	(Supreme)Activation:	Active	(Maneuver)Once	per	encounter,	the	character	may	perform	the	Speaks	Binary	maneuver,	choosing	one	skill.	Until	the	beginning	of	their	next	turn,	a	number	of	Non-Player	Character,	non-minion	droids	up	to	their	rank	in	Speaks
Binary	may	use	the	character's	ranks	in	the	chosen	skill	(rather	than	their	own	ranks	in	that	skill).	SpitfireAfter	the	character	makes	a	successful	combined	check	with	two	Ranged	(Light)	weapons,	each	additional	hit	generated	as	part	of	the	attack	can	be	allocated	to	any	other	target	within	range	of	the	weapon.	StalkerTrees:	Assassin,	Scout,
Survivalist,	Thief,Big-Game	HunterThe	character	adds	per	rank	of	Stalker	to	all	Coordination	and	Stealth	checks.	Steady	NervesThe	character	removes	per	rank	of	Steady	Nerves	from	Cool	or	Skulduggery	checks.	Steely	NervesActivation:	Active	(Incidental)The	character	may	spend	one	Destiny	Point	to	ignore	the	effects	of	ongoing	Critical	Injuries	on
any	Presence	or	Willpower	related	checks	until	the	end	of	the	encounter.They	still	suffer	from	the	injury	itself.	Stim	ApplicationActivation:	Active	(Action)The	character	may	take	the	Stim	Application	action.	To	perform	this	action,	they	must	have	access	to	drugs,	a	medpac,	or	stimpacks.	They	make	an	Average	()	Medicine	check.	If	successful,	one	ally
they	are	engaged	with	(including	themself)	increases	one	characteristic	of	the	characters	choice	by	one	for	the	remainder	of	the	encounter,	and	suffers	four	strain.A	single	characters	individual	characteristics	may	each	only	be	increased	once	by	Stim	Application	during	an	encounter.	Stim	Application	(Improved)Activation:	Active	(Incidental)As	an
incidental,	when	performing	the	Stim	Application	action,	the	character	may	increase	the	difficulty	of	the	Medicine	check	to	Hard	()	as	an	incidental.	If	they	do	so,	the	target	of	the	action	suffers	one	strain	instead	of	four.	Stim	Application	(Supreme)When	performing	the	Stim	Application	action,	each	may	be	spent	to	increase	an	additional	characteristic
by	one.	Street	SmartsTrees:	Fringer,	Force	Sensitive	Exile,	Thief,	Skip	Tracer,	Marshal,	EnforcerRemove	per	rank	of	Street	Smarts	from	any	Streetwise	or	Knowledge	(Underworld)	checks	the	character	attempts.	Street	Smarts	(Improved)Activation:	Active	(Action)Once	per	session	the	character	may	perform	the	Improved	Street	Smarts	action.	They
make	a	Formidable	()	Streetwise	or	Knowledge	(Underworld)	check,	reducing	the	difficulty	once	per	rank	of	Street	Smarts.	If	successful,	the	GM	must	reveal	one	vital	clue	pertaining	to	a	current	mystery	the	character	is	attempting	to	solve.The	clue	should	be	something	that	the	character	could	not	normally	find	out,	but	does	not	have	to	be	the	full
answer	to	the	mystery	(it	should	be	something	that	cancels	a	false	lead	and	otherwise	helps	move	the	story	along).	The	GM	should	tailor	the	information	depending	on	the	skill	used:	Streetwise	may	mean	the	character	learns	about	the	information	from	an	ad	hoc	network	of	street	urchins,	while	Knowledge	(Underworld)	may	mean	the	character	draws
on	their	own	vast	knowledge	about	criminal	enterprise	to	discover	a	previously	unseen	clue.	Stroke	of	GeniusActivation:	Active	(Incidental)Once	per	game	session,	the	character	can	choose	to	make	one	skill	check	using	Intellect,	rather	than	the	characteristic	linked	to	that	skill.	When	they	do	this,	they	must	explain	how,	in	this	particular	instance,
their	intelligence	is	helping	them	overcome	this	challenge.	Strong	ArmCharacters	with	the	Strong	Arm	talent	treat	thrown	weapons	as	if	they	had	one	step	greater	range,	to	a	maximum	of	medium	range.	Stunning	BlowActivation:	Active	(Incidental)Trees:	Gadgeteer,	Archaeologist,	EnforcerWhen	making	Melee	checks,	the	character	may	choose	to
deal	damage	as	strain	instead	of	wounds.This	does	not	ignore	soak.	Stunning	Blow	(Improved)Activation:	Active	(Incidental)When	dealing	strain	damage	with	Melee	or	Brawl	checks,	the	character	may	spend	a	result	to	Stagger	their	target	for	one	round	per	spent.	Superior	ReflexesTrees:	Force	Sensitive	Exile,	Big-Game	HunterThe	character	gains	+1
