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WARRIORS OF THE FORCE 

For thousands of years, the Jedi po liced the gal
axy, keep ing the peace uSing negotiation, 

diplomacy, and mi li ta ry might v,'h en neces-
sary. Jedi practiced martial arts to hone their 
ability to nght-mastery of the body was as 
important as mastery of t he mind. Al l Jedi 
tra ined to fight with a lightsaber, the weapon 
that has long been the symbol of both Jedi 
and Sith, and each Padawan created such a 
wea pon as part of the in itiation process. 
Whether the galaxy was at war or in a 
state of rela tive peace, th is did not 
change. Even the most pacifist Jedi 
recognized the need to be ready 
to step into a conflict and help to 
tu rn the tide, or to enforce the 
law of the Republic. Most Jedi 
understood the necessity of 
Warriors, though violence was 
never a fi rst resort. 

Although all Padawans 
learned to hght, not all 
Jedi remained focused 
on this part of train ing. 
While many Jedi bel ieved 
in using the Force only 
for defensive pu rposes, 
some Jedi were War
riors, who had a great
er acceptance of the 
need for violence and a 
greater aptitude for it. 
Perhaps these Jedi had 
experienced firsthand the 
ugliness of violen t crimes 
or the at rocities of war, or 
perhaps they Simply had 
aggressive natures. What
ever the case, certain Jedi 
were more suited to com
bat than to more pol itical 
or peacefu l ro les. Th is 
remains just as t rue now 
that the Jedi are all but 
gone- more so, per
haps, since it is easier 
for recen t generat ions 
to remember the leg
ends of lightsaber
wield ingJed l Knights 
than those of wise, 
enigmatic mystics. 

Warriors are strong; they struggle against the 
odds because it is the nature of a Warrior to 
do so. Regardless of where a Warrior acqu ires 
fighting ski lls and what code the Warrior lives 
by, to be a Force sensitive means having 
certain advantages over less-gifted foes 
Some Force-sensitive Warriors can an tici
pate an opponent's moves, others sense 

danger before it appears, and still oth
ers discover themselves capable of 

incredible feats of strength or 
endu rance. With training 

and pract ice, all of these 
Warriors can aspire to 
great things. The leg
ends of heroic Jedi 
swinging lightsabers on 
the battlefie ld give an 

aspi ring Jed i hope. It is 
possib le to fight, and win, 

and remain on the light side of 
the Force. 

Sometimes the need to fight 
for what's right leads a Warrior 
to joi n or lead a battle on their 
homeworld, whi le another Warrior 
might seek poten tial adversaries 
across the galax y. Some War
riors fight to survive; others trai n 
for combat in the hope of help
ing others. Wherever the battle, 
whatever the cause, and how
ever hard the struggle becomes, 
Warriors never give up the fight. 

KNIGHTS OF FATE offers new 
options for Warrior characters 
in your FORCE AND DESTINY cam
paigns. The materia l in this 
book includes new speCies, 
new specializations and tal
ents, a new Force power, and 
plenty of weapons and armor 
for Warriors of al l kinds. In 
addi tion, it looks at t he his
tory of Warriors in the Jedi 
Order and their place in the 
galaxy today. Players and 
GMs will also find extensive 
advice for integrati ng War
riors into campaigns 
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WARRIORS IN STAR WARS 

Ina broad sense, warriors are common throughout the gal 
axy. From Imperial stormtroopers to mercenary soldiers 

and hired killers to savage warlords, there is no shortage of 
sentien ts who make combat their pro fession, if not their li fe 
Bu t when those who strive to preserve the trad itions of the 
Jedi speak of INarriors, the word takes on greater significance 

For those who study the Force, a Wa rrior is more than sim
ply an individual who t rains for and engages in combat. War
riors conduct themselves in comba t- and in every aspect of 
their life- with honor, and they respect the ram ificat ions of 
any act of violence True Wa rrio rs never take a li fe lightly, 
for they know that to do so is to effect change in the Liv ing 

Force. Even the vvisest Jedi Master can st ru ggle to see the 
consequences of such an act, and in these t roubled 

times, no one can claim such clari ty of vision . 

Warriors who tread further from the ligh t nonetheless 
stand apart from common so ld iers and fighters. Even the 
basest villa in s worthy of the name hold to a personal code 
of honor, and often relish the opportu nity to test their 
abili t ies in com bat against a worthy opponent. Howev-
er, for these Warriors , tak ing a sentient life might be no 
more disturb ing tha n trampling a Flower underfoot. 

Warri ors must often pit themselves against com-
mon fighters. The differences in skill and technique 
between these Individuals become clear on the 
ba tt lefield. Some Warri ors might savor such 
an opportuni ty to demonst rate thei r abil ities. 
Others simply see it as a regrettable and 
sense less v'laste of life, as they are 
fo rced to cut down adversaries 
who stand no cha nce. 
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JEDI WARRIORS 
The origins of t he Jedi are large ly lost to history, the details 
fo rgotten and physical records destroyed in thei r baltles with 
the Si th. By the t ime of the Clone Wars. even the Jedi Courl cil 
saw only an incomplete picture of their order's beginnings, 
and t he Emperor's purge all but wiped even that knowledge 
from the galaxy. Regardless of vvho first fo rmed the Jedi 
and for what pu rpose, the goals, methods, and values of the 
order remained cons istent fo r more than a thousand genera
tions, as did t he place of Warriors within the Jedi. 

What fragm en tary inform ation survives suggests that t he 
Jed i Order's origins lie in a ga t hering of Warriors, as demon
strated by the enduring importance of the lightsaber both as 
the primary weapon of the Jedi and as a powerful symbol. 
Nevertheless, earl y in its ex istence, t he Jedi Order embraced 
the light side of the Force and the ways of peace and justice. 
This rejection of violence as a means to power spurred the 
defect ion of those who became the Si t h, embrac ing war and 
suffering as too ls. 

The Jedi conti nued to t rai n as warriors; many Kn ights 
focused on t he study of combat, as evidenced by the devel 
opment of t he seven lightsaber forms. Even those Jed i who 
ul t imately preferred to direct their energies toward other 
pu rsuits fi rst mastered the basics of lightsaber comba t as 
Padawans. and continued to t rain and practice to some 
extent throughout their lives 

The Wa rriors of the order were t hose Jedi who placed a 
special emphasis on the m2rtia l arts, part icu larly lightsaber 
comba t. They honed t heir sk ills in warfare, but not because 
they saw war as desirab le; the Jedi knew tha t war did not 
make t hem grea t , ei ther as ind ividuals or as an order. 
Instead , many Jedi saw t he martial arts as a way to hone the 
mind-body co nnect ion, and in so doing to become closer to 

the Force. Equally Important, and perhaps more so to some, 
was the role of the Jedi as peacekeepers and protectors of 
the in nocen t. Even though nonvio lent resolution of conflicts 
was their ideal. t he Jed i knew that there wou ld always be 
those who wou ld not bend to reason. And so, the Jedi knew 
they must stand ever ready to battle the evil and corrupt for 
the be tterm en t of the galaxy. 

A GALAXY AT WAR 
Armed conflict has been a constan t throughout the Star 
Wars galaxy's history. Even during those rare periods when 
no great struggle drowned the ga laxy In wa r, smaller battles 
raged on inn umerab le \",'orlds. Throughout the mi llenn ia, the 
sent lents who have dedicated thei r lives and live lihoods to 
t he galaxy's battles have been as va ried as the conflicts in 
which t hey fough t. 

Given everything from skirmishes between riva l gangs to 
planetary invasions, V\I'arriors never want for opportunit ies 
to test themse lves. They must be ever vigilan t , even in t imes 
of peace. Just as common mercena ries and professiona l so l
d iers are se ldom in want of ,vork, opporlu nilies also abound 
for Warrio rs. Each Warrior must decide for t hemsel f whether 
to comm it t heir ab ilit ies on ly to noble causes, or to figh t 
wherever there are cred its to be made or power had . 

Al t hough some Warriors specialize in a particular com
bat style to the exclus ion of all else, most try to mainta in 
a we ll- rounded skill set in order to better adapt to ba ttl e 
cond itions outside their cont ro l. Of particu lar note, certain 
Warriors among both the Jed i and Si t h are renowned equally 
fo r t heir provvess wit h a lightsaber and behind the contro ls 
of a starflghter. It is t he mark of a true Wa rri or not only to 
achieve capab ility in mult iple fighting forms, but even to 
master them. 

THE BALANCE 
OFTHE FORCE 
Al l those who use t he Force tap into the great energy that 
connects everyt hing and everyone in t he galaxy. Th is lets 
them develop an acu te awareness of others and t heir fee l
ings, giving new meaning to the pain and suffering of strang
ers. No Jedi , Warrior or otherwise, infl icts pa in thoughtlessly. 
Wa rriors fee l this connection as keenly as any Force sensi
t ive, but they know that sometimes fight ing in the prese nt 
means less pain and suffering for al l in the future. Warriors 
learn to make tough decis ions. pu nish ing the st rong to save 
the weak, or taking one life to save many. It is not an easy 
pa th, bu t it is a path of change. For a galaxy in the t hroes of 
the chaos wa r b rings, the Warrior's pa t h makes a difference 
Where there are battles to flgh t, Wa rriors follow t heir call ing. 

A Warri or devoted to the light side of t he Force must ab ide 
by certain rules. For an untrained Force sensitive, th is o ften 
means looking to a personal sense of right and wrong- and 
hope fully the Force itself-for guida nce. Fighting defensively, 
figh t ing merc ifully, fighting honorab ly, and fighting for the 
greater good- these might mean different Lhings to differen t 
Wa rriors, but they all imply that t he Warrior considers t he 
cause, method , and conseq uences of vio lence. For a Force 
sens it ive on the Warrior's pa th, the constant struggle to figh t 
on the light side may be exhausting, but it is crucial. Any 
Warr io r who ceases to consider the moral implications of 
each ba ttle, who fai ls to see the bigger p icture, is in danger 
of succumbing to t he dark side. 

Even when the Jed l were at the ir st rongest, t here were 
those whose methods set them apart from t he others
those whose desire for power and for victory drove them 
to th e da rk side of t he Force. This temptation is only stron 
ger now t ha t Force sensi t ives live under constant th reat of 
persecution, aware that t he ignorant or corrupt may hunt 
them down and kill t hem or. at the least, fear and hate t hem 
Vio lence is everywhere, and it ta kes a Warrior who is strong 
both wit hout and with in to resist what appears to be an eas
ier road to power. The training of a Jed i was d ifficult enough 
in the past; now, fin ding a teacher ca n seem an impossible 
task, and many Force sens it ives are compelled to explore 
the Force alone, lea rn ing t hrough trial and erro r- a d ifficu lt 
and dangerous undertaking. 

INTRODUCTION 
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WARRIORS 
IN FORCE AND DESTINY 
The variety of figh ters throughout the galaxy is reflected in 
the possibil it ies open to FORCE AND DESTINY characters. Not 
all Warriors fit the mold of the Jedi. Some have fighting styles 
that stem from their origins before discovering their Force 
sensitivity, such as a one-time organized crime enforcer who 
takes the Aggressor specialization. Others might eschew not 
only lightsabers but all forms of melee combat, preferring 
instead to fight from the cockpit of a starfighter or simply 
with a blaster in hand. The advantages offered by attun
ement to the Force allow these Warriors to surpass typical 
experts in these fields. 

Most Player Characters in FORCE AND DESTI NY are not 
Jedi-or at least do not begin as such, Some do not even 
hold any aspirations to Knighthood. Although many pes are 
likely to aspi re to the idea ls of the Jedi, whether knowingly 
or not. others might not sha re the Jed i's va lues. The moral 
qua ndaries characters face and the pu ll of t he light and da rk 
sides of the Force are a major part of F ORCE AND D ESTINY 

stories, as highligh ted in the Confl ict rules. 

Warriors who uphold the tradition of the Jedi as peace
keepers walk a fine line. Although they stand ready to 
defend the cause of right in battle, they must be ever cau
tious to avoid giving in to anger and hate: emotions that all 
too easily rise to the surface during battle. This is one reason 
Jedi teachings reject attachment. Fighting for an ideal is a 
necessity, but Warriors who become too personally involved 
with those they defend-or even too attached to their own 
lives-tempt strong emotional responses when combat 
becomes unavoidable. 

INTRODUCTION 
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For those Warriors who emulate the Jedi, violence is 
generally seen as a last resort. They are unlikely to inflict 
injury except in defense of themselves or others. How-

ever, for Warriors who do not share the Jedi's ideals of 
pacifism, violence can be q. useful tool in a wide range 

of situations. Such individuals might exist in a moral 
gray area, but unchecked violence sooner or later 
leads invariably to the dark side of the Force 

LEGENDS 
OF BATTLE 

Star Wars is full of tales 9f legendary warriors. 
While many-perhaps most-characters find 

t hemselves in fast-paced blaster shootouts at 
some point or another, the heroes and villains 

who participate in thrilling lightsaber duels are 
iconiC Warriors. These legendary fighters are pri

marily Jedi and 5ith, but some of the Jedi 's most 
feared opponents were not Force users at all. 

For some, being a Warrior is in thei r blood. Luke 
Skywalker is a premier example. Despite a simple and 

largely peaceful upbringing, Luke quickly adapted when 
the life of a Warrior was thrust upon him. With only mini -

mal training- albeit with two of the greatest teachers of 
the era- Luke mastered the ways of the Jedi. As a Warrior. 
Skywalker excelled both as a Starfighter Ace and in the Shi i
Cho lightsaber form-i f a highly personal ized version 

Luke Skywalker came by his talents naturall y, ta king afte r 
his father. Anakin Skywa lker was also an exceptionally gift
ed pilo t and swordsman. As a youth, Anak in's ability as a 
starfighter pilot exceeded that of many career pilots. Even 
considering his experience piloting the repulsorlift vehicles 
popularly known as Pod racers on his native Tatooine, Ana
kin adapted to the demands of starfighter combat with pre
ternatural speed. He always favored the Shii-Cho form, but 
since his near-death and resurrection as a Dark Lord or the 
Sith, Darth Vader has tempered a uniquely aggressive varia 
tion on the style. Feared throughout the galaxy, Darth Vader 
is a legendary figu re whose deeds are recorded in the blood 
of the countless Jedi and innocents he has slaughtered. 

In the last days of the Republic, many Jedi performed 
exceptional fea ts. Mace Windu is notable not only for his 
sta tus as a senior member of the Jedi Council in its last days, 
but for the pivotal ro les he played in key events at the out
se t and concl usion of the Clone WarS.L..first in the Battle of 
Ceonosis, and fi nall y in the confronta tion with Sheev Palpa
tine. Windu was a legend in his time, and remai ned so among 
certain people despite the Empire's anti-Jedi propaganda ; 
he is remembered in particular for his explo its on Ryloth 
during the Clone Wars. Although in many ways he was a 
staunch traditionalist, the champion of the Jedi Order is also 
notable for having developed the Vaapad lightsaber form, a 
variant of the maligned and restricted Form VII. 

One of a handful of Jedi to survive the Emperor's purge, 
Obi-Wan Kenobi excelled in many areas. As a Warrior and 
general. he gained great renown in the Clone Wars. While 
still a Padawan, Kenobi defeated the fierce Juyo Berserker 
Darth Maul in the first recorded conrlict between Jedi and 
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Si th in centuries. Kenobi's own impressive accomplishments 
arc often overshadowed by his connection to the Skywalk
ers. Indeed , two of his grea test ba ttles were against his one
time Padawan, Anakin. One of Kenobi 's grea test st rengths as 
a Warrior was his adaptab ility. Although a sta lwart defender 
of Jedi tradi tion, Kenobi was willing to adapt to the situation 
at hand and to a changing galaxy. 

The fallen Jedi Count Dooku was not only one of the most 
skilled swordsmen the galaxy has even seen, but a consum
mate politician as well. Born into the roya lty of Serenno, 
Dooku exemplified the cu ltu red Warrior, equally adept at 
slinging ba rbs at a formal banquet and tradi ng ripostes on a 
battle field . As Darth Tyranus, Dooku proved the effi cacy of 
the Makashi form in lightsaber duels, for which it had been 
developed. A master of Form II, Dooku was able to not only 
hold his own but emerge triumphant against some of the 
most skilled Jedi of the era, even when outnumbered. Per
haps his grea test asset as a Warrior, though. lay in his politi
ca l and military tenadty. Dooku understood well that in a 
lightsaber duel , as in any battle, the best path to victory was 
to choose the time and place of the confronta tion. 

Apt ly named, the Sith apprentice Darth Maul was a 
force of nature in battle, wielding a massive double-bladed 
lightsa ber with almost reckless abandon. Maul employed 
the Juyo fighting style, the ultra-aggressive Form VII that, 
in the waning years of the Republic, was all but forbidd en 
to Jedi. Ra ised from ch ildhood as a living weapon at the 
hands of Darth Sidious, 
Maul could not have 
become anything but 
a Warrio r. Even more 
remarkable than his 
great skill with a 
lightsaber, Darth 
Maul embodied 
the power of a 

true Warrior spirit to overcome the seemingly impossible. 
Left for dead by Obi-Wan Kenobi, the bisected Maul clawed 
his way to freedom from th e bowels of Naboo's Royal Palace, 
eventual ly returning to plague not only the Jedi, but his for
mer master as we ll. 

During the Clone Wars, the Separatist General Grievous 
demonstra ted that one need not be strong in the Force to 
threaten even the greatest Jedi in combat. Sometimes mis
taken at first blush fo r a droid, so extensive were his aug
mentations. the former Kaleesh warlord chose to be rebuil t 
as the cyborg Gri evous in his quest to become the greatest 
warrio r in the ga laxy. Trai ned by Cou nt Dooku in the ways 
of lightsaber com bat. Grievous ut ilized a unique sty le that 
took full advantage of his new body's four mechanical arms 
and their versatile art iculation. Drawing from his lifetime of 
experience and with the advantages offered by his mechani
cal body, Grievous slew numerous Jedi, collecting thei r light
sabers as trophies 

Throughout history, individua ls capable of effectively 
wieldi ng a lightsaber without drawing on the Force have been 
excee dingly rare, almost unheard of. Only a poten t warrior 
cultu re could produce an individual with the requisite ski ll. 
The ancien t Mandalorians were such a people, and a select 
few preserved thei r culture after Mandalore rejected its old 
ways in favor of pacifism. Pre Vizsla was the last in a line of 
Warriors of Clan Vizsla to wield the Darksaber, a unique light
saber looted from the Jedi Temple centuries befo re. Even 
though he lacked Force sensitivi ty and the training of a Jedi. 
Vizsla wi elded the Darksaber \'vith enough skill to go toe-to
toe with such Warri ors as Obi-Wan Kenobi and Da rth Maul. 
His example showcases the near-lim itl ess potentia l of disci
plined Warriors possessed of unflinching faith in their cause. 
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BATTLES TO FIGHT 

Whether among the Core Worlds, on the Outer Rim, or 
beyond, somewhere in the vast galaxy, a battle is always 

tak ing place. The pursu it of peace is an etern al struggle fo r 
some, while for others. the war simply never ends. There is 
always something to fight for, a wrong to right, or a fr iend to 
save. Wa rriors fi ght for themselves, fo r others. or for what they 
believe in. Those will ing and able to fight can always find a 
battle to jo in 

Jed l were once guardia ns of peace and just ice in the galaxy, 
and the Warriors among them were instrumental in mainta in
ing that peace as we ll as in admin isteri ng that just ice. Since 
the fa ll of the Jed i, the ri se of the Empi re's oppression. and 
the inception of the Rebe ll ion. more and more people have 
found a cause Lo figh t fo r. Sti ll. Force-gifted com batan ts are 

a rarity. Those special few o ften feel compe lled to live and 
fight covertly. Unli ke the stormtroopers of the Empire and 
t he fighte rs of mercenary companies, many Force-sensitive 
Warriors fight alone, unable to join an orga nized military for 
fear of d iscovery. 

However, Force-sensit ive Wa rriors face many challenges. 
and those who do fight among comrades have an adva n
tage. A Warrior can benefi t greatly from the companionship 
and support of others- in any fi ght, there is strength in num
bers Having a teacher is an even ra rer advantage. pa rt icu
larly since many Force sensitives are left to learn t hrough 
t rial and erro r. Even Force-sens itive Warriors With close allies 
must master the ir gifts through ba ttlefie ld experience For 
such Wa rriors . war is a crucible 

WARRIOR BACKGROUNDS 

In a t urbu lent galaxy, there are Warriors of all kinds. Skill s, 
intentions, and moral codes are all influenced, if not deter

mined, by individual Warriors' backgrou nds. How Warri ors 
were first driven to fight and where they trained and prac
t iced make them what they are. de fin ing their fighting style, 
their strengths and weaknesses. and likely t heir fate. These 
backgrou nds vary ex tensively; any two Warriors may share 
nothing more than a determination to fight and sensit ivity to 
the Force. 

Force sensitiv ity gran ts a certain advantage, but si nce It 
also presents serious d ifficul t ies, the way Warriors become 
aware of it is important. Whet her Warriors rece ived tra in
ing in a military or more personal sett ing, or simply had to 
mud dle through alone, the way they learned to fight affec ts 
not on ly their aptitude, but also t heir abi lity to res ist the 
tempta t ions of t he dark side of the Force. 

AVENGER 

When characters grow up surrounded by injustice and 
inequa lity- a common occurrence in a galaxy torn apa rt 
by con flict - t here are many situa tions that might set t hem 
on the path o f vengeance. Wa rriors may have lost someone 
close, witnessed a terrible t ragedy, or been vict imized due 
to rumors of Force sensitivity. Whatever sets cha rac ters 
on this path, they must never give in to the anger tha t firs t 
prompted thei r choice to fight. Warriors who remain focused 
on right ing wrongs can be powerful agen ts For good. 

A cha racter who quickly learns t hat the threat of ven 
geance and appea rance of power ca n intimidate foes is an 
effective Aggressor. Whether t his characte r has act ive ly 
sought vengeance for a singu lar event or a variety of cause s, 
this reputat ion prevents some wrongs from happen ing in the 
fi rst p lace. The thought of an Aggressor's ret ribution stri kes 
fear into the hearts of wrongdoers. 

WARR IORS OF LIGHT 
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A Colossus who seeks to avenge wrongs might have 
undergone some hardsh ip or battle to become such a resil
ien t combatan t. The abil ity to take punishment is born from 
pai n, so t his cha rac ter may be a vict im who survived to 
ta ke vengeance on those responsi ble. Such a Co lossus may 
appea r unru ffled no matter what cha llenges arise, but has 
merely learned to delay any emotional reactio n- awaiting 
t he opportuni ty fo r vengea nce. 

A Juyo Berser ker is a likely cand idate for t he avenger 
background, si nce the Juyo fighting style focuses the sort 
of aggression tha t vengeance often inspi res. This character 
may have an unresolved personal vendetta t hat fu els the 
anger t hey channel as pa rt of th is art. The Juyo Berserker 
may have even turned to this sty le spec ifically in order to 
seek persona l vengeance. Once th is goa l is accomplished, 
they are wel l equ ipped to perform similar servi ces for others, 
and a Juyo Berserker might channel the ir anger for good. 

A Shii-Cho Knight is t he Warrio r most like ly to fo llow 
t he o ld Jedi codes and eschew vengeance. However, t hose 
t ra ined in anc ient arts and ph ilosophies are not immune to 
tragedy. This character may have lost a master who spoke 
aga inst vengeance, now fi ndi ng the phi losophy difficult to 
fol lo .. v in the fa ce of rea lity. Possib ly confli cted, t his Shii-Cho 
Kn igh t t ries to ju sti fy avenging those struck down unjustly, 
seeking mo re t han merely personal vengeance. 

The ai rless vacuum of space is perilous, and tragedy may 
occur t here t hrough acc ident or design. The Starfighter Ace 
vv ho acts as an avenger does not necessarily have to face the 
moral implications of vengeance on t he personal level that 
other Warrio rs often do. For this cha racter, vengeance migh t 
mean taking down enemy ships like the ones that destroyed 
a p ilot . ship, or station the character once lost. Alterna tive ly. 
t his character might simply ca rry t he pai n of loss and ven t 
t his anger from beh ind t he controls of a starfighter. 

" 





A Steel Hand Adept is well equipped to defend any fol
lowers. and can appear to be defenseless. inspiring [ rust 
when advocating peaceful solutions. The abili ty to fight with
out weapons means this character is never as helpless as 
they might seem. At meetings and gatherings where weap
ons are not permitted. the Steel Hand Adept can argue for 
change while being well -prepared to figh t back and defend 
others if things turn ugly. 

MERCENARY 

Somet imes being a Wa rrio r is not a ca ll ing or a necessity. 
but simply a way of making a living. Learning to fight pro
vides not only personal protection, but also the potential 
to ea rn credits. Warriors with a mercenary backgrou nd may 
have served as bodyguards or debt collectors, fought in 
competitions to en tertain spectators, or worked as part of a 
crime lord's personal army. A particular opportunity or gap 
in the market might have once determined these Warriors' 
identities, but it may also have exposed them to something 
that encouraged them to rethink their situation and search 
for new employment. Warriors contracted to do something 
so monstrous it opens their eyes might abandon a contract 
unfulfilled. hoping to start a new life on thei r own terms. 
Such a Warrior might join a group of smugglers or Rebels, 
given an appropriate incentive. Not the most trustworthy of 
characters, mercenary Warriors still make invaluable mem
bers of any team. 

A Warrior wi th the mercenary background relies heavily 
on aggression and is quick to fight. even fo r an Aggressor . 
With a turbulen t past that nurtured a "shoot first, talk lat
er" attitude, this character must work extra hard to avoid 
becomi ng a slave to anger. 

A Colossus makes for an effective bodyguard or long
lasting prize fighter. Being used to situations where damage 
is unavoidable, this character may prefer to take the fight to 
someone else for a change, and they deliberately seek mis
sions likely to involve some combat. 

A Juyo Berserker who fights for credits has learned to 
channel anger. bringing it to bear in situations when anger 
does not come natura lly to the character. This requires a 
high level of control and is a good start to the training of a 
Force-sensitive Warrior. 

It might seem against the princ iples of a Shii~Cho Knight , 
but if figh ting for cred its enables the character to survive to 
do great things, then getting paid is a necessa ry evil. Every
one has to eat, weapons cost money, and even a Force user 
must admit that cred its are a form of power in the ga laxy, 
however distasteful that may seem. This Shi i-Cho Knight 
may be ca refu l where the credits come from. bu t t.hey are 
realistic about the necessity of payment. 

There's always work for a good pilot, and a Starfighter 
Ace is one of the best. This character is willing to fly and 
fight for credits, but that doesn't mean the character does 
not enjoy those things fo r the ir own sake, too. This charac
ter likely puts credi ts straight back into the ship that helped 
earn them, funcing repai rs and improvements to the vessel. 

A Steel Hand Adept might be trained for a specific role, 
but having acquired an Adept's skills. th~e character might 
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seek the freedom that credits bring. This Steel Hand Adept 
could make good money as an assaSSin or other covert fight
er. depending on the character's personal morals. 

MILITARY 

Military groups create effective Warriors. Characters wi th a 
military background are likely to be highly skilled and dis
ciplined, having trained with an organized planetary militia 
or in the army of the Empire itself. Warriors who have left 
the mi li tary may have gone into hiding beca use of emerging 
Force abil it ies, or they may have simply lost the stomach for 
the Empire's dominat ion; either way, they retain all the sk ills 
and knowledge their tra ining provided. No longer so ldiers 
with co lleagues to fi ght alongside. these characters are lone 
Warriors who may either harbor bitterness or revel in new
found freedom. 

Different military organizations teach different styles and 
attitudes, but the Aggressor has learned how to use vio~ 
lence to inspire fear, and to use the resulting reputation to 
contro l difficult situations. An Aggressor may have learned 
such tactics while in service of the Empire, where the emer
gence of Force-related ski lls is particularly dangerous. Alter
natively. this Warrior may have simply found the military life 
too constricting. 

Colossus characters wi th a military background may have 
begun as one of many expendable soldiers, but by learning 
to survive, they gained the spirit of a Warrior. The cha racter 
may have eft the military to fight for more personal reasons. 
Perhaps a Colossus character is the only survivor from a mis
sion gone wro ng and, having been left for dead. now feels 
reborn into a new life. 

A Juyo Berserker with a military background has learned 
a degree of emotional control as part of training. However. 
the specihc skills of the Juyo are likely to have originated 
outside of the organization, or perhaps the character served 
with a special, eli te group of soldiers. 

Although there has not been a formal organization of Jedi 
in a generation. a Shii~Cho Knight might hail from a military 
group that emphasizes melee combat. A Jedi survivor might 
have spotted the young recruit and offered a new form of 
train ing and an alternative path in life. helping the character 
adapt from vi bra weapons to a lightsaber. 

Many promisi ng pilots rece ive training from a milita ry 
organization, and a Starfighter Ace with this background 
is a Warrior who knows all the mil itary maneuvers and pro
cedures of that organ ization. Force-sensitive instincts might 
make th is character a better pilot who in itial ly im presses 
superiors 'Nithin a mi lit ia. However, the fea r of discovery 
cou ld drive th is Warri or to set out alone. 

The martial techniques learned by a Steel Hand Adept 
suggest training wi thin a more secretive miliLary group, per
haps one formed or influenced by the Followers of Pa(awa. 
Since th is group traditionally dislikes Jedl, the emergence 
or discovery of the character's Force sensitivity would have 
prompted immediate separation from the group. The char~ 
acter might have since come to accept the influence of the 
Force, or might struggle daily with this truth. 



WARRIOR MORALITY 

Warriors walk a fine line between maintaining con tro lled 
aggression and giving In to negative emotions. and so 

succumbing to the dark side of the Force. The best Warriors 
are those who learn to understand the emotions that drive 
them, so they can channel them and figh t effectively fo r the 
greater good . A skil led Warrior can successfully harness the 
incredible power of the Force wi thout abusing that power or 
letting the mastery of it become all-consuming. The inner 
struggle of a Warrior is often not whether to fi ght, bu t who 
and how to fight. Players, like Warriors, must recogmze the 
constant danger of crossing the line. A Warrior's Morality 
in the game reflects their inner struggle with their personal 
moral code. 

Although some Warriors have stricter moral codes than 
others, all Warriors have a sense of right and wrong. For 
many Warnors, the ga laxy is a violent and unforgiving p lace, 
where the strong oppress the weak and evil holds sway. rul
ing through the might of the Empire. Violence is a means 
to a peaceful end, and conflict is the required catalyst fo r 
change. Warriors with pu re and noble aspira ti ons can justify 
their means. In fact. for many Warriors, to neglect to fight 
wou ld be to sh irk the responsibility that fighting prowess 
brings. Whether Warriors lea rned to fight for surviva l or in 
the hope of righting wrongs. they must decide when to kill 
and when to be merciful. what it means to fight honorably. 
and how far they are willing to go to achieve any noble or 
ignob le goa ls t hey may have. 

