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STAR WARS QUEST="
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An Introduction by the Author

Ever since I first saw STAR WARS in its original theatrical run in 1977, I have loved the world that
George Lucas and his team created. I spent countless hours in the backyard with my action figures,
enacting adventures for them in a galaxy far, far away. At around the same time, I was first introduced
to the world of tabletop roleplaying through Dungeons and Dragons, and when some years later, West
End Games released STAR WARS The Roleplaying Game, I embarked on gamemastering some two
decades of original campaigns under that rules system.

As an educator, I first adapted those 1980s rules for use in the classroom, weaving in the scholarly
influences of Joseph Campbell and other thinkers that first framed the mythic narrative of Star Wars.
Through a decade of playtesting and redesign, collection and creation of materials, and drawing on the
treasure trove of new content and inspiration from new Star Wars movies, I built a more robust Star
Wars RPG than was available on the shelves of the hobby shop a decade ago.

With the co-founding of our school Angeles Workshop School in 2014 with my wife Ndindi Kitonga,
we were able to create an unprecedented format for the application of my original RPGs. After five
years of continued work and play, STAR WARS QUEST, my educational RPG, took full form.

There are of course several other Star Wars tabletop RPG systems available, most notably the
ever-expanding line of Force and Destiny, Edge of the Empire, Age of the Rebellion etc. sanctioned by
Lucasfilm. What I believe distinguishes STAR WARS QUEST is that the system itself best reflects the
mythic spirit of Star Wars, a cinematic play that evokes the energy and ethos of the movies, and a rules
system that is focused on game values and details that amplify the themes and tone of Star Wars itself.
Clearly I take no credit for the core material herein, as much content is borrowed from the original
West End Games game, and of course also from the creative properties of Lucasfilm Disney. For this
reason, this game is presented and shared for educational purposes only.

I hope you enjoy, and May the Force be with you.
-Scott Stubbe
Los Angeles 2019



STAR WARS QUEST="

GCHARAGHER!
CENERNEEONE

In STAR WARS QUEST, you create your own character within the world of Star Wars. You might be a galactic hero, a cruel villain, or
someone caught somewhere in-between. You might be human, alien, or even a droid. A character played by a player is called a PLAYER
CHARACTER, or a PC for short. All of the supporting characters that are usually played by the GAMEMASTER, or GM, are called
NON-PLAYER CHARACTERS, or NPCs. The Character Generation system below is for creating PCs.
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AFFILIATION

A character belongs to one of three affiliations: the Galactic Republic, the Sith Empire, or the Fringers.

REPUBLIC m

Characters who side with the Galactic Republic in any of its historical manifestations, be it the Old Republic, the Rebel Alliance to
Restore the Republic, the New Republic, The Resistance etc.
These characters are generally good-hearted, with strong ideals and a dedication to justice and fairness throughout the galaxy.

SITH EMPIRE @

Characters who side with the Empire, the Sith, and any of their manifestations or offshoots including the First Order.
These characters are driven by baser desires, be they selfishness, anger or a thirst for power. They have a drive to establish order through
domination and destruction.

FRINGER s

Characters who do not fully side with either the Republic or the Empire, Fringers tend to be either allied with neutral groups or fiercely
independent. They may work with either the Republic or the Empire, but are wary of governments and commitments, and prefer the
freedom of the galactic frontier. Ethically, they may be as free-spirited and roguishly heroic as a young Han Solo, or as cold and craven as
Boba Fett in his prime. Ultimately, the intergalactic struggle may force them to take a side, serving themselves alone, or a greater cause.

OTHER CHARACTER DETAILS

CHARACTER NAME
Choose a name for your character that fits the Star Wars universe. Keep in mind your character’s intended background, if they are an
alien, droid, etc.

HOMEWORLD
Collaborate with the GM to determine your planet or location of birth.

SPECIES
The majority of spacefaring peoples are Human in the Star Wars galaxy. Work with the GM to determine your species.

SEX
Most species in the Star Wars galaxy fit the gender binary of male or female, but many do not. Anything is possible.

BORN
Work with the GM to determine your birth year-- this will depend on the SAGA DATE of the campaign you’ll be playing in.

WEIGHT RANK
A relatively large adult male Human has a Weight Rank of 10. Most biped Weight Ranks range from 5 (a small Ewok) to 20 (a fat
Gamorrean). As a general rule of thumb, add 1 to the Weight Rank per 9 kilograms or 20 pounds.



TRAITS

TRAITS are a character's inherent qualities: what they are born with. While traits can change in a few instances, they remain mostly
unaltered throughout a character's life.

All Traits of standard-sized humanoid characters range from 1 (poorest) to 10 (best). 5 is average for a Player Character (PC), and 3 is

average for a Non-Player Character (NPC).

Beginning Characters have 33 points to distribute among the
seven Traits.

DEXTERITY
Speed and accuracy on one's feet, athletic eye-hand coordination etc.

STRENGTH
Physical strength and prowess, full-body skills and athleticism, overall health.

PERCEPTION
Awareness and quickness of wit, cleverness, personality and moxie.

KNOWLEDGE
Broad-based understanding and worldliness, scholarly intelligence.

MANUAL
Driving and piloting coordination and initiative, ability to control large devices.

TECHNICAL
Technical know-how and mechanical intuition, handiness and problem-solving ability.

FORCE

Natural attunement and resistance to the Force (do NOT mention Midichlorian count!).

NOTE: Everyone has a FORCE trait. However, unlike all other traits, a character's FORCE trait rating does not determine their base in
FORCE skills. CONTROL, SENSE and ALTER all start at 0 unless a character's CALLING states that they have any of these FORCE
skills, at which point CONTROL, SENSE and ALTER do indeed start at a base equal to the character's FORCE rating.

Simply put, while the FORCE is with everyone, only Jedi can use the skills associated with it.

ANOTHER NOTE: If a Non-Jedi-Calling character's FORCE is 7 or higher, they can be trained in the Force by a Master.



SKILLS

SKILLS are proficiencies particular to a specific field of knowledge or practice. Unlike Traits, Skills will regularly increase with
experience, and Players will spend Skill Points to raise their Skills after each Episode.

SKILL RATINGS
Skill ratings determine how good someone is at a particular
skillset.

5... BASIC.
Some general understanding of the subject.

10... COMPETENT.
Qualified to some degree in the skill.

15... PROFESSIONAL.
A strong working knowledge and ability in the skill.

20... EXPERT.
Relatively flawless in common applications of the skill,
with highly specialized knowledge in the practice.

30... MASTER.
Among a select few with nearly-unparalleled skill mastery.

50+... NONPAREIL.
Without equal. The greatest in the field, of legendary status.

SKILL BASES
All skills start equal to the TRAIT they are listed under. For example BLASTER, DODGE, GRENADE, etc. start at the same rating as
DEX, while ALIEN CULTURE, BUREAUCRACY, LANGUAGES etc. start equal to KNOWLEDGE, and so on.

The only exception are the FORCE skills (CONTROL, SENSE, ALTER) which always start at 0 except for Force-Sensitive characters, in
which case they start equal to FORCE.

Beginning Characters have:
...13 Skill Points to spend on Calling Skills (See each CALLING table for Calling Skills)
...20 additional Skill Points to spend on any Skills (including Calling Skills)*

*Players cannot spend any Skill Points on LIGHTSABER skill unless it is included in their Calling Skills.