melee	defense.	SurgeonTrees:	Doctor,	Cyber	TechWhen	this	character	makes	a	Medicine	check	to	help	a	character	heal	wounds,	the	target	heals	one	additional	wound	per	rank	of	Surgeon.	SwiftTrees:	Survivalist,	Big-Game	HunterThe	character	does	not	suffer	the	penalties	for	moving	through	difficult	terrain	(they	move	through	it	at	normal	speed,
without	spending	additional	maneuvers).	Talk	the	TalkActivation:	Active	(Incidental)When	making	a	Knowledge	skill	check,	the	character	may	spend	one	Destiny	Point	to	substitute	Knowledge	(Underworld)	or	Streetwise	for	the	required	skill.	Any	information	gathered	by	a	subsequent	success	on	this	check	may	be	suitably	embellished	by	the	GM	to
reflect	its	criminal	and	underworld	origins.	Targeted	BlowActivation:	Active	(Incidental)On	a	successful	attack	during	combat	with	a	non-starship/vehicle	weapon,	the	character	may	spend	one	Destiny	Point	to	add	damage	equal	to	their	Agility	to	one	hit	of	the	successful	attack.	Technical	AptitudeFor	each	rank,	the	character	reduces	the	amount	of
time	needed	to	complete	Computer-related	tasks	by	25%.At	the	beginning	of	the	session	(after	the	GM	has	rolled	to	trigger	Obligation),	the	character	may	choose	to	spend	100	credits.	If	they	do	so,	they	ignore	any	penalties	to	their	strain	threshold	due	to	Obligation	being	triggered	(if	their	own	Obligation	is	triggered,	it	may	still	have	plot
complications,	but	they	ignore	the	mechanical	penalty).	This	may	represent	the	character	temporarily	dealing	with	the	Obligation	via	a	few	credits,	or	simply	indulging	in	some	sort	of	diversion	that	takes	their	mind	off	their	problems.	Time	to	GoActivation:	Active	(Incidental,	Out	of	Turn)The	character	may	spend	one	Destiny	Point	to	perform	a	Move
maneuver	as	an	incidental.	This	maneuver	may	only	be	used	to	move	into	cover	or	out	of	the	blast	radius	of	an	explosion.	This	incidental	occurs	after	the	character	determines	they	would	be	hit	by	the	blast,	but	before	damage	is	applied.The	GM	may	allow	the	character	to	use	this	talent	in	other	situations	to	get	out	of	harm's	way,	but	only	at	the	GM's
discretion.	Time	to	Go	(Improved)Activation:	Active	(Incidental,	Out	of	Turn)When	activating	Time	to	Go,	the	character	may	allow	one	ally	they	are	engaged	with	to	perform	an	out	of	turn	Move	maneuver	as	an	incidental.	This	maneuver	may	only	be	used	to	move	into	cover	or	out	of	the	blast	radius	of	an	explosion.	This	incidental	occurs	after	the	ally
determines	they	would	be	hit	by	the	blast,	but	before	damage	is	applied.	TinkererTrees:	Gadgeteer,	Outlaw	Tech,	ModderThe	character	makes	one	piece	of	equipment	more	modifiable.	They	choose	one	piece	of	equipment	and	increase	its	number	of	hard	points	by	one.They	can	only	do	this	once	per	piece	of	equipment,	but	can	modify	a	number	of
pieces	of	equipment	equal	to	their	ranks	in	Tinkerer.If	they	lose	a	modified	piece	of	equipment,	they	may	apply	Tinkerer	to	a	new	one.	Touch	of	FateActivation:	Active	(Incidental)Trees:	Force	Sensitive	ExileOnce	per	game	session,	the	character	may	add	to	any	one	skill	check.	ToughenedTrees:	Bodyguard,	Fringer,	Gadgeteer,	Marauder,	Mechanic,
Outlaw	Tech,	Pilot,	Politico,	Scholar,	Scoundrel,	Scout,	Mercenary	Soldier,	Survivalist,	Trader,	Martial	Artist,	Skip	Tracer,	Entrepreneur,	Marshal,	Performer,	Archaeologist,	Big-Game	Hunter,	Enforcer,	Demolitionist,	Heavy,	Gambler,	Gunslinger,	Cyber	Tech,	ModderThe	character	increases	their	wound	threshold	by	two	per	rank	of	Toughened.	Tricky
TargetAny	vehicle	the	character	pilots	counts	as	having	a	silhouette	one	lower	than	normal	when	being	attacked,	to	a	minimum	of	0.	True	AimActivation:	Active	(Maneuver)Once	per	round,	before	the	character	makes	a	ranged	attack,	they	may	perform	a	True	Aim	maneuver.	By	performing	this	maneuver,	the	character	gains	all	the	benefits	for	aiming