Living a life of Violence and using anger as a tool takes a 
toll on any character, and Warriors are as likely to succumb 
to the da rk side of the Force as any Force user-and perhaps 
more so. Some Warriors may grow tired of maintaining the 
constant struggle for control and give in to the dark side as 
an easier route to power. Others might have their persona l 
moral code shattered by a single event. Warriors who 
face an impossible situation and do something that 
goes against what they be lieve in, something they had 
not thought themselves capable of, can find them-
selves over the edge. Some WarriOrs might simply 
come to revel in the violence that fills their life and 
begin fightin g and killing for the pleasure of it, enjoy-
ing the use of strength and power The dark side of 
the Force preys on emotional weaknesses; whether 
fear or anger sets Warriors on this path, once they 
have started down it, they find it difficul t to return to 
the light. To change course, such a Warrior has to face 
the darkness within, and resist. 

Morality assists the e M and the p layers as they 
work to shape the struggle be tween good and evil 
that takes place within every disciple of the Force. 
It also helps to differentiate each character's unique 
strugg le, fo r no two beings perceive the universe in 
exactly the same way, or undergo precisely the 
tests of faith or prowess. 

AS the fighting styles of Warrio rs vary wildly, so too does 
an indiv idual's perception o f right and wrong. An Aggres
sor might justify the brutality of one fight because it makes 
another fight avoidable, or a Steel Hand Adept might be 
willing to take down an unsuspecting, unarmed opponent 
if it means saving the lives of others. A Warrior committed 
to living up to the heritage o f a Shii-Cho Knight likely has 
a stricter moral code than a Colossus who craves a worthy 
opponen t to demonstra te t heir fighti ng prowess, though 
both are ready to fight for a cause. These characters each 
have their own perception of what is right and what is wrong 
and judge themselves accordingly. 

The Moralities of other pes in a group may conflict With 
a Warrior's code. Characters who value peaceful solutions 
might disapprove of trle violence displayed by a Juyo Ber
serker, not real izing the carefu l focus that directs the Ber
serker's aggression. Though it might not always be obvious 
to oHler characters, some Warriors do follow Jedi ideals, or a 
persona l interpretat ion of them . Warriors may use t he Force 
to attack as well as defend, but a Warrior still makes dif
ficult decisions, struggling to remain on the light side of the 
Force. The personal Morality of each Warrior illustrates this 
struggle, making it an integral part of t he game and adding 
depth to the character 

Players may replace Table 2- 1: Morality on page 50 
of the FORCE AND DESTINY Core Rulebook with Table 1- 1: 
Warrior Moralities on page 1 6. Players may choose to 
roll randomly on the table or select a Morality based on a 
background, core philosophy, or desired character arc Each 
character starts play wit h a Mora lity value. as descrIbed on 
page 49 of the F ORCE -AND D ESTINY Core Rulebook. 

---r 



TABLE 1-1: WARRIOR MORALITIES 

d100 
, 
' Emotional Strength l Emotional Weakness 

i Bravery: The character may face the possibili t y Recklessness: The character is too sure of success and is 

I 
01~O8 of death and defeat. but fights on regardless. and heedless of personal or others' safety, rushing headfirst into 

shows no fear. danger and taking risks that migh t jeopardize a mission , ... - -- -
Confidence: The cha racter believes in their own Arrogance: The character believes in their own superiority. 

09~16 
abilities, knowing exactly what is possible on a and so underestimates foes and friends alike. Prone to 
personal level. and refuses to be intimidated. This forgetting personal flaws. this character makes mistakes. failing 
character also places fai th in trusted friends. to consider the possibil ity of fa ilu re. -----_ .. I 

i 
Dedication: The character remains focused on I Obsession: The character has a tendency to focus on one I 
current duties, training, or the job at hand. Possibly 

, 
17~24 loyal to a cause or creed, the character is will ing to I 

th ing to the exclusion of all else and fails to see the bigger I 
sacri fice their life itself for those belieFs, if that is picture. The character has no regard for personal ~afety and 

j 
necessary. neglects the safety of others. , 

I 

Camaraderie: The character works well as part of a Conformity: When working with others, this character has a 
I 

team whether leading or following, remaining loyal 
to comrades no matter what The character is quick tendency to va lue the group above all else. seeing the op inions 

25- 32 to recognize the strengths and weaknesses of others of outsiders as less im portant. The character also forgets 

and works to ensure the group stays together and Lo trust personal inst incts, preferring La fit in with the group 

functions effectively. rather than voice a differing opinion. 

Conviction: The character makes quick decisions Obstinacy: Once this character has become determined 

and sees them through without hesi tating. Believing about something or formed an opinion. no one can dissuade 
33~40 

in personal action and the ab ility to achieve one's or reason with them, This character believes that to change 

I 
goals, this character never gives up on a task. one's mind or one's cause is to show weakness, even if a 

situa tion has altered or become hopeless. _. . .. 
I 

i Honor: The character has a personal moral code, Vanity: The character is more concerned with appearing to 
and never crosses the line it delineates. Others learn do the right thing lhan ensuring an outcome that benefits , 

41 ~48 to respect the character's principles, but for thi s everyone. Believing themselves to be a hero, the character 
, 
i character, it is personal honor that matters, not wha t wants to prove this to olhers and to receive pra ise for these ! 

others th ink. efforts ~ 
Justice: The character feels responsible for Judging: Believing they have a right to pass judgement on I 
punishing the wicked and saving, or avenging, the others, this character expects their personal morals and 1 

49~56 gOOd. Th is character likes to work on the right side of rules to apply wherever they go. Refusing to show mercy to I 
local laws, where possible. those who have not shown mercy to others. whatever the -J 

circumstances, the character makes them pay, -- _ .... . w • _. _ _ •• _ _ • ____ 

Consideration: The character does not act before Hesitancy: The character is incl ined to be too carefu l, 
57~64 

being sure of an the facts or assessing an opponent's overthinking and second·guessing even when immediate strengths and weaknesses. This character always action is called for. considers the consequences of personal actions 

Sympathy: The character genuinely fee ls fo r others, Desperation: The character cares so much for the plights 
of others that emotions cl oud the character's mind. When 

65~72 sharing their pa in and so act ing to reduce it. sho;ving surrounded by suffering, the character forgets to stay alert. mercy and compassion loses the will to act. or behaves impulsively 

r~ 
-_. f-. 

l DiScipline: The character has extraordinary self- Repression: The character considers relaxation and leisure 

control and focus. and sets a good example to activit ies superfluous or harmful and expects everyone to 

I others. This character's skiUs and reflexes are sharp be just as disciplined . They look down on those whO do not 

from constant training and practice likewise work cease lessly to better themselves and figh t for 
change. 

, 
I 

~.- c_ -i .. _----------\ , 
Caution: The character IS Willing to face danger but 

I 
Fear: Having seen too many battles and too much bloodshed, I 

~ 

is realistic about the outcome, avoiding fights that the character is painfully aware of the possibility of failure. 81 88 are unlikely to end well or that might put bystanders defeat, or death. Th iS can make the character slow to act. or 1 

r-___ +-_in_d_a_n~ger. _ _ +_e_ven unwilling to act at~ a_1_1. _ __ . ___ . ___ ~. ___ ----.-J 

89~96 

97~OO 

Idealism: The character believes the galaxy is 
fundamentally good , and fights to ke ep it so. Th is 
character knows that even partial successes and 
minor victories help to make the galaxy a better 
place for all. 

Naivety: The charac ter has a vision of what the galaxy and its 
inhabitants should be like and sometimes sees according to 
wish ra ther than reality. They are too trusting. 

Roll twice on this chart. The PC has multiple emotional strengths and weaknesses. 
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NEW SPECIES 

Warriors can hail from any species, particularly since mas
tery of the Force can more than make up for any relative 

lack of strength or stamina. The Jedi Master Voda's diminutive 
stature often led opponents to underestimate his prowess in 
battle. Still, some species are particularly suited for the life of 
a Warrior due to physique, temperament, cultural tradition, or 
some combination of such factors. 

The spec ies presented here are all naturally sui ted to t he 
Warrior career, although of course they can also succeed 
in any path. Dowutins are brash, arrogant, and immensely 
strong. These traits lend themselves part icularly well to the 
Aggressor, Colossus, and Steel Hand Adept specializations. 
Mikkians hail from a warrior and spiritual culture, which pre
pares them for the study of the Force and its applications in 
battle. Finally, the Phydolons are a pai red symbiotic species; 
bo th physical ly robust and possessed of unique spi ri tual 
insights, they can bring a ba lance between menta l discip line 
and physical endurance to any specia lization. 

Just as a member of any species can succeed as a Warrior, 
the species presented here are likewise free to pursue any 
path. Although hulking Dowutins are obvious candidates for 
combat-focused specia lizations. they could just as readily 
put their bu lk to use defending others as Guardians. Look
ing a bi t further afield, a solitary Dowutin is actually a very 
natural fit for a Seeker career. Of course, F O RCE AND D ESTINY 

characters evolve during t he course of a campaign , and play
ers can represen t such changes by addi ng specializat ions 
outside their initial ca reer, including those introduced begin
ning on page 23. 

The variety of species options open to players suggests 
many possibilities for character backgrounds and stories 
outside those of the ~ typical· FORCE AND DESTINY character. 
Dowut ins away from their homeworld tend toward solitary 
lives and se ldom work we ll wi th others, which can make for 
interesting roleplaying opportunities. As with all elements of 
a character's bac kground, players and GMs should look at 
a pes species in terms of what it can bring to a unique and 
entertaining character. 
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OOWUTIN GROWTH 

Although their expansion slows somewhat in' 
their later life, Dowutins never stop growing. 

The largest recorded Dowutin stood almost four 
meters tall and weighed over two metric tons. It 
is entirely possible that even larger Dowutins have 
existed on their homeworld, unseen by the wider 
galaxy_ The Dowutins themselves do not seem to 
have an interest in maintaining records of such 
facts. Strong Dowutins prosper in their time, and 
their size is irrelevant to future generations. 

Elder Dowutins are immensely strong and tough. 
Some beings claim that the hide of a mature Dowu
tin compares favorably to laminate armor when it 
comes to defensive capability. 

For reasons that are not entirely clear, Dowutins 
almost invariably return to Dowut in their later 
years. In part, this may be a simple matter of prac
ticality: most space stations, ships, and even cit
ies simply are not designed for occupants of such 
immensity. However, some outsiders theorize that 
an instinctive, unspoken desire for their homeworld 

grips Dowutins more strongly as they age. 

DOWUTIN 
Th e Dowutins are a long-l ived species of muscle-bound 
humanoids. So extensive are their life spa ns. in fact. it is said 
that no Dowutin has ever died of old age. instead fail ing in 
battle or succumbi ng to the many peri ls of Dowut Whether 
this is true or a myth perpetuated by Dowutin boast ing is dif
ficu lt to say. It is certai n. however. t ha t Dowutins are among 
the strongest and toughest sentients in the galaxy. For these 
reasons. they are highly sought as so ldiers, mercenaries. and 
bodyguards. However, Dowutin arrogance is often just as 
immense. and few condescend to serve wha t t hey perce ive 
as weaker beings. 

Alongside their incred ible longevity, Dowutins possess a 
complementary t rai t even rarer among sen tients: they never 
stop growing. By the t ime Dowutins are old enough to fend 
for themse lves. they rival the most robust specimens of 
many spec ies. During their second decade. typ ica l Dowutins 
can riva l most Wook iees in stature and fo rt itude. A Dowutin 
in its fi fth century is a tower of muscle and horn we ighing as 
much as a met ric ton. 

Dowutins prize phys ical strength and vigor. but in a very 
different way than most sentien t species. For a Dowutin. 
strength and even combat train ing are not matters o f pride, 
but matters of pragmatism; on Dowut, those with strength 
and skill get the resources and respect they are due Many 
Dowutins who leave their homeworld are surprised and con
fused by the crite r ia the rest of t he ga laxy uses to ass ign 
authority. po lit ical power, and leadership positions. More 
than one Dovvu t in has had difficulty adapt ing and found 
themse lves in deep troub le for it 
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Most Dowut ins are solita ry by choice. although th is does 
not stop a Dowutin from jo ining forces with others when 
expedient. Rare. however. are Dowutins who stoop to taking 
orders from beings sma ller or weaker than themselves. Many 
sen tien ts who fi nd t hemselves work ing wit h Dowut ins learn 
to frame directives as suggest ions or even questions. even 
INhen they are technically or pract ical ly in a position to issue 
orders or guidance. In some cases, others find it necessa ry to 
leave Dowutins under the impression they are in cha rge, if for 
no other reason than to keep opera ti ons ru nning smoothly 

Dowut ins have a reputation for be ing un friendly. even 
irritable. Alt hough deserved . this too stems from the spe
cies ' unusual perspect ive. Dowutins are as direct in the ir 
speech as in any other underta king, and most have no 
qualms against speaki ng t he truth as they see it, no matter 
how harsh it might be. A typica l Dowut in simply does not 
see the point in minc ing words. Obfu sca tion and deception. 
even to avoid giving offense. complicate matters and cause 
problems. rvlany who interact with Dowut ins also assume the 
spec ies incapable of hu mor. Although th is is not st rict ly true. 
Dowutins rare ly suffer foo ls. The sorts of misu nderstand
ings. mishaps. ironies, and even qu ips that others might fjnd 
amusi ng. a typical Dowuti n sees on ly as annoying. 

Physiology: Dowutins are large and muscular, with tough, 
leathery hides ranging from ye llow to deep brown. Although 
humanoid in fo rm. Dowut ins have as much in common with 
ban thas and dewbacks as wit h any human or near-human 
spec ies. Vestigia l tusks, although ineffective as weapons. 
are a rem inder of the Dowutins' ancestors. omnivorous herd 
beasts that roamed the fr igid p lains of Dowut. These t usks 
helped the creatures to forage fo r roots, insects, and hiber
nating feeks. Dowutins are more sophisticated in thei r diets. 
and many put their great strength and stam ina to use as 
hu nte rs, rather t han as foragers. 

Dowutins' fingers end in thick , tough sp ikes- the word 
"claw" ha rdly does them ju stice- made of the same bony 
material as t heir tusks. Although problematic for delicate 
ma nual tasks, these talons provide an effective means of 
se lf-defen se and even augm ent the Dowutins' considerable 
strengt h, whether for pryi ng apart bu lkhead doors or dis
mant ling a troub lesome droid bare-handed. 

In support of t heir immense frames and continuing devel
opme nt , Dowut ins have except ional appetites. consuming 
as much as half t heir body we igh t in a day. For Dowutins 
abroad in the ga laxy, obta ining adequate food can pose a 
cha l l enge~fo r themse lves and for cant inas, tapcafs , and 
other nearby food vendors. 

Society: The omnivorous ancestors of t he Dowutins lived 
in migratory herds. traversing the frozen plains of Dowut in 
search of the considerable sustenance required fo r such 
large beasts. Despite the ir origins, Dowutins have evolved 
as primarily so litary beings. They have little use for fam ily 
bonds, and are left to fend fo r themselves on the ir own at a 
young age. Juveniles must learn to surv ive and hunt in the 
harsh climate of DOINut or perish. 

, 
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Simi larly, Dowutins have li tt le use for orga nized municipa l
ities. The ir simple cities exist for convenience alone. Outsid
ers often view Dowutin civ ilization as barbaric and primitive, 
bu t the Dowutins' pragmatism, st raightforwa rd approach , 
and uncomprom ising self- rel iance have al lowed them to 
thrive with few of the institu t ions most worlds rely on 

For Dowutins, might makes right. The Dowutin legal sys
tem, such as it is, resolves disputes primarily through con
tests of strength - that is, in those rela tive ly rare cases when 
the concerned parties do not simply settle matters them
selves Immediately with a good fist fi gh t However, while 
usually quick to ire, Dowutins se ldom hold grudges. For the 
average Dowutin, the concept of revenge serves no pu rpose 
Neither do Dowutins bother with avenging wrongs against 
members of the ir extended clan: they be lieve that wronged 
parties should be st rong enough to take care of themse lves 

Dowut 's relat ive anarchy has left its popu lat ion vulnerab le 
in t he era of the Ga lactic Empire. Due to the ir physiques and 
ha rdiness , DO'vvu t lns stand out to many Imperia l offi cials as 
desirab le slaves. The Dowutins' fie rce spiri ts and arrogance, 
and t he very physical qual ities fo r which they are prized, 
have ensured fev\' successful enslavements. However, their 
resistance at both individua l and cu ltural levels has resulted 
in one of the most intensive and oppressive Imperial crack
downs in the ga laxy. Tradi t iona ll y largely independent, 
Dowut now suffers from an indefinite Imperial blockade. For 
t he most pa rt, the notoriously se lf-re liant Dowutins are little 
affected by th is ar rangement as long as they avoid any per
sonal entanglements with Imperia ls. 

Homeworld: The planet of Dowut lies in the Core, not far 
from the Unknown Regions. Orbiting at a considerable dis
tance from Its ternary star system. Dowut is a frigid, harsh 
world. Dowutins must be strong and res ilient to survive on 
their planet' s windswept tundra. Competit ion for resources 
and game is fie rce, and Dowut ins must be wary of the same 
ravenous predators t hat th reatened the herds of their ances
tors. The vegetation on Dowut is as hardy and practical as 
the inhabitants. Thorny vines climb up icy cliff faces, and 
tough scrub claws into the frozen so il. Herds of large beasts 
not unlike the Dowutins' ancestors traverse the tu ndra, as 
gor-cats and packs of nabirs pick off t he weakest specimens 
and those that fa ll behind. 

The Dovl/utins have genera lly avoided po lit ics as much as 
possib le. Al though Dowut joined t he Republ ic several centu
ries ago, a Dowutin Senator made an appearance on Corus
cant on ly a handful of times. Even at t he height of t he Clone 
Wars, the Dowut sea t was vacant the majority of t he time. 

La nguage: The Dowuta language consists large ly of deep, 
boomi ng voca lizations with t hundering reverberations. It is 
diffi cu lt, if not impossible, for most other species to emu
late the sounds requ ired to speak Dowuta. and attempts are 
among the few th ings to draw fo rth a typ ical Dowutin's sense 
of hu mor. 

Most Dowutins speak only their native tongue, seeing little 
need to learn Basic - if a wea ker being comes to Dowut to 
commun icate, it is the offvl/orlder's responsibility to find a 
method of communication . However, Dowut ins who trav
el abroad by choice almost invariably learn Basic. Even a 

Dowutin wi t h years of experience speaks Basic wit h a thun
derous bass. Most Dmvut ins find whispering impossible. 
and the roar of an angry or exci ted Dowutin poses a serious 
threat to the ears of those close by 

Perception of the Force: Raised to depend on ly on t heir 
own strength and resourcefulness, few Dowutins find appeal
ing t he concept of an energy fi eld tha t b inds together all 
living t hings. Consequently, on ly a ha ndful of Dowutins were 
members of the Jedi Order t hroughout its history. However, 
t here is no evidence that Dowutins are less sens it ive to the 
Force as a species than any other. It is more likely that the 
majority of Force-sensi t ive Dowut ins sim ply fa il-or refuse
to recognize their ab ility. 

Though few Dowutins ever tra ined as Jed i, t hose who did 
witness the Jedi in battle often developed a great respect 
fo r t he Jedi's st rength. In fact, such encounters preceded 
the recrui tment of t he majority of Dowutin Jedi, since on ly 
a Dowutin fully convinced o f the power and ski ll of a smaller 
be ing wou ld deign to re lease its offspring in to Jedi custo 
dy. Dowutins inducted into the order wou ld con t inue t heir 
Padawan trai ning fa r past the time their kin on Dowut had 
se.t out on t heir ovm 

Despite the scarcity of Dowutins in the Jedi's history. the 
species' great strength ensu red their success as Warriors, 
even if some had difficu lty with t he subtler aspects of ligh t
saber combat. Any Dowut ins seek ing to follow t he path of 
the Jedi must take pains. however, to unlearn many of t hei r 
t rad it ional ways. The Dowut in propensity for violence and 
arrogance can be a great asse t in battle, but taken too far 
ca n lead to the dark side of the Force. Even greater sus
cept ibility lies In t he trad itional DO\·\lutin view of power and 
authority. A being with such beliefs who taps into the power 
of t he Force is certa in to fin d tempting the limitless strength 
it can offer. Taken to their extreme. such views bear a trou 
bling resemblance to those of the 51 th. 

SPECIES ABILITIES 

• Wound Threshold: 15 + Brawn 

• Strain Threshold: 8 + Willpower 

• Starting Experience: 85 XP 

• Special Abilities: Dowutins begin the game with one 
rank in Resi lience. They stil l may not tra in Resilience 
above rank 2 during character creation. 

• Large: Dowutins have a silhouette of 1 or 2, chosen at 
character creation. 

• Immovable: Dowutins WflO suffer t he Immobilized 
cond it ion, are knocked prone, or are otherwise moved 
against t hei r wi ll may, as an out-of-turn incidental, suffer 
3 st rain to avoid the effect. Dowut ins who are silhouette 
2 suffer on ly 1 strain to use th is abi lity. 
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MIKKIAN 
Mikkians are a diverse species characterized by a variety 
of bright skin tones and elaborate crests of head-tendrils. 
These tendrils are remarkable not only for their appearance, 
but because they are highly sophisticated and effective sen
sory organs. Each Mikkian's head-tendrils are unique, and 
vary greatly in appearance. This has led to many misconcep
tions among others as to what a "typical" Mikkian looks like. 

Mikkia ns are known for their loyalty and sense of persona l 
honor and accou ntability. Sent ients who work or fight along
side them quickly come to value Mikkian allies. These tra its 
have been particula rly valued among mi litary organiza tions 
and the old Jedi Order. 

Physiology: Mikkians exhibit a va riety of bright colors in 
their skin pigmentation, wi th various reds and pinks, blues, 
greens, and yellows being relatively common. Coloration 
varies greatly even among closely related Mikkians, and 
more often than not, siblings or parents and children are 
completely different colors. Mikkians' features are typical of 
most humanoid species, with the notable exception of a lack 
of ears and the presence of motile head-tendrils. 

Even more distinc tive than their skin tones is the seem
ingly endless variety in Mikkians' head-tendrils. No two sets 
are identical; they vary in both number and form, to the 
extent that many ou tsiders are surprised to learn any two 
Mikkians are of the same species. Head-tendrils range from 
fa nli ke crests and tape-li ke ri bbons to cylindrica l tentacles 
and membranous fi ns. Some taper fro m a broad base to a 
thin tip , while others are consistent. and they vary in length 
from a few centimeters up to nearly a half-meter. The num
ber of tendril s on a Mikkian's head similarly ranges from only 
a handful to dozens. 

Regardless of their appearance, all Mikkians' head-ten
drils are motile. The exact nature of the movement varies 
with the form of the tendrils but is usually fluid and nearly 
constant Tendril movement is largely involuntary, and pri
mari ly a function of the tendrils' sensory capabilities. How
ever, some Mikkians learn to exert a degree of control. The 
motions of tendri ls can broadcast clues to a Mikkian's emo
tional state in much the same way as facial expressions and 
other body language, although only fellow Mikkians or out
siders who are very familiar with the species wou ld be able 
to ident ify lhese tells. 

Mikk ians' head-tendrils serve an important funct ion 
beyond the superfic ial. Despite t heir endless variety, all 
head-tendrils conta in elaborate networks of sensi t ive nerves, 
which constan tly gather information through a variety of 
means. Most importan tly, the tendrils detect vibra tions. 
particularly sound waves, and so allow Mikkians to hear in 
much the same fashion as do other species' ears. In fact, 
Mikkian head-tendrils are vastly more sophisticated than the 
auditory organs of most humanoid species and additionally 
detect such information as humidity, temperature, magnetic 
di rection, and more with an impressive degree of accuracy. 
Mikkian head~tendrils even detect radiation to the extent 
that they can ~see" light and dark, although Mikkians' eyes 
remain their primary visual sense organs. 

Society: Mikkian cu lture prizes integrity and kinship. To 
most Mikkians, loyalty to family and comrades is t he highest 
val ue, though their sense of honor encompasses much more. 
Mikkians respect honesty. and general ly resort to duplicity 
only in the most extreme sit uations. Mikkian forthrightness 
can come across to other sentients as blu nt or even ru de, 
while Mikkians sometimes have a hard time adjusting to the 
more fl ex ible views of other species. 

The Mikkian code of honor applies to all things, but par
ticularly matters of warfare. After all. in nothing else are the 
consequences so severe. Mikkian cul ture respects warrior 
traditions, but values discipline and honor over physica l 
power or even victory. This, along with Mikkia's strong spiri
tual tradition, explains why Mikkian society always had a 
highly favorable opinion of the Jedi Order. For a child to join 
the Jed] was among the greatest of accomplishments. and 
brought considerable honor and esteem to an entire family. 

Homeworld: Mikkia is a verdant world located in the 
Expansion Region . Their homeworld is as diverse as the 
Mikkians t hemselves, with an astoundingly wide range of 
biospheres and cl imes. Mikkia is home to both icy po les 
and swe ltering equatoria l jungles, to deep oceans and arid 
deserts, to towe ring mou nta in ra nges and vast pla in s. Some 
scholars even theorize that th is environmental va riety might 
have con tribu ted to the physical variance among Mikkians. 

M ikkia was a part of the Republic for thousands of years, 
and still held a seat in the Galactic Senate at its dissolution. 
Since the rise of the Empire, Mikkia's role on the galactic 
stage has suffered. The destruction of the Jedi Order con
tributed to a high level of anti-Imperial sentiment on the 
planet. The resulting increase in Imperial scrutiny has only 
fostered further resentmen t, and Mikkians' tendency to 
speak truthfully on matters of great concern has led to many 
tragic outcomes. 



language: The Mikkian language is a melodic, flowing 
Longue characterized by soft sou nds and subtle intonat ions. 
Mikkian words tend to flow one into another. and for non
speakers, it can be difficult to tell where one word ends and 
another begins. Most Mikkians take pride in the beauty of 
their spoken language but have no qualms about learning 
and using Basic to communicate with others. Distinct dia
lects of Mikkian from the ancient past persist even today, 
and on rare occasions lead to com munication difficu lties or 
awkward misunderstandings between Mikkians of different 
regions and families. 

Perception of the Force: There ex ists a long history of 
the Force on Mikkia. Bel ief in the Force plays an important 
part in Mikkian religious traditions, and Force sensitives have 
often found a place in the priesthood, even during the time 
of the Jed i. Since the rise of the Empi re, Mikkian spi rituali ty 
has been a source of some trouble For the species, particu
larly since Mikkians are largely unwilling to hide or alter their 
beliefs to placate Imperia l observers. 

A positive view of the Jedi persists on Mikkia. Mikkians 
continue to honor the memory of ancestors and family who 
joined the Jedi. Lingering questions about the destruction 
of the order and the Empire's attempts to erase its legacy 
contribute to the strong anti-Imperial attitudes that prevail 
among Mikkians. Two decades of Imperial propaganda can 
scarcely sweep away millennia of cultural memory. 

SPECIES ABILITIES 

• Wound Threshold: 10 + Brawn 

• Stra in Threshold: 11 + Willpower 

• Starting Experience: 100 XP 

• Special Abilities: Mikkians begin (he game with one 
rank in Discipline. They still may not train Discipline 
above rank 2 during character creat ion 

• Sensory Tendrils: Mikkians add 0 to all Perception 
checks they make. 

PHYDOLON 
Only newly introduced to the galactic stage, their world hav
ing recently been discovered by galact ic explorers. the Phy
dolons are an enigmatic species whose provincial ways seem 
quaint and even naive to the more jaded travelers they meet. 
Yet, the si mplicity that many perceive as ignorance belies an 
ageless wisdom and deep well of spirituali ty that has now 
awakened to the wider galaxy. 

Physiology: The Phydolons are a pai red symbioti c spe
cies, composed of the mammalian Agarans and fungal rhi
zome Orucytes. They are inseparable, as the species have 
coevolved for millions of years. Fungal tissues exist through
ou t the en tire body of each Phydolon, fo rming membranes 
and threads laced through the flesh and organs, even the 
brain. These threads perform vital functions Within the 

PHYDDLDNS ABROAD 

Only rarely does a Phydolon choose to leave the 
collective of the species' homeworld. Distance 

from the Mydasos rhizome causes the Orucyte 
symbiont to feel muted and isolated, which inevita
bly promotes similar feelings for the Agaran. Such 
separation from the Orucyte's rhizomatic connec
tion is disorienting in the extreme, and most Phy
dolons who leave must go through a difficult adjust
ment period. Those who have spent too much time 
away from their kind may exhibit neurotic behavior. 

Now that members of their species have experi
enced their first footsteps into the wider galaxy, 
it is becoming clear that those Phydolons with a 
connection to the Force are better able to cope 
with separation from their own kind for extended 
periods of time. Some speculate that this is due to 
their sense of oneness with something larger than 
themselves, in the Force. 

t issues of the Orucyte's symbiot ic partner. The Agaran ac ts 
as the "host: providiEg the locomotion for the pair. Beyond 
that, both beings are in total unison. 

Phydolons are bipedal huma noids with long, gangly limbs, 
knobbed joints, and hands with an opposable thumb and 
three long fingers tipped with hard, almost bark-like nails. 
Thei r heads are broad and sloping, and their eyes are large, 
lid less orbs with a central pupi l. white iris, and dark-colored 
sclera veined through with white fungal threads. The average 
Phydolon stands roughly two meters tall and weighs signifi
can tly less than a human of compa rable height. 

Society: Little is known about either species prior to 
their coevolution, but a few details can be surmised. Many a 
galactic biologist has theorized that withou t the unique sym
bios is of the Aga rans and Orucytes, neither species would 
have ever achieved self-awareness. Spores similar to those 
of the Orucytes are found throughout the soil and lowland 
atmosphere of Mydasos, though in no other example have 
they reached the geroetic complexity of their sapient kin. 
Likewise, mammalian predecessor-species exist across the 
continents of Mydasos, yet the Agarans are the only mam
mals that have ach ieved sent ience, spiritua l en lightenment. 
and culture. 