SKILL DESCRIPTIONS

DEX
BLASTER is the character's skill in all ranged weapons that don't require the user to power them; in essence, guns. It is their ability to
shoot well, but also their knowledge of blaster techniques, strategies and culture.

DODGE is one's skill at avoiding missile weapons. One uses this to dodge blasters, speeder bikes, rocks, and anything else flying at them.

GRENADE is the ability to use ranged weapons that require a person's energy to propel them. All thrown weapons, bow and arrows, and
if course grenades fall under this skill. It is also one's skill at catching, and sports-related ball play.

MELEE is a character's close combat proficiency, including all handheld melee weapons (except for lightsabers). It is their ability to both
attack and defend with hand weapons.

LIGHTSABER¥* is a Jedi's skill at weilding the lightsaber, as well as repairing, constructing and knowing the lore of lightsabers. Only
characters with the LIGHTSABER skill in their Calling Skills can add points to this skill, unless in some very rare instances they happen
to be trained in it by another who has the skill.

STR
BRAWLING is the ability to fight while unarmed punching, kicking, biting, using exotic martial arts like Teras Kasi, wrestling, etc. It is
also the ability to defend oneself, blocking, dodging and catching close combat blows while unarmed.

CLIMB/JUMP is one’s general athletic ability with regards to vertical mobility. It includes acrobatics, as well as one’s sense of balance.
PUSH/PULL/LIFT is one’s kinetic strength ability, in pushing, pulling, lifting, carrying, dragging and the like.

STAMINA measure’s a character’s overall conditioning and constitution, whether they get tired, resistance to pain, toil and sickness. It
also gauges resistance to poison, and the ill effects of alcohol.

SWIM is the ability to swim, as well as move in Zero G or related environs. Someone with a SWIM of 5 or higher “knows how to
swim”.

PERC
BARGAIN/BRIBE is a character’s charismatic influence when dealing with money, resources, and quid pro quo situations. It is also their
economic literacy and familiarity with the culture of finance and wealth.

COMMAND is one’s ability to exert power over others due to position of authority, or through intimidation or inspiring leadership. It is
also military and strategic knowhow when dealing with large groups.

CON/GAMBLE is the panache for being dishonest, as well as reading dishonesty. It is one’s psychological insight, as well as their actual
skill at playing competitive games of chance and skill.

HIDE/SNEAK determines one’s stealth abilities, including remaining unseen, unheard and undetected while remaining still or moving. It
is also one’s ability to communicate secretly, as well as conceal and smuggle items on their person.

SEARCH is a character’s perception in locating objects and beings by looking, scanning, following trails, listening, rummaging,
ransacking and researching.

KNOW
ALIEN CULTURE encompasses all knowledge of galactic people’s values and ways, customs, practices, arts, beliefs, and worldviews.

BUREAUCRACY is an understanding of how power systems work, institutions, governments, militaries. It is also knowledge of both the
Empire and the Republic’s protocols, resources and organization.

LANGUAGES is a linguistic ability that lets one understand the fundamentals of a myriad of galactic languages. Every time a PC
succeeds a LANGUAGES check by 10 or more, it is assumed they speak that language, and no longer have to roll to understand it.

SPACEWISE is a character’s Astro-navigational, or astrogative, ability, their competence in plotting a course on a starship hyperdrive,
and determines their knowledge of the map of the galaxy, including one’s planetside orientation abilities.
It is also notably a character’s general worldliness among the stars, or how “streetwise” they are in the dark pocekts of the galaxy.



SURVIVAL is proficiency in emergency procedures and survival techniques. SURVIVAL spans everything from operating an escape
pod to identifying a poisonous alien plant.

MECH
BEAST RIDING covers a character’s skill at riding all manner of creatures, as well as their ability to tame, train, or understand
non-sentient creatures. It also covers all livestock-related farming skills and rural knowledge.

MOUNTED WEAPONS is the ability to use heavy ranged weapons that usually cannot be carried by an individual. This covers firing,
maintaining and using cannons and mounted launchers of all sorts.

SPEEDER PILOTING involves piloting or driving speeders, including any non-starship vehicles that do not contact solid land as their
means of travel, such as landspeeders, airspeeders, skispeeders, skiffs, repulsor platforms, watercraft etc.

STARSHIP PILOTING is the ability to pilot a starship, as well as its many control systems, sensors systems, and most all functions
excluding guns and shields.

STARSHIP GUNS gauges a character’s skill at using starship-mounted weaponry and gear, including laser cannons, missiles, tractor
beams, etc. It also includes the character’s ability to identify the types of armament another craft would carry, and things like that.

STARSHIP SHIELDS is one’s skill at operating a starship’s shields and defense systems. It is their speed at flashing shields on, as well as
their ability to redivert shields around the exterior of the craft as needed, changing shield power allotments, etc.

WALKER PILOTING is the proficiency in operating and driving all land-contact-based vehicles, including walkers, hoppers, tanks,
crawlers, wheelbikes, groundcars etc.

TECH
DROID TECH is the ability to repair, modify, sabotage, reprogram, and understand droids and automatonic machines. It also includes
knowledge of different droid makes, models, companies, and guilds, as well as a familiarity with droid culture.

DEMOLITION is the skill field dealing with the destruction and construction of structures, including sabotage, monkeywrenching and
artillery tactics. Whether it is with explosives, buzzcutters, or a primitive catapult, when a character wants to destroy something in a
certain way and for a certain result, this skill is used. Demolition also applies to understanding the mechanical workings of machines.

MEDICINE is a character’s grasp of both fundamental emergency first aid procedures and advanced medical sciences. This skill also
includes life sciences knowledge, and an understanding of galactic biology. It also covers chemical sciences.

SPEEDER TECH deals with repairing, customizing, and understanding all speeders. It is both the skills of a speeder mechanic and a
knowledge of speeder types and technology.

STARSHIP TECH is one’s capability with maintaining, repairing and understanding starships. All pragmatic skills related to starship
functionality are covered here, from fixing things to knowledge of different starship makes, models, companies, and guilds, as well as a
familiarity with starship culture.

SYSTEMS TECH is the ability to access, repair, reprogram, hack, or construct mass information and security systems, including a facility
or capital ship’s security systems, an intergalactic holonet system, etc. As such, it is also the most common skill used by thieves for
breaking and entering any tech-based building.

WALKER TECH deals with repairing, customizing, and understanding all walkers and land-contact-based vehicles. It is both the skills of
a walker mechanic and a knowledge of walker types and technology.

FORCE
CONTROL is the first Force skill a Jedi learns, whereby they become more in harmony with the Force, learning to control it within
themselves and let it control them. It deals mostly with mastery of the Jedi’s internal processes, such as feelings, metabolism, health etc.

SENSE is the second Force skill a Jedi learns, expanding their awareness of the all-pervasive Force, and amplifying their powers of
perception and communication. Knowing one’s own mind, the mind of others, and the goings-on across the universe, all deal with this

skill.

ALTER is the third-learned Jedi power, and encompasses using the Force to make changes in the real world. With this skill, Jedi
manipulate matter and energy, exercising powers that seem magical in their phenomena. They can move and alter inanimate objects as
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well as living beings, and even affect their minds.

ADDITIONAL SKILLS

Note that each Skill Category has a blank slot at the bottom to write in additional skills when necessary. These are less common Skills
that are nevertheless significant enough to warrant a separate Skill. Some are listed below. Players and the GM are free to develop new
distinct Skills if deemed necessary.