and	also	upgrades	their	attack	roll	once	per	rank	of	True	Aim.	Unarmed	ParryThe	character	may	perform	the	Parry	incidental	while	unarmed.	When	the	character	performs	the	Parry	incidental	while	unarmed,	reduce	the	strain	they	suffer	from	the	Parry	incidental	by	1,	to	a	minimum	of	1.	Uncanny	ReactionsTrees:	Force	Sensitive	ExileThe	character
adds	per	rank	of	Uncanny	Reactions	to	all	Vigilance	checks.	Uncanny	SensesTrees:	Force	Sensitive	ExileThe	character	adds	per	rank	of	Uncanny	Senses	to	all	Perception	checks.	Unrelenting	SkepticWhen	targeted	by	a	Deception	check,	the	character	automatically	adds	to	the	check	equal	to	their	ranks	in	Vigilance.	Unrelenting	Skeptic
(Improved)Activation:	Active	(Incidental,	Out	of	Turn)When	targeted	by	a	Deception	check	that	fails,	the	character	may	spend	one	Destiny	Point	to	retroactively	add	to	the	pool	results.	Up	the	AnteWhen	the	character	wins	at	gambling,	they	earn	10%	more	credits	per	rank	of	Up	the	Ante.	Utility	BeltActivation:	Active	(Incidental)Trees:	Outlaw	Tech,
Scout,	Cyber	TechThe	character	may	spend	one	Destiny	Point	to	perform	a	Utility	Belt	incidental	to	produce	a	previously	undocumented	but	essential	small	tool	from	their	utility	belt,	satchel,	or	pockets,	with	a	rarity	no	greater	than	(4).This	cannot	be	a	weapon	unless	the	weapon	has	the	Limited	Ammo	1	quality.	Utinni!The	character	removes	equal	to
the	character's	ranks	in	Utinni!	from	checks	made	to	find	or	scavenge	items	or	gear.	These	checks	could	include	Negotiation,	Perception,	or	other	checks,	depending	on	circumstances	and	the	GMs	discretion.Such	skill	checks	take	half	their	normal	time.	This	does	not	decrease	with	multiple	ranks	of	Utinni!.	Walk	the	WalkActivation:	Active
(Incidental)The	character	may	spend	one	Destiny	Point	to	add	damage	equal	to	their	ranks	in	Streetwise	to	one	hit	of	a	successful	Brawl	check.	Well	RoundedTrees:	Politico,	Scholar,	ArchaeologistThe	character	chooses	any	two	skills.	They	permanently	become	career	skills.	Wheel	and	DealTrees:	Trader,	EntrepreneurWhen	they	sell	legal	goods	to	a
reputable	merchant	or	business,	the	character	gains	an	additional	10%	more	credits	per	rank	of	Wheel	and	Deal	(based	on	the	original	sell	price	of	the	good	or	item).	Works	Like	a	CharmActivation:	Active	(Incidental)Once	per	game	session,	the	character	can	choose	to	make	one	skill	check	using	Presence	rather	than	the	characteristic	linked	to	that
skill.	When	they	do	this,	they	must	explain	how,	in	this	particular	instance,	their	social	ability	helps	them	overcome	this	challenge.	2022,	Built	with	GatsbyA	character's	species	determines	their	starting	characteristic	ratings	for	Brawn,	Agility,	Intellect,	Cunning,	Willpower,	and	Presence.	Species	choice	also	affects	default	wound	threshold	and	strain
threshold	values,	as	well	as	innate	abilities,	bonuses,	and	starting	XP.	About	LanguageWhile	varied	languages	exist,	they	are	not	intended	to	provide	a	barrier	to	understanding	and	comprehension.	Star	Wars	has	a	wide	variety	of	tools	for	language	interpretation,	from	protocol	droids	that	are	fluent	in	over	six	million	forms	of	communication	to	the
simple	fact	that	most	galactic	citizens	utilize	the	pan-galactic	language	known	as	Basic,	which	nearly	everyone	understands	even	if	they	are	unable	to	speak	it.All	Player	Character	species	are	able	to	understand	Basic,	even	if	they	are	unable	to	vocalize	it	(such	as	in	the	case	of	Wookiees	and	some	Gand	variants).	However,	Player	Characters	are	not
required	to	track	the	different	languages	they	speak.	Every	Player	Character	in	a	group	is	considered	to	be	fluent	in	any	language	spoken	by	another	group	member	(so	that	the	lone	Wookiee	isn't	left	mute	because	nobody	speaks	Shyriiwook),	About	CharacteristicsSee:	Characteristics	Species	PagesCore	Speciesp.	43Bounty	Hunters	-	No
DisintegrationsBH-ND	p.	20Colonists	-	Far	HorizonsC-FH	p.	19	Explorers	-	Enter	the	UnknownE-EtU	p.	20	Hired	Guns	-	Dangerous	CovenantsHG-DC	p.	19Smugglers	-	Fly	CasualS-FC	p.	18	Technicians	-	Special	ModificationsT-SM	p.	20	Force	and	Destiny	-	Core	SpeciesFaD	-	Core	p.	54	2022,	Built	with	Gatsby
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