Both the Agarans and the Orucytes have their own con
sciousness, bu t due to the neural integrat ion of the fungal 
threads within the brain tissue, a Phydolon's mind is both a 
pair of individuals and a blended whole. In this way, a single 
Phydolon is both two minds and one. Indeed, due to the 
rhizomatic nature of the Orucytes, Phydolons share a lim
ited sort of intra species gestalt consciousness. The fungal 
rhizome is millions of years old, and through it, Phydolons 
are born with a legacy of genet ic memory. Individuals are not 
part of a hive mind, nor do they share the thoughts. opin ions, 
or knowledge of either thei r con temporaries or ancestors. 
Instead, the gestalt consciousness manifests as a heightened 
instinct. a powerful sense of belonging and communi ty, and 
a fee ling of being part of something greater than themselves. 
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Such a mindset is fertile ground for a deeply spiritual 
soc iety. Given thei r re lative isola tion from the wider ga laxy 
and penchant for contemplation. the Phydolons live a highly 
communal, nearly monastic life. In close-knit communities 
spread across Mydasos, each individual acts and provides 
according to that being's capability and personal drives, yet 
all is done with an underlying concern for the whole, without 
the need for structured government or enforced socia l order. 
The Phydolons are led by wise and charismatic leaders who 
rise to power not through any formal election or ordainment. 
but by the gestalt will of the community. 

Homeworld: Mydasos, the homeworld of the Phydolons 
and the only planet to boast a native population of the spe
cies, is a nearly undiscovered backwater world between the 
Corellian Trade Spine and the Hydian Way, nestled com
fortably in the largely unexplored Da licron seclor. The on ly 
life-bearing planet orbiting its star, Mydasos went utterly 
unnoticed by interstellar exploration until relatively recently. 
What the first explorers found was a world teeming with life, 
a primordial landscape midway through the slow evolution
ary march from boggy marshland to continent-spanning for
est. Dozens of small, shallow seas dot the globe, the majority 
of the planet's liquid water saturating the soi l of the largely 

unbroken landmasses. Craggy mountains 
erupt from the dense primeval 
forests, their roots resting in the 
shallow swamps 

Both flora and fauna thrive 
on Mydasos. Its land and 
shallow oceans are home to 
a staggering number of spe
cies, given the limited num
ber of distinct climates and 
biomes that stretch around 
the planet's equatorial and 

temperate zones. 

The enclaves of the 
Phydolons are scat

tered across the 
surface of Myda

sos, and their 
structure and 

architecture take 
two primary fo rm s. 

In the lowland marsh
es, towering trees are 
connected by wooden 
platforms and path
ways suspended just 

above the wet ground. Hide canopies are hung from wooden 
poles to provide shelter fro m the elements, but walls and 
doors are all but unheard of. Privacy is a concept foreign to 
the Phydolons. In the mounlainous highlands, cliffsides serve 
as the fou ndations for simila r platforms and pathways, hu ng 
by long, root-tendril ropes anchored to the raw stone. In 
those chilly heights, walls and enclosures are more common, 
to protect against the buffeting winds and frequent storms. 

language: Of course, all sentient li fe forms eventually 
develop the capacity to communicate among themselves, 
and the Phydoions are no different. though many offworlders 
consider their na tural language to be primi t ive and underde
veloped. Few outside the ranks of learned xenoanthropolo
gists rearze that when Phydolons are in close proximity, they 
are able to directly convey emotional meaning more acw
ra te ly than most sentient species. It is for th is reason that 
the Phydolons' verbal language need not possess the com
plexity others do. Among the Phydolons, a few simple words 
and a wave of empathiC context is as complex and evocative 
as any exchange in Basic. Unfortunately, this transmitted 
empathy does not extend to sentients outside their species, 
who lack any connection to the Orucytes' rhizome. Phydo
Ions are, however. able to learn and speak other species ' 
languages, though they find them needlessly complex. 

Perception of the Force: Due to the unique nature of 
their symbiotic society, the Phydoions find the notion of the 
Living Force familiar and welcome. Their existence is funda
mentally defined by interconnectivity with others, much as 
the Force flows through and connects all things. In the ages 
prior to their discovery by galactic explore rs, those Phydo
Ions who possessed a sensitIVity to the Force were known 
as visionaries whose consciousness extended beyond their 
enclave, beyond even their homeworld. As such, most Force
sensitive Phydolons see lhe Force as something that binds 
the universe together, not something to be exploited for per
sonal gain or power. 

SPECIES ABILITIES 

• Wound Threshold: 10 + Brawn 

• Strain Threshold: 10 + Willpower 

• Starting Experience: 100 XP 

• Special Abilities: Phydolons begin the game with one 
rank in Cool or Discipline. They still may not train Cool 
or Discipline above rank 2 during character creation. 

• Symbiotic Resilience: When recovering wounds natu
rally, Phydolons heal 1 ext ra wound per full night's 
rest. In addition. a Phydolon may attempt to recover 
naturally from one Cri tical Injury after a full night's rest, 
instead of after a full week. (See page 226 of the F ORCE 

AND DESTINY Core Rulebook .J 

• Symbiont Isolation: If no other Phydolons are pres
ent when a Phydolon recovers strain at the end of an 
encounter, they recover 1 less strain to a minimum of I. 



NEW SPECIALIZATIONS 

K NIGHTS OF FATE introduces three new specia lizations for 
the Warrior career: the Colossus, Juyo Berserker. and 

Steel Hand Adept. These specializations are available to play
ers creating new Warrior characters or advancing an existing 
Aggressor, Shii-Cho Knight. or Starfighter Ace. Additionally, as 
with all speciali zations, players can add these specializations 
to advanced characters of other careers. Combat is inevitable 
for most FORCE AND DESTINY characters, and the addition of 
a Warrior specializat ion can represent a character's growing 
proficiency in battle, whether by choice or necessity. The 
addition of one of the new specializations in this book not 
only opens up new options for a character's further advance
ment and new abilities to overcome opponents and other 
challenges, but represents a new chapter in the character's 
personal story 

The Warrior's six career skill s are Athletics, Brawl, 
Cool, Melee, Perception , and Survival . Characters with 
this career automatically gain a rank in th ree of these skills 
without spending experience and gain a discount when pur
chasing any of these skills with experience points. Warriors 
begin the game with a Force Rating of 1. 

In addition Lo a unique talent tree, each specialization 
includes its own list of bonus career skills. This can allow a 
player to select a skill twice at character creation, granting 
the character two ranks in that skitL However, a character 
can not begin play with more than two ranks in any sk ill , even 
If a species or other characler option presents a third oppor
tunity to select that skill 

OBTAINING NEW 
SPECIALIZATIONS 
Acquiring a new specializalion can be a great opportunity for 
ro lep lay ing as a character develops and grows throughout 
a campaign. Rather than a simple matter of spending XP, 
attaining a new specialization should reflect the charac ter's 
evolving situation, goals, and motivations. Sometimes, rising 
to a new challenge can be more rewarding than consciously 
tailoring a character's development to an existing plan. 

If a player finds their character attempting actions outside 
their current limitations, they may decide that obtain ing a new 
specialization could reflect this character growth. By spend
ing the XP on a new speCia lizat ion, the player forma lizes the 
exploration of a new facet of thei r character. The acquiSition 
of an additional specialization can be seen as a turning point 
in a character's life. whether the character is embracing some 
new role, expanding focus and commitment within the cam
paign, or consciously deciding to step beyond the character's 
comfort zone within the developing narrative. 

While a character cou ld attempt to learn these new skills 
in any number of ways, from read ing data pads to watch ing 
trai ning holovids, a far more interesti ng and dynamic way is 
to find a suitab ly experienced traine r. The search for such 
a master, and thei r intense training regimen, can easily 
become an interesting and engaging part of the narra!ive. 

However, if players do not wish to explore th is route, 
or if time or inclination pushes the group down a different 
path during play sessions, the acquisition of new special
izations can easily be assumed to have happened during 
interludes between sessions. Even if the players decide Lo 
handle obta ining new speciali zations this way, they should 
st ill hll in some of the details of the tra in ing. Knowing how 
a character gained the physica l mastery of a Steel Hand 
Adept, rather than jus t making a note on the characte r 
sheet. reinforces the depth and rea lism of the campaign 
and helps to bring the galaxy to life. The knowledge that a 
character in your party learned their lightsaber technique 
from a Padawan survivor of the Jedi Purge opens up all 
sorts of narrative opportunities for future adventures. 

TALENTS WITH [ONFLI[T COSTS 

Certain talents give the Player Character who pos
sesses them Conflict at the beginning of each 

session. The knowledge associated with these tal
ents is dark enough that simply understanding it 
can tempt a PC to the dark side; see page 51 of the 
F ORCE AND DESTINY Core Rulebook for more on Con
flict. These talents are dellneated with the following 
symbol in their header: 

• TALENT NAME ~ 

NEW SPECIALIZATION OPTIONS 

The Colossus IS a nearly unstoppable fighter, capab le of 
shrugging off injuries that would incapaci tate or ki ll ordinary 
sentien ts. Even before accou nti ng for their Force abilities, 
Co lossi are incred ibly resil ien t, in ured to pai n through count
less battles and hours of hard training. Drawi ng on the Force 
to further strengthen their endurance and possessed of the 
mental fortItude to overcome their bodily limitations, Colossi 
have formidable defenses that few can hope to overcome. 

Juyo Berserkers embrace the forbidden Form VII of light
saber combat and the intense aggreSSion that accompanies 
it. These Warriors use their anger as a weapon, fueling fren 
zied and unpredictable attacks. Few opponents are prepared 
fo r the ons laught of a Juyo Berserker, who allows little room 
for counterattack amid a barrage of blows. Juyo Berserk
ers draw perilously close to the dark side of the Force each 
time they draw their weapon in battle, and one who seeks to 
rema in in the light or follow the path of the Jedi must main
tain a delicate balance between anger and peace. 

Steel Hand Adepts are masters of martia l arts and hand
to-ha nd combat. Augmenting their already impressive skil l 
by drawing on t he Force, Steel Hand Adepts are capable of 
feats impossible for other fighters. By blending mastery of 
the Force and of unarmed combat. Steel Hand Adepts can 
strike at foes many meters away, turn aside blades with their 
bare hands, and even punch through dura steel walls. 
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most Warriors pride themselves on thei r ability to over
come pain. A Colossus, however, possesses a toughness 

far beyond that. While many fighters wear their scars with 
pride, an experi enced Colossus ripples with scar tissue, the 
evidence of wounds enough to kill a normal combatant a doz
en times over. Where other Warriors might seek to end con
flicts quickly and decisively, a Colossus possesses the stamina, 
endurance, and strength of wil l to figh t through inconceivable 
pa in and punishment, outlasting the foe matter the odds. 

" 
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INDEFATIGABLE 
AND INVINCIBLE 
Colossus characters receive Brawl. Discipline, Melee. and 
Resilience, as additional career skills. If this is the charac
ter's starting specialization , t he player chooses two of t hese 
sk il ls and gains one free rank in each, without spending start
ing experience. These skills allow Colossi to endure great 
punishmen t both menta lly and physica lly, and to ensu re 
t hat they are prepared for even the most taxing situations 
and battles. 

Knowing ly or not, Co lossi reflect a nu mber of stoic Force 
trad it ions that arose throughout history. Some of these 
beliefs influenced the Jed i Order, particularly in teachings of 
the primacy of the mental and spiritual over the phys ical. By 
accepting the transience of physica l pa in. a Warrior ca n rise 
above it. Some arr ive at such a state of mind independently, 
perhaps realizing (a ided by a robust constitution) that phys i
cal pain is pass ing, and on ly makes them stronger 

Becoming a true Colossus is rare ly a matter of fo rmal 
t ra ining, and t here is no single path. Few sentients have the 
phys ica l endu rance or the mental re serves fo r th is approach 
to combat. Those who do might hone thei r natura l abilities 
t hrough a number of means, like ly never qu ite t he same 
Being a Co lossus may mean transcend ing their natural phys
ica ll imitations through med itation and focus, mainta ining an 
interna l ca lm even in the midst of feroc ious battle. Others 

take the opposite approach, drawing on their pain and 
the negative emotions it evokes to fuel themse lves in 

combat. This latter method is representative of 
t hose who tread closer to the dark side. 

Although al l who rl t the mold of a Co lossus 
share certai n t raits when it comes to defense 

and longevi ty. they can ta ke very di fferent 
approaches to dishing out damage. There is no parti cular 

fighting style tha t defines a Colossus's approach to attack
ing. Some might heft a heavy blaster. wad ing heedlessly 
through enemy fi re to un leash a sa lvo _ Others prefer hefty 
vibro -axes, swords, or other melee weapons, getting up 
close to enemies and trading blows, confident in their ab il
ity to take pun ishment and give it back in turn. Rega rd

, less of their preferred approach. Co lossi are sure to have 
the strength to overcome an opponent with we ll-placed 
strikes should t he opportunity arise 

Whether by focusing on suffering or by aspiring to 
higher ideals, a Co lossus achieves a preterna tural level of 

physical hardiness and toughness by drawing on the Force. 
A hardened Force user possesses reserves of wi llpower 
to fight on despite agon izing wounds. More importantly. 
Co lossi can al low the Force to flow through them. usi ng it to 
ach ieve impossible feats of end ura nce. They may be b lasted 
and slashed, but their wounds do not bleed. They wa lk on 
broken legs and continue the figh t, though It migh t worsen 
the ir injuries. They harn ess their pain, returning it twice over. 



WARRIOR: Colossus 
Career Skills: Athletics, Brawl. Cool, Melee, Perception, Surlfival 
Additional Career Skills: Brawl, Discipline, Melee, Resilience 

• TDUGHENED 

• TOUGHENED 

• TDUGHENED 

• TOUGHENED 

• IMPRDVED 
TDUGHENED 

• DURABLE 

• DURABLE 

• DURABLE 

• UNSTOPPABLE 

• HEROI[ FORTITUDE 

May spend 1 Destiny Point 
to ignore effects of Critical 
Injuries on Brawn or Agility 
checks until the end of the 

• HARD HEADED 

When staggered or disori
ented. perform lhe Hard 
Headed i::ction; make a 
Dauo';og ( •••• ) D;,
cipline check to remove 
status. Difficulty reduced 
per rank of Hard Headed 

• HARD HEADED 

When staggered or disori
enled, perform the Hard 
Headed action; make a 
Dau,,;og ( •••• ) 0;,
cipline check to remove 
condition. Reduce difficul
ty by one per rank of Hard 
Headed. 

• HEADBUTT 

Perform Headbutt inci
dental, suffering 2 wounds 
to knock down and disori
ent enemy. 

• IMPROVED 
HARD HEADED 

When incapaci tated due 
to st ra in exceed ing thresh· 
old, may til ke a more dif
ricu lt Ha rd Headed act ion 
to reduce strain to 1 be
low threshold 

• DEDI[ATION 

• ACTIVE 

• PASSIVE 

l::J FDR[E TALENT 

• GRIT 

• GRIT 

• ENDURING 

Gain + 1 soak value. 

Once per encounter as a 
maneuver. suffer 3 stra in to 
commit 0 up to Force rat
ing and reduce all damage 
suffered by an equal 
amount, but suffer I strain 
each turn . 

Once per session as an inci
dental. may spend 1 Desti
ny ftllnl to gain + I Force 
Rating for each Criticallnju
ry character is suffering un
til the end of the encounter. 
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I
n the latter days of the Jedi Order, Padawans stU d ie::~s~, x~_~~ .... ::::::::::::::~=:~==:::::) forms of lightsaber combat, ensuring familiarity with all. Fe~~:::::::::::::~:~~;;;;~~~~~,,~~_ Jedi , however, were trusted to study the seventh, the highly 

restri cted Juyo form. The Juyo Berserker is a Wa rri or who 
flghts wi th t his dangerous ly 
sive and ferocious manner fue l its rapid, unpredict-
of ligh tsaber combat. A able, powerful strikes. Some 
Juyo Berserker Juyo Berserkers- particu larly adhe rents 

cou ld have formal train
ing in Form VII. bu t the 
specia lization can also 
apply to a self-taught fighter 
who harnesses natural rage 
and ferocity to overcome foes 
wi th an all -out offensive 

CONTROLLED 
RAGE 
Juyo Berserkers receive Coer~ 

cion , Discipline, lightsaber, and 
Melee as addit ional career skills 
If this is the character's starting 
specializa tion, the player chooses 
two of these sk ill s and gains one 
free rank in each, withou t spend
ing starting experience. Wh ile Juyo 
is undoubtedly an aggressive 
form of combat by 
the standa rds of the 
Jedi , it nonetheless 
requ ires at least 
the modicum of 
control neces
sary to 'Nield a 
lightsaber effectively 
and - re I a tivel y- sa fe I y 
Compared to the other 
lightsa ber forms in use by the 
Jedi in the latter days of t he 
Repu bl ic, however, Juyo is 
rec kless, Wa lking this fine 
line is not diSS im ilar from 
the way in which Juyo prac
tit ioners balance da nger
ously close to the dark side 
of the Force. 

While a Juyo practit ioner 
may appear calm , the fo rm 
requ ires intense emotions to 
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of the Jed i Code, which ca lls for t ranquility and detach
ment-concea l t he emotions raging below the surface. Oth-

ers, inc luding Sith, fu lly embrace the anger that drives 
Juyo and gra nts it poyver, snarl ing like frenz ied animals 

as they lay into thei r opponents. 

,,~ .. 

For Force sensitives in the age of the Empire, 
it is all too easy to give in to frustrat ion, anger, 

and hate when forced into a confrontation . 
They might unknowingly fi nd themselves 

mimicking t he Juyo style. These sen
t lents might be awa re of the conflict 

raging within them- the st ruggle 
between unbrid led emot ion and 
stability-or they might remain 
dangerously ignorant of the path 
to the dark side of the Force 

A Juyo Berserker focuses on 
offense nearly to the exc lusion of 
al l else. Th is approach leaves the 
Berserker vu lnerab le should an 
opponent fi nd the opportun ity 
to countera ttack, and so a Juyo 
practitioner must match t he foe's 
skil l in pure fero ci ty. Juyo fight
ers part icularly risk being over
'vvhe lmed by greater numbers; 
a Berserker must be able to lay 
about with the bliste ring relent
lessness of many Warriors- or 
of the deadly predator from 
which the form draws its name. 

Jedi who practi ced Juyo 
were carefu l to ba lance in ner 
darkness with the tranqui lity 
offered by the light side of the 
Force. It was in this way that 
Mace Windu developed the 
Vaapad va riant, a form tha t 
allowed him to cha nnel his 
inner darkness toward posi
t ive ou tcomes, to harn ess 
his anger without al lowing it 
to contro l him, For Warriors 

bereft of the doctrines of the 
Jedi this balance is difficul t. Without it , 

a tragic outcome cou ld be all but inevitab le. 

• 

" 



WARRIOR: Juyo Berserker 
Career Skills: Athletics, Brawl, Cool , Melee, Perception, Survillal 
Additional Career Skills: Coercion, Discipline, lightsaber, Melee 

• TOUGHENEO 

• INNER PEA[E 

Once per encounter, con
vert a nurnber of dark side 
Destiny Points equal to 
ranks in Inner Peace to light 
side Destiny Points and re
duce ConFlict gained this 
session 

When the character recov
ers strain at the end of the 
encounter, they may add 
o per Force rating. They 
recover additional strain 
equal ro()generated 

• INNER PEA[E 

Once per encounter, con 
vert a number of dark side 
Destiny Points equal to 
ranks ifl lnner Peace to light 
side Destiny Points and re
duce Conflict gained this 
session 

• PARRY 
When hit by a melee at
tack, suffer 3 strain to re
duce damage by 2 plus 
ranks in Pany, 

• PARRY 

Wh en hit by a melee at
lack. suffer 3 strain to re
duce damage by 2 plus 
ranks in ParTy. 

• PARRY 

V.,Illen hit by a melee at
taCk. suffer 3 strain to re
duce damage by 2 plus 
ranks in Parry. 

• LETHAL BLOWS 

Add + 10 per ran k of Le
thal Blows to any Critical 
Injury resu lts infl icted on 
opponents. 

• INTIMIDATING 

May suffer a number of 
strain to downgfade difficul
ty of Coercion checks. or 
upgrade difficulty when tar
geted by Coercion checks, 
by an equal number. Strain 
suffered this way cannot ex
ceed ranks in Intimidating 

• EMBRA[E ~ 
YOUR HATE ¥ 

May spend 1 Destiny Point 
and suffer Connict equal to 
dark side Destiny Points in 
pool to add equal damage 
to melee attack. May use 
this ability once per en
counter per rank. 

• GRIT 

\l\lhen making a Lightsabcr 
combat check. the charac
ter may suffer I strain to 
downgrade the difficulty of 
the check a number of 
times equal to the number 
of light side Destiny Ftlints 
in the Destiny pool. 

• QUI[K STRIKE 

Add D per rank of Quick 
Strike t.o combat checks 
againsl ta rgets that have not 
acted yet this encounter. 

• OEDI[ATION 

• A[TiVE 

• PASSIVE 

~ FOR[E TALENT 

• INTIMIOATING 

May suffer a number of 
strain to downgrade difficul
ty of Coercion checks. or 
upgrade difficulty when lar
geted by Coercion clleeks, 
by an equal number Strain 
suffered lilts way cannot ex
ceed ranks in Intimidating. 

• LETHAL BLOWS 

Add + 10 per rank of Le
thal Blows to any Critical 
Injury results inflicted on 
opponents. 

• EMBRA[E ~ 
YOUR HATE 

May spend I Destiny Point 
and then suffer Conflict 
equal to dark side DesLiny 
Points in pool to add equal 
damage to melee attack 
May use this ability once 
per encounter per rank. 

• QUICK STRIKE 

Add D per rank of Quick 
Strike lO combat cheeks 
against targets that have not 
acted yet this encounter. 

• MULTIPLE 
OPPONENTS 

Add D to Lightsaber. Brawl. 
and Melee checks when en
gaged with multiple oppo· 
nents, 
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The Jedi were known fo r, and even symbolized by, thei r dis
tinctive use of lightsabers. For those who also know of the 

5ith and their own use of ligh tsabers. it would seem that these 
weapons are a universal feature of Force users. This was never 
truly the case, especially not in this age of the Empire, when 
most Force sensitives must do without formal training in any 
Force tradition. Through necessity or choice. Force users do 
batt le with a variety of weapons, from vibro-axes to repea t

ing blasters. And some fight with no 
weapons at all. 
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UNARMED 
AND 
DANGEROUS 
Steel Hand Adepts gain 
Brawl . Coordination, Dis
cipline, and Vigilance as 
add it ional career skil ls. 
If this is the character's 
starting specialization, 
the player chooses two of 
these skills and gains one 
free rank in each, with
out spending starting 

experience. These skills 
allow Adepts to fight with 

. their mind and body in 
perfect harmony, and with 
mastery over both. 

Countless martial arts 
disciplines have focused 

on unarmed combat 
through the millen

nia, from Teras 
Kasi to Zava t. 

~J,vrvr~ =::Cu\7 ::C7vrClJ, 
Even the most renowned masters of hand-la-hand combat 
face certain limitat ions when compared to wielders of the 
variety of advanced weapons in use throughout the galaxy. 
No fist or claw can breach heavy armor, or overcome the 
range advantage of a blaster-none, tha t is, except those of 
beings who wield the Force like a weapon. 

As FORCE AND DESTINY characters. Steel Hand Adepts 
might represent Force users with train ing in a variety of mar
tial arts forms. Some might specialize in a particular form, 
while others might blend techniques from many practices. 
Alternatively, an Adept could be self-taught, augmenting an 
improvisational combat style honed through years of can
tina bravvls with an instinc tive use of the Force. Regardless of 
their background, Steel Hand Adepts draw on the Force to 
accomplish seemingly impossible maneuvers, from punching 
through heavy combat armor to striking enemies beyond 
arms' reach. 

The ways of Steel Hand Adepts have little basis in t he 
teach ings of the Jedi Order. Although the Jedi trained in 
some hand-to-hand techn iques, these were generally used 
as a recourse should a Knight be disarmed or ambushed 
without a lightsaber at hand. However, many other Force 
disciplines have come and gone throughout the galaxy's his
tory, and some of these have focused more promi nen tl y on 
una rmed combat. Conversely, many martial arts tradiLions 
have a strong mystical component. tapp ing into the Force in 
varying capacities. Although martia l arts schools of this kind 
generally accept members who are not particularly Force
sensitive, those who are so gifted tend to excel. becoming 
masters and legends 

The capa bili t ies of Steel Hand Adepts can be astounding 
for onlookers and terrifying for foes. Not only can adepts 
exhibit the same range of abili ties other Force users draw 
upon to augment their lightsaber strikes, but they can fight 
just as effectively without a weapon of any kind. A prac ticed 
Adept can even be a match fo r an accomplished lightsaber 
duelist. Against more ordinary combatants. they spin and 
leap with frightening grace, laying foes low with rapid strikes 

A Steel Hand Adept can easily disarm all but the most 
skilled opponents through a variety of techniques. Some 
adep ts ca n even shatter weapons with their bare hands. An 
una rmed opponent of an Adep t. far from being on equa l 
rooting, is almost certa inly at an insurmountable disadvan
tage. Enemies with the seeming advantage of range are not 
safe, either. Blaster-wielding foes are often surpri sed when a 
Force user affects objects and even sentients at a distance, 
but no Force abili ty is as shocking as Adepts' ability to lash 
out wi th pun ishing st ri kes, laying into foes at range with the 
full st rength and impact of their fists and feet. 

• 
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WARRIOR: Steel Hand Adept 
Career Skills: Athletics, Brawl, Cool, Melee, Perception, Survival 
Additional Career Skills: Brawl, Coordination, Discipline, Vigilance 

• GRIT 

• MARTIAL GRACE 

Once per round, suffer 2 
stra in to add damage 
equal to ranks in Coordi· 
nation to one hit of a suc
cessful Brawl check. 

• DDDGE 

When targeted by combat 
check, may perform a 
Dodge incidental to suffer a 
number of strain no greater 
than ranks of Dodge, then 
upgrade the difficulty of the 
check by that number. 

• IMPRDVED DDDGE 

• IRDN BDDY 

Remove . per rank of Iron 
Body from Coordination 
and Resilience checks. 
Reduce the critical rating 
of unarmed attacks by 1 
per rank of Iron Body (La a 
minimum of I ) 

• SWIFT 

• TOUGHENED 

As an action, make a Brawl 
check as a ranged attack. 
adding 0 up to Force rat· 
ing, Increase the Jange of 
the attack by one band for 
each () spent. to a maxi· 
mum of long. 

• IRDN BODY 

Remove . per rank of Iron 
Body from Coordination 
and Resilience checks. 
Reduce the critical rating 
of unarmed attacks by I 
per ra nk of Iron Body (to a 
minimum of 1) 

• UNARMED PARRY 

May Pa rry while unarmed 
Reduce slra 'n cost to Par
ry while unarmed by 1 (to 
a minimum of 1). 

• PARRY 

When hit by a melee at
tack. suffer 3 slrain to re
duce damage by 2 plus 
ranks in Parry 

• GRIT 

• DEDICATIDN 

• ACTIVE 

• PASSIVE 

~ FORCE TALENT 

• TOUGHENED 

• PRECISION STRIKE 

VVhen thi s cha racter inf licts 
a Critical InjUry with a 
Brawl, Melee. or Lightsaber 
\l'Jeapon. may suffer 1 strain 
to char)€e the result to any 
Easy (t l Critical Injury. 

.IMPRDVED 
PRECISION STRIKE 

Once per round, when 
inflicting a Cri tica l Injury 
with a Brawl or Melee 
weapon. may suffer 2 
strain to change the result 
to any Average (t t ) 
Crit ica l Injury 

May add 0 up to Force 
Rating to Brawl checks: lhe 
attack ga ins the Sunder 
quality, and character may 
spend ct generdted on the 
check as tJ. to activate the 
Sunder quality, 

• DDDGE 

When targeted by combat 
check. may perform a 
Dodge Incidental to suffer a 
number of strain no greater 
than ranks of Dodge. then 
upgrade the difficulty of the 
check by that number. 
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NEW TALENTS 

The following pages. describe eac~ new talent. introdu~ed 
in K NIGHTS OF F ATE Every entry Includes the information 

requ ired fo r gameplay. See page 135 of the FORCE AND DES
TINY Core Ru lebook for more on talents. 

ACKLAY' S SCYTHING STRIKE 
Activation: Passive 
Ranked: No 
Trees: Steel Hand Adep t 
Force talent. The character's Brawl attacks gai n the Pierce 
quality with a rating equal to their Force rating, or increase 
their exist ing Pierce qual ity by that amounL, 

DODGE (IMPROVED) 
Activation: Active (Incidental) 
Ranked: No 
Trees: Steel Hand Adept 
When the character performs the Dodge incidental. the 
charac ter may make a Move maneuver as an out-of-turn 
incidental after the t riggering attack has been resolved. 

EMBRACE YOUR HATE 
Activation: Ac tive (Inc idental) 
Ranked: Yes 
Trees: Juyo Berserker 
After making a successful Brawl. Lightsaber, or Melee com
bat check, t he character may spend one Destiny Point and 
then gain Conflict equal to t he number of dark side Destiny 
Points in the Dest iny pool to add an equal amount of dam
age to one hit of t he attack, The character may use th is abil 
ity once per encounter for each rank of Embrace Your Hate. 
A character who has purchased one or more ranks of this 
talent au tomat ically gains 1 Con flict at the treginning of a 
gamE:! session. 

FAR STRIKE 
Activation: Active (Action) 
Ranked: No 
Trees: Steel Hand Acept 
Force talent. The character may take the Far Str ike act ion, 
making a Brawl combat check as a ranged at tack at one 
target at short ra nge or further, adding ° no grea ter than 
t he characte r's Force rat ing to the check, The charac ter may 
spend () to increase the ra nge of t he attack by one ra nge 
band per () spent, to a maximum of long. If the ta rget is 
at med ium range or fur ther. the character must both suf
ficiently increase the range of the attack and succeed on the 
check to hit the target. 

HARD HEADED 
Activation: Active (Action) 
Ranked: Yes 
Trees: Colossus 
On any tu rn in which the character is staggered or diSOrient
ed, they may perform the Hard Headed action (even though 
staggered characters are normally barred from performing 
actions). The characler makes a Daunting (+ + + + ) Disci
pline check. If they succeed, they are no longer staggered or 
disorien ted. The d ifficulty of this check decreases by one per 
additional rank of Hard Headed, to a minimum of Easy (t ). 

HARD HEADED (IMPROVED) 
Activation : Act ive (Act ion) 
Ranked: No 
Trees: Colossus 
The character may use the Hard Headed act ion to recov
er from being incapacitated due to exceeding theIr strain 
threshold. On their next tu rn after being incapacitated. the 
character may make a Formidable (+ + + + + 1 Disci
pline check. !f the check is successful. they decrease their 
s tra in to one below their strain threshold. The difficulty of 
t his check decreases by one per rank of Hard Headed after 
the first. to a minimum of Easy (+ 1. 