DEX

MUSIC/DANCE is the art performing music, be it singing or playing musical instruments. It is also the art of artistic and sensual
movement in all its forms and styles. MUSIC/ DANCE can sometimes be used in place of CON, BARGAIN or similar skills in order to
gain influence or power.

STR
SPORTS is the full range of athletic skills that make one excel at sports and physical games.

PERC
DISGUISE is the art and science of disguising oneself with costume, makeup, and other exterior changes.

INTIMIDATE is the talent for getting what one wants through looking and acting tough. Similar to COMMAND, it differs in that its user
uses fear instead of authority, and does not need to use any status to back up their demands.

RESIST MIND TRICK is training in, or an affinity for, resisting the Jedi Mind Trick, or any hypnotic techniques. This Skill replaces a
character’s base PERC when resisting Jedi Mind Trick.

KNOW

JEDI LORE is a knowledge of Jedi scriptures, history, orthodoxy and culture, including the Journal of the Whills, the holocrons, and the
Ancient Jedi Texts. It includes knowledge of certain languages, symbolia, and arts that are exclusive to Jedi lore.

Additionally, non-Jedi characters with this skill can elect to use their FORCE rating in place of their PERC when resisting Force powers.

SITH LORE is a knowledge of the secret records, history, philosophy and rituals of the Sith, including Sith holocrons, their mysterious
homeworlds and temples, and their dark resources and techniques. It includes knowledge of certain languages, symbolia, stories and arts
that are exclusive to Sith lore.

MAN
JETPACK PILOTING is the ability to pilot body-based and backgear-based vehicular units such as jetpacks, repulsorpacks, etc.

TECH
SITH ALCHEMY is the mysterious, arcane magic-science developed by the Sith Alchemists that attempts to blend the Dark Side with
real-world technology.

TECH DESIGN is the ability to conceptualize and design new technological inventions and innovations. It must be coupled with a
specific TECH Skill (such as STARSHIP TECH, WALKER TECH etc.) to actually create what has been designed.

11



CALLINGS

A character's CALLING is their job, military occupation, or what they are most known for doing. Over the course of a full saga, each

character will usually have gone through three levels of their calling: BEGINNER, EXPERIENCED, and MASTER.

There are countless possible Callings, and this rulebook lists a full sixty of them. Each Player chooses one Calling for their PC. All PCs

start at the BEGINNER level of their Calling, unless otherwise determined by the GM.

CALLINGS LIST

ACROBAT

BEAST HANDLER
BOUNTY HUNTER
CLONE TROOPER
COURIER

CYBORG

DARK JEDI

DEALER

DEVOTEE

DRIVER

DROID

DROID POACHER
DUELIST
ENTERTAINER
EXPLORER
EX-STORMTROOPER
FARMER/ FISHERMAN
GAMBLER

GANGER

GUNNER

JEDI
JOCKEY

JUNK TRADER/ SCAVENGER

KID

LAPSED JEDI
MERCENARY
MERCHANT
NERF HERDER
NOBLE
OFFICER
OUTLAW
PILOT

PIRATE

PIT FIGHTER
QUIXOTIC JEDI
RETAINER
SABOTEUR
SCHOLAR
SCIENTIST
SCouT

SECURITY GUARD
SENATE/IMPERIAL GUARD
SENATORIAL

SHAMAN

SHIPJACKER

SITH ALCHEMIST

SITH MINION

SLICER

SMUGGLER

SOLDIER

SPY

STORMTROOPER
STORMTROOPER: SPECIAL
ASSAULT

TECHNICIAN

THIEF

THUG

TREASURE HUNTER
TRIBESMAN

VETERAN

12



ACROBAT

AFFILIATIONS: Republic, Empire, Fringer

ACROBATS are highly trained athletes who act as entertainers, sports competitors, and even warriors, or “acrobattlers”. While the

application of their skills vary, all Acrobats are focused on feats of gymnastic skill and agility.

BEGINNER EXPERIENCED MASTER
Acrobat Acrobat Acrobat
Calling Skills Calling Skills Calling Skills
1. Climb/ Jump 1. Climb/ Jump 1. Climb/ Jump
2. Dodge 2. Dodge 2. Dodge
3. Push/ Pull/ Lift 3. Stamina 3. Hide/ Sneak
4. Brawl 4. Melee 4. Grenade
5. Sports 5. Swim 5. Music/ Dance
Special Resources: Special Resources: Special Resources:
none none none
BEAST HANDLER
AFFILIATIONS: Republic, Empire, Fringer
The Beast Handler specializes in riding, raising and controlling various non-sentient creatures for use at a range of jobs.

BEGINNER EXPERIENCED MASTER

Beast Handler Beast Expert Beast Master
Calling Skills Calling Skills Calling Skills
1. Beast Riding 1. Beast Riding 1. Beast Riding
2. Command 2. Brawl 2. Command

3. Survival
4. Stamina
5. Climb/Jump

3. Spacewise
4. Alien Cultures
5. Push/Pull/Lift

3. Hide/Sneak
4. Search
5. Swim

Special Resources:
+ 1 50point Pet

Special Resources:
+ 1 25point Pet
+ 1 50point Pet

Special Resources:
+ 2 25point Pets
+ 1 100point Pet
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BOUNTY HUNTER

AFFILIATIONS: Fringer

Bounty Hunters are notorious hired man-catchers and killers who often operate outside of local law. They are infamous for their
fearsome armor and collection of specialized weapons and gear.

BEGINNER

EXPERIENCED

MASTER

Bounty Hunter

Notorious Bounty Hunter

Top-Ranked Bounty Hunter

Calling Skills
1. Blaster

2. Search

3. Dodge

4. Spacewise
5. Melee

Calling Skills

1. Blaster

2. Search

3. Bargain/Bribe

4. Jetpack Pilotin
5. Brawl

Calling Skills
1. Blaster

2. Search

3. Spacewise
4. Con/Gamble
5. Grenade

Special Resources:
+ Bounty Hunter Armor (Basic)

Special Resources:
+ Jetpack or Special Weapon

Special Resources:
+ 25point Squad: Bounty Hunter Gang or 3
Special Weapons

CLONE TROOPER/ EX-CLONE TROOPER

AFFILIATIONS: Republic, Fringer

Many armies across the galaxy employ clones for a consistent fighting force. Some of these are modeled directly on the famous Grand
Army of the Republic, and indeed some of these original aging clones are still in action themselves.

BEGINNER EXPERIENCED MASTER
Clone Trooper Commando Commander
Calling Skills Calling Skills Calling Skills
1. Blaster 1. Blaster 1. Blaster
2. Dodge 2. Command 2. Command
3. Brawl 3. Melee 3. Grenade
4. Push/Pull/Lift 4. Climb/Jump 4. Bureaucracy
5. Stamina 5. Survival 5. Speeder or Walker Piloting

Special Resources:
+ Clone Trooper Armor (Basic)

Special Resources:
+ 25point Squad: Clone Troopers

Special Resources:
+ Tactical Vehicle and Crew

COURIER

AFFILIATIONS: Republic, Empire, Fringer

Couriers carry high security messages and goods across the galaxy, often at great personal peril. Speeder Express riders travel the
badlands of frontier planets, braving weird weather, strange creatures and hostile bandits.