HEADBUTT 
Activation: Active (I ncidenta l) 
Ranked: No 
Trees: Colossus 
Once per encounter, the character may perform the Head
butt incidental. The character sufrers 2 wounds and se lects 
one engaged non-vehic le ta rget wi t h a silhouette of up to 
one higher than the character's, The target is knocked prone 
and is d isorien ted until the end of t he next round 

J~I~~~~:~~~::i~:! WILL ~ Active (Maneuver) 
No 

- Colossus 
Force talent. Once per encounter, the character may per
form the Indomitable Will maneuver, suffering 3 strain to 
commit a number of ° up to their Force rating. While 0 
remain commi tted, reduce all damage the character suffers 
by an amount equal to t he committed 0, and the character 
suffers 1 strain at the beginning of each of thei r turns. 

, 
• 
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INNER PEACE 
Activation: Active (Incidental) 
Ranked: Yes 
Trees: Juyo Be rserker 
Once per encounter. the cha racter may convert a number 
of dark side Destiny Points equal to the character's ranks 
in Inner Peace to light side Destiny Points. The character 
reduces the amount of Conflict they gain at the end of the 
session by 1 plus I per Destiny Point converted . 

IRON BODY 
Activation: Passive 
Ranked: Yes 
Trees: Steel Ha nd Adept 
The 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 one per rank of 
Iron Body, to a minimum of 1 . 

JUYO SAVAGERY 
Activation: Passive 
Ranked: No 
Trees: Juvo Berserker 
Force tale'nt When the character inflic ts a Critical Injury wit h 
a Lightsaber combat check, add + 5 to the Critical Injury roll 
for each dark side Destiny Point in the Destiny pool. A char
acter who has purchased th is talent automatically gains 1 
Conflict at the beginning of each game session. 

LETHAL BLOWS 
Activation: Passive 
Ranked: Yes 
Trees: Juyo Berserker 
The character adds + 10 per rank of Letha l Blows to any 
Critical Injury rolls inFlicted on opponents. 

MARTIAL GRACE 
Activation: Active (Incidental) 
Ranked: No 
Trees: Steel Hand Adept 
Once per round, the character may suffer 2 st rain to add 
additiona l da mage eq ual to ranks in Coordinat ion to one hit 
of a successfu l Brawl combat check. 

POWER FROM PAIN 
Activation: Active (Incidental) 
Ranked: No 
Trees: Colossus 
Force talent. Once per session, the character may spend a 
Destiny Po int to gain + I Force rating for each Cri t ical Injury 
the cha ra cter is suffering, unti l the end of t he encoun ter. A 
character who has purchased thi s talent automatically gains 
1 Conflict at the beginning of each game session. 

PRECISION STRIKE 
Activation: Active (Incidental, Out of Turn) 
Ranked: No 
Trees: Steel Hand Adept 
When the character infl icts a Critica l Injury with a Brawl , 
Melee, or Lightsaber weapon, they may suffer 1 strain to 
change the result to any Easy (. 1 Crit ical Injury result. 

Additionally. whenever the character defeats a minion 
or rival NPC, the character may always choose to d~ so by 

non-lethal means, even if the environment or exceptional cir
cumstances would normally make that difficult or impossible. 

PRECISION STRIKE (IMPROVED) 
Activation: Active (Incidental, Out of Turn) 
Ranked: No 
Trees: Steel Hand Adept 
Once per round, when the character infticts a Critical Injury 
with a Brawl or Melee weapon, they may suffer 2 strain to 
change the resul t to any Average ( •• 1 Critical Injury result. 

SAPITH SUNDERING 
Activation: Ac tive (Incidental) 
Ranked: No 
Trees: Steel Hand Adept 
Force talent. When making a Brawl combat check, the char
acter may include 0 up to the character's Force rating. The 
Brawl attack gains the Sunder qual ity, and the character may 
spend () generated on the check as tJ- to activate the Sun
der quality. 

SWIFT 
Activation: Passive 
Ranked: No 
Trees: Steel Hand Adept 
The character does not suffer the penalties for moving 
through di fficult terrain (they move through it at normal 
speed, without spending additional maneuvers). 

TOUGHENED (IMPROVED) 
Activation: Active (Incidental) 
Ranked: No 
Trees: Colossus 
Once per session, t he character may heal a number of 
wounds equal to their ranks in Toughened. 

UNARMED PARRY 
Activation: Passive 
Ranked: No 
Trees: Steel Hand Adept 
The character may perform the Parry incidental while 
una rmed. When t he character performs the Parry incidental 
while unarmed, reduce the stra in they suffer from the Parry 
incidental by one. to a minimum of I . 

UNSTOPPABLE 
Activation : Passive 
Ranked: No 
Trees: Colossus 
If the percentile roll made when the cha racter receives a 
Cri tica l Injury is I or is red uced to I , the characte r does 
not receive the Crit ical Injury and suffers none of t he effects. 

VAAPAD CONTROL 
Activation: Active (Incidental) 
Ranked : No 
Trees: Juyo Berserker 
Force talent When making a Lightsaber combat check, the 
char<lcter may suffer 1 strain to downgrade the di fficu lty of 
the check a nu mber of t imes equa l to the num ber of light 
side Destiny Poi nts in the Destiny pool. 
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I WARRIOR MOTIVATIONS 

motivations affect the narrative because or the implica
tions they have for rela tionships, the way characters 

react to scenarios the GM devises, and the inspi ra tion they 
provide for both the GM and players. Characters with st rong 
Motivations that fit with a player's other choices at char.acter 
creation are easier and more fun to play than pes with no 
drive or aim. For the GM. Motivations aid the conslruction 
of appropriate and exciting adventures. Whelher the pes' 
ind ividual Motivations are simi lar or in conflict, they add to 
the drama. 

WARRIORS AND 
CHALLENGES 
The FORCE AND DESTINY Core Rulebook presents three pri
mary categories of Motivation-Ambition, Cause, and Fai th. 
In addition to these, KNIGHTS OF FATE offers a new selec t ion of 
Motivations designed specifically fo r Warriors. under a new 
category: Challenge. 

A Warrior is defined by the ab ility and willingness to fi ght. 
It is in the Warrior's nature to rise to chall enges, and t hese 
challenges test the Warrior's mettle and hone their skills. It 
is by seeking out and overcoming challenges thal a Warrior 
improves. The challenges a Warrior faces are not all on a 
battle field, but a Warrior approaches challenges of every 
type with the sa me determination and zea l. 

TABLE 1- 3: SPE[IFI[ [HALLENGES 

d1DO I Result 

TABLE 1-2: RANDOM WARRIOR MOTIVATION 

d10 Result 
1-2 Ambition 

3-4 Cause 

5-6 I Faith 
'--~--~~----r"-'-'~------i 
7- 9 Cha llenge 

r-"'~~~~~--+- ~-'-'-~~-i 
10 Roll once on each of any two I 

categories 
~~-

A playe r may choose a Motivation that appea ls to them 
or fits a particu lar character, or may roll randomly. If select 
ing at rardom from the expanded list. a player fi rst rolls on 
Table 1-2: Random Warrior Motiva tions instead of using 
the corresponding Table 2-3: Random Motivation on 
page 105 of the F ORCE AND DESTINY Core Rulebook. A player 
who ro lls Challenge then rol ls aga in on Table 1-3: Specific 
Challenges to determine which Challenge to use as the char
acter's Motivation. Otherwise. the player should consult the 
appropriate table on page 106 or 107 of the FORCE AND DES~ 

TINY Core Rulebook for the category rolled 

01 - 10 Liberation: This character works against oppression of all kinds. Harsh masters. domineering societies. even overzealous 
compani ons can spark the n~ed to rise up against oppression and liberate the he lp less. 

, 
I , 
I ---_ ... __ . 

l 11 - 20 Birthright: This character's discovery of the Force awakened a need to claim forgotten teachings, martial techniques. 

I and a forbidden way of life. Legends drive this character both to learn about and strive to emulate the Jedi of old. 

I Perfection: This character is determined to be the best. to uncover the best in others, and to seek out perfection in an 
21 - 30 , imperfect universe. The impossibility of the goal is irrelevant, as all improvement is beneficial. and the intent matters. 

This character continually seeks betterment. resulting in brilliance or, more often . disappo intment. 
.. _-- --- .. 

Meaning: In a war·lorn universe. any charac ter might yearn for meaning in the chaos. This character may seek someone 
31-40 who can share wisdom. or may spend time studying and working with the Force, hoping for answers. The charaC[er 

might even seek meaning in Sith temples or other dangerous places. 
.. .. 

I Acceptance: This character seeks acceptance in a universe that persecutes Force sensitives, wishing for a satisfying role , 
41 .. 50 ! in a community. whether a colony or a crew. 

r- _ .•. _ .. __ .. .. ..--... - .-
Legacy: In a vast and varied ga laxy, it is not easy for one character to make a Significan t difference. This character is 51 - 60 
eager to leave a lasting mark, to pass techniques on to a pupil, or to simply inspire others . 

.. 

61 - 70 Recognition : Jedi once rose above the need for recognition, but for this character honing newfound abilities, it is a 
driving force. It is only naturQl to seek recognition of efforts and skills when they are so difficult to acquire and control. 

.. --i 
Worthy Opponent: The characte r req uires a worthy foe and wan ts to fi ght aga inst a nemesis worthy of the name. 

71-80 This character seeks to test them se lf on the fi eld of battle against multiple opponents or a seasoned Force user. The 
challenge has to be worth the character's attention. and they may seek a specific opponent, such as a Sith or the 
Emperor himselr. 

~-~ 

81-90 Martial Mastery: Th is character seeks to master one or many martial arts, and so craves a teacher or experience. The 
battle itself is more important than the win. and deFeat is acceptable as long as it enables the character to learn . ... __ .. 

91 - 100 Superiority: Thi s character sLrives to prove their superiority by improving fighting skills. amassing credi ts or followers. 
i or earning a repu tation ~ 
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Warrior Signature Ability Tree: Deadly Reputation 

• DEADLY REPUTATION BASE ABILITY 

Once per session as an incidental. the character may spend 2 Destiny Points to activate Deadly Reputation. Untillhe end of the character's next tum, increase 
the difficulty of all skill checks targeting the character by one. 

• DURATION • DEADLY BY 
ASSD[IATlDN 

SIGNATURE ABILITY: 
DEADLY REPUTATION 
Many accomplished Warriors reach a point in their li re when 
their reputation precedes them. Whether famous or infa
mous, a reputation as a fighter and ki ller carries with it a 
warning and threat of danger. Such a reputa tion may color 
all of the Warrior's interact ions to some degree. 

Some Warriors, however, learn to use thei r repu ta tion as 
another weapon in their arsenal. With a subt le implication, 
a threatening gesture, or even the simple revelation of thei r 
identity, the Warrior can unnerve their opposit ion, hindering 
any efforts against them 

Invoking a deadly reputa tion can provide a boon to the 
Warrior in any num ber of circumstances. During important 
negotiat ions. it might unbalance the opposi tion, caus ing 
them to fumble words, forget important points, or even con
cede the argument lest they draw the Warrior's wrath. The 
right reputation can be equally potent in battle, for even 
hardened fighters might hesitate or make a fatal mistake in 
their apprehension of the notorious Warrior. 
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• ADD SETBA[K 

• DESTINY 

• DURATION 

.IN[REASE 
DURATION 

BASE ABILITY 

Once per game session as an Incidental , the character may 
spend 2 Destiny Points to activate Deadly Reputation. Unt il 
the end of the character's next [Urn, increase the di fficulty of 
all skill checks that target the character by one. 

UPGRADES 

Add Setback: Add . to skill checks targeting the character 
while Deadly Reputation is in effect per Add Setback upgrade. 

Deadly by Assoc iation: All effects of Deadly Reputation 
also apply to ski ll checks that target the character's allies 
while the abil ity is in effect. This applies only to allies 
involved in the same encounter as the character, as deter
mined by the Game Master. 

Destiny: To activate Deadly Reputation, the cha racter on ly 
needs to spend 1 Destiny Point , instead of the normal 2. 

Increase Duration: The effects of Deadly Reputation last 
for one additional turn per Increase Duration upgrade. 

Increase Effect: Upgrade the difficulty of skill checks target
ing the character once while Deadly Reputa tion is in effect. 
(This is in addition to increasing the difficulty per the effect 
of the base ability.) 
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Warrior Signature Ability Tree: Unmatched Ferocity 

• UNMATCHED FEROCITY BASE ABILITY 

Once per session after resolving a successful Melee combat check against a target engaged with the character, the character may spend 2 Destiny Points. The 
character then suffers 4 strain and 1 Conflict to immediately make a Melee attack as an incidental against the same target. increasing the difficulty of tile check 
by one. to a maximum difficulty of Formidable ( ••••• ). If successful. the cha racter may repeal the process (suffering further stra in and Conflict) 

• REDUCE STRAIN 

• DESTINY 

• CHANGE SKILL 

• CHANGE TARGET 

The character may choose a 
different target for each 
attack made as a result of 
Unmatched Ferocity. 

SIGNATURE ABILITY: 
UNMATCHED FEROCITY 
All Warriors walk a fine line between ferocity and control. 
Some Warriors. particularly with the aid of the Force. can 
unleash a barrage of blows on a foe, overwhelming their 
defenses and ending a confrontation in one dramatic 
onslaught. Even when tempered with skill and control, such 
an assault draws on anger or other negative emotions. which 
might overlake the Warrior. 

BASE ABILITY 

Once per session after resolving a successful Melee combat 
check agai nst a target they are engaged with, the character 
may spend 2 Destiny Points to activate Unmatched Ferocity. 
They su ffer 4 st rain and 1 Con flict to immediately make a 
Melee attack as an inciden tal against the same ta rget usi ng 
the same weapon or weapons as the initial attack. The dif
ficu lty of the check is one higher than the previous check, to 
a maximum difnculty of Formidable (ttt ttl. 

If the attack performed through Unmatched Ferocity is 
successful, the character may suffer a further 4 strain and 
1 Conflict to make another attack against the same target. 
again increasing the difficulty by one from the previous 
attack. The character may continue to make attacks against 
the ta rget unti l they fail a Melee check or exceed their strain 
threshold, or until the target is incapacitated or no longer 
engaged with the character. 

• CHANGE SKILL 

The character may activate 
Unmatched Ferocity after a 
successful Ughtsaber check . 

• REDUCE CONFLICT 

The character may choose to 
suffer an additional 2 strain 
instead of 1 Conflict to 
activate Unmatched Ferocity. 

• REDUCE STRAIN 

UPGRADES 

Change Skill (Brawl): The character may activate 
Unmatched Ferocity after a successful Brawl check to make 
an additional Brawl attack. Any subsequent attacks as 
a result must use the Brawl skill and the same weapon or 
weapons as the initial attack. 

Change Skill (Ughtsaber): The character may activate 
Unmatched Ferocity after a successful Lightsaber check 
to make an additional Lightsaber attack. Any subsequent 
attacks as a result must use the Lightsaber skill and the 
same weapon or weapons as the initial attack. 

Change Target: The character may choose a different 
target they are engaged with for each attack made as a 
resu lt of Unmatched Ferocity. The character may continue 
to make attacks using Unmatched Ferocity as long as they 
are engaged with eligible targets. (The process does not end 
when a single target is incapacitated, and the diffi culty of 
each successive check increases rega rdless of the ta rget. ) 

Destiny: To activate Unmatched Ferocity, the character only 
needs to spend 1 Destiny Point, instead of the normal 2. 

Reduce Conflict: When the character activates Unmatched 
Ferocity or makes an additi onal attack as a result, they may 
choose to suffer an additional 2 stra in instead of 1 Conflict. 

Reduce Strain: The character reduces the stra in they suffer 
to make each additional attack using Unmatched Ferocity by 
1 per Reduce Strain upgrade. 
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FORCE POWER: ENDURE 

Those strong in the Force, and who learn to control that 
gift, can achieve great. even seemingly impossible feaLS 

of physical prowess. The Force flows through all living beings. 
and th is connection to the physical allows some Force users 
to achieve miraculous control of their bodies. Masters of this 
ability can ignore otherwise-debi litating pain or even resist 
physical injury that would prove letha l to another being 

BASIC POWER 

The basic power of Endure allows a Force user to temporarily 
ignore the effects of injury. The basic power has one way to 
commit Force dice: 

• When the character suffers a Critical Injury with a sever
ity no greater than Easy (t ), the character may acti
vate Endure as an out-oF-turn incidental, committing O . 
While 0 remains committed, the character ignores the 
effects of that Critical Injury. This means they do not 

apply any resu lts from the Critical Injury or add + 10 
to further rolls on the Critical Injury Result table while 
o remains committed. (The injury can still be healed.) 
When this ongoing effect ends, the character suffers all 
effects of the Critical Injury (unless it has been treated). 

UPGRADES 

Upgrades to Endure primari ly improve the power by increas
ing the severity of Crit ica l Injury that it can affect or increas
ing the nu mber of Critical Injuri es the character can ignore 
simultaneously. Other upgrades allow the character to affect 
allies wi th Endure or resist a Critical Injury entirely. 

Control Upgrade: The character can commit additional 0 
to temporari ly ignore one additional Critical Injury per Con
trol upgrade purchased. 

Duration Upgrade: As an incidental. the character can acti 
vate Endure to affect a Critical Injury the character is already 
suffering_ The character commits 0 and ignores all effects 

of the Critical Injury wh ile 0 remains committed, just as if 
the power were activated upon first receiving the injury. 

The Critical Injury must be of a severity that Endure 
• . /'.... could affect normall y. 



Force Power Tree: Endure • Force Ability 
Prerequisites: Force Rating 1 + 

• ENOURE BASIC POWER 

VVhen the ctlaractcr suffers a Critical Injury with a severity no greater than Easy (+ 1 • the charncler may activate Endure as an out-of-tum incidental and commit 
o to temporari ly ignore lhe effects of that injury The character does not apply any results from me Critical Injury or add + 10 1.0 furLher rolls on the Critical 
Injury Result table while 0 remains committed . When this ongoing effect ends, the character suffers all effects of the Crilicallnjury (unless it has been treatedl . 

• STRENGTH 

Increase the severity of Criti
cal Injury thal can be affect
ed by one per Strength 
upgrdde purchased. 

• CONTROL 
The character can commit 
one additional 0 to tempo· 
rarily ignore one additional 
Cri tical Injury per Comrol 
upgrade purchased 

• STRENGTH 

Increase the severity of Criti· 
ca l Injury that can be affect· 
ed by one per Strength 
upgrade purchased. 

• CONTROL 

The character can commit 
one additional 0 Lo tempo
rarily ignore one add iLional 
Critical Injury per Control 
upgrade purchased. 

DNTRDl 

The character ca n commit 
one add itiona l 0 to tempo
rarily ignore one additional 
Critical Injury per Control 
upgrdde purchased. 

• MASTERY 

.OURATION 

As an incidental, the character ca n activate Endure to temporari ly ignore 
a Critical Injury the character is already suffering, and wh ich is of a sever· 
ity that Endure could affect normally. 

• MAGNITUOE 

The character can use Endure to affect allies at short range. The ongoing 
effect ends if the distance between the characters increases beyond short 
for any reason 

• STRENGTH 

The character can use 
Endure to temporarily ignore 
a Critical InjUry result of 
D€ad 

• RANGE 

The character can use 
Endure to affect allies within 
medium range. The ongoing 
effect ends if the distance 
between the characters 
increases beyond medium 
for any reason . 

When activating Endure. the character may make an Endure power 
check. making a Discipline check with a difficulty equal to the severity of 
the Critical Injury and adding 0 up the character's Force rating If the 
character succeeds on the check and generates() equal to the Severity 
of the Critical Injury, the Critical Injury is not suffered 

Magnitude Upgrade: The characler ca n use Endure to 
affect all ies al shorl ra nge. The character must comm it 0 
as normal. and the Crit ica l Injury must be of a severity thal 
Endure could affect norma lly. The ongoi ng effect ends if Lhe 
character stops committing 0 or If the dis tance between 
the character and the ally increases beyond short for any 
reason. 

Mastery Upgrade: When the character activates Endure, 
they may make an Endure power check instead of commit
ting 0 as normal. An Endure power check is a Discipline 
check with a difficulty equal to the severi ty of the Critical 
Injury, to which the character may add 0 up to their Force 
rating. If the character succeeds on the cheek and generates 
() equal to the number of . in the severity of the Critical 
Injury, the Critica l Injury is not suffered. 

An Endure power check cannot prevent a Critica l Injury 
result of Dead. 

Range Upgrade: The ran ge at which the character can use 
Endure to affe ct all ies increases La medium. The ongoing 
effect ends if the distance between the characters increases 
beyond medium for any reason. 

Strength Upgrade: The character increases the severity 
of Critical Injuries they can affect using Endure by one per 
Strength upgrade purchased. 

Strength Upgrade: The character can use Endure to affect 
a Critical Injury result of Dead until the end of the current 
encounter (or until they stop commi tting 0 ). A Critical Injury 
of Dead cannot be treated or healed. 
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NEW WEAPONS 

Weapon handling is a Warrior's stock-in-trade. As the 
most warlike and tactically minded of FORCE AND DESTINY 

characters, Warriors can effectively use, maintain, and handle 
nearly any weapon, from a simple blaster pistol to a crackling 
lightsaber to the heavy laser cannons mounted on a starfight
er. The weapons in this section provide a number o f options 
for discern ing Warriors looking to improve the ir battlefield 
performance or add another weapon La their co llection. 

RANGED WEAPONS 
While a blaster might not be as elegant a weapon as a light
saber, it is ce rta inly safer to carry in the open. With Impe
rial agents scouring the galaxy for any hint of Jedi activity, 
even the suggestion of a lightsaber abou t one's person can 
land an individual in some serious trouble. Force users who 
value their lives typically keep their lighlSabers hidden away, 
if they even own one, and choose instead to blend in by car
rying a blaster or other modern ranged weapon . 

FWG·7 FLECHETTE SMART CARBINE 

An example of Malaxan Firepower Incorporated 's success
fu l FWG line of flechette weapons, the FWG-7 provides all 
the power and versati lity of a flechette weapon in a light
weight, easy- to-hand le package. A heavier vers ion o f the 
FWC-5 smart pisto l, the FWG-7 is a sturdy, short-barre led 
ca rb ine bu ilt primari ly from reinforced po lycarbonates and 
adva nced al loys. Like its sma ller cousin, the FWG-7 fires 
small-cal iber canisters packed with dozens of razor-sharp 
flechettes instead of sol id slugs or blaster bol ts. Each canis
Ler is equipped with a single-use microrepulsor and a simple 
gu 'dance system that allows the canisters to home in on, 
and even pursue, targets. Once it shot reaches its target, the 

TABLE 2-1: RANGED WEAPONS 

FWC-7 Flechette 
Ra nged (Heavy) Carbine 

MR-90 
Ranged (Heavy) Proton Ri fl e 

Repulsor 
Ranged (light) Throwing Razor 

RLR-331 
"Bulldog" 
Rocket Rifle 

Ranged (Heavy) 

Model 134a 
Gunnery Rotary Cannon 

RGL-318 
Grenade Gunnery 
Launcher 

ModeJ 4 
"Thunderhead" Ranged (Heavy) 
Scattergun 
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5 

10 

5 

10 

12 

8 

7 

3 Medium 

2 Extreme 

2 Medium 

4 Long 

3 Long 

4 Medium 

4 Short 

Flechette Smart Carbine 

canister explodes and releases a cloud of flechettes tha t 
deal a shocking amount of damage to unarmored opponents 
and can even p ierce plastoid armor. 

MR·90 PROTON RIFLE 

Pro ton rifles are heavy, powerful. long-range weaponsoriginal 
Iy designed for big-game hunting. Unlike a typical blaster rifle, 
which uses volatile Tibanna gas and XCiter technology to pro
duce searing plasma blasts, proton rifles use tiny, baradium
fed particle accelerators to create densely charged particle 
beams. When they strike a target. proton rifles' beams deliv
er a powerfu l kinetic blast that knocks lighter targets off their 
feet and ca n stagger even the toughest, meanest prey 

Merr-Sonn 's M R-90 is one of the best p roton ri f les on 
t he marKet. Marketed toward wea lthy, image-consc ious 
b ig-game hu nters, these handsome rifles are equ ipped 
with numerous shooting aids to improve their overall per
formance. They feature an integrated gyroscopic balancing 
system that assists in balance and handling, a multi-optic 
telescopIC sighllhat allows a shooter to target prey in nearly 
all conditions, and a charge setting that trades the weapon's 
ammunition capaci ty for a single, devastating blast. Despite 

5 3 1.800 7 Blast 4, Guided 2, Pierce 3 

6 2 
(R) 

8 Accurate I, Cumbersome 3. 
3.100 Knockdown 

2 850 7 Guided 2. limited Ammo I, 
Pierce 2, Vicious 1 

6 3 (R) 
7 Blast 8, Cumbersome 3, 

2.200 Guided 3, Limited Ammo 6 

8 4 
(R) 

7 Auto-fire, Cumbersome 5. 
4.500 Pierce 3 

5 3 
(R) 

4 81aSl6, Cumbersome 3, 
1.000 limited Ammo 5 

4 3 700 5 Blast 5, Knockdown, Vicious 1 

• 

J 



the fact that the MR-90 is marketed as an upscal e hunting 
rifle for aristocratic adventurers, many military and paramili 
tary forces throughout the galaxy have adopted it as a dedi
cated an ti-materiel weapon and high-powered sniper rifle. 

As a maneuver, a character using an MR-90 can set the 
weapon to its charge setting, wh ich allows the shooter to 
expend all of the rifle's energy in a single, devastating blast. 
Once charged, the MR-90 counts as having the Breach I 
and Concussive 2 item qualities. After the charged beam is 
fired , the weapon ru ns out of ammunit ion (see page 166 of 
the FORCE AND DESTINY Core RulebookJ. 

REPULSOR THROWING RAZOR 

A peculia r and deadly weapon originating in the gladiato
rial arenas of Rodia, the repulsor throwing razor combines 
ancient and modern technology. This Rheshalva Interstellar 
Armaments weapon is a serrated, crescen t-shaped blade 
deSigned to be thrown at its ta rget. The wea pon incorpo
rales a miniature repulsor engine to extend its range and 
help guide it toward its target. A homing beacon in the weap
on allows it to fly back to the user, although throwing razors 
are often purchased in pairs in ca se something prevents one 
from returning. Whi le these weapons are most often used 
by Rodian bounty hunters, their flash and effectiveness have 
not gone unnoticed by other mercenaries and fighters, who 
have acquired throwing razors for their own use. 

A character can spend tJ tJ on a missed attack wilh a 
throwing razor to have it return to their hand at the begin
ning of their next turn. 

RLR·331 " BULLOOG" ROCKET RIFLE 

Kelvarek Consolidated Arms' RLR-331 is a Clone Wars-era 
weapon popular with mercenaries and Insurgents through
out the galaxy. Remarkably similar in appearance to Bak
toid Armor Workshop's E-5 blaster rifle- a fact that. du r
ing its heyday, did not go unnoticed by Baktoid's powerful 
legal department- the RLR-33l is a bulky weapon with a 
squat, squared-off barrel. It launches small guided rockets 
from a detachable magazine. Originally so ld in bu lk 10 the 
Confederacy of Independent Systems, Bul ldogs were carried 
by heavy-support B 1 battle droids as anl i-materiel and light 

anti-armor weapo ns. They were used to great effect against 
the Grand Army of the Republic's heavily armored clone 
troopers and fighting vehicles, and gained a fearsome repu
tation among the CIS's foes. 

Rockets for the RLR-33 1 cost 100 credi ts each and have 
a rarity of 5. 

MODEL 134A "BUZZSAW" 
ROTARY CANNON 

Loud, heavy, and dangerous, the Model 134a is the heavi
est portable slugthrower produced by Czerka. Known collo
quially as the '·Buzzsaw," thanks to the noise it makes when 
fired, this weapon is a belt-fed, six-barreled rotary cannon 
that fires thousands of rounds per second and can chew up 
infantry formations and lighl vehicles with ease. Power and 
ammunition are fed Lo the weapon via reinforced belts and 
cables from a backpack that carries the power pack and a 
sizeable load of small-caliber ammunition. Thanks La their 
weigh L and prodigious recoil, it takes quite a bit of strength 
and stamina to effectively use these weapons, and they arc 
typica lly supported by a bipod or sling wh ile being fired. In 
addition to thei r weigh t , noise, and recoi l, Buzzsaws con
sume immense amounts of ammunition and have a nasty 
tendency to overheat and jam when fired for extended peri
ods of time. 

The Mode! 134a can only be fired usi ng the Auto-fire 
quality. Game Masters may spend @" or @ @ @ to have the 
weapon overheat and jam. When a Buzzsaw jams, the user 
mUst perform a maneuver to clear the jam before it can be 
fired again. 

RGL·318 ROTARY GRENADE LAUNCHER 

Grenade launchers are some of the most versatile weap
ons available on the market. The ability to chamber various 
types of offensive, defensive, and leSS- lethal rounds allows 
a shooter to react quickly to the vagaries of the galaxy's 
battlefields The RGL-318, by Locris Syndicates. is a highly 
respected weapon tha t has been ·n service for decades in 
mili taries and law-enforcement agencies throughout the 
galaxy. A big. intimidating weapon, the RGL-31B is roughly 
carbine-sized, with a short, wide barrel and a folding stack. 

Proton Ri fle 
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A rotating cylinder mounted forward of the trigger carries 
six grenades and can be loaded one chamber at a time or 
dropped and instantly replaced with a fresh cylinder. 

The weapon's listed price does not include ammun ition. 
Grenades for the RGL-31 8 cost the same as equivalent hand 
grenades. buL many dealers offer a 50-percent discount on 
cases of six. Any type of grenade can be cham bered by the 
RGL-318, but the grenades must be speci fically made to be 
fired from a grenade launcher. Launcher grenades cannot 
be thrown. The listed profile represents an RGL-318 loaded 
wi th standard frag grenades. 

MODEL 4 "THUNDERHEAD" SCATTERGUN 

The Model 4 Thu nderhead by Czerka is a rela tively new entry 
into the galactic arms market. Designed as a compet itor to 
Adostic Arms' 8-gauge "M 8" scattergun, the Thunderhead 
is the latest word in close-quarters combat weaponry. Based 
on an ancient and simple slug-throwing technology, the 
Thunderhead is a ri fle-sized, semiautomatic, smoothbore 
weapon that fi res clouds of small ferroalloy pellets instead 
of bolts, slugs. or other traditional projectiles. When used in 
enclosed spaces, such as ship compartments, bui lding cor
ri dors, and the like, these weapons are extremely effective 
against both una rmored and lightly armored targets. 

Unlike the M8, which relies on a large-bore shell with a 
large number of inert pellets, the Model 4 uses a smaller 
shell that is packed with tiny explosive pellets This makes 

TABLE 2-2: MELEE WEAPONS 

Double-Bladed 
Melee Vibrosword 

Riot Shield Melee 

RSO 1 . Ripper" 
Melee Powersword 

Shockprod Melee Staff 
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+2 

+0 

+3 

7 

2 Engaged 

6 Engaged 

2 Engaged 

3 Short 

4 

"Thunderhead" Scattergun 

for a smaller, easier-to-handle weapon than the M8, with 
a lighter recoil and increased ammunition capacity, It also 
gives the weapon the ability to crack open light armor and 
vehicles and take down powerful beasts like gundarks and 
rancors. Czerka also sells a variety of different ammo types 
for the Thunderhead-everything from fl echette rou nds to 
inert shot to non-lethal gel rou nds-provid ing users with a 
grea t amount of versa tility on the battlefie ld. 

MELEE WEAPONS 
Members of the ancient Jedi Order were masters of close 
combat. Whether with their trademark lightsabers. common 
blades, or even feet and fists , the Jedi were deadly melee 
fighters. Fol lo\oving is a se lec tion of melee weapons appropri
ate for use by Warriors in the tradition or the Jedi. 

DOUBLE·BLADED VIBROSWORD 

Extraordinarily di fficul t to wield and as dangerous to an 
untra ined user as to their enemy, double-bladed vi bros
words are a rare variant of the more familiar vibrosword. A 
double-bladed vibrosword consists of an extended hilt wi th 
fu!l-Iength blades mou nted at each end, for an overa ll length 
of up to three meters. In the hands of a skilled user, a dou
ble-bladed vibrosword is a deadly weapon perfectly suited 
to dueling multiple opponents. 

A double-bladed vibrosword requ ires two hands to wield. 

3 1,300 6 i Defensive 1 , Linked 1, Pierce 2, 
Vicious 1, Unwieldy 3 

5 300 4 Cumbersome 3. Defensive 2, 
Deflection 2, Disorient 1 

4 3 1,050 6 Cumbersome 3, Pierce 2, 
Sunder, Knockd own. Vicious 2 

4 3 1,500 7 Disorien t 2, Stun setting 



RIOT SHIELD 

Security, police, and military forces often use large shields 
of du raplast, betaplast, or lightweigh t composites. Although 
the primary purpose of such shields is to protect the user 
from lightly armed aggressors in croWd-control situations, 
they can be equally effective in almost any battle. Some 
Warriors prefe r shields crafted of more tradi tiona l material s; 
such shields can be just as effec tive. if more cumbersome 
to wield. 

Riot shields requi re one hand to wield, and so can on ly 
be used with pisto ls and one-handed melee weapons. Some 
riot sh ie ldS incorporate a slot or mag lock to allow the user 
to support a Ranged (Heavy) weapon with the sh ield itself 
{allowing a character to fire the weapon one-handed while 
wielding the riot shield in their other hand]. A riot shield with 
this feature costs an addit ional 100 credits and has no ha rd 
points Firi ng a ri fle locked to the sh ield in this way is some
what cumbersome, and adds . to combat checkS the user 
makes with either weapon. 

RS01 "RIPPER" POWERSWORD 

Powerswords are large, heavy vibroswords equipped with 
high-output vibrofield generators that allow them to cleave 
through most materials. Many also feature monomolecular 
edges, serrated blades. or other performance-enhancing 
modifications that improve their balance or ki ll ing power. 
SoroSuub's RSOI Ripper is a massive, two-handed weapon 
with a straight, single-edged blade like a great cavalry saber. 
Designed more for heavy, chopp ing blows than for dueling 
or precision work. the RSO I is designed as much for intimi
dation as it is for fighting. It is commonly associated with 
enforcers and other unsavory characters who mayor may 
not have somethi ng to prove, and has therefore ga ined a 
repu tation as a clumsy and brutish weapon. 

A powersword requ ires two hands to wield. 

SHOCI{PROD STAFF 

The shockprod staff is the universally recognized symbol 
of the ancient tradition of Gand findsmen. Roughly as ta ll 
as a full -grown Cand, the shockprod sta ff is construc ted 
of vanous alloys and equ ipped with a sma ll, high-outpul 
power cell that generates a strong stun field. The lOp of 
the staff branches into a ·V· shape_ Electrodes at the tiP of 
each branch focus the stun field and can be used to trap 

Double-Bladed Vibrosword 

individuals or herd them wherever a findsman needs them 
to go. The staff can also fire a bolt of energy up to a few 
meters away, al lowing the user to ca tch targets unaware or 
incapac itate particu larly dangerous marks at a safe distance. 
Shockprod staffs are handmade by Gand finds men and pre
sented to new findsmen when they are initiated. Those that 
are available on the galactic arms market have been stolen, 
or looted from fa llen Gands 

A shockprod staff requires two hands to wield. 

LlGHTSABERS 
For thousands of years, the lightsaber has been an icon of 
the Jedi Order. Yet,lightsabers are also the weapon of choice 
of the Jedi's ancient enemies, the 5ith, and no sentient can 
say what fo rgotten orders of Force users might have wielded 
the weapon over the millennia. 

BROADSABER 

Through special ized focusing lenses and em itters, t his light
saber hil t produces a blade that is broader and flatter than 
a standard lightsaber's cylindrical blade, lending it a profile 
closer to that of a trad itional meta l sword. This form provides 
a larger overall surface for the massless plasma blade, while 
forgoing the advantages or a tru ly omnidirectiona l cutt ing 
edge. Broadsabers never gained much popularity among the 
Jedi Order. with many masters dismissing the variant as less 
elegant than other lightsabers. However, broad sabers lend 
themselves wel l to the techniq ues of Sh ii-Cho, grounded as 
those are in traditional swordplay, and so the variant found 
some use among masters of Form I. 

Th is weapon's profile in Table 2-3: Lightsabers on page 
45 rep resents a broadsaber hi lt containi ng an unrnodded 
lIum crystal (see page 197 of the FORCE AND DESTINY Core 
Ru lebook). Th is crystal occupies two of the weapon's hard 
points. 

When insta ll ing a lightsaber crysta l into a broadsaber, 
increase the damage of that lightsaber crysta l by 1 

CONTAINED ENERGY AXE 

Until activated, a contained energy axe is easily mistaken 
for a common vibra-axe. However, rather lhan relying on 
ultrasonic vibrations for its cutting power, a contained 
energy axe houses a diatium power generator that. when 
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Great lightsaber 

Contained Energy Axe 

activated, produces a magnetically contained energy blade 
along the edge of the axe head. While the hefty axe relies on 
raw strength to inflict much of its damage, the addition of a 
cent imeter of coherent plasma along its cu tting edge al lows 
the weapon to slice through nea rly any materia l with ease. 

A conta ined energy axe can use appropriate Melee wea p
on attachments, but not lightsaber attachments. 

GREAT LlGHTSABER 

Great lightsabers are oversized lightsabers built for use by 
individuals with large, powerful Frames. Heavy, often awkward 
and difficult-to-use weapons, they feature reinforced hil ts 
with heavy-duty power and emitter systems that produce 
blades in excess of two meters long. Their heavier hilts and 
more powerful blades, combined with the natural strength of 
their intended users, make these massive lightsabers even 
more potent and deadly than their small~r cousins. Because 
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great Ilghtsabers are built for large and powerful beings, indi 
vidua ls of human size or smaller find it difficult to wield one 
with any kind of effectiveness, 

This weapon's profile in Table 2- 3: lightsabers on 
page 45 represents a great lightsaber hilt containing an 
unmodded 1Ium crystal (see page 197 of the FORCE AND DES

TINY Core Rulebook). This crystal occupies two of the weap
on's hard points 

When insta lling a lightsaber crystal into a great lightsaber, 
increase the da mage of that lightsaber crystal by 1 

LlGHTFOIL 

Lightfoils are small lightsabers with hil lS comparable in size 
to those of shotos. Lightfoils differ from shoros in lhat they 
feature slimmer, longer blades. While shotos are often used 
in pairs. lightfoils are designed for use alone, having a small 
grip that accommodates a single hand. The first lightfoils 
were said to have been crea tions of the early 5ith. They likely 
arose alongside the Makashi form, as the weapons are per
fectly suited to dueling. Among the Jedi, lightfoils largely fell 
ou t of use in favor of shotos by the time of the Clone Wars. 

This weapon's profile in Table 2- 3: lightsabers on page 
45 represents a basic lightfoil hilt containing an un mod
ded Ilum crystal (see page 197 of the FORCE AND DESTINY 

Core Rulebook). This crystal occupies two of the weapon's 
ha rd poin ts. 

When insta lli ng a lightsaber crysta l into a lightfoil, reduce 
the damage of that lightsaber crysta l by I . 

GRENADES 
A staggering variety of grenade lypes are available through
out the galaxy. From the basic anti· infantry frogmentation 
grenade to more exot ic ordnance like plasma grenades and 
thermal detonators, grenades offer great versatility and flex
ibility on the battlefield. Thrown grenades, the most com
mon type, are equipped with a multimode detonator that 
can detonate the grenade on impact, up to three rounds 
after activation, or upon the re lease of a pressure switch. 

The grenades used by grenade launchers are simply 
launchable versions of standard thrown grenades. When the 
wielder chambers a different type of grenade, the grenade 
launcher uses tha t grenade·s damage and critical rating 
ins tead of its own and gains all of the new grenade type's 
item qua li t ies, such as Breach, Burn, Pierce, etc. 

CONCUSSION GRENADE 

Concussion grenades are powerful offensive grenades used 
by frontline assault troops to clear trenches. bunkers, and 
other emplacements. When they detonate, concussion 
grenades create a lethal blast that shatters structures and 
kills targets nearly instantly at the blast point. The resu lting 
shockwave incapacitates targets within the grenade's blast 
radius, allowing troops to easily mop up survivors. 

If a concussion grenade's Disorient quali ty IS activated, it 
affects all characters within shan range of the target. 
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TABLE 2-3: LlGHTSABERS 

8roadsaber LighLsaber 7 2 Engaged 

Contained 

I 

Ughtsaber +3 2 Engaged 
Energy Axe 

Grea t I Ughtsaber 7 2 Engaged lightsabe r 

Lightfoil lightsaber 5 2 Engaged 

Ughtsaber Hilts 

Broadsaber I Lightsaber I o! ~aged ! Hilt 

I Great I rt I --I 
lightsa ber 

! 
Li ghtsaber 0 I - Engaged 

Hilt ' I _. ! lightsab~~-I 
. 

Ughtfoil Hilt i - Engaged 

Models Include: SoroSuub LXR-6 Concussion Grenade, 
Mier -Lang V~59 Concussion Grenade. 

INCENDIARY GRENADE 

Highly restricted and ban ned on most civi lized worlds, incen
dia ry grenades are ant i-personnel grenades that cause dam
age with fire and heat rather than wi th an explosive charge. 
A typical incendiary grenade is filled with a sticky, volatile gel 
that bursts into flames upon contact with oxygen or when 
caLalyzed by the grenade's small explosive charge. When 
incendiary grenades detonate, the burning gel sticks to ene
my troops and structures alike. causing terrible wounds and 
starting fi res throughout the blast radiu s. 

Models Include: Wynz-Tek Mk IV Fi res torm. Merr-Sonn 
D-24 Inferno Grenade. 

ION GRENADE 

Ion grenades are anti-materiel weapons that use powerful 
electromagnetic pulses to wreak havoc on electrical and com
puter systems. Especially da ngerous to droids. ion grenades 
are al so useful aga inst vehic les. deflector shie lds. automated 
turrets . and other unsh ielded equipment. Despi te thei r util
ity. ion grenades are indiscrimina te and just as likely to dam
age or incapacita te a user's equipment or droid companions 
as those of the enemy. 

Models Include: Merr-Sonn V-6 Haywire Grenade. Kirgo 
Blastworks RPR9 Ion Grenade. 

PLASMA GRENADE 

Essentially bottled blaster bolts. plasma grenades use 
blaster technology to deliver a powerful. searing blast with 
in a large radius. Instead of volat ile chemicals or explosive 

2 IR) 11,000 10 
Breach t . Sunder. 
Unwieldy 3 

4 3 7,500 8 
Breach 1, Cumbersome 3, 
Sunder. Vicious 3 

2 3 IR) 12,000 10 Breach 1 , Cumbersome 3, 
Sunder 

IR) 9,850 10 
Breach 1. Defensive 2, 
Sunder 

1 4 600 6 Unwieldy 3 

.... - --.- - - -
2 5 700 6 Cumbersome 3 

+ . 
I 3 350 6 Defensive 2 

compounds, plasma grenades are filled with highly pres· 
surized blaster gas. \Nhen activated. a simple XCiter unit 
energizes the gas. and after a short delay. a low-powered 
laser charge detonates the energized gas. causing a massive 
explosion si mi lar in appeara nce and effect to a blas ter bolt. 

Models Include: SoroSuub FlashFire Mk IX. Klrgo Blast
works NOVA40 Plasma Grenade. 

SONIC GRENADE 

Rare and extremely deadly. sonic grenades use powerful 
sound generators. rather than explosives or other chemi
cals. to cause damage. Ostensibly anti-materie l ordnance, 
sonic grenades ca n shatter the thickest glass. crack ferro
crete. crumple ligh t alloy·s. and otherw ise ca use t remendous 
da mage to structures and equipment. Against enemy forces. 
sonic grenades cause extreme. debilitating pain at a distance 
and can inflict permanent damage at the point of impact. 

Models Include: Krupx Munitions Groundshaker 7. Impe
rial M uni tions M8S0 Sonic Grenade. 

PORTABLE MISSILES 
Like grenades. portable missiles come in a wide variety 
of types to fit nearly every possible tactical situation. The 
standard-issue missi le for most missile tubes is a small. high
output. all-purpose proton missi le designed to work well in 
air-to-air and ground-to -air roles. To increase their versatility, 
missi le tubes can be loaded with any of the following mis
siles. allowing a user to tailor ordnance to current needs. 

A missile tube loaded with specialty warheads uses the 
new missi le's damage and critica l rating instead of its own. It 
also replaces the Blast . BreaCh. Burn. Concussive. Disorient. 
Ensnare. Guided. and Pierce item qualities (if it had them] 
with those listed in the new missi le's profile. 
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TABLE 2-4: EXPLOSIVES AND DRDNAN[E 

Concussion Ranged (Li gh t) 10 5 Short 

Incendiary Ranged (Light) 8 3 Short 

Ion Ranged (Light) 10 5 Short 

Plasma Ranged (light) 12 3 Short 

Son ic Ran ged (Ligh t) 10 Short 

Concussion Gunnery 14 4 Extreme 

Fragmentation Gunnery 12 4 Ext reme 

High-Explosive Gunnery 18 3 Long 

Incendiary Gunnery 10 3 Ex treme 

CONCUSSION MISSILE 

Concussion missiles. like their grenade cousins, kill at impact 
with a powerful explosion and incapacita te at range wi th 
punishing shock waves. Designed primarily for anti -person
nel and light anti-vehicle use, concussion missi les are mar
keted throughout the galaxy as multiuse ordnance. 

When a concussion missile's Disorient quality is activated. 
it affects all characters within short range of the target. If 
the Concussive quali ty is activated, it affects all characters 
engaged with the ta rget. 

Models Include: Kessler J80-128 Finbat Missile, Dymek 
Mk liS light Anti-Armor M issile. 

FRAGMENTATION MISSILE 

Fragmentat ion miss iles are, for the money, the best an t i
personnel ordnance available on the galactic arms market. 
Designed for use against large fo rma tions of unarmored 
and lightly armored troops, frag missi les deal their damage 
with razor-sharp shrapnel. A warhead typically consists of a 
small , high-explosive charge wrapped in nearly a kilometer 
of wire and enclosed in a frangible ca se. When the warhead 
detonates. it spreads razor-sharp wi re fragments and case 
splinters liberall y around the point of impact, causing incred
ible damage to anyone caught in the area of effect. 

Models Include: Merr-Sonn C-88, SoroSuub Mk XVIII Anti
Personnel Missile. 
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IR) 100 5 

IR) 125 6 

65 4 

125 6 

IR) 250 6 

200 8 

75 7 

IR) 200 6 

IR) 145 7 

Blast 8, Concussive 2. 
Disorient 5 , LimiLed 
Ammo I 

Blast 5, Burn 3, 
Limited Ammo 1 

Blast 7, Disorient 5, 
Limited Ammo I, Stun 
Damage (Droid Only] 

Blast 10, Limited 
Ammo I 

Blast 8, Disorient 5, 
Limited Ammo I , Stun 
Damage 

Blast 10, Concussive 3, 
Disorient 5 , Cuided 2 

Blast 12, Guided 3 

Blast 6. Breach 2, 
Guided 2 

Blast 10, Burn 3, 
Guided 2 

HIGH-EXPLOSIVE MISSILE 

High-explosive missiles use powerful shaped-charge war
heads that give infantry long-range light anti-armor capabili
ties, Whi le they are priman ly designed to destroy armored 
vehicles, HE missiles are also very effective against fortifica
tions and weapon empiacements. 

Models Include: Ki rgo Blastworks AA4 Light Anti-Armor 
Missile, SoroSuub Mk VIII Lancer AA Missile. 

INCENDIARY MISSILE 

Incendiary missiles are powerful, frightening weapons that 
are described by many galactic military analysts as "a war 
crime in a bottle." Like incendiary grenades, these missiles 
are packed with a thick, volatile gel that bursts into flame 
when exposed to oxygen or when ac tivated by a small 
explosive charge. The chem ica ls contained in the missile's 
warhead stick to nearly anything and burn at incredible tem
peratures capable of turning whole infantry formations to 
ash in the bl ink of an eye. 

Models Include: Merr-Sonn C-908lncendiary Missile, Kirgo 
Blastworks Firebolt AP Missile. 



NEW ARMOR 

The effectiveness of armor on the modern battlefield is a 
hotly contested subject among those who make a living 

in or around military forces. With the prevalence of high-pow
ered energy weapons, mass drivers. and other. more exotic 
weapons that can pierce shields and do terrible things to 
flesh and bone. body armor often provides more of a sense 
of safety than any actual physica l protection. Many profes
sional Warrio rs believe tha t any protection, real or imagined, 
is worth the cred its, however, and for these individuals, a good 
su it of armor is a necessa ry addit ion to their equipment. 

ANCIENT BATTLE ARMOR 

The precursors of the ancient Jedi faced much more primi
tive weapons than lightsabers and blasters. and so found 
heavy combat armor to be more worthwhile than did later 
generations. Although most such suits were destroyed in 
battle or by the passage of the millennia, on ra re occasions, 
archaeologists or construction droids uncover ancient suits 
of metal armor in buried or forgotten ruins. With generous 
clean ing and repair work, this kind of ancient armor can 
prove serviceable, if heavy and burdensome. Some claim 
that such armor is effective against even modern blasters 
when worn by an ind ividual strong in the Force, although 
weapon developers and meta llurgists dismiss such stories, 

Whi le worn by a character with a Force rating of 1 or high
er, ancien t ba ttle armor gains Defense 1. 

MK I KATARN·CLASS COMMANDO ARMOR 

Katam-class armor was originally designed for use by clone 
commandos during the Clone Wars. Named for a dangerous 
predatory beast native to Kashyyyk, this is one of the most 
advanced suits of heavy combat armor ever produced, 

Each set of armor consists of a fully enclosed, environ
mentally sea led duraplast suit worn over an insulated, 
breathable, ballistic-fiber bodysuit. The armor is effective 
against most portable infantry weapons, light ordnance, 
shrapnel. and even light vehicle-mounted weapons like auto
blasters and light laser cannons. It is resistant to heat. cold. 
toxins, radiation, and other hazardous environments and 
features reinforcements at strategIC points such as the neck. 
sp ine, and forearms to protect aga inst blasts and impacts. 
The hel met is equipped with an integra ted combat scan ner, 
an encrypted commun icat ions suite, and an on-boa rd com
bat computer that monitors the phys ica l conditions of the 
wearer and any nearby allies wearing Katarn-class armor. 

TABLE 2- 5: ARMOR 

Ancient Armor 

It also has an integrated breath mask and an on-board oxy
gen supply good for six hours of heavy combat. 

In addition to its numerous on-board systems, Katarn
class armor ca n be equipped with a modular backpack sys
tem tha t can be tailored to various batt lefield roles. Spe
cia l p lug-in modules provide long-range comms, medpacs, 
extended oxygen supp lies, and even power generation. 

Type Defense Soak f Price Encumbrance : Hard Points Rarity 
Ancient Battle Armor 0 2 

-
Mk I Katarn-class I 2 Commando Armor 

+- - -
Phase I ARC 

, , 
Trooper Armor I I I 2 

- ~ 

3,750 
-'---"-'~~~+-~~~+-~~-1 

6 9 

(R) 6,500 4 

4 ! 

3 8 , .. -

~ 2 
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A full suit of Katarn-class armor provides a wearer with 
all the benefits of a combat scanner (see page 49) and a 
breath mask (page 188 of the FORCE AND D ESTINY Core Rule
book), and increases the wearer's encumbrance threshold by 
3_ In addition. the suit's systems remove . from all Percep
tior} and Survival checks made by the wearer. 

PHASE I ARC TROOPER ARMOR 

Worn by the Grand Army of the Republic's elite Advanced 
Recon Commandos. Phase I ARC armor filled a gap between 
standa rd clone trooper armor and the heavy, highly adva need 
Ka tarn-class armor. Like t he clone trooper armor from which 
it is derived, Phase I ARC armor is a full suit of plastoid armor 
worn over a formfitt ing bodysuit. It has heavier armor o n the 
forearms, thighs, and chest, and an advanced helmet that 
features a hardened long-range comlink. A skirtJike kama 
made from advanced armored textiles is worn around the 
waist, providing extra protection to the legs and groin . and 
each suit is equipped with a built-in load-bearing harness 
and a survival pack. 

The various systems built into Phase I ARC trooper armor 
remove . from all Perception checks made by the wearer 
and provide all the benefits of a hardened comlink (see page 
49). In addition, the integrated load-bearing harness 
increases the wearer's encumbrance threshold by 3. 

NEW LlGHTSABER 
ATTACHMENTS 
Perhaps no weapon is as perso nal to a Warrior as a light· 
saber, Jedi trad ition req uired Padawans to construct their 
own ligh tsabers. Even today, those Force users who wield 
a lightsaber take great care in maintaining the weapon and 
modifying it to suit t heir needs 

CRACKEO JEDHA CRYSTAL 

When a terrible mining accident destroyed Jedha City, the 
galaxy lost one of the last known sources of kyber crystals. 
The crystals produced on Jedha held great spiritual signifi
cance for the Jedi . the Church of the Force, and a number 
of other religious traditions. Jedha crystals were among 
the most popular kyber crystals for the Jedi. As a practical 
matter, Jedha crystals produce focused, potent lightsaber 
blades, but many Jedi valued the knowledge that thei r light
saber housed an art ifact from Jedha. For those who seek to 
fo llow in the Jed i's pa th, kyber crystals have become van ish
ingly rare in recent years. However, a small number of Jedha 
crystals have been recovered from the ruins of Jedha City. 
Unfortunately, many of these crystals are cracked and dam
aged, producing unstable, ragged lightsaber beams, 

TABLE 2-6 LlGHTSABER ATTA[HMENTS 

Models Include: None. 
Base Modifiers: Installing this crystal changes a lighlsaber's 
damage to 7 and critical rating to 3, and the lightsaber gains 
the Breach I, Inaccurate 2, Sunder, and Vicious 1 qualities. If 
the crystal is ever removed, the lightsaber loses these qualities 
and reverts to its previous base damage and critical rating. 
Modification Options: 3 Item Quality (Vicious + 1) Mods. 
2 Damage + 1 Mods, 1 Item Quality (Inaccurate -1) Mod, 
I Decrease the weapon's critical rating by 1 to a minimum 
of I Mod. 
Hard Points Required: 3, 
Price: (R) 8,000 credits 

FLlCI(ERPHASE BLADE 

Considered dishonorable and unsporting by most Jedi, so
called flickerphase modifications were never widely adopt
ed. With a few simple modifications, a lightsaber can be 
made to intermittently and randomly ignite and extinguish 
its blade, making it appear to fIlcker on and off. While this 
unpredictable element adds some difficulty for the wielder. 
it is almost impossible for an opponent to time blocks and 
parries effectively 
Models Include: None. 
Base Modifiers: Decrease the lightsaber's damage by 2 and 
add the Inaccura te 2 quality (or increase the existing quality by 
I). When attacking with this lightsaber, targets cannot use the 
Parry incidental to reduce the damage of the attack 
Modification Options: 1 Item Quali ty [Inaccurate -1) Mod, 
I Damage + 1 Mod 
Hard Points Required: I 
Price: 5,000 credits 

REINFORCED MAGNETIC SHIELDING 

A delicately tuned magnetic field maintains the coherency 
of a ligh:saber's plasma beam, Though this modification 
increases the strength of a lightsaber's magnetic shielding, 
the blade takes on some of the qualities of a solid weapon. 
With this modification. the wielder gives up some of the 
lightsaber's legendary penetrative capacity in order to deliv
er punishing electromagnetic impacts. 
Models Include: None. 
Base Modifiers: The lightsaber loses the Breach quality and 
gains the Concussive 1, Knockdown, and Pierce 1 qualities. 
Modification Options: 1 Item Quality (Concussive + 1 ) 
Mod, 2 Item Quality (Disorient + 1) Mods, 1 Item Quality 
[Pierce + I ) Mod. 
Hard Points Required: I . 
Price: 4,000 credi ts 

Attachment Price Encumbrance I HP Required Raritv 
Cracked Jedha Crystal ! [RIS,OOO 1- 3 

Flickerphase Blade r-s'oo--o------+-------+ 
7 

4 

5 Reinforced Magnetic shieldi~g~~,Oo.o 1-
. .L, _________ ~ 

TOOLS OF BATTLE 

KMGIITS' OF 'FATE 

I 



I 
I 
I 

I 
'/ 

NEW GEAR 

Warriors need very little in the way of extraneous battle 
gear. For the most part, they make do with their light

saber, a reliable blaster, and their natural abilities. For those 
limes when more is required to gel the job done. a galaxy of 
equipment exists to assist Warriors in their work. 

COMMUNICATIONS AND 
DETECTION DEVICES 
For Warriors who rely on their brothers and sisters in arms, 
good. secure lines of com mu nication are key to victory, 

COMBAT SCANNER 

Typically built into a helmet or a pai r of goggles, com
bat scanners provide users with indispensable 
rea l-time battlefield data. They combine all the 
features of a general purpose scanner with 
a powerful mapping and navigation suite, 
mission data readouts, and a secure, 
long-range comlink. In addition, 
many offer 360-degree optical 
and audio sensors, various 
opt ical enhancements such 
as passive night vision, 
thermal imaging, infra -
red sensors, motion 
and materia l sensors, 
and even data links 
that can stream data 
directly to nearby 
communications 
devices or other 
combal scanners. 

Combat scanners 
remove •• added 
to the user's checks 
due to darkness. 
Enemies add •• 
to any checks they 
make to intercept or 
decrypt data broad
cast from the unit. 

Models Include: 
Fabri tech AF-q. l a 
Squad Support Scan
ner, Chedak ADC 
Mk II Battleneld 
Data Sui te. 

HARDENED COMLINK 

Larger. sturdier, and more powerfu l than standard hand
held comlinks. these military-grade communication devices 
are built to withstand the rigors of battlefield use. A typical 
hardened com link features sa tell ite uplink capability, a sig
nal booster to improve broadcast strength, sh ielded circuits, 
and integrated active encryption and is housed in impact
and weather-proof casing. 

The integrated systems of a ha rdened comlink add 
Y to any checks made to decode its transm issions, and 
automatic ¥f to any checks the user makes to break 
through a comms Jammer. 
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M odels Include: TaggeCo Shockhold Hardened Com link. TABLE 2-7: GEAR ANI] EQUIPMENT 
Naboo Technologies Secure-A3 Comlink. 

SURVIVAL 
Warriors do not always need to bo ther themselves wit h the 
mi nutiae of surviving in t he wilderness. Unli ke scouts and 
other more wilderness-oriented individuals, Warriors tend to 
operate among civil ization or on brief excursions, and with 
at least some support. Those who fi nd themselves stranded 
or figh ting extended, guerri lla-sty le skirmishes on backwa
ter worlds in the Outer Rim often find themselves re lying on 
special ized gear to use the land to their advan tage. 

CONDENSER 

Condensers use vaporator technology to prov ide bo th fresh 
water and a smokeless heat source in one portab le package. 
Sold by any of a number of companies, a typical condenser 
consists o f a bvo-lite r alloy bottle topped by a powered con
denser unit. When activated, the condenser pu lls ambient 
moistu re from the air by means of supercooled co ils and co l
lects it in the bottle. The coi ls can also be heated to tempera
tures suitable for boi ling water and other small-sca le camp 
cooking. A condenser ca n collect enough water each day to 
sustain a si ngle individual, and its power ce ll lasts rough ly 
six mont hs. 

Models Include: SurvivalGear Portable Vaporator, TaggeCo 
Pocket Condenser. 

CAMOUFLAGE NETTING 

Used to hide everythi ng from campsites to supply caches to 
parked starsh ips, camouflage netting is a necessary piece of 
equipment for t he Warrior operating in the fie ld. Built from 
high"tech photoreac tive textiles, camouflage netti ng uses a 
simple. so lar-powered optica l camouflage system to mim ic 
its surroundings. Some types of camo netting also include 
a passive sensor-jamming weave that acts as an effective 
cou nte rmeasure against genera l sensor sweeps 

Camouflage netting adds automatic Y to all checks made 
to detect items concealed by it. One roll of camo netting can 
conceal a single object up to silhouette 2, two rol ls can con
ceal an object up to silhouette 3, and three rolls can conceal 
an object up to silhouette 4 . Objects si lhouette 5 and highe r 

. are too large to be effective ly concea led. 

Models Include: Fabritech CN- 15 Camouflage Netti ng, 
SoroSuub BLR- 14 Concealment System 

ENTRENCHING TOOL 

The modest and versatile entrenching too l is one of the 
most critical ly important tools in a Warrior's kit. Litt le more 
tha n a fo ld ing, short-ha nd led shovel with a re info rced blade, 
entrench ing too ls are used for a number of importan t battle
field tasks, such as bui lding fortifications and clearing debris. 
They can, in a p inch, be used as an improvised weapon. 

Besides allowing the user to dig holes and trenches, an 
entrench ing too l counts as a small improvised weapon that 
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Combat Scanner 

Hardened Comlink 

Survival Gear 

l Condenser 

Camouflage Netting 
(one roll) 

2.000 6 

450 3 4 

300 

100 

20 

200 EntrenChing Tool 

Portab le Sheller 
----i--! . Training Weights 

deals + 2 da mage, has a critical rat ing of 4 . and does not 
break due to ~§~ or fJJ. 