BEGINNER

EXPERIENCED

MASTER

Courier

Ambassador

Mission Leader

Calling Skills

1. Spacewise

2. Bargain/Bribe

3. Beast Riding or Speeder Piloting
4. Dodge

5. Alien Cultures

Calling Skills

1. Spacewise

2. Con/Gamble

3. Hide/Sneak

4. Starship or Speeder Piloting
5. Bureaucracy

Calling Skills
1. Spacewise
2. Command
3. Languages
4. Survival

5. Blaster

Special Resources:
+ Beast Mount or Speeder Bike

Special Resources:
+ Small Starship or Speeder

Special Resources:
+ 25point Squad: Couriers
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CYBORG

AFFILIATIONS: Republic, Empire, Fringer

Cyborgs are part-droid, either by choice or necessity, and use their robotic adaptations to aid them in their calling.
This way, CYBORG is not truly a calling unto itself, but rather Cyborgs are often Lobot Techs, Droid-bodied Mercenaries, etc.

BEGINNER

EXPERIENCED

MASTER

Cyborg

(Must take another Calling)

Calling Skills
1. Systems Tech
2. Droid Tech

3. Medicine

4. (any)

5. (any)

Special Resources:
+ 50 points of Cybernetics

DARK JEDI

AFFILIATIONS: Empire

A Jedi who has chosen the Dark Side is called a DARK JEDI. Note that Beginning Dark Jedi have not yet totally fallen to the Dark Side,
but likely serve a master who has. They wield the Dark Side of the Force.

BEGINNER EXPERIENCED MASTER
Sith Apprentice Dark Jedi Knight Sith Lord
Calling Skills Calling Skills Calling Skills
1. Alter 1. Alter 1. Alter
2. Lightsaber 2. Lightsaber 2. Lightsaber
3. Sith Lore 3. Sense 3. Control
4. Search 4. Spacewise 4. Bureaucracy

5. Starship Piloting

5. Speeder Piloting

5. Command

Special Resources:

FORCE: Control, Sense, Alter
+ Lightsaber

+ Small Starship

Special Resources:
+ 25point Droid or 25point Sith Minion

Special Resources:
+ 50point Dark Jedi Apprentice (or Tactical
Starship if PC is apprentice)
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DEALER/ GUNRUNNER/ SLAVER

AFFILIATIONS: Fringer

With Smugglers moving an endless stream of contraband across the galaxy, it is up to the DEALERS to make the sales. Black market merchants
all, the DEALERS deal mostly in illegal goods and substances, the GUNRUNNERS work in armaments, and the SLAVERS focus on sentient
beings in bondage. Most of them are the scum of the stars, but a few have a well-hidden heart of gold.

BEGINNER

EXPERIENCED

MASTER

Dealer, Gunrunner or Slaver

Dealer, Gunrunner or Slaver

Dealer, Gunrunner or Slaver

Calling Skills

1. Spacewise

2. Blaster

3. Bargain/ Bribe

4. Search

5. Medicine (D) Mounted Weapons (G) Alien
Cultures (S)

Calling Skills

1. Spacewise

2. Blaster

3. Bargain/ Bribe

4. Search

5. Medicine (D) Mounted Weapons (G) Alien
Cultures (S)

Calling Skills

1. Spacewise

2. Blaster

3. Bargain/ Bribe

4. Search

5. Medicine (D) Mounted Weapons (G) Alien
Cultures (S)

Special Resources: none

Special Resources: none

Special Resources: none

DEVOTEE

AFFILIATIONS: Republic, Empire, Fringer

The galaxy is full of DEVOTEES, followers of countless religious and philosophical orders, that congregate in monasteries, go on pilgrimages,
and even sometimes wage wars. Among them are worshipers, disciples, cultists, priests, monks, mendicants and gurus.

BEGINNER EXPERIENCED MASTER
Devotee Devotee Leader Devotee Sage
Calling Skills Calling Skills Calling Skills
1. Alien Cultures 1. Command 1. Bureaucracy
2. Jedi Lore 2. Con/ Gamble 2. Bargain/ Bribe
3. Stamina 3. Spacewise 3. Languages
4. Survival 4. Beast Riding 4. Medicine

5. Melee OR Music/Dance

5. Melee OR Music/Dance

5. Melee OR Music/Dance

Special Resources:
none

Special Resources:
+25point Squad: Devotees

Special Resources:
+ Old Buddy on every populated planet (PC
has followers galaxy-wide)

DRIVER (speeder, walker, land/seacraft etc.)

AFFILIATIONS: Republic, Empire, Fringer

A DRIVER is adept at driving all non-starship vehicles, usually as part of a military, company or institution for which they do the driving.

BEGINNER

EXPERIENCED

MASTER

Driver

Ace Driver

Speeder/Walker Commander

Calling Skills

1. (Any) Piloting

2. (Any) Tech

3. Mounted Weapons
4. Starship Guns

5. Demolition

Calling Skills

1. Speeder Piloting
2. Walker Piloting
3. Speeder Tech

4. Walker Tech

5. Blaster

Calling Skills

1. (Any) Piloting
2. (Any) Tech

3. Command

4. Survival

5. Climb/Jump

Special Resources:
+ Speeder/Walker/Vehicle

Special Resources:
+ Speeder/Walker/Vehicle
+ Speedermech/Walkermech (Astromech) Droid

Special Resources:
+ 25point Squad: Speeder/Walker Drivers with
vehicles
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DROID

AFFILIATIONS: Republic, Empire, Fringer

BEGINNER

EXPERIENCED

MASTER

Factory Standard Droid

Custom Droid

Top-of-the-line Droid

Calling Skills

1. Systems Tech

2. Dodge

3.(Multitool (DEX) if applicable)
4.(GM determines by droid type)
5.(GM determines by droid type)

Calling Skills

1. Droid Tech

2. Stamina

3.(Multitool (DEX) if applicable)
4.(GM determines by droid type)
5.(GM determines by droid type)

Calling Skills

1. Spacewise

2. Survival

3.(Multitool (DEX) if applicable)
4.(GM determines by droid type)
5.(GM determines by droid type)

Special Resources:
+ 25 points for capacities, systems etc.

Special Resources:
none

Special Resources:
none

DROID POACHER

AFFILIATIONS: Fringer

The DROID POACHER hunts down and steals, or droidnaps, droids, fitting them with restraining bolts, wiping their memory,
cannibalizing them for parts, reselling them on the black market, etc.

BEGINNER

EXPERIENCED

MASTER

Droid Poacher

Droid Fence

Droidmaster

Calling Skills

1. Search

2. Droid Tech

3. Bargain/Bribe
4. Hide/Sneak
5. Spacewise

Calling Skills

1. Search

2. Droid Tech

3. Bargain/Bribe
4. Hide/Sneak
5. Spacewise

Calling Skills

1. Search

2. Droid Tech

3. Bargain/Bribe
4. Speeder Piloting
5. Walker Piloting

Special Resources:
+ DEMP Gun
+ Restraining Bolts Kit

Special Resources:
+ 25point Squad: Salvage Droids

Special Resources:
+ Speeder

+ Walker or Crawler
+ Droid Crew
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DUELIST/ GUNSLINGER

AFFILIATIONS: Fringer

The DUELIST is an expert with their chosen weapon, and stakes their life on it. Challenging others to duels for money, status, or infamy, they

live a life of constant danger.