Models Include: Various models. 

PORTABLE SHELTER 

Portab le she lters come in a variety of styles and sizes. A typ i
ca l unit is a two- to four-person tent made of di -chrome and 
syn thetic mesh weave t hat sets up in less than a minute and 
co llapses to a package no larger than a datapad. Most are 
insulated agai nst extremes of heat and cold, and many are 
equ ipped wi t h wa ter-reclamation systems, passive sensors, 
ballistic mesh or energy diss ipation weave, and numerous 
other systems designed to protect the shel ter's in habitants. 

Models Include: Adventure Hiker and Hunter DuraShelter, 
Pretormin PlasTent. 

TRAINING WEIGHTS 

Many Warriors wear we ighted bracers or ank lets when train
ing. This added weigh t and resistance not only helps the War
ri or to build muscle, but also be tte r prepares them to fight 
in difficult circumstances such as high-gravity environments 
High-end models may incorpora te an onboard compu ter 
that t racks the user's activity and even sets fitness goals 
Some Warriors wear t rain ing weights in deCidedly real~and 
potentially l etha l~comba t situa tions, al t hough th is contra 
dicts all manufacturer speci fications. 

A charac ter wearing one or more t rain ing we ights adds 
• to al l Bra wn- and Agility-based checks, and to all com
bat checks If a character wears t ra ining weights throughout 
a game session, increase the amount of XP the character 
receives for the session by I. At the CM's discretion, a char
acter wearing tra ining we ights may not receive t his addit ion 
al XP if they did not make any checks affected by the weights 
during the sess ion 

Models Include: TaggeCo TruF it System, Sidyne M2 Smart
t rainer. 
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NEWDROIDS 

Throughout its history. the Jedi Order had a complica ted 
relationship with droids, Much was made of the moral and 

ethical hazards of droids. and many Jedi fa iled to follow their 
own principles in their treatment of the galaxy's ubiquitous 
artificial ci tizens. 

ASp·19 BATTLE DROID [NEMESIS] 

Industrial Au tomaton's ASP-1 9 was a popular 
sparring droid among Jedi during the waning 
years of the Republic. Developed from 
ASP-series labor droids, the ASP-19 is 
a surprisingly capable melee fight
er equipped with a sophisticat-
ed combat computer that 
can be programmed to 
approximate different 
Jedi figh ting styles. 
In addition, the 
difficulty of the 
ASP-19's train-
ing routines can 
be adjusted up 
or down to bet-
ter match the 
abili ties of the 
tra inee, The Jedi 
Order used these 
droids for training 
Jedi of ali levels, from 
the greenest Padawan to the 
most venerated Jedi Master, 
and they were ubiquitous at the 
order's various temples and training 
facilities. While they were re latively 
simpleminded and programmed with 
subroutines that prevented them 
from killing, ASP-\9s were occasion
ally pressed into service to protect 
their temples. 

ASP- \9s are tall, burly constructs 
with broad shoulders and long limbs 
Standing just over two meters tall. 
they are deceptively qu ick and pos
sess a raw strength born out of their 
labor droid roots. Unlike typ ica l 
battle droids, the ASP· I 9 is optl' 
mized for up-close, hand-to-hand 
combat instead of ranged fighting. 
To that end, they are equipped with 
a retractable vibrobJade in one 
arm and a training lightsaber in 
the other. What little personality 
they have is limited to discuss ion 
of fighting forms and spouting 
platitudes about the dignity and 
honor of dueling. Since they 

were discontinued nearly four decades ago, ASP- 19s are 
extremely rare and are often destroyed on sight by Imperial 

personnel. Those that survive, like 
the scattered remnants of the 

Jedi Order they once served, 
remain hidden on back

water worlds or in long
lost Jedi temples. 
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Skills: Brawl 2, Coercion 3, Lightsaber 2, Melee 2, Ranged 
(Heavy) 2, Vigilance 3. 
Talents: Adversary I (upgrade the difhculty of all attacks 
made against this target once). Feint 2 (after missing a tar
get with a Brawl, Lightsaber, or Melee check, spend @ or 
o 0 0 to upgrade the dlfhculty of the opponent's next 
combat check against the character twice) 
A bilities: Breakaway Systems (reduce the difficul ty of any 
Mechanics or Computers checks made to repair this droid 
by one, to a minimum of Easy l+ J). Difficulty Setting (a char
acter may perform a maneuver to adjust the droid's Brawl, 
Melee, and Lightsaber skills to a minimum of 1 or maximum 
of 3). Droid (does not need to breathe. eat. or drink and can 
survive in vacuum and underwater: immune to poisons and 
tox ins). 
Equipment: Retractab le vibroblade (Melee; Damage 6: Crit
ical 2; Range [Engaged!; Defensive 2. Pierce 3. Vicious I J. 
training lightsaber [Lightsaber; Damage 6; Critical -; Range 
(Engaged); Stun Damage). 

SR·SERIES SCOUTI 
OBSERVATION DRDID [RIVAL] 

SR-seri es droids are produced by TransTech Droidworks for 
use as scouts and forward observers. Based on TTD'S civilia n 
S-series survey droid. the SR-series was designed primarily 
to assist arti llery and close air support units by seeking out 
distant targets and relaying location and targeting data back 
to base. 

SRs are small . unassuming, non-humanoid droids with a 
dome-shaped body studded with photoreceptors and long
range targeting systems. The underside of the droid's body 
houses a small , high-outpu t repu lsorlift generator and four 
retrac table mani pulators for fine-de tail work. Their bodies 
are coated with an optical camouflage system that allows 
them to blend in with their surroundings, and they have 
an encrypted. long-range comms sui te tha t allows them to 
transmit voice and data quickly and securely to allies. 

When in the field scouting or observing targets. SR-series 
droids are almost completely silent. Once back at base, how
ever, they tend to chatter away endlessly at anyone unlucky 
enough to be in earshot This is especial ly pronounced fo l
lowing an ex tended deployment. 

Skill s: Athletics 2, Computers 3, Knowledge (Warfa re) 3, 
Perception 4 , Ranged (H eavy) 2, Stea lth 4, Vigi lance 3. 
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TABLE 2-8: IlRIlIDS 

ASP- l 9 Ba ttle Droid 

SR-series Scout! 
ObservaLion Droid 

\NSW Mk III "Harrier· 
Combat Remote 

Talents: None. 

[R) 80,000 9 

(RI 13,000 6 

(RI6,000 6 

Abilities: Droid (does not need to breathe, eat, or drink and 
can survive in vacuum and underwater; immune to poisons 
and toxins). Flyer [can fly; see page 208 of the F ORCE AND 

DESTINY Core Rulebook). Forward Observer (while observing 
a target. the SR-series droid may perform a maneuver to 
upgrade the ability of the next Gunnery or Ranged IHeavy] 
check an ally makes lhis turn against that target). Optical 
Camouflage System (when activated . the OCS upgrades the 
ability of all Stealth checks the SR-series droid makes twice) . 
Equipment : Blaster scout carbine (Ranged [Heavy]; Dam
age 6; Cri tical 3; Range [Medium]; Auto-fire. Stun setting). 
onboard optical camouflage system. onboard optics/obser
vation suite, onboard comms suite with holotransceiver. 

WSW MK III "HARRIER" COMBAT 
REMOTE [MINION] 

The WSW Mk III 'Harri er" is a combat and training remote 
produced by Cybot Galacl ica . Roughly a meter across. these 
smal l droids are near-mindless drones that resemble small. 
stylized airspeeders. Shockingly aggressive and quite dan
gerous in groups. these constructs are deployed in en masse 
to overwhelm a target by sheer force of numbers. Even a 
single Harrier is a dangerous opponent, as it is quick and 
remarkably heavily armed, with a custom repeating blaster. 
Harriers can also be used as training remotes, as they pos
sess built-in training software and a stun blaster that is used 
in place of the more lethal repeating blaster 

Skills (group only): Perception. Ranged (Heavy]. Ranged 
(light j,Vlgllance. 
Talents: Non e. 
Abilities: Droid (does not need to breathe. eat. or drink and 
can survive in vacuum and underwater; immune to poisons 
and toxins], Flyer (see page 208 of the FORCE AND DESTINY 

Core RulebookJ. 
Equipment: Repeating blaster (Ranged IHeavy]; Damage 
10; Critical 3; Range (Long]; Auto-fire). stun blaster (Ranged 
(lightl; Damage 9; Critical 3; Range (Shortl; Stun Damage) 



VEHICLES 

Whether pi\oling a starfighter into a cloud of onrushing 
enemies or being carried into batt le in the be lly of a 

heavy transport. most Warriors will require the use of a ship 
or vehicle at some point in their career, The following is a 
selection of starships, speeders, and other assorted vehicles 
tai lored to Warnors' needs. 

AIRSPEEDERS 
Airspeeders use a combination of repulsorllft engines and 
high-output tu rbines to achieve much greater altitudes, and 
often speeds, than landspeeders. 

S-K2 "SKYWING" PERSONAL SPEEOER 

The "Skywing" is a unique veh icle marketed for recrea ti onal 
use by manufacturer Ubrikkian Industries_ Difficult to cat
egorize. the Skywing can achieve altitudes usually reserved 
for airspeeders, whi le its chassis is even lighter (and likely 
less safe) than a swoop·s. It might be more accurate to say 
that a user wears a Skywing rather than occupies it. Resem
bling the primitive gliders still in use on some worlds. a Sky
wing features a contro l crad le suspended from a lightweight 
alloy wing structure tipped wi th twin high-thrust turbines 
and mounting a repulsorl ift engine. 

Considering the sorts of speeds and alt itudes an S-K2 
can achieve. the lack of an enclosed cabin is inarguably dan
gerous for the user. Skywings are primarily the province of 
adventurous thrill seekers. but no few mercenaries and rov
ing fighte rs have found the vehic les useful for swi ftly cl osing 
with foes or launching a surprise aerial attack. Some such 
users even consider Skywings disposable tools. 

Ubri kkia n Indust ries strongly recommends the use of a 
flight suit with helmet and full breath mask when operating 
an S-K2 personal speeder. 

Iwlfill~!!I(Eii('[iiiBr·t'ii!Jiiiiiiiii'ir~01-rn 
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Vehicle Type/Model, Personal Speeder/S-K2 Skywing. 
Manufacturer: Ubri kkian Industries. 
Maximum Altitude: 500 meters. 
Sensor Range: None. 
Crew: One pilot. 
Encumbrance Capacity: 5. 
Passenger Capacity: O. 
Price/Rarity: 1.000 creditsJ4. 
Customization Hard Points: O. 
Weapons: None. 

ADDITIONAL RULES 
Rapid Debarkation: The pilot of the Skywing can choose to 
dismount as an out-oF-turn incidental. 

LANDSPEEDERS 
Battle-ready military land speeders run the gamut from staff 
cars and VI P transports to fast. armored fighting vehicles to 
hulking. heavily armed repulsortan ks. The Grand Army of the 
Republic utilized countless types of land speeders during the 
Clone Wars. and many of them are still in service. 

BB-R "NIGHTSCREAMER" SPEEDER BIKE 

An exceptionally high-performance speeder bike manufac
tured by Ikas-Adno. t he 88-R "Nightscreamer" is fa ster t han 
some airspeeders. The Nightscreamer is equipped with for
ward deflector shields to protect (he pi lot from sand and 
debris particles-and even glancing collisions-that would 
be dangerous at the extreme maximum speeds it achieves. 
Though the Nightscreamer comes at a price that matches 
its impressive performance, many mercenaries and other 
fighters keep one in the hold of their ship fo r use as a rap id 
transport and scout vehicle. Some reckless warriors instead 
employ a Nightscreamer to swiftly close with enemies in 
order to deliver point -blank blaster shots or even melee 
weapon st rikes. 

Vehicle Type/Model: Speeder Bike/88-R Nightscreamer. 
Manufacturer: Ikas-Adno. 
Maximum A ltitude: 25 meters. 
Sensor Range: Close 
Crew: One pilot. 
Encumbrance Capacity: 5. 
Passenger Capacity: I . 
Price /Rarity: 5.500 creditS/5. 
Customization Hard Points: 2. 
Weapons: Forward-mounted twin light repeating blasters
this weapon uses personal scale. not planetary scale (Fi re 
Arc Forward; Damage \ \; Critical 3; Range ILongl; Auto-fire. 
Linked 1. Pierce 1). 

RX-200 "FALCHION" ION TANK 

The RX-200 "Fa lchion" is a heavy anti-aircraft tank intro
duced by Rothana Heavy Engineering at the beginning of the 
Clone Wars. Equipped with a powerful ion cannon typically 
foun d on ca pital sh ips. t he RX-200 is opera led by a crew 
of two. It was typically deployed by the Grand Army of the 
Republ ic to defend installa tions or in support of the larger. 
heavier SPHA walke rs. They have low-profil e. lightly armored 
hullS and a high-output repulso rlift generator that moves the 
vehicle along at a respectable speed. 

The RX-200's primary armament is a Borstel Galactic 
Defense NNJ-40 "Thunderbolt" long-range ion can non. 
Mounted in a heavily armored turret and powered by its own 
high-output reactor. this weapon generates an extremely 
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powerful ion blast capable of knocking out shields and fry
ing systems at incredible ranges. When used in conjunction 
with other air-defense systems. the Falchion can deny a huge 
area of sky and, when focusing fire, can fell entire squadrons 
of speeders or starfighters. Falchions also mount a pair of 
light auto-blasters for close-range defense. 

Stili in use by the Empire, the Falchion is an important 
part or the Imperial Army's order of ba ttle. Imperial Army 
Falchion squadrons are typically deployed around important 
installations to protect against incoming ships and fighters, 
although thei r appearance in the field in support of IA heavy 
wa lkers has turned the tide in more than one ba tt le. 

Vehicle Type/Model: Repulsortank/RX-200 Fa lchion. 
Manufacturer: Rothana Heavy Engineering. 
Maximum Altitude: 25 meters. 
Sensor Range: Long. 
Crew: One pilot, one gunner, one vehicle commander. 
Encumbrance Capacity: 25. 
Passenger Capacity: 2. 
Price/Rarity: 75,000 credits (R)/6 
Customization Hard Points: 2. 
Weapons: Turret-mounted heavy ion cannon (Fire Arc All ; 
Damage 7; Critical 4; Range jMedium]: lon, Slow-Firing 1 l. 

One port and one starboard turret-moun ted auto-blaster 
(Fire Arc Port or Fire Arc Starboard: Damage 3; Critical 5; 
Range (Closel; Auto-nre). 

TX-1l0 SABER-CLASS FIGHTER TANK 

The TX-130 is a light. quick-strike repulsortank fi rst 
deployed by the Grand Army of the Republic as an anti
infantry and escort tank. Produced for the CAR by Rothana 
Heavy Engineering, the Saber was designed to provide fire 
support for infantry formations and to engage light enemy 
armor. Remarkably quick and nimble for an armored fighting 
vehicle, the TX-130 was sometimes compared to the Delta-7 
Aethersprite-class starfighter due to its ability to get quickly 
into a fight, hit hard, and escape withou t a scratch. CAR and 
Jedi commanders used these fast little tanks to frighten
ing effect during the Clone Wars, and more than one clone 
trooper unit was saved by the timely arrival of a squadron . 

Saber fighter tanks mount a versatile mix of energy weap
ons and ordnance launchers, wh ich gives the ir commanders 
Quite a bit of tactica l flex ibi lity. Their primary weapons are 
a pair of fire-li nked heavy laser ca nnons mounted to the 
tank 's hu ll. Although they have a fixed· forward firing arc, 
they can easily be brough[ to bear on any target. thanks to 
the Saber's agility. A smaller support weapon-ei ther a twin 
medium laser cannon or a powerful Taim & Bak beam can
non- is mounted in a turret atop the veh icle, and rapid-fire 
ordnance launchers are mounted in each of the tank's spon~ 
sons for anti-armor and antifortification work. To ensure their 
survivabili ty in combat, Sabers are covered in lightweight 
ablative armor, which can shrug off most lighter anti-vehicle 
weapons, and have a quick-cyc ling shield generator. 
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Vehicle Type/Model; RepulsorrankfTX-130 Saber-class. 
Manufacturer: Rothana Heavy Engineering. 
Maximum Altitude: 10 meters. 
Sensor Range: Medium. 
Crew: One pilot, one co-pilot, one gunner, one vehicle com
mander, one astromech droid (optional). 
Encumbrance Capacity: 20. 
Passenger Capacity: 2. 
Price/Rarity: 85,000 credits (RI/6. 
Customization Hard Points: 2. 
Weapons: Turret-mounted twin medium laser cannon (Fire 
Arc All; Damage 6; Critical 3; Range (Close): Linked I I. 

Hull-mounted heavy laser cannons (Fire Arc F011Nard: 
Damage 6; Critical 3; Range )Shortl; Linked I) 

Sponson-mou nted concussion missile launchers (Ftre Arc 
Forward; Damage 6; Cri tical 3 ; Range [Short]; Blast4, Breach 
4, Guided 3. Limited Ammo 6, Linked 1, Slow-Firi ng 1 l. 

SCS-19 "SENTINEL" 
ARMORED LANDSPEEDER 

A transport intended to convey valuable items or impor
tant Individuals, the SCS-19 ' Sentinel' is among the most 
heavily armored personal vehicles avai lable on the civil ian 
market. The Sentinel is fully enclosed in advanced durasteel 

TAIM & BAK KB,SDA BEAM CANNON 

Some Sabers were equipped with beam cannon 
turrets in place of the standard twin medium 

laser cannons. Beam cannons are specially tuned 
laser weapons with a high output and long dwell 
time. They fire continuous beams of energy at a tar
get for roughly three seconds, and then require a 
few seconds to recharge before firing again. These 
weapons hit incredibly hard, can punch through 
light and medium armor with ease, and have a 
nasty tendency to set targets on fire. 

Sabers equipped with KB-50a beam cannons are 
used in heavy support roles, providing cover fire for 
more lightly armed Saber platoons and squads of 
infantry during advances and assaults. 

A turret-mounted KB-50a Beam Cannon has the 
following profile: (Fire Arc All; Damage 7; Critical 
3: Range (Medium]: Breach 2, Burn 2, Slow-Firing 
2, Vicious 1). 



alloy, with transparisteel windows rated to withstand heavy 
blaster fire. It is equipped with a pair of powerful TurboToo 
JT9-D repulsorlift engines that can keep the speeder going 
even if one is knocked out. Although armed with a pair of 
forward -mounted blaster cannons, the Sentinel is not an 
assault vehicle and lacks the firepower to be an effective 
military speeder. As such, the Sentinel is used primarily to 
transport high-value cargo or consequent ial beings such as 
diplomats, corporate executives, and cr ime lords. It has also 
found some use by mercenaries and other militant groups 
in search of a more discreet option for getting to or from a 
skirmish site. 

Vehicle Type/Model: Landspeederl SCS-19 Sentinel. 
Manufacturer: TaggeCo. 
Maximum Altitude: 20 meters 
Sensor Range: Short. 
Crew: One pilot. 
Encumbrance Capacity: 15. 
Passenger Capacity: 4. 
Price/Rarity: 60,000 credits/6. 
Customization Hard Points: 2. 
Weapons: Forward-mounted heavy blaster cannons (Fi re 
Arc Forward: Damage 5: Critical 4: Range IClosel: Linked I). 

RTT-04 ARMORED TROOP TRANSPORT 

The RTI-04, commonly known as the Republ ic troop trans
port, is a lightly armored infantry figh ting vehicle first pro
duced by Rothana Heavy Engineering dUring the Clone 
Wars. Part of RH E's line of mi litary repulsorcraft designed 
for the Grand Army of the Republic , the RTI-04 is a small. 
fast veh icle built to deliver a squad of clone troopers to the 
battlefield and then provide them with light armor support. 
Small and light enough to be carried by LA.AT/c heavy carri 
ers, RTT-04s were often airdropped into the middle of bat
tlefields, where their mobility and the troopers they carried 
cou ld quickly change the course of a battle. 

In its role as a troop carrier, the RTI-04 carries a squad of 
eigh t fu lly armed and equipped troopers wi th all of their nec
essary combat gear. Also configurable to carry supplies, it IS 

sometimes pressed into use as a heavy hauler by engineer
ing squads. While it is lightly armored for a fighting vehicle 
and has a reputa tion for being relatively fragil e. the RTT·04 
carries a respectable amount of firepower, with a twin light 
laser cannon and a twin dorsal turret-mounted mass-driver 
missile launcher like that found on the lAATii. 

Thousands of RTT-04s were produced during the Clone 
Wars, but prec ious few survived into the Imperial era. The 
Imperial Army declined to include them in their order of bat
tle and those that survived the Clone Wars were stripped of 
th~ir weapon systems and sold as miliLary surplus to indus
tria l and resource-exploration concerns. 
Vehicle Type/Model: Landspeeder/RTT-04 
Manufacturer: Rothana Heavy Engineering. 
Maximum Altitude: 3 meters. 
Sensor Range: Short. 

Crew: One pilot. one co piil Otlgu rl~:f'':'"'''' 
Encumbrance Capacity: 85. 
Passenger Capacity: 12 fully equipped combat troops. 
Price/Rarity: 42,000 credits/5. 
Customization Hard Points: 2. 
Weapons: Forward-mounted light laser cannons {Fire Arc 
Forward; Damage 5: Critical 3: Range ICiosel: Linked I ). 

Dorsal turre t-mounted mass-driver miss ile launchers 
(Fire Arc Forward: Damage 6; Critica l 3; Range (Short]: Blast 
4, Breach 2, Guided 3 , Limited Ammo 4, Linked I, Slow
Firing I). 

WALKERS 
Walk.ers were the vehicle of choice for the Grand Army of 
the Republic's armored units. From the fast AT-RT recon 
naissance walker to the nea rly unstoppable AT-TE, wa lkers 
formed the backbone of the GAR. Today, walkers continue to 
have a large role in the Empire's military, and the intimidat
ing sight of a matte-gray Imperial walker is a familiar symbol 
of the Empire 's power. 

ALL TERRAIN ATTACK POD 

Initially produced during the height of the Clone Wars, the 
AT-AP se lf-propel led artil lery wal ker is a small, three-posi 
tion walker developed from both the AT-PT and the AT-TE 
Designed as a self-propelled artillery piece, the walker has 
an angular armored hull perched atop two multi -jOinted legs. 
Its profile resembles that of the forward hull section of an AT
TE. A smaller, retractable third leg mounted fo rward of the 
main walking legs is deployed to steady the vehicle when it 
moves over difficult ground and to brace it when it fires its 
big artil lery gun. Despite its awkward appearance, the AT-AP 
is rela tively we ll balanced and is no more prone to stabi li ty 
issues than a bipedal walker. 

The AT-AP's main gun is a powerful. long-range mass driver 
mounted in the fOf\l\'ard hull. This big cannon throws a solid 
durastee l penetrator at hypersonic speeds over extreme 
distances and, with proper targeting data, can hit targets 
beyond visual range. To keep the mass driver on target, the 
AT-AP is equipped with a sophisticated targeting and data
relay sui te combined with integrated recoil compensa tion 
and gyrostab ilizat ion systems. The deadly accuracy exhib it
ed by these walkers during the Clone Wars earned the AT-AP 
the nickname "Sniper Tank." In addition to the mass driver. 
the AT-AP mounts a heavy laser cannon in an open-topped, 
dorsal -mounted turret for short- range anti-vehic le work and 
an underslung heavy repeating blaster to protect itself from 
enemy troops and droids. 

Production of the AT-AP has continued since the fall of the 
Republic, and the da ngerous little wa lker was adopted by 
the im peri.3 1 Army to support its new AT-AT and AT-ST walk
ers. New units are still produced today, primarily in older 
Kuat Drive Yards facilities in the Outer Rim Territories. 
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Vehicle Type/Model: Wa lker/AT-AP. 
Manufacturer: Kuat Drive Yards. 
Sensor Range: Medium. 
Crew: One pi lot. two gunners 
Encumbrance Capacity: 12. 
Passenger Capacity: None. 

STARSHIPS 

m ostWarriors spend the majori ty of their time planet-side 
If they deal wi th starships at all . it"s lypically tangential. 

as payi ng passengers or as pa rl of a military force ca rried 
be tween planets. Conversely, Starfighter Aces fee l most at 
home in the cockp it, and ma ny develop strong attachments 
to their personal craft. The following sh ips present a number 
of options for the Force user going into battle. 

STARFIGHTERS 
AND PATROL BOATS 
vVa rriors prefer direct act io n, and the types of small, fast , 
hard-hitti ng ships tha t fa ll into the starfighte r and patro l boat 
categories are the most common types of starshi p they use 

AO-2 COMETSTRII(E-CLASs 
ORBITAL ASSAULT POD 

The AO-2 Cometstrike-class orbital assault pod fu lfi ll s a 
niche role among combat and landing craft. and Its unique 

attributes are such that many individuals do not consider it a 
proper starsh ip at all. The AO-2 serves a single purpose- to 
del iver combatants to a planet's surface as rap idly as pos
sib le. To this end, its design eschews nearly all other consid
erations to arrive at what amounts to little more than a heav
ily armored passenger compartment capable of achieving 
impressive ve loc ity along a stra ight course. 

The Comets trike is Intended to launch from high orbit
often directly from a ship's hangar bay-hurtling direc tly 
tovvard a planet's surface at high speed. Once a cou rs e is 
set and land ing coordinates programmed, an on-board 
compu ter ha ndles any necessary course correctio ns. The 
speed of the descen t prevents enemy nghters from engaging 
the assaul t pod, and even the most sophisticated ground
defense weapons have great difficu lty zerOing in on such a 
small, rapidly movi ng target. Proximi ty sensors activate pow
erful repulsor engines to slow the pod 's descent for a sa fe, if 
impactful. landing. Upon arriva l. a single pu ll of a switch by 
any occupa nt drops twin boa rding ramps on opposite sides 
of the hul l, allowing passengers to swiftly engage the enemy. 
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Pr ice/Rarity, 100,000 cred its IRJ/6 
Customization Hard Points: 2 
Weapons: Forwa rd-mou nted heavy mass driver (Fire Arc 

Forward; Damage 8; Critical 3; Range (Ex treme); Breach 4, 
Slow-Firi ng 1 J. 

Dorsa l turret-mounted medi um laser cannon [F ire Arc All; 
Damage 6; Critical 3: Range (Closell 

Ven t ral turret-mounted heavy repeating blaster- this 
weapon uses personal scale, not planetary sca le (Fire Arc 
Forward; Damage 15; Cri tica l 2; Range (Long]; Auto-fire, 
Pierce 2. Vicious 1). 

The AO-2 receives its primary propulsion from powerfu l 
t ri fold ion turbines protruding from its dorsa l hul l. Once a 
Comets tri.ke's trajecto ry is set. no pilot is necessa ry for the 
init ial descent, and in fa ct, a pilot can make on ly minor 
course adjustments wi th the ventral att it ude thrusters. In 
addition, the AO-2 is equipped with a repulsorlift engine for 
purposes of retrieva l. allowing a pilot to move the pod slowly 
and ponderously to rendezvous with a landing craft or even a 
ship in low orbit. Retractab le pintle -mounted heavy repeat
ing blasters located above each hatch allow passengers to 
lay dovvn covering fire whi le their teammates debark. 

Cygnus Spaceworks designed the original AO-l orb ital 
assa ult pod fo r use by the Grand Army of t he Republic. 
After Repub lic Com mand deemed the vehicle too dangerous 
for use by clone t roopers and Cygn us lost its contract. t he 
compa ny "vas able to sa lvage the program with a handfu l 
of Improved safety features, ma rketing the re sul ting AO-2 
to mercenary companies and several minor warlords on the 
periphery of the Unknown Regions. 

Hull Type/Class: Orbital Assault Pod/AO-2 CometstriAe 
M anufacturer: Cygnus Spaceworks. 
Hyperdrive: None 
Navicomputer : None. 
Sensor Range: Short 
Ship's Complement: One pilo t (optional). 
Encumbrance Capacity: 20 
Passenger Capacity: 1 4. 
Consumables: Two days. 
Price/Rarity: 30,000 cred its/5. 
Customization Hard Points: 1. 
Weapons: Forwa rd and aft pint le-mounted heavy repeating 
blasters- these weapons use personal sca le, not plane tary 
sca le (Fire Arc Forward or Aft; Damage 15; Critica l 2; Range 
(Long]; Auto-fi re, Pierce 2 , Vicious 1 J. 
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Although much lighter than the Y-wing. the 5uncutter 
mounts considerable armament for an interceptor. featuring 
two medium laser cannons and a proton torpedo launcher 
at the vessel's bow. This respectable payload. in combina
tion with the high speed and maneuverabi lity offered by its 
powerful in-line ion turbine position . makes the ARX-T3 an 
ideal craft for dogfighting. The 5uncutter also sports heavier 
armor than many starfighters in its class. giving it an edge in 
stand-up fights. 

Hull Type/Class, Starhghter/ARX-T3 
M anufacturer: Koensayr Manufacturing. 
Hyperdrive: Primary: Class I. Backup: None 
Navicomputer: None-astromech droid socket. 
Sensor Range: Short. 
Ship's Complement: One pilot. one astromech droid. 
Encumbrance Capacity: 5. 
Passenger Capacity: None. 
Consumables: One week. 
Price/Rarity: 110.000 credits/6. 
Customization Hard Points: 1 
Weapons: Forward-mounted medium laser cannons (Fire 
Arc Forward; Damage 6; Critical 3; Range (Closel; linked I). 

Forward-mounted proton torpedo launcher (Fire Arc For
ward; Damage 8; Cntica l 2; Range (Short); Blast 6, Breach 6, 
Guided 2. limited Ammo 3. Slow-Firing 1 J. 

H-22A "D-WING" HEAVY ATTACK BOAT 

Marketed by manufacturer Incom as a heavy attack boat, 
the H-22A is closer to a shuttle than a true starfighter. A 
combination of attack fighter and landing craft, it is designed 
for use in combat environments. To this end. the H-22A is 
heavily armored and shielded, boasting considerably more 
protection than a dedica:ed starfighter. The broad. wide 
wings that give rise to the -D-wing" designation mount tan
dem-firing proton torpedo launch tubes. and dual light laser 
cannons jut from beneath the nose of the craft's extended 
fuselage. providing the pilot with a dedicated weapon. A 
transparisteel blister projects above the middle hull. protect
ing the turret gunner for the craft's twin heavy laser cannons. 
Finally. the gunner sea ted in the transparisteel-enclosed 
turret aft of t he boat provides defenSive fire and deals with 
pursuers. allowing the pilot and fo rward gun ner to focus on a 
primary target or on safe ly delivering passengers. 

The D-wing excels at blasting its way through fierce oppo
Sition in order to deposit a squad of fighters on a surface bat
tlefield or to initiate a boarding action. The cran is a favorite 
of mercenary companies and certain aggressively minded 
adventurers, not to ment ion pirates across the Outer Rim. 

Hull Type/Class: Shuttle!D-wing. 
Manufacturer: Incom Corporation. 
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Hyperdrive: Primary: Class 2. Backup: None. 
Navicomputer: Yes. 
Sensor Range: Short. 
Ship's Complement: One pilot. two gunners. 
Encumbrance Capacity: 120 (without passengers). 
Passenger Capacity: 12. 
Consumables: Two weeks. 
Price/Rarity: 145.000 credits/6. 
Customization Hard Points: 1. 
Weapons: Dorsal turret-mounted twin heavy laser cannons 
(F ire Arc All; Damage 6; Critical 3; Range (Shortl; Linked 1). 

Forwa rd-mou nted light laser cannons (Fire Arc Forwa rd; 
Damage 5; Critica l 3; Range (Closel; li nked 1). 

Wing-mounted proton torpedo launchers (F ire Arc For
wa rd; Damage 8; Critica l 2; Range (Short); Blast 6, Breach 6, 
Guided 2. Limi ted Ammo 6. Linked 1. Slow-Firing 1 J. 

Ventral turret-mounted auto-blasters (Fire Arc Aft. Port. 
and Starboard; Damage 3: Critical 5; Range [Close]; Auto
blaster, Linked 3). 

55-54 LIGHT ASSAULT GUNSHIP 

Botajef Shipyards is a small shipbuilding concern located on 
the Outer Rim world of Botajef. A relative newcomer to the 
galactic shipbui lding industry. its most famous product is the 
hulking AA-9 Coruscant-class freighter. which brought the 
company to prominence during the Clone Wars. Recently. 
the company has branched out and entered the military 
starship market vvi th the release of the 55-54. 

Designed to compete with the likes of the GAT-I 2 Skipray 
and the Firespray-3! -class patrol cra ft. the 55-54 is a sma ll. 
relatively fast vessel bu ilt for short-range patrols and ground 
attack. Vaguely insect-like in profile. 55-545 have a bu lbous. 
well-armored command deck and a hull that tapers from the 
large prow to a high. squared-off stern similar to that of a 
LAAT/c heavy vehicle carrier The ship's engines-a pair of 
powerful Incom HA-980a H/O ion engines-are mounted 
on the ends of short, adjustable spars that extend from the 
ship's sides. The interior of the 55-54 is largely open. with 
room enough for a squad of troops or a handful of passen
gers to ride in rela tive comfort. Standard armament consists 
of four fire -linked laser cannons mounted forward in the 
prow and a twin light laser turret mounted dorsally just aft 
of the engine spars. 

Since its introduction. the 55-54 has gained a small but 
loyal fo llowing among mercenaries and bounty hunters 
Amo ng its users. this ship has a reputation as a si mple. 
reliable. and versa tile vessel lhat can fil l a number of ro les 
remarkab ly well 

Hull Type/Class, Gunship/55-54. 
Manufacturer: Botajef 5hipyards. 
Hyperdrive: Primary: Class 2. Backup: Class 12. 
Navicomputer: Yes. 
Sensor Range: Short. 
Ship's Complement: One pilot, one co-pilot. 
Encumbrance Capacity: 30. 



Passenger Capacity: 6 to 10, depending on current hold 
configuration. 
Consumables: Two weeks. 
Price/Rarity: 110,000 cred its/5. 
Customization Hard Points: 2. 
Weapons: Forward-mounted medium laser cannons (Fire 
Arc Forward; Damage 6: Critical 3; Range [Closel; Linked 3) 

Dorsal t urret-mounted light laser cannons (Fire Arc Aft; 
Damage 5; CritICa l 3; Range [Closel; Linked I) 

TIE/RP "REAPER" ATTACK LANDER 

The TIEJrp -Reaper" attack lander is easi ly recognizable for 
its trademark Sienar solar collectors, while its hull presents a 
marked departure from other craft in the TIE line. Forward 
angled col lec tor pa nels serve the same aerod ynamic func
tion as those on the TIEfsk striker and, in fact, TIE strikers 
often serve as escorts for a Reaper during atmospheric 
insertions. Unl ike the TIElsk, the TIEIrp functions equally 
well in atmosphere and vacuu m. Reapers primarily serve as 
transports for the Empire's elite troops, delivering them into 
the thick of combat, from amphibious planetary landings to 
deep-space boarding actions. Despite the menacing appear
ance of its blade-like solar collectors and coffin-like hull. the 
Reaper li kel y earned its unofficia l mon iker from its assoc ia
tion with the Empire's infamous Death Troopers. 

In accordance with its primary role, the craft sports 
considera bly better defenses than others in the TIE line. 

In addition to having a relatively well-armored hull. the Reap
er is one of the few TIE-series craft equipped with shields 
However, a key defense of the TIEIrp is preventing enemy 
ships from targeting it at all. For th is, t he Reaper is equipped 
with state-of-the-art comm systems specialized in jamming 
enemy communications and flustering targeting computers. 
Stil l , with their relatively light armament, TIE Reapers invari
ably receive escort protection, most often in the fo rm arTIE! 
In space superiority starfighters and TI Elsk strikers 

The TIE Reaper's advanced comm systems and powerful 
scanners are equally effective in relaying orders and moni
toring a battle's progress. allowing it to fulfill a secondary 
functi on as a mobile command bunker. When it is used in 
th is capacity, a Reaper's passenger complement might serve 
as bodygua rds for an officer 

Hull Type/Class: Starfighte,FrlE Senes. 
Manufacturer: Sienar Fleet Systems. 
Hyperdrive: None. 
Navicomputer: None. 
Sensor Range: Medium. 
Ship's Complement: One pilot. one comms operator. 
Encumbrance Capacity: 30. 
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Passenger Capacity: 10. 
ConsumabJes: Two weeks. 
Price/Rarity, J 00.000 credits [R)/6. 
Customization Hard Points: O. 
Weapons: FOlVlard-mounted medium laser cannons (Fire 
Arc Forward; Damage 6; Critical 3; Range [Closel; linked I ). 

ADDITIONAL RULES 

Electronic Countermeasures: The TIE Reaper's sophisti
cated comm systems add DD to checks to spoof missiles or 
jam enemy communications (see page 241 of the FORCE AND 

DESTINY Core Rulebook). In addition, upgrade the difficul ty of 
Computers checks to bypass a TIE Reaper's jamm ing once. 

FREIGHTERS AND 
TRANSPORTS 
Utility vessels are used to move fighters and materiel from 
one battle to another. 

JADTHU·CLASS LANDING SHIP 

Possib ly one of the most heavi ly armored troop carriers 
ever developed, the Jadthv-class landing ship was once the 
premier lander of the Grand Army of the Republic. Devel
oped by Republic Sienar Systems from a licensed Incom 
design , jadthu-c lass landers were first acquired by the GAR 
in the years leading up to the Clone Wars. They were initially 
classed as short-range heavy strategic li ft vessels. The first 
Jadthus delivered to the GAR were equipped with modu lar 
cargo holds and various freight-hand ling systems. Lacking 
hyperdrives and navicomputers, they were relegated to in
system hauling and occasional transatmospheric freight 
delivery. As the Republic geared up fo r its war against the 

ARAKYD INDUSTRIES 
CALTRDp·5 CHAFF 6UN 

The Caltrop-5 by Arakyd Industries is ostensibly 
a physical countermeasures system that uses 

clouds of alloy splinters to spoof sensors. When 
activated, the Caltrop-5 fires a canister that bursts 
after a set distance, creating a massive, glittering 
cloud of durasteel shrapnel that confounds missile 
guidance systems and makes vessels using them 
difficult to target. The chaff cloud also makes a 
frightfully potent anti-ship weapon, as discovered 
by Jadthu-class pilots during the Battle of Haruun 
Kat when fast-moving vulture droid starfighters 
were chewed up by clouds of Caltrop-5 chaff. 

As a physical countermeasures system, the Cal
trop-S upgrades the difficulty of all Gunnery checks 
and checks triggered by the Guided quality made 
using missiles, rockets, or torpedoes targeting the 
starship once. 

In addition, it upgrades the difficulty of Piloting 
checks for other ships within close range once. "® 
on a Piloting check may be spent to inflict a Critical 
Hit on that pilot's ship. 

Separatists, however. GAR brass ordered a number of modi 
fications to turn the big, stu rdy vesse ls into orb ita l dropships 
for the newly deployed clone army. 

In their new role as combat dropships, the Jadthu-class 
landers unde rwent a massi ve combat ret rofit. Their blocky, 
trapezoida l hulls were re inforced to better withstand transat
mospheric operations and then covered in thick starship 
armor that could shrug off even the heaviest weapons. 
Freight-handling systems were removed. and the Jadthu's 
cargo holds were modified to carry a mix of troops, equip
ment, and light vehicles. Power plants and engines were 
upgraded to mil itary spec. wh ich gave the heavy ships a 
blistering straight- line speed, and lhey were equipped wilh 
defensive laser turrets and physical countermeasure sys
tems, such as the Arakyd Industries Caltrop-S Chaff Gun, to 
protect them from enemy fighters and gunboa ts. Al l these 
modifications made for a ship that could enter the hottest 
landing zones, deploy its troops, and retreat safely to orbit 
while under heavy fire. 

After serving for years during the Clone Wars, the Jadthu
class was mothballed by the nascent Imperial Navy in favor 
of more modern Sienar Fleet Systems designs. Before they 
cou ld all be scrapped, ma ny of these vessels found their way 
into unauthorized hands as they were stolen from breaking 
yards or storage docks. Today, the Jadthu-class has found a 
new home delivering troops for the Rebel Alliance as wel l as 
for certa in mercenary and criminal organizations. 

Hull Type/Class: Land ing Ship/Jadthu-class. 
Manufacturer: Republic Sienar Systems. 
Hyperdrive: None. 
Navicomputer: None 
Sensor Range: Short. 
Ship'S Complement: One pilot. one co-pilot, one loadmas
ter. one load master's assistant, one engineer. 
Encumbrance Capacity: 800. 
Passenger Capacity: 60 fu lly armed and combat-ready 
troops and their gear. 
ConsumabJes: Two days. 
Price/Rarity: 200,000 credits/So 
Customization Hard Points: 2 . 
Weapons: One dorsal and one ventral turret-mounted twin 
heavy laser cannon (Fire Arc All; Damage 6; Critical 3; Range 
[Short\; Li nked J). 

LH75 SPECIALTY LIVE·HAUL FREIGHTER 

Designed with a niche purpose in mind, the LH75 Low Orbit 
Specialty Live-Haul Friga te or L.O.S. Live-Haul manufactured 
by Rothara Heavy Engineering was the default choice for 
the transport of massive live cargo by the Republ ic's Depart
ment of Agriculture and Nonsentient Creatures at the time 
the Clone Wars began. At the start of the war, many non
military vessels were pressed into service in support of the 
newly fo rmed Grand Army of the Republic, the LH75 among 
them. Kuat Drive Yards was contracted to complete this task 
for many vessels, including the LH75. The LH75 Live Haul 
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was able to carry and haul the spatial and weight equivalent 
of three fu lly grown bul l rancors with relative ease, even in to 
low orbit. With minimal modification by KDY and the original 
manufacturer {a subsidiary). the LH75 was soon fit to trans
port up to three squads and thei r support vehicles. Unsur
pris ingly, t he LH75 was uniquely su itable among the GAR's 
landing craft for the transport of riding beasts. As the war 
progressed, Clone Troopers operating on a number of worlds 
made use of loca l life for transportation and even combat, 
such as the Blurrg of Ryloth. Some of these ad-hoc cavalry 
units found the mounts so useful, that officers arranged for 
permanent acquisition of the creatures. The LH75 was a 
natural choice fo r deployment of these mou nted units. 

Having never been intended to operate near the front 
lines, the L.Os. Live-Haul was lightly armed and often trav
eled with a protect ive escort near active combat zones. Stil l, 
clone troopers found ways to improvise combat readiness 
out of this lightweight yet massive sh ip. With the massive 
cargo doors open during flight. troopers were able lay down 
small-arms fire by secu ring themselves to the many frei ght 
webbing hook points throughout the cargo bay floor origi
nally intended as tie points for live cargo. 

Due to the limited production run of these sh ips and 
sometimes-reckless usage by clone troopers, the L.O.s. 
Live-Haul is a rare find today. Owing to its mammoth power 
intake, the occasional intact ship is more commonly used 
as a storage facility on Outer Rim planets. Fewer still have 
found their way into the hands of smugglers wishing to trans
port massive live game for wealthy customers. 

Hull Type/Class: Freighter/LH75. 
Manufacturer: Rothana Heavy Engineering. 
Hyperdrive: Primary: Class 3, Backup: Class 15. 
Navicomputer: Yes. 
Sensor Range: Medium. 
Ship's Complement: One pilot , one co-pilot. one loadmas
ter, three load master's assistants, five live cargo tenders, 
one engineer. 
Encumbrance Capacity: 1,000. 
Passenger Capacity: 90. 
Consumables: Three months. 
Price/Rarity: 126,000 credits/5. 
Customization Hard Points: 3 
Weapons: One ventra l turret·mounted tw in medium laser 
cannon {Fi re Arc All; Damage 6: Critica l 3: Range [Closej; 
Linked 1) 

CAPITAL SHIPS 
Warriors typically have little use for capital ships in thei r day
to-day lives. However, those who form part of an organized 
military are commonly carried aboard and deployed from 
various sub-capital and capital vesse ls. 

BRAHA'TOK·CLASS GUNSHIP 

Straddling the line between corvette and gunboat, the 
8raho'tok-c lass gunship is a recent addition to the Rebel 
Alliance's fleet. Smaller than a Corell ian Engineering Corpo
ration CR90 corvette, these vessels were designed by the 
Dorneans as dedicated anti-starfighter platforms. When 
Dornea joined the Rebel Alliance in the wake of the Battle 
of Yavin , they brought a number of these potent litt le sh ips 
with them, and they have made qui te an impression on Alli
ance Navy brass. Typically deployed in pairs, Braho'tok-class 
ships are an absolute terror to small craft and can even pres
ent a danger to sma ller capital sh ips. They can easily handle 
large swarms of TIE-series fighters, and the Imperial Navy 
has come to grudgingly respect their capabilities. 

Braho'tok·class ships are na rrow, st rangely proportioned 
vessels with a passing resemblance to the CR90 corvette. 
Extremely heavi ly armed for vessels of their size. they have 
a standard loadout that is a mix of concussion missiles, pro
ton torpedoes, and accurate quad laser ca nnons. They also 
mount a pair of twin light turbolasers for anti-ship combat, 
although given their light armor and relatively poor handling, 
they are not cut out for extended firefights with large ves
sels. While their armor protection leaves much to be desired, 
their hulls are extremely durable, and they are fitted with 
powerful, quick-cycling shield generators to protect them 
from rapid-fire sta rfighter wea pons. 

Hull Type/Class: CorvetteIBroha'tok. 
Manufacturer: Dornean Braha'ket Fleetworks Conglomerate. 
Hyperdrive: Primary: Class 3, Backup: Class 15. 
Navicomputer: Yes. 
Sensor Range: Long 
Ship 's Complement: 70 officers and enlisted crew. 
Starfighter Complement: 2 mounted to ventra l hull. 
Encumbrance Capacity: 300. 
Passenger Capacity: 15. 
Consumables: Eight months. 
Price/Rarity: 1.400.000 cred its (R)/6. 
Customization Hard Points: 3. 
Weapons: Two fo rward-mounted proton torpedo launchers 
[Fire Arc Forward; Damage 8; Critical 2; Range [Shortl : Blast 
6, Breach 6, Guided 2, Limited Ammo 3, Slow-Firing 1 J. 

Four forward-mounted co ncussion missile launchers (Fi re 
Arc Forward: Damage 6; Critical 3; Range [Short]; Blast 4, 
Breach 4, Guided 3, Limited Ammo 3, Slow-Firing 1]. 

One port and one starboard twin light turbolaser (Fire Arc 
Forward: Damage 9; Criti ca l 3: Range [Medium) : Breach 2, 
linked 1, Slow-Firing I ). 

Four dorsal and four ventral turret-mounted quad laser 
cannons (Fire Arc All; Damage 5: Critical 3; Range [Close]; 
Accurate I . Linked 3) 
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LIGHTSABER FORMS 

For thousands of years, the Jed i Order recognized a num
ber of lightsaber forms. These d istinct fight ing styles each 

favored specific approaches and util ized particular tech
niques, The forms evolved naturally in response to t he t hreats 
and challenges facing the Jedi, eventually becoming cod ifi ed 
as they passed through the generations_ The development 
of fo rms was inevitab le. and forma lly organizing and defining 
these disciplines advanced both the study and teaching of 
lightsaber combat 

vVarriors constan tly seek to impose order on t he chaos of 
vio lence and conflict. and estab lishing te rm ino logy and cat
egories is part of a na tural attempt to do so. Jedi formaliza
t ion of lightsaber combat did not stop innovation . Instead, it 
ensu re d tha t deviations from the techn iques establ ished by 
prior generations were made with intent ion and awareness. 
Neverthe less, some Jedi Masters did worry t hat overly rigid 
adherence to t he seven fo rms wou ld promote a dangerous 
degree of stagnat ion among Jedi of all leve ls. 

Forms are pa rt icu larl y usefu l for t raining purposes, not 
on ly for younglings and Padawans, but throughout a Jed i's 
life. This system of class ificati on foste rs academic discussion 
and all ows Jedi to better impart their earned knowledge and 
experi ence to others. For young Jedi, t he adoption of a par
t icular form as a specia lty was a ve ry conscious and very 
serious choice. Be fore making such a decision, Jed i would 
train in the first six forms. In the fi na l centuries of t he order, 
to practice Form VI I was fo rb idden to most JedL Ult imate ly, 
even Jedi who chose to spec ialize in a single form imple
mented maneuvers and techn iques from others, adopting a 
persona l, unique approach 

Even after thousands of years of re finement t he light
saber forms reta ined some ma lleability. It was rare for Jed; 
not to ta ilor t heir own fighting sty le, parti cularly in the case 
of Warriors and others who focused on lightsaber combat 
Even in the last days of the Jedi Order, variati ons of estab
lished fo rms cont inued to gain offi cial recognit ion by t he 
counc il , as in the case of t he Vaapad variation of Form VII, 
developed by Mace Windu. 

Of course, with the Jed i Order now in ru ins. t hose who 
would follow its teachings must make do wi th the ir own inge
nuity and whatever scraps of information they can obta in 
This often resul ts in patch work fighting sty les_ Force sens i
tives who seek to cla im the inheritance of the Jed i might well 
not know of the d istinct ions between t he forms, or even the ir 
very names and existence. Still , t hrough b its o f knowledge 
or even t he will of t he Force, these individ uals migh t fi nd 
themse lves practic ing the same techniques as innumerable 
generat ions of Jedi d id before them 

As wi th all information regarding the Jedi, knowledge of 
the various lighlsaber fo rms is difficult to come by during 
the reign of t he Galactic Empire. Countless valuable records 
vve re destroyed or lost during the Great Jedi Purge, and the 
Imperial Securi ty Bureau, InqUisitor ius, and other Imperia l 
agencies harshly suppress all such informat ion. M ost sen
t ients' knowledge of the Jedi comes on ly from legends and 
myt hs; a ra re few have had chance encounters with t hose 
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vv ho hved through the Clone Wars. Such academ ic d ist inc
t ions as t he d ifferen ce between a Djem So high parry and 
the hard block of Sh ii-Cho's second ve loci ty are meaningless 
to all but a handful of sentien ts in the entire ga laxy 

The fo rms went through many changes throughout the 
Jedi Order's history. A lthough the fi nal Jedi Counci l recog
nized seven rorms, some records stated that as many as 
nine had existed at some t ime in the past Whether th is 
discrepancy is due to the com binat ion of simi lar forms, loss 
of knowledge, or intentiona l concea lment or destruc t ion of 
in format ion is not cl ear. It is ce rtain t hat additional schools 
of thought and fighting disci plines appeared throughout the 
millenn ia, but mos l such experiments never reached recog
nit ion as a proper form in the eyes of t he Jedi Counci l 

The seven form s do not by any means present an exhaus
t ive look at the possibil ities of lightsaber combat They 
showcase the most effective methods wi thin the contex t of 
the Jedi's philosophy and purpose as keepers of peace and 
justice. The Sith were known to employ variations of the Jedi 
fo rm s, but they also practiced their own disc ipl ines, unfet
tered by the moral constra ints of t he Jedi . The Sith had no 
compunctions abou t wielding a Ilghtsaber in anger or exp lor
ing the many ways in which the weapon might in fl ict pai n 
on a foe. It is possible that other Force t ra d itions developed 
their own approaches to lightsa ber combat, which are now 
lost to history. 

FORMS IN FORCE 
AND DESTINY 
In FORCE AND DESTINY, each of t he six careers has a special 
izat ion that concentrates on one ot the first six of the seven 
ligh tsaber forms. That spec ia lization 's ta lent tree includes 
talents su ited to the comba t techniques of the associated 
fo rm . A character who acqu ires and uses these ta lents in 
combat has adopted a fighting style t ha t is mechan ical ly 
Similar to t he form. Talents for the Sh ii-Cho Knight spec ial
ization steer a character toward engaging mult iple foes wi th 
d irect attacks, for instance. Characters wit h the Makashi 
Duelist specia lization exce l in one-an-one comba t agains t a 
ligh tsaber-wielding foe, and so on. 

Th is leaves one form, Form VI I, unaccou nted fo r. Th is is 
entire ly intentiona l, as Form VI I is uniquely challenging fo r 
any practitioner. Even at the height o f the Jedi Order, Juyo 
and its varian t. Vaapad, were almost unheard of. At any giv
en po int in history, only a ha ndful of Jedi, at most , practiced 
th is form. The dangers of Form VII can lure even a Jedi Mas
ter peri lousl y close to the dark side; it is certa inly less sui ted 
to most FORCE AND DESTINY Player Characters t han the other 
form s. Nevertheless, the Juyo Berserke r specializat ion (see 
page 26) opens Form VII, t he Feroci ty Form , as an option 
fo r PCs. Adopti ng this spec ialization could represent the dis
covery of forb idden and forgotten knowledge, or it cou ld just 
as read ily re fle ct an untutored character's natura l harnessing 
of personal rage in battle 



From a player's perspective, the specializations na med for 
one of the traditiona l Jed i lightsaber forms offer a conve
nient way to represent a character's fi ghting style in terms 
of tha t fo rm. They do not necessa rily represent a conscious 
engagement in learning the style the same way the Jedi did; 
they might just as read ily represent a character's persona l 
approach to combat, one that sha res important featu res 
with Jed i trad ition. Hovvever, they certainly can represent a 
literal pract ice if the character discovers a mentor, holocron, 
or other source of knovvledge, or is one of the rare few survi 
vors of lhe Great Jed i Purge, with fi rsthand experience. 

One way players ca n individualize their characters is by 
taki ng spec ializa tions beyond their initia l one. Add itional 
specia liza tions can come from mulliple ca reers. This allows 
a PC to gain access to ta lent trees for mu lt iple lightsaber 
forms, regard less of starting careeL Again, this cou ld rep
resent either a purposeful advancement in the ways of the 
Jedi or a natural progression in fighting style in respo nse to 
persona l experiences. In both cases. the character could be 
considered to be developing a new, un ique fo rm. 

THE SEVEN FORMS 
At the t ime of its destruction, the Jedi Order offic ia lly rec
ognized seven lightsaber fo rms. In t ruth, there were as many 
approaches to lightsaber combat as there were Jed i, for no 
two Knights applied a given fo rm in quite the same way. 
Upon maste ring a form, a Jedi wou ld almost immediately 
begin to apply a persona l touch, differentiat ing from other 
practitioners of the fo rm. In fac t, there was enough variation 
be tween practitioners that an expert could often identify a 
Jedi's prima ry tutor or master by that Jedi's fighting style. 

FORM I: SHU-CHO 

Form I-knmvn as Shii-Cho, the Determination Form, and 
somet imes the Way of the Sarlacc- was the most ancient 
ligh tsa ber form still in use at the time of the Jedi's fa ll. In 
fact , it was the first form created, cod ifying standard iight
saber techniques in the early centu ries of the Jedi Order. 
Compa red with the forms developed later, Shii -Cho is direct , 
even simpl ist ic. The ph ilosophy and techn iques of th is basic 
and traditional approach remain effective, however, and it is 
undeniably potent in the hands of a master. 

The origins of Shii-Cho are murky, an unavoidable conse
quence of the nearly inconceiva ble amou nt of time that has 
passed since its inception. Whi le it is possible that what 
wou ld become Sh ii -Cho was original ly seen as the only 
effect ive or proper way to wie ld a lightsaber, it is also 
possible that it was but one of several discipl ines 
then in use, the one that ult imately would win out in 
popu lari ty and efficacy. It is likely that Shi i-Cho rep
resents the synthesis of several styles of lightsaber 
combat that arose concurrently. Regardless, Shi i
Cho as it was known in the last days of the Jedi 
Order was established as a distinct style with in 
the first mi llenniu m of the Jedi's existence. 

The early Jedi, and perhaps even thei r pre
cursors, adapted the fighting style that would 
become Shii-Cho from existing swordplay 

FORM ZERO 

many Jedi were proponents of what was called 
"Form Zero." This was not in fact a true form 

of lightsaber combat, but rather the belief that a 
Jedi's most important martial skill was the judge
ment to draw a lightsaber only when truly neces
sary. In naming this principle "Form Zero," the Jedi 
Masters who propagated the belief highlighted the 
importance of this concept as a foundation for all 
lightsaber technique. The Jedi were always keepers 
of the peace. For most Jedi, all forms of violence, 
including the use of a lightsaber, were only means 
to this end. Th is concept has been particularly 
important for Warriors, for whom additional com
bat expertise can mean further temptation to settle 
matters via lightsaber blade even when other solu
tions remain possible. To those who practice Form 
Zero, this is poor technique at best, and moral 
weakness at worst. In the most extreme applica
tion of Form Zero, violence is truly a last resort. 

techniques_ These trad itional maneuvers primarily focused 
on direct blows intended to kill or mai m, and their resu lts 
were amplified by the unprecedented efficacy of the light
saber. As the early Jedi saw the sp iritual dangers inherent in 
such aggress ive techn iques and dead ly intent, they attempt
ed to ba lance thei r nascent lightsaber com bat style with an 
increased focus on disarmi ng the foe. Of course, it proved 
quite easy to disarm most opponents, since few weapf.lns-if 
any-could resist a ligh tsaber strike. 

In fact, lightsaber-wield ing Jedi were at such an advan, 
tage against foes armed with traditional melee weapons that 
Shi i-Cho developed alongside a philosophy advocating the 
defeat of a foe withou t inflicting serious injury as the highest 
form of victory. This concept, so integr?l to Shii-Cho, became 
almost inseparable from the ov.erall POiJosophyof the Jedl 
and their purpose as pea~keep~ rs . 

(, 





FORM II : MAKASHI 

The second lightsaber form, known as Makashi, arose in 
d irect response to the appea rance of enemies who them
se lves wie lded lightsabers- the Si th. The techniques of Shi i

( ho, derived from trad it iona l blade-to-blade comba t , did not 
account fo r the uniq ue qua lities of a lightsaber p itted against 
another lightsabe r. In part icu lar, a lightsaber beam's omnidi
rect ional "edge" and lack of mass opened up new avenues 
of attack that the parri es and ot her defens ive maneuvers of 
Shi i-Cho simply could not counter. Form II takes fu ll advan
tage of these sa me traits from a defensive standpoint. Once 
establ ished, it remained the standard for lightsaber duelists 
until the end of t he Jed i Order. 

Prior to the emergence of t he Sith, the Jed i had never 
faced adversaries on truly eq ua l te rm s, These new foes were 
t he cou nterparts of the Jedi in every way, from t heir use of 
lightsabers to their mastery of t he Force. In fact, the first Sith 
were fallen Jed i who possessed int imate knowledge of all t he 
Jedi 's vvays, includ ing the techniques of Shii -Cho. Bo th sides 
of the con f li ct that would come to be known as t he Hundred
Year Darkness swiftly found the ir ex isting techniques insuf
fi cient for de fending against lightsaber-wie ld ing opponents. 
The earl y duels between Jed i and Sith were often quite brief, 
and the casual ty rate early in the war was appallingly high 

The Jedi and Sith sought every advantage in the struggle, 
wh ich soon led combaLants on both sides to experiment wi t h 
the use of a second Ilghtsaber. The techn iques of Shii-Cho 
were enti re ly unsuited to wield ing two ligh tsabers, and Jed l 
had previously fough t exc lusively wi t h a single blade. Even as 
the Makashi form began to take shape, duelists found wie ld
ing dual lightsabers avvkward and impract ical for the precise 
movements needed, This led to the development of t he fi rst 
shotos, which some early practit ioners of Makashi wielded 
as off-hand weapons, a pract ice tha t endured throughout 
the age of the Republic. 

Even on a ba tt lefield where dozens of Jedi and Sit h 
clashed , most warriors focused on a single foe at a time 
These ligh tsaber duels arose organically as comba tants 
sough t to engage one another on equal terms as much as 
poss ible, or else were swift ly overwhe lmed. The preva lence 
of duels was yet anot her un ique element of th is unprec
edented co nfli ct, and t he lessons the Jedi learned defi ned 
Form II. Unlike Sh ii-Cho, wh ich prepared warriors to face 
superior numbers, Makashi focused primari ly on comba t 
with a single foe, and its defensive maneuvers reflect th is. Of 
course, a duelist st ili might be ca lled upon to face numerous 
foes, and so must also pract ice other techn iques. 

For many Jedi , Makash i represented t he most refi ned and 
elega nt fo rm of lightsaber combat. In cont rast to the broad 
sweeps of Shi i-Cho, Form II requ ires unerring prec ision in 
every movement. This is a re lic of the form's origins, when 
the stakes cou ld not be higher and a single misstep cou ld 
mean a sudden death at the blade of a lightsaber. Conse
quent ly, Ma kash i places a high focus on techn iques to avoid 
being disarmed , while d isarmi ng one's opponent in t urn 

MAKASHIIN PRACTICE 

Form II presents a graceful, even ba llet ic approach to wield
ing a lightsaber. For many observers of Makashi, even Jedi in 
trai ning, this elegance was t he defi ning feature of Makashi, 
eve n more so than the form's effectiveness. This may reflect 
t he Importance many Makashi pract it ioners place on the 
psychological and interpersonal aspects of a duel. 