BEGINNER

EXPERIENCED

MASTER

Duelist

Infamous Duelist

Duelmaster

Calling Skills

1. Blaster, Melee or Attack Skill of choice
2. Melee or Brawl

3. Con/Gamble

4. Dodge

5. Spacewise

Calling Skills

1. Blaster, Melee or Attack Skill of choice
2. Grenade

3. Beast Riding or Speeder Piloting

4. Dodge

5. Spacewise

Calling Skills

1. Blaster, Melee or Attack Skill of choice
2. Climb/Jump

3. Spacewise

4. Dodge

5. Spacewise

Special Resources:
none

Special Resources:
+ Speedcrafted Weapon (+5 INITIATIVE
when wielding)

Special Resources:
+ Old Buddy on every populated planet (PC is
known galaxy-wide by reputation)

ENTERTAINER

AFFILIATIONS: Republic, Empire, Fringer

The ENTERTAINER makes their living by putting on a show. The galaxy has no shortage of diversions: musicians, dancers, singers, actors,
carnies, raconteurs, acrobats, holoperformers, and game hosts, to name a few.

BEGINNER

EXPERIENCED

Entertainer

Calling Skills
1.Music/Dance
2.Con/Gamble
3.Bargain/Bribe
4.Spacewise
5.Stamina

Bandleader
(Spy)
(Thief)
Calling Skills
1.Music/Dance
2.Con/Gamble

3.Bargain/Bribe
4.Spacewise
5. Command

MASTER
Virtuoso/ Diva
(Spy)
(Thief)
Calling Skills
1.Music/Dance
2.Con/Gamble
3.Bargain/Bribe

4.Spacewise
5. Bureaucracy

Special Resources:
+Musical Instrument (or applicable tools of
the trade)

Special Resources:
+ 50point Squad: Musicians

Special Resources:
+ Old Buddy on every populated planet (PC is
known galaxy-wide by reputation)

EXPLORER

AFFILIATIONS: Republic, Empire, Fringer

The EXPLORER ventures out past the Outer Rim, towards Wildspace, always seeking out new worlds and opportunities. Whether they desire to
experience the unknown, or exploit untamed worlds for profit, the Explorer is ever pushing onward.

BEGINNER EXPERIENCED MASTER
Explorer Trailblazer Discoverer
Calling Skills Calling Skills Calling Skills
1. Spacewise 1. Spacewise 1. Spacewise
2. Languages 2. Beast Riding 2. Languages
3. Survival 3. Survival 3. Survival
4. Alien Cultures 4. Starship (any) 4. 4. Starship (any)
5. Starship Piloting 5. Blaster 5. Search

Special Resources:
+ Medium Starship

Special Resources:
+ Beast Mount or Small Walker

Special Resources:
+ Speeder
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EX-STORMTROOPER

AFFILIATIONS: Republic, Fringer

The EX-STORMTROOPER has gone AWOL from the Imperial Army, deserting for reasons all his own. Perhaps he had a change of
heart, or was simply being opportunistic-- either way, he’s a wanted man now, with a dangerous background.

BEGINNER

EXPERIENCED

Ex-Stormtrooper

Calling Skills
1. Blaster

2. Dodge

3. Grenade

4. Stamina

5. Brawl

Special Resources:
+ Stormtrooper Armor (Basic)

(Must choose new Calling)

FARMER/ FISHERMAN

AFFILIATIONS: Republic, Fringer

The FARMER lives a peaceful existence, until adventure comes knocking at their door.
Then, they must leave their rural ways behind to answer the call to either heroism, or villainy.

BEGINNER EXPERIENCED MASTER
Farmer (Must choose new Calling)
Calling Skills
1. Survival
2. Bargain/Bribe
3. Stamina

4. Push/Pull/Lift
5. Beast Riding or Speeder Piloting

Special Resources:
+ Beast mount or Speeder
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GAMBLER

AFFILIATIONS: Fringer

The GAMBLER lives by their wits, and their skill at the game being played. Sometimes, also, they live by a quick hand with a blaster in its grip.
Regardless, theirs is a life of extreme risk, and a unique relationship with the law.

BEGINNER EXPERIENCED MASTER
Gambler Famous Gambler Master Gambler
Calling Skills Calling Skills Calling Skills
1. Con/Gamble 1. Con/Gamble 1. Con/Gamble
2. Brawl 2. Bargain/Bribe 2. Bargain/Bribe
3. Hide/Sneak 3. Hide/Sneak 3. Search
4. Search 4. Search 4. Speeder Piloting
5. Blaster 5. Spacewise 5. Starship (any)

Special Resources:
+ Speeder

Special Resources:
+ Small Starship
+ Luxury Starcruiser

Special Resources:
+ Ownership of a City, Colony, Company or
Institution

GANGER (pod racer, speeder, jetpack, swoop etc.)

AFFILIATIONS: Fringer

GANGERS are underworld thugs and criminals who eke out a living in all sorts of illegitimate ways. Most ride a signature vehicle; hence the galaxy is
crawling with Swoop Gangers, Pod Gangers and so on, filled with bravado and a tad bit crazy.

BEGINNER EXPERIENCED MASTER
Ganger Gang Boss Gang Lord
Calling Skills Calling Skills Calling Skills
1. (any) Piloting (not Starship) 1. (any) Piloting (not Starship) 1. Bargain/Bribe
2. Melee 2. Command 2. Command
3. Blaster 3. Mounted Weapons 3. Spacewise
4. Con/Gamble 4. Con/Gamble 4. Mounted Weapons
5. Brawl 5. Brawl 5. Brawl
Special Resources: Special Resources: Special Resources:
+ Vehicle (Pod Racer, Speeder, Speederbike, + 2™ Vehicle + 50point Squad: Gang Bosses
Jetpack, Swoop etc.) + 25point Squad: Gangers + Fortress Compound
+ Hideout

GUNNER

AFFILIATIONS: Republic, Empire, Fringer

Most militia employ GUNNERS, specialists in large-scale ranged armament. These cannoneers can shoot any big weapon, and are well-versed in the art
of blowing things up. As such, they are much in demand.

BEGINNER

EXPERIENCED

MASTER

Gunner

Artillery Sergeant

Gunnery Commander

Calling Skills

1. Mounted Weapons
2. Starship Guns

3. Demolitions

4. Systems Tech

5. Push/Pull/Lift

Calling Skills

1. Mounted Weapons
2. Starship Guns

3. Demolitions

4. Command

5. Search

Calling Skills

1. Mounted Weapons
2. Starship Guns

3. Demolitions

4. Command

5. Bureaucracy

Special Resources:
+ Mounted Weapon (choose type)
+ Helmet

Special Resources:
+ Medium Vehicle (walker, crawler, speeder etc.)
+ Crew

Special Resources:

+ Tactical Vehicle (AT-AT, walker, crawler,
speeder etc.) or Tactical Starship

+Crew
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JEDI

The guardians of peace and democracy for over a thousand years, the JEDI are an ancient order of mystical knights, scholars and diplomats who work to

maintain justice across the galaxy.

AFFILIATIONS: Republic

BEGINNER EXPERIENCED MASTER
Padawan Jedi Knight Jedi Master
Calling Skills Calling Skills Calling Skills
1. Control 1. Control 1. Control
2. Sense 2. Sense 2. Sense
3. Alter 3. Alter 3. Alter
4. Lightsaber 4. Lightsaber 4. Lightsaber
5. Jedi Lore 5. Starship (any) 5. Command

Special Resources:

FORCE: Control, Sense, Alter

+ Lightsaber

+ Jedi Master (NPC or other PC)

Special Resources:
+ Jedi Starfighter with 25point Astromech Droid
+ Padawan Learner (50point NPC or PC)

Special Resources:

+ Padawan Learner or Jedi Knight (NPC or other
PC)

+ 25point Army (if declared a Jedi General)

JOCKEY (pod racer, speeder, jetpack, swoop etc.)

AFFILIATIONS: Republic, Fringer

The JOCKEY is a competitive sport pilot, a specialist in racing vehicles. Beyond just racing in tournaments, the Jockey satisfies their thirst for speed by

getting caught up in all kinds of dangerous escapades.

BEGINNER

EXPERIENCED

MASTER

Jockey

Barnstormer

Champion

Calling Skills
1. (any) Piloting
2. (any) Tech

3. Survival

4. Climb/Jump
5. Con/Gamble

Calling Skills
1. (any) Piloting
2. (any) Tech

3. Survival

4. Search

5. Con/Gamble

Calling Skills
1. (any) Piloting
2. (any) Tech

3. Survival

4. Spacewise

5. Con/Gamble

Special Resources:

+ Vehicle (Pod Racer, Speeder, jetpack, Swoop
etc.)

+ Helmet

Special Resources:

+ 25point Squad: Pit Droids

+ 2" Vehicle (Pod Racer, Speeder, jetpack,
Swoop etc.)

Special Resources:
+ 3" Vehicle (Pod Racer, Speeder, jetpack,
Swoop etc.)
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JUNK TRADER/ SCAVENGER

AFFILIATIONS: Republic, Empire, Fringer

Wherever technology has touched the galaxy, the JUNK TRADER can be found, scavenging parts from wreckage, tinkering and reselling the castoff
from another’s misfortune or neglect. It is an unglamorous life, but it’s rarely boring.

BEGINNER

EXPERIENCED

MASTER

Junk Trader

Junk Trader

Junk Trader

Calling Skills
1. Search

2. Spacewise

3. Droid Tech

4. Systems Tech
5. Bargain/Bribe

Calling Skills

1. Alien Cultures
2. Languages

3. Starship Tech

4. Speeder Tech

5. Bargain/Bribe

Calling Skills

1. Search

2. Spacewise

3. Walker Tech
4. (any) Tech

5. Bargain/Bribe

Special Resources:
+ Medium Starship or Large Vehicle
+ 25point Droid

Special Resources:
+ 50point Droid
+ Small Vehicle

Special Resources:
+ Freightership
+ Crew

KID

AFFILIATIONS: Republic, Empire, Fringer

Those who are unprepared by young age to embark on adventure nevertheless sometimes find themselves thrust into the journey by circumstance-- the

KID is such a soul, and learns to grow up fast.

BEGINNER EXPERIENCED
Kid (Must choose other Calling)
(Any BEGINNER level)
Calling Skills
1. Survival
2. Spacewise
3. Dodge

4. Climb/Jump
5. Hide/Sneak

Special Resources:

Can be played for a total of 4 campaigns instead
of 3.

+ Mentor/Guardian (PC or NPC)

LAPSED JEDI

AFFILIATIONS: Republic, Empire, Fringer

Perhaps once a Jedi hopeful, the LAPSED JEDI has lost the path to knighthood, either through tragedy, failure, or abandoning the difficult life of the Jedi.
Now directionless, the Lapsed Jedi waits to find a renewed direction, be it dark or light.

BEGINNER EXPERIENCED MASTER
Lapsed Jedi Lapsed Jedi (Must take another Calling)
(Jedi Padawan) (Jedi Padawan)
(Sith Apprentice) (Sith Apprentice)
- - - - (Farmer)
Calling Skills Calling Skills
1. Control 1. Sense

2. Con/Gamble
3. Spacewise

4. Hide/Sneak
5. Starship (any)

2. Con/Gamble
3. Spacewise
4. Hide/Sneak
5. Survival

Special Resources:
FORCE: Control
+ Lightsaber

Special Resources:
FORCE: Sense
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MERCENARY

AFFILIATIONS: Fringer

Among the many soldiers in the galaxy are those that fight for money alone-- the MERCENARY is one. Owing allegiance to no one but the highest
bidder, the Mercs find themselves amidst struggles of real consequence, and may someday have to make a real choice.

BEGINNER EXPERIENCED MASTER
Mercenary Mercenary Sergeant Warlord
Calling Skills Calling Skills Calling Skills
1. Blaster 1. Blaster 1. Blaster
2. Dodge 2. Grenade 2. Command
3. Melee 3. Command 3. Brawl
4. Medicine 4. Beast Riding 4. Walker Piloting
5. Survival 5. Mounted Weapons 5. Demolition

Special Resources:
+ Battle Armor (Basic)

Special Resources:

+ Special Weapon

+ Beast Mount

+ 25point Squad: Mercenaries

Special Resources:

+ 50 point Squad: Mercenary Sergeants
+ Tactical Vehicle and Crew or
Fortress Stronghold

MERCHANT

AFFILIATIONS: Republic, Empire, Fringer

Goods of all kinds flow across the galaxy-- it is the merchant who sells them. Whether a government-sanctioned intergalactic trade clerk, or a seedy shop
owner in a backwater bazaar, the merchant deals in money and goods.

BEGINNER

EXPERIENCED

MASTER

Merchant

Executive

Treasurist

Calling Skills

1. Bargain/Bribe
2. Bureaucracy
3. Con/ Gamble
4. Search

5. Starship (any)

Calling Skills

1. Bargain/Bribe
2. Bureaucracy
3. Con/ Gamble
4. Alien Cultures
5. Spacewise

Calling Skills

1. Bargain/Bribe
2. Bureaucracy
3. Con/ Gamble
4. Languages

5. Starship (any)

Special Resources:
+ Medium Starship

Special Resources:
+ Treasury Droid
+ Luxury Starcruiser

Special Resources:
+ Planetary Monopoly or Galactic Resource
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NERF HERDER

AFFILIATIONS: Republic, Empire, Fringer

First, not all NERF HERDERS actually herd nerfs. But the term sums up the job of all manner of rural beast herders across the galaxy. It
is perhaps the humblest of beginnings, but one that may lead to improbable greatness.

BEGINNER EXPERIENCED MASTER
Nerf Herder (Must take another Calling)

Calling Skills

1. Beast Riding

2. Survival

3. Melee

4. Stamina

5. Push/Pull/Lift

Special Resources:
+ Herd of nerfs

NOBLE

AFFILIATIONS: Republic, Empire, Fringer

Countless systems have their royalty, ranging from those who are only NOBLE in name, to those who still rule their subjects, either
through legitimate elections or tyranny. The Noble uses their vast resources to enter the fight between the Republic and the Empire.

BEGINNER

EXPERIENCED

MASTER

Courtier

Titled Noble

Ruler

Calling Skills

1. Command

2. Alien Cultures
3. Starship (any)
4. Speeder Piloting
5. Con/Gamble

Calling Skills

1. Command

2. Bureaucracy
3. Starship (any)
4. Bargain/Bribe
5. Con/Gamble

Calling Skills

1. Command

2. Languages

3. Starship (any)
4. Search

5. Con/Gamble

Special Resources:
+ 25point Servant
+ Small Starship

Special Resources:
+ 50point Droid

Special Resources:
+ Old Buddy on every populated planet
(from among the noble class)

OFFICER

AFFILIATIONS: Republic, Empire, Fringer

The military role of the OFFICER is one of command, with higher decision-making and strategic thought in their hands.
This said, many officers find themselves in the thick of battle, marshalling their forces to victory or defeat.

BEGINNER EXPERIENCED MASTER
Captain Major Admiral or General
Calling Skills Calling Skills Calling Skills
1. Blaster 1. Blaster 1. Blaster
2. Dodge 2. Search 2. (any) Tech

3. Bureaucracy
4. Command
5. Starship (any)

3. Bureaucracy
4. Command
5. (any) Piloting

3. Bureaucracy
4. Command
5. (any) Piloting

Special Resources:
+ 25point Squad: (troopers)
+ Medium Starship or Vehicle

Special Resources:
+ 50point Squad: (captains)
+ Starship or Vehicle Squadron

Special Resources:
+Capital Starship or Vehicle Fleet

24



OUTLAW

AFFILIATIONS: Fringer

The OUTLAW lives and operates outside of the restraints of larger governments, using the more wild methods of daring and violence to
achieve their goals. It follows that the Outlaw is not openly allied with either the Republic or the Empire, at least initially.

BEGINNER EXPERIENCED MASTER
Outlaw Outlaw Chief Outlaw King/Queen
Calling Skills Calling Skills Calling Skills
1.Blaster 1.Blaster 1.Blaster
2. Hide/Sneak 2. Hide/Sneak 2. Hide/Sneak
3. Spacewise 3. Survival 3. Command
4. Dodge 4. Melee 4. Con/Gamble
5. Search 5. Search 5. Search

Special Resources:

Special Resources:

Special Resources:

PILOT

AFFILIATIONS: Republic, Empire, Fringer

There is perhaps no more common intergalactic calling than that of the PILOT. That said, every Pilot is dramatically different, from the
brash fighter pilot to the plodding freighter captain, there are a million ways to fly a ship.

BEGINNER

EXPERIENCED

MASTER

Pilot

Ace

Flight Commander

Calling Skills

1. Starship Piloting
2. Starship Guns

3. Starship Shields
4. Starship Tech

5. Spacewise

Calling Skills

1. Starship Piloting
2. Starship Guns

3. Starship Shields
4. Starship Tech

5. Survival

Calling Skills

1. Starship Piloting
2. Starship Guns

3. Starship Shields
4. Starship Tech

5. Command

Special Resources:

+ Flightsuit (Basic)

+ Helmet

+ Small or Medium Starship
+ 25point Astromech Droid

Special Resources:
+ Starship Squadron

Special Resources:
+ Starfleet
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PIRATE

AFFILIATIONS: Fringer

The stars can be a dangerous place, especially with PIRATES combing the trade routes. A bold and ruthless lot, Pirates attack and rob starships in the

dark corners of the galaxy.

BEGINNER EXPERIENCED MASTER
Pirate Pirate Mate Pirate Captain
Calling Skills Calling Skills Calling Skills
1. Blaster 1. Blaster 1. Blaster
2. Starship (any) 2. Starship (any) 2. Starship (any)
3. Brawl 3. Melee 3. Brawl
4. Con/Gamble 4. Con/Gamble 4. Con/Gamble
5. Spacewise 5. Search 5. Command

Special Resources:
+10 points for Cybernetics

Special Resources:
+ Small Starship

Special Resources:
+ Medium Starship
+ 50point Squad: Pirates

PIT FIGHTER

AFFILIATIONS: Republic, Empire, Fringer

Competitive fighting still exists in the more barbaric corners of the cosmos, and many PIT FIGHTERS monetize their violent ways to take advantage of
this. Paid gladiators, Pit Fighters are often slaves who seek to buy their freedom, and even more.

BEGINNER EXPERIENCED MASTER
Pit Fighter Pit Veteran Pit Champion

Calling Skills Calling Skills Calling Skills

1. Brawl 1. Brawl 1. Brawl

2. Melee 2. Melee 2. Melee

3. Push/Pull/Lift 3. Push/Pull/Lift 3. Push/Pull/Lift

4. Stamina 4. Climb/Jump 4. Swim

5. Grenade 5. Dodge 5. Bargain/Bribe

Special Resources:
+ Primitive Armor

Special Resources:
+ 25points for Cybernetics

Special Resources:
+25 points for Cybernetics

QUIXOTIC JEDI

AFFILIATIONS: Republic, Empire, Fringer

There are Jedi, and there are those who think they are Jedi. The latter, QUIXOTIC JEDI, are spiritual devotees to the way of the Force, but not quite
actually Jedi. Whether they are religious pilgrims, or slightly deluded, the Force is (maybe) with them.

BEGINNER EXPERIENCED MASTER
Quixotic Jedi Quixotic Jedi Quixotic Jedi
(Jedi Padawan) (Jedi Padawan/Knight)
(Sith Apprentice) (Sith Apprentice/ Dark Jedi Knight)
Calling Skills Calling Skills Calling Skills
1. Jedi Lore 1. Jedi Lore 1. Jedi Lore
2. Con/Gamble 2. Con/Gamble 2. Con/Gamble
3. Melee 3. Melee 3. Melee
4. Lightsaber* or Blaster 4. Lightsaber* or Blaster 4. Lightsaber* or Blaster
5. Medicine 5. Alien Cultures 5. Command

Special Resources:

NOTE: All Quixotic Jedi must have a FORCE
rating of 7 or higher.

*Only if PC owns a lightsaber (GM’s discretion)

Special Resources:

Special Resources:
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RETAINER/ SERVANT/ /[SLAVE

AFFILIATIONS: Republic, Empire, Fringer

Servitude exists on countless planets, and the RETAINER serves their superior, with a generalized skillset. The Retainer may be a
butler, clerk, or laborer. Regardless, it is a hard life.

BEGINNER EXPERIENCED MASTER
Retainer Retainer Major Domo
Calling Skills Calling Skills Calling Skills
1. Stamina 1. Con/Gamble 1. (any) Tech
2. Search 2. Hide/Sneak 2. Command

3. Bureaucracy
4. Starship (any)
5. (any) Piloting

3. Blaster
4. Starship (any)
5. (any) Piloting

3. Bureaucracy
4. Starship (any)
5. (any) Piloting

Special Resources:

Special Resources:

Special Resources:

none none + 25point Squad: Retainers
SABOTEUR
AFFILIATIONS: Republic, Empire, Fringer
The SABOTEUR specializes in destruction-- infiltrating an enemy zone, and destroying a target.
Whether they are skilled freedom fighters or unscrupulous terrorists, saboteurs play a game of wits and stealth.

BEGINNER EXPERIENCED MASTER
Saboteur Saboteur Saboteur

Calling Skills Calling Skills Calling Skills

1. Demolitions
2. Hide/Sneak
3. Systems Tech
4. Dodge

5. Grenade

1. Demolitions
2. Hide/Sneak
3. Systems Tech
4. Search

5. Blaster

1. Demolitions
2. Hide/Sneak
3. Systems Tech
4. Climb/Jump
5. Brawl

Special Resources:
+ Special Weapon

Special Resources:

Special Resources:
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SCHOLAR

AFFILIATIONS: Republic, Empire, Fringer

In a galaxy as vast as the Star Wars universe, the sum total of knowledge is mind-boggling. No shortage of SCHOLARS exist, to study,
research, experiment and gather data for their projects. In times of war between the Republic and the Empire, Scholars serve a vital role
in finding out new information to serve their side in their desperate struggle for victory.

BEGINNER EXPERIENCED MASTER
Scholar Scholar Scholar
Calling Skills Calling Skills Calling Skills
1. Alien Cultures 1. Alien Cultures 1. Alien Cultures
2. Bureaucracy 2. Spacewise 2. Jedi Lore

3. Languages
4. Spacewise
5. Medicine

3. Languages
4. Survival
5. (any) Piloting (not Starship)

3. Languages
4. Spacewise
5. Starship (any)

Special Resources:
+ 25point Droid or Pet

Special Resources:
+ Small Vehicle

Special Resources:
+ Small Starship

SCIENTIST

AFFILIATIONS: Republic, Empire, Fringer

The SCIENTIST is learned and active in a broad range of scientific fields, both natural and technological. They are often at the forefront
of new projects for their side-- perhaps a cure for a fast-spreading disease, or perhaps a new super-weapon...

BEGINNER

EXPERIENCED

MASTER

Scientist

Scientist

Scientist

Calling Skills
1. Medicine

2. Droid Tech

3. Systems Tech

4. Tech Design
5. Search

Calling Skills

1. Medicine

2. Alien Cultures
3. Spacewise

4. Tech Design
5. Survival

Calling Skills
1. Medicine

2. Bureaucracy
3. (any) Tech

4. Tech Design
5. Command

Special Resources:

Special Resources:
+ 25point Droid or Pet

Special Resources:

SCOouT

AFFILIATIONS: Republic, Empire, Fringer

With so much unknown terrain, the SCOUT is invaluable to their army or group, running reconnaissance to spot hidden dangers or
enemies in ambush. The Scout often takes dangerous missions, going behind enemy lines alone.

BEGINNER EXPERIENCED MASTER
Scout Scout Scoutmaster
Calling Skills Calling Skills Calling Skills
1. Survival 1. Survival 1. Survival
2. Search 2. Search 2. Search
3. Hide/Sneak 3. Languages 3. Alien Cultures
4. Climb/Jump 4. Swim 4. Climb/Jump

5. Beast Riding

5. Walker Piloting

5. Spacewise

Special Resources:
+ Beast Mount

Special Resources:
+ Walker

Special Resources:
nonc
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SECURITY GUARD

AFFILIATIONS: Republic, Empire, Fringer

Most all advanced civilizations and facilities have a security force or law enforcement agency, and the SECURITY GUARD is a
member of that policing force. The guard answers to their government or organization’s authority, be it aligned with the Republic, the

Empire, or a neutral party.

BEGINNER EXPERIENCED MASTER
Security Guard Guard Captain Security Chief
Calling Skills Calling Skills Calling Skills
1. Melee 1. Melee 1. Bargain/ Bribe
2. Blaster 2. Blaster 2. Blaster
3. Bureaucracy 3. Bureaucracy 3. Bureaucracy
4. Search 4. Speeder Piloting 4. Con/ Gamble
5. Dodge 5. Command 5. Command
Special Resources: Special Resources: Special Resources:
+ Helmet, Blast Vest +25point Squad: Security Guards +50point Squad: Guard Captains

SENATE GUARD/ IMPERIAL GUARD

AFFILIATIONS: Republic, Empire

Both the Republic Senate and the Empire maintain a force of elite GUARDS that protect the highest-ranking leaders of their side-- the
Senators, Supreme Chancellors, and Emperors of the greatest governments of the galaxy.

NOTE: Senate and Imperial Guards are recruited from EXPERIENCED level characters, and is therefore only a MASTER level
calling.

MASTER

Senate Guard
or Imperial Guard

Calling Skills
1. Melee

2. Bureaucracy
3. Search

4. System Tech
5. Hide/Sneak

Special Resources:
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Elite Guard Armor

SENATORIAL

AFFILIATIONS: Republic, Empire, Fringer

Most all civilized planets and organizations have a system of government, replete with leaders-- the SENATORIAL is among them, a representative,
diplomat, governor, and lawmaker. A great deal of them serve in the Galactic Senate in some capacity. Senatorials may be aligned with any faction, and
come in all types-- some are even brave and honest.

BEGINNER

EXPERIENCED

MASTER

Senatorial or Imperial Advisor

Galactic Senator or Moff

Chancellor or Grand Moff

Calling Skills

1. Bureaucracy
2. Command

3. Alien Cultures
4. Starship (any)
5. Languages

Calling Skills

1. Bureaucracy
2. Command

3. Alien Cultures
4. Starship (any)
5. Con/Gamble

Calling Skills

1. Bureaucracy
2. Command

3. Alien Cultures
4. Starship (any)
5. Bargain/Bribe

Special Resources:

Special Resources:
+ 25point Droid
+ Diplomatic Cruiser

Special Resources:
+ Capital Escort Starship

SHAMAN/ WITCH DOCTOR

AFFILIATIONS: Fringer

Traditional societies have wise people and healers among them, whom they rely on for health and guidance. The SHAMAN provides their tribe with
spiritual leadership, guiding belief and decision-making. Sometimes those decisions involve worshiping golden protocol droids, or killing lots of

Stormtroopers.
BEGINNER EXPERIENCED MASTER
Shaman Shaman Shaman
Calling Skills Calling Skills Calling Skills
1. Rituals 1. Medicine 1. Medicine
2. Medicine 2. Survival 2. Survival
3. Survival 3. Beast Riding 3. Beast Riding
4. Alien Cultures 4. Search 4. Stamina

5. Con/Gamble

5. Con/Gamble

5. Con/Gamble

Special Resources:

Special Resources:
+ Beast Mount

Special Resources:
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SHIPJACKER

AFFILIATIONS: Fringer

The SHIPJACKER is a thief dealing in starship robbery. An expert at hotwiring hyperdrives, the Shipjacker is also a skilled (if reckless) pilot.

BEGINNER

EXPERIENCED

MASTER

Shipjacker

Expert Shipjacker

Master Shipjacker

Calling Skills

1. Systems Tech

2. Hide/Sneak

3. Starship Piloting
4. Starship Tech

5. Starship (any)

Calling Skills

1. Systems Tech

2. Hide/Sneak

3. Starship Piloting
4. Spacewise

5. Starship (any)

Calling Skills

1. Systems Tech

2. Hide/Sneak

3. Starship Piloting
4. Search

5. Starship (any)

Special Resources:
+ Systems Tech Kit
+ Flightsuit (Basic)

Special Resources:
+ Sub-capital Starship (stolen)

Special Resources:
+ 2 Sub-capital Starships (stolen) hidden away on
backwater planets.

SITH ALCHEMIST

AFFILIATIONS: Empire,

The mysterious Sith Alchemy is a Dark Side technique that unlocks strange powers using the Force, often combined with twisted real-world technology.
Force-sensitive practitioners of this art, SITH ALCHEMISTS, attempt to expand their powers into unknown realms, no matter what the cost.

NOTE: While Sith Alchemists are Force-sensitive and train in ALTER, they do not know CONTROL or SENSE.

BEGINNER

EXPERIENCED

MASTER

Sith Alchemist Student

Sith Alchemist

Master Sith Alchemist

Calling Skills

1. Sith Alchemy

2. Tech Design
3. Systems Tech

4. Sith Lore
5. Alter

Calling Skills

1. Sith Alchemy
2. Tech Design
3. Systems Tech
4. Droid Tech

5. Alter

Calling Skills

1. Sith Alchemy
2. Tech Design
3. Systems Tech
4. Demolitions
5. Alter

Special Resources: none

Special Resources: + Killdroid

Special Resources: +50point Squad: Alchemists
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