Unlike other fo rm s o f ba tt le, a duel represents a highly 
personal. almost int imate interaction. Achieving an under
standing o f one's opponen t is key, as is conceal ing one's 
own intent ions. For a master of Form II , project ing the right 
appearance and att itude can be as vi tal as any feint of t he 
blade, Consequently, of all the form s, Makashi most assumes 
and encoura ges persona lization on the part of the practitio
ner, fo r on ly wit h a unique flair and style can a duelist master 
thei r opponents' perception. 

As pa rt o f this ba ttle of personal it ies. Form [I duelists care
full y bu t continuously probe an opponent's defenses- both 
mental and physical-testing fo r the open ing in wh ich to 
del ive r a potentially fi nal blow, This approach stands in con 
trast to the barrage of powerfu l blows t ha t is a ha llmark of 
Sh ii-Cho. In another depart ure from the first lightsaber fo rm, 
Makash i emphasizes retreat as much as adva nce; pract itio
ners continuous ly close wi th and withdraw from an oppo
nen t in response to the intensi ty of the foe 's offense. 

FORM III : SORESU 

Form III, or Soresu. developed in response to the growing 
preva lence of blasters t hroughou t t he galaxy. The necess ity 
of an entirely new form to fil l this niche stemmed from the 
rela t ive ineffectiveness of Shii-Cho techniques in cou ntering 
blaster fi re- developed as t hey were from entirely melee
based techn iques- and fro m Makashi 's complete lack of 
sUitab le techniques. 

Central to Soresu tech niques was a lightsaber blade's ab il
ity to deflect blaster bo lts and even- with extensive prac
t ice- to reflect them back at attackers. This latter possibility 
was one of the major brea kthroughs in lightsaber combat 
in t he era of blaster supremacy, and it was a key approach 
to damaging opponents while employi ng Form III. However, 
deflect ing blaste r bo lts is on ly one tool in the defensive arse
nal of a Soresu pract itioner, 'Nho t rains to block and parry 
light saber str ikes , vvithstand nu merous opponents, and 
above all mainta in a calm focus that allows an appropria te 
defenSive response to any threat. 

In every aspect of combat- and in cont rast to Form l's 
sweeping mot ions-Form II I uti li zes t igh t , control led move
ments and a stri ct economy of act ion. This is key to t he tota l 
defense of Soresu, as even t he sl ightest extraneous motion 
risks leaving an opening for a blaster bo lt, vibroblade. or 
lightsaber to slip through. This caut ion applies not only to 
Soresu fighters' lightsaber movements, but to t heir entire 
body. Form III stances presen t a min imal ta rget to assai l
an ts, not only limiting the opponent's avenues of attack, but 
reducing t he area the Soresu pract itioner must defend with 
lightsaber parries and blocks. 

This strategy is representa tive of Soresu's thoughtful, 
even intellectua l approach to al l aspects of battle. Although 
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proper employment of Soresu depends upon the practitio
ner's raw agil ity and speed, this is secondary to mental acu
ity. The form's emphasis on effic ient and tight ly control led 
motions somewhat re laxes the physica l requirements. Fur
ther, the form emphasizes not only moment- to-moment 
tactics but also a larger strategic approach to combat. War
riors using Form 111 take a broade r view of battle, adapting 
as necessary to incom ing attacks. The Soresu practitioner 
carefu lly cons iders each attack as well as the overal l pat
tern, a purely defensive strategy that scales with nearly any 
number of enemies 

Although it was ini t ia lly developed pri marily to address the 
issue of blaster fire, Form 111 took on greater significance as a 
fo rm focused almost en t irely on defending against attacks of 
any nature. Form I's emphasis on offense left the defensive 
uses of the lightsaber in need of further exploration, whi le 
Form II's protective techniques quickly lost effectiveness 
against numerical ly superior foes- especially if they were 
armed with blasters. Sore su may have originated to address 
the th rea t of blasters, bu t even once deflection techniques 
were mcorporated in to future forms, Form III remained a via 
ble and worthy focus for Jedi tha nks to its exhaustive focus 
on defensive techniq ues for all situations. 

SORESU IN PRACTICE 

Soresu's dist inction as the Resilience Form is well earned, 
for its effective use depends on outlasting one's opponents. 
To properly employ the fo rm, one must focus entire ly on 
defense, comm itting all mental resources to examine every 
move the enemy ma kes. In this manner, the Soresu master 
prepa res to take full adva ntage of the enemy's mos t exploit
able opening, wh ich most often comes about as a result of 
physical exhaustion or mental frustrat ion. Fortunately, the 
economical mot ions Form II I employs help to ensure prac
ti t ioners do not succumb to fatigue before the ir opponents. 

Similarly, Soresu prizes calm and tra nqui lity in the prac
tit ioner, a control and minimization of menta l and emo
t ional variance as precise and complete as that of physical 
motion. Whi le opponents grow increasingly frustrated with 
their inabili ty to penetra te the Form III fighter's defen ses, the 
Soresu practit ioner ca lmly wa its for a pri me opportu ni ty to 
strike. That this emphaSIS on the suppression of emotion so 
resembles the larger Jedi philosophy likely speaks to Form 
1I ['s enduring popularity even after the advent of latter forms. 

FORM IV: ATARU 

The fourth lightsaber fo rm, Ataru, originated some cen turies 
after Form III. In many ways the inverse of Soresu, Form IV 
focuses almost exclusively on offense. Its practit ioners seek 
to end a fight as quickly as possible rather tha n outlast 
the foe. At the time of Form IV's development, Jedi under
standing and mastery of the Force had grown Significantly 
si nce the early days of Shii-Cho . Compared to that form , 
Ataru placed greater emphasis on the use of the Force to 
enhance movement in al l aspects of combat. However, Form 
IV's defining features are its focus on all-out offense and on 
speed and agi lity. 

Whereas Form I depends on a continuous series of stri kes 
to eventually fo rce an open ing, ~taru seeks to end a figh t 
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swiftly by rapidly overpowering the foe with a flurry of blows 
Dubbed the Aggress ion Form for its reliance on offensive 
techn iques, Form IV util izes a highly acrobatiC style. Prac
titioners employ leaps and somersaults to attack an enemy 
from many unexpected directions. Ataru requires consider
able open space for best effect, as the practi tioner needs 
adequate room to move in all direct ions. Wi th the enhance
ment the Force offers, an Ataru fighter can obtai n consider
able height with each jumping strike and can cover distances 
wi th preternatural speed. 

The many acrobatic techniques of Ataru utilize the Force 
in a more obvious way than do other forms. Al though all Jedi 
drew on the Force in their mastery of lightsaber combat, 
Form IV featu res many movements that are clearly im pos
sible without using the Force, even for the most athlet ica ll y 
accompl ished sentients. An Ataru master moves with light
ni ng speed , delivering a barrage of ligh tsaber strikes too fast 
for the unaided eye to follow. It is the Aggression Form that 
gave rise to ga laxy-spanning legends of the supernatura l 
powers of the Jed i. 

Despite its focus on attack, Ataru does incorporate some 
of the lessons of Form III. St ill , Form IV uses defensive move
ments only minimally. The focus is always on attack. Parries, 
blocks, and other defensive techniques serve only to protect 
the warrior long enough to close with the Fo e and del iver a 
flurry of Force-enhanced strikes. 

In overcom ing the offensive limitations of Soresu, Form IV 
admits equa lly sign ifican t defensive lim ita tions. When fa cing 
numerous opponents or those with blasters. an Ataru practi
tioner has little cho ice but to use techniq ues from Soresu or 
another form in order to successfully defend aga inst mult ip le 
attackers or deflect fire. Without doing so, even the most 
skil led Form IV experts can scarcely hope to defeat al l foes 
before a blast or blade penet rates thei r meager defenses. 

ATARU IN PRACTICE 

If Soresu is the ca lm at the center of the storm of battle, Ata 
ru is the gale and the lightning. Warriors employing Form IV 
are a blur of motion and flash ing lightsa ber strikes, unleash
ing an irresist ible assault against the foe. Although the form 
has its limitations, it is undeniably effective, part icularly 
against foes unprepared for such an onslaught. Of all light
saber forms, none can so rel iably secure victory so swiftly 

The wh irlwind of attacks that Form IV comprises is not 
easily achieved, even by the greatest warriors. The form is 
incred ibly demanding physica lly, and prolonged applicat ion 
can exhaust any practit ioner. Wh ile the Force can coun
te ract the effects of physica l exert ion, uSing it to en hance 
one's attacks is drai ning in its own way. This is why Ataru 
users must secure victory swift ly. Many maste rs of the form 
be lieved that all battles have a tipping point by wh ich an 
Ataru practi tioner must secure victory or accept defeat. 

Form IV places speed above power, another deviation 
from Form I. This evo lut ion is not su rprising, as the very 
nature of lightsabers is such that the user's raw strength 
does not hold the importance it does with trad itional blades 
of metal. Nonetheless, momentum IS vital to effec tive Ataru 
technique, and masters of the form use the Force to enhance 
thei r blows and better overcome enemy defenses. 



Altho ugh practi tioners of Form IV fight aggressive ly, this is 
not to say they fight with anger Like practitioners of a i l l i gh t~ 

saber forms- with the very notable exception of Juyo- Ata 
ru users strive always to fight without emotion, as is the Jedi 
way, To al low emotion in during the heat of battle is danger
ous; in a dead ly situation, emot ions quickly become strained 
and intense, and even a moment of anger can quickly lead 
to the da rk side. 

FORM V: 5HIEN AND DJEM 50 

Form V .,.\,as developed by practitioners of Form III who saw 
the need for better offensive capabilities. These Jedi valued 
Soresu's defen sive techn iques but sought a form that bet
ter incorporated attacks. Wh ile Form IV went in an entirely 
opposed direction , focusing almost exc lusive ly on offense, 
Shien practi tioners tempered Form Il l's potent defensive 
maneuvers with an increased emphasis on attack. 

In the eyes of some Jedi, Form III wasted time and energy 
by focus ing exc lus ive ly on defense and simply waiting for an 
opportunity to attack. Form V maintains many of the defen
sive techn iques of Soresu but instead actively seeks to cre
ate an openi ng to attack. The form achieves this primarily 
by turn ing opponents' attacks back against them , whe ther 
by literal ly reflecting a blaster bol t back at the shooter or 
fo llowing up a parry with a powerfu l counterattack 

Form V's Sh ien variant was the firs t to appear. Shien 
contin ued down Soresu's path in seeking an effect ive com
bat sty le in light of the cont inued prominence of blasters 
throughout the galaxy. Shien's primary focus in this rega rd 
was the use of a lightsaber to not only stop blaster bolts, 
but reflect them back at the very enemies firing them, t rans
formi ng the enemy's blaster into a weapon of the Jedi . This 
technique proved so successfu l and effective that virtually 
al l Jedi incorporated it into their repertoires, regardless of 
their favo red form. 

The Djem So varian t of Form V developed some centuries 
later to address the inadequacies of the fo rm fo r combating 
opponents in melee. Djem So emphasizes defense against 
melee attacks, particularly by foes wielding lightsabers. 
The principles and approach, however, are largely the same 
as Shien, and the maneuvers and techniques that do vary 
are not adequately different to mark Djem So as a dist inct 
form. Most practit ioners of Form V practice both Shien and 
Djem So techniques to rema in prepared for any type of foe, 
thought they might favor one over the other. 

Form V is a flui d style. Practitioners must always be ready 
to spring to the attack from a defensive position and to 
return to protection when momentum runs low. While 
Shii-Cho and Ataru force the si tuation and Soresu walt~ 
pa tiently for an opportunity, Shien and Djem So seek 
to control the momentum of battle. cleverly using 
whatever circumstances ari se to the ir advantage. 

5HIEN AND DJEM 50 IN PRACTICE 

Form V is a physica lly demanding style, call ing on the 
user to quickly tra nsition from a dedicated defenSive 
stance to an al l-out attack. Key to Shien's success 
is attacking without warning, when the foe does not 
expect it Both strength and speed are requirep to; 

immed iately follow up a block or parry with a powerful series 
of strikes before enemies can prepare thei r own defense 

Form V contains a number of maneuvers fo r clos ing with a 
blaster-wielding opponent. However, it lacks the mobi lity of 
Ata ru . Once locked in melee, a Djem So flghter moves li tt le 
except fo r what footwork is req uired to press the assault 
aga inst a foe. Likewise, shielding oneself from the blaster fire 
of nume rous opponents greatly li mits one's mobil ity. 

Shien practit ioners somet imes used a distinctive reverse 
grip considered an tiquated by the time of the Clone Wars 
Advocates of the techn ique believed that th is grip al lowed 
a warrior to leverage power. Others argued tha t it was less 
effect ive for defensive maneuvers, marking the approach as 
qui te controversia l among Form V masters. 

FORM VI: NIMAN 

The sixth fo rm of lightsaber combat was the last to obtain 
widespread acceptance in the Jedi Order. In the centuries 
fo llowing its development , Niman largely eclipsed the other 
forms in popularity, in many ways becoming the new stan
dard for the Jedi. To many Jedi, Niman was the result of the 
natural progression of lightsaber combat. Further, in a time 
of relative peace, some Jedi perceived the other lightsaber 
fo rms as outdated. 

In many ways. Niman represents the synthesis of previous 
forms. By balanci ng the various qualities and approaches of 
Forms I th rough V, Form VI avoids many of the weaknesses 
inherent in those forms. However, it also fai ls to achieve their 
full strengths, wh ich led some Jedi Masters to malign it as a 
diluted fo rm. 

Form VI emphasizes balance and harmony. In some ways, 
Niman is not as potent- at least in the sense of deadly-as 
other lightsaber forms, and this was quite in tentional en the 
part of its developers. The Jedi who contributed to Niman's 
development sought to master a style of lightsaber combat 
that could achieve victory without dominating the oppo~ 
nent. They wan ted to defend themselves anp. eve;)" 'dellver 
justice without the temptation of power, ' 
For these Jedi, Form IV's 
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approac h, with its rel iance on swift ly overpowe ring an oppo
nent , was too aggressive. In spi te or these moral concerns, 
it is also likely that these Jedi simply wan ted an effective 
combat sty le t hat did not require the intense physical train
ing of Forms IV and V. 

Overa ll, Niman is less demand ing physically t han t he oth
er forms, thanks in pa rt to its increased focus on the appl i
cation of Force powers over bladework. For this reason, it 
was an attrac t ive opt ion fo r Jedi who wished to comm it their 
energies to stud ies of areas o llts ide of t he martia l. Of cou rse, 
this is not to sa y t hat Form VI is ineffective However, to com
pete wit h more ded ica ted ligh tsaber forms. a Niman practi
t ioner must exercise greater use of Force powers beyond t he 
enhancemen t t hat is common to al l combat sty les 

Form VI ma kes extensive use of the Force to hinder or 
manipulate opponen ts' movement These techniques can 
draw opponen ts within range for a lightsaber strike, push 
t hem away as a defensive measu re, or even bind them in 
place. Some more martially incl ined Jedi saw this approach 
as a poor substi tute for b lade expert ise, bu t Niman proved 
both highly effective and popular. By the t ime of t he Clone 
Wars, Nima n was the most commonly practiced lightsaber 
fo rm . To some warriors of more trad itional incli nations, t rli s 
was a sign of dangerous complacency. 

NIMAN IN PRACTICE 

In ba ttle, Niman more closely resembles Form III or Form V 
than the more aggressive forms. Its approach is careful ly ba l· 
anced bu t tends to favor defense. This reflects its origins and 
exp lains its popularity among Jedi whose primary interests 
lie outside the mart ial pursui ts. Howeve r, Niman is as d ist inc
t ive as any other ligh tsaber fo rm, and any Jed i- or anyone 
t horough ly educated in the trad it ions of the Jedi - can rec
ognize it immediately. 

With its extens ive integration of Force powers, Nima n is 
the least physica l of lightsaber fo rms, and in fact is quite 
unique among all marti al arts tradi t ions in the galaxy's his
tory. For a Niman pract itioner, strength of wil l is at least as 
important as physica l agility and power. A fighte r us ing Form 
VI must possess not only suHicient mastery of t he Force to 
maneuver an opponent abo ut t he batt lefield, but also t he 
menta l discip line to resist rely ing ove rl y on physica l stri kes. 

FORM VII: JUYO 

Al though Juyo is designated Form VI I, its development began 
mil lennia before its forma lization. In fact, Juyo likely ongi
nated in techniques rejected fro m Shii-Cho in t he ear li es t 
days of t he Jed i Orde r- techniques considered too aggres
sive and dangerous. In t he long centur ies fo llowing, the tech
niques tha t would come to constitu te Juyo were sometimes 
practiced open ly, sometimes in secret. Event ua lly, the Feroc
ity Form gained recogn ition by t he Jed i Cou ncil, on ly to be 
banned less than a century late r. 

Juyo is an intense ly aggress ive form, even more so t han 
Form IV. Wha t tru ly d ifferen t iates it from othe r lightsaber 
fo rms is the emotional state it fos ters, and even requi res 
Form VI I is known as t he Ferocity Form with good reason; 
not only does Juyo uti lize a high ly aggress ive offense, but it 
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req uires the pract itioner to act ively draw upon thei r anger 
and negative emotions to fuel the re lentless assault. 

Unsurprisingly, Form VII was controversia l from its incep
tion, and many saw its practice as a fundamental viola t ion 
of t he Jedi Code's strictures against passion and chaos. It is 
like ly t hat the Jedi Council recognized the form onl y because 
of the desperate na ture of the t ime in wh ich it arose, duri ng 
a resurgence of l he Sith approxima tely four t housand years 
before the Clone Wa rs. For decades, Juyo saw significant 
use among both the Jedi and their ancient enemies as the 
two orders of Fo rce users battled. Yet, by the end of this 
great yvar aga inst t he Si th, many Jed i who pract iced Form 
VII had fallen to t he dark side or come peri lously close. In 
the aftermat h of the conflict. with the reckoning clear, the 
Jed i CounCi l forbade the study of Juyo. Over the following 
mil lennia, t his proh ibi t ion gradua lly relaxed to an extent, but 
Form VII wou ld never again be practiced by Jed i save those 
who received express permission from the cou ncil-or who 
defied the council"s wi ll. 

To mainta in t he onslaught of Form Vii without exhausting 
onese lf, giv ing the enemy an opening. or sacrifi ci ng accu
racy, a practit ioner must channel the Force wit h every move 
ment and str ike. Thi s focus is a large part of what makes 
Juyo so dangerous to the enemy, bu t it also poses a da n
ger to the vva rrior. Beca use Form VII d raws on a negative 
emotiona l sta te, drawing so heav ily and con t inuously on t he 
Force brings t he practit ioner perilous ly close to the dark side 
of the Force 

VAAPAD 

The sale Form VI I variant to gain recognition by the Jed i 
Council, Vaapad was on ly created in the final decades of 
t he Jed i Order. The key architect of Vaapad ,vas Jedi Master 
Mace Wind u, who developed the form to address his own 
vveakness by contro lling his inner darkness and channeli ng it 

to worthy ends. For this pu rpose, he refined advances from 
the preced ing cent uries and, in the minds of some. fi nally 
perfected Form VI I as a true lightsaber fo rm in line wit h the 
tenets of the Jed i Code 

Only a handfu l of Jedi t rained in Vaapad prior to the 
enactmen t of O rder 66 and the destruction of the Jedi 
Order. Even Mace Windu himself was wa ry of al lowi ng oth
ers to study t he form, outside of his own Padawan pup il, 
well aware of t he danger it posed. Prac t itioners of Vaapad 
draw on t heir anger and pass ion , but never give In to them 
Compared vli ith other lightsaber forms, which d irect warrio rs 
to master their emotions, Vaapad's approach is dangerous. 
However, it is not as reckless as Juyo's manner of employing 
unchecked aggress ion 

Despite its refinement over Juyo, Vaapad is clearly Form 
VII al its core when seen in ba ttle. The Form VII practitioner 
figh ts with contro lled fu ry, laying about wit h a combination 
of frenzied, rap id strikes and powerful blows. Both var ia nts 
of t he fo rm are as demand ing physically as t hey are emo
tionally, and in some ways hark back to the d irect. kinetic 
simplicity of Shii-Cho. 
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To remain on the light side, a Warrior must always fi ght 
for others and not fo r personal gain. and must never fight 
due to negative emotions like anger or hate. A true Jedi will
ingly sacrifices the self for the greater good, but Wa rriors 
may have an even more difficult sacrifice to consider. The 
Wa rrior may be forced to choose between remain ing true 
to a moral prin Cip le and fi gh ti ng or ki lling for the benefit of 
another. If a Wa rrior does cross a se lf- imposed line for self
less reasons, such as saving the lives of others, this is itself 
a great sacrifice. 

Some Force sensitives have no knowledge of the Jedi 
Code, and therefore cannot be judged fo r fa ili ng to live up 
to it. Playing such an untrained and persecuted Force sensi
tive is easier than playing a fully trained and educated Jedi. 
The character does not have to be spiritually enligh tened 
to know the difference between right and wrong, no mat
ter how difficult the CM might make a PC's decisions. Force 
sensit ives shou ld on ly have to fo llow their nobler instincts to 
remain on t he light side of the Force. This is not to say that 
the dark side has no appeal, and perhaps this is what makes 
Force-sensitive characters so interesting to play. A character 
in ignorance may dabble in both sides of the Force, on a 
personal journey toward understanding 

The GM must remember that these Force-sensitive char
acters are often untrained and unguided, except by the 
Force itself. When the moral and immoral choices are not 
clear, the GM can forgive the untrained Force user for making 
the wrong choice if it is made fo r the right reasons. However, 
tt',ough the GM can choose to be less strict when assigning 
Conflict to these characters, the pull of the dark side is a real 
threat to the trained and untrained alike. Even those who 
have not received guidance in the use of the Force and its 
mysteries can oflen recogn ize the difference between using 
power for evil and For good. Ignorance is no excuse for delib
era tely giving in to t hose emotions and drives that lead to 
t he dark side 

THE GOOD FIGHT 
Warriors differ from other Force-sensitive characters in that 
they are less likely to consider the choice to fight an immoral 
one. For Warriors, the question is o ften not when to fight, 
but how. To bri ng a Warrior's moral dilemmas to the fore, the 
GM must consider the nature of a fight the options lead
ing to victory or defeat, and the potential consequences. As 
always, the GM must consider the individual makeup of each 
character to challenge the players. As they do for characters 
of all careers, Moralities and their effects vary for each indi
vidual Warrior, depend ing on the PC's choices during charac
ter creation and experiences during ga meplay. In parti cu lar, 
a Warrior's specialization has a considerable impact on how 
the Warrior deals wi th issues of Morality, and therefore influ
ences the way the GM can bring moral conflict to the fore
front of a game. 

The methods used by an Aggressor may seem bru tal. but 
the demonstration of superior figh ting ability makes future 
battles less likely as the Aggressor cu ltivates a fearsome rep
utation. The GM can play this up, allowing NPCs to illustrate 
the effects of such a reputation, but can also challenge it on 
occasion. The arriva l of an NPC who is more brutal than the 
Aggressor, is fea rless, or simply is heedless of persona l sa fe
ty removes that advan tage for a wh ile. Such NPCs compel 
the Aggressors to live up to their reputa tions, find alternative 
methods of achieving their aims, or rely on the help of other 
players. To cha llenge the moral stance of an Aggressor. the 
GM can construct scenarios in which bru tal actions merely 
make a situation worse or have unexpec ted consequences. 
For example, if an NPC misleads the PCs while on a mission 
to stop a murderer or other vile criminal, the group may take 
down the wrong suspect. If the Aggressor uses brutal tac
tics against the perceived criminal rather than attempting 
to stop the character peacefully, and then afterward discov
ers t he tru th, the moral consequences are higher. This can 
be illustrated both th rough Conflict pain ts assigned by the 
GM and via the reaction of other NPCs, who could vilify the 
Aggressor who mistreated the wrongly accused. 

LESSONS OF THE PAST 

Since the Jedi are all but .extinct. some charac~ers 
may argue that the Jed! \,\'ay was not the fight 

one-that the mora! principles of the Jedi were unvi
able and forced their most able Warriors to turn to 
the dark side. For anyone with knowledge of the Jedi , 
this might seem a cynical view, but some younglings 
are raised to believe the Jedi were flawed. hypocriti 
cal. or even evil oppressors. The Empire has no scru
ples when it comes to propaganda, but the best lies 
are those based on truth. Perhaps the Jedi were not 
as enlightened as they believed. 

However. for every Jedi Warrior who became a ser
vant of the dark side, there \\'ere many more great 
Warriors \""ho resisted temptation and fought hard for 
the light side. Even some Jedi known for having unri
valed prowess in battle, such as Jedi Master Mace 
Windu, remained true to the Jedi Code. Mace Windu 
was one of the few Warriors to master· Form VII and 

make it his own. This form relies on the control of 
negative emotions, but still he rema ined firm ly on the 
side of light. 

A character's background and Jedi training, or lack 
thereof, determine how the character views the Jedi 
of the past. Those who seek to emulate the Jedi way. 
to learn and live by the code. can take hope from sto
ries of Jedi such as Mace Windu. Accounts of other 
Jedi Warriors, such as Anakin Skywalker, serve as 
cautionary tales. 

In either case, the CM and players do not have to use 
the Jedi Code as a guide when determining a char
acter's Morality, but can rely on a more basic sense 
of right and wrong. The Morality rules on page 51 of 
the FORCE AND D ESTINY Core Ru lebook and the gUid
ance in this book apply to both Jedi sympathizers and 
denigrators alike. 



The Colossus is a character who can safely refrai n from 
fight ing back, who can take a bea ting and rise above it. How
ever, this cha racter has a tendency to answer power with 
power, and that is not the Jedi way. A GM can put the Colos
sus in situations that highlight th is struggle, For instance, if 
an NPC turns on the Colossus due to a misunderstanding, it 
fo rces the PC to decide whe ther to fight bac k or deliberately 
flee a fight the charac ter cou ld easily wi n. The eM can also 
target the PC's emotional weakness, chal lenging a Colossus 
with the Fear vveakness by putt ing friends or companions In 

dange r or by popu lating a spaceport with NPCs who prey on 
naive young Warriors. 

The Steel Hand Adep t is sometimes able to avoid moral 
di lemmas, since th is C~l arac ter can effect ively disarm or dis
able opponents, and so renders killing unnecessary. How
ever, the eM can stil l manipu late situa tions, bringing in an 
opponent who cannot be disarmed or creating an encoun
ter in wh ich leaving a crimina l alive has di re conseq uences 
Perhaps the law en forcers of the planet are co rrupt, merely 
capturing the criminal is not enough, and the PC must face 
the decision of whether to kill in co ld blood , Alternatively, 
the eM can use the character's emotional wea kness, such 
as by bringing in a t ruly dastardly vi llai n to challenge a Steel 
Hand Adept whose weakness is Desperation or by chal leng
ing a PC's belief in Justi ce when the vil lain begs for mercy. 

Of all the Warri ors, the Juyo Berserker is the one who 
walks closest to the dark side, harnessing anger and violence 
for every fight. On one hand, this means the PC is constan tly 
aware of the danger of the da rk side, On the other, th is style 
of fighting is worryingly close to tha t of the Sith. The char
acter already knows how important maintai ning contro l of 
such negat ive emotions is, but the eM ca n easily provoke 
the character, providing situations tha t cause anger or 
necessitate violence, and allowing the PC to prac tice wa lk
ing that fine line between liRht and dark. Whatever the PC's 
emotiona l weakness is, the Juyo Berserker must work ha rd 
to avo id moral pitfal ls, be ing part icula rly vu lnerable to accu
mulating Conflict already. 

A Shii-Cho Kn ight is like ly to have a stric ter mora l code 
to challenge, something akin to the ancient Jed i way, or the 
cha racter's interpretation of it This characLer may be quick 
to fight but cons iders l he methods fa ir or honora ble. The eM 
can put this PC in a position where fighting fair is not enough 
Si nce the figh ting style of the Sh li-Cho Kn ight is most effec
tive in close combat, the eM can lure the PC into a situation 
In wh ich enemi es stay at a distance, armed with long-ra nge 
weapo ns, and offer a dishonorable way out. Preferably, t.his 
should involve targeting an emotiona l weakness. For exam
ple, a PC with the Obsession weakness may be willing to use 
an explosive to ta ke out snipers even when doing so puts 
bysta nders In danger 

Starfighter Aces are used to having power at their finger
Lips and enemies at a distance. Triggering their Morality may 
be easier whe n they aren 't flying, but even when they are, 
the eM ca n raise moral di lemmas and bri ng their emot ion
al weaknesses into play. If a Starfighter Ace has the Judg
ing wea kness, a simple t ransm ission from an enemy pilot 

KEEPIN6 IT Ll6HT 

I t is not necessary for players to get deeply 
involved in the philosophical discussion of right 

versus wrong; this is a game, after all. One of the 
charms of Star Wars is that the stories explore 
issues of morality, war, and death, while at the 
same time keeping things light. It may not be 
appropriate for the eM to put PCs in an impossible 
position, such as one in which they must decide 
whether to kill one innocent sentient in cold blood 
to save hundreds of lives, for example. 

True Jedi are selfless, willing to sacrifice themselves 
for the greater good. Offering a PC a situation in 
which personal goals conflict with the character's 
Morality is a more effective test of character than 
grim moral conundrums. For example, an NPC 
could offer the PC a chance to feed a starving village 
by handing over a priceless artifact, recently won. 
Alternatively, the eM could give the PC a chance to 
steal a much-needed starfighter, although it would 
mean leaving another crew stranded on a danger
ous planet. The stakes are up to the eM, but the 
decision is left to t he Pc. 

Of course, prior to starting, the eM and players 
should work out what sort of game they want to 
play, It can help to set any boundaries before play 
begins. How dark do the players like their games? 
Will the players enjoy a moral debate when diffi
cult decisions arise? If the morals of the PCs clash, 
are the players likely to argue? Confrontations 
between PCs should add to the drama, not cause 
rifts between the players. Considering the above 
questions at the outset can prevent problems from 
occurring later, particularly if any players have a 
penchant fordark side characters. Ultimately, vi r
tually any game is "right" as long as all the players, 
including the GM, enjoy being part of it. 

begging fo r mercy could requ ire the PC to make a difficult 
decision. A pi lot carrying passengers might have to fight that 
character's Reckless weakness or pu t innocents in da nger, 
while a pilot prone to Fear might need to overcome it on a 
dangerous mission that could save countless lives. 

The above exa mples highlight ways in wh ich the eM can 
bri ng vVarrior characters' persona l moral dilemmas into a 
game, allowing players to explore the st rengths and weak
nesses of PCs, part icu lar special izat ions. and Morality. The 
eM does not have to trigger Moral ity in order to be inspired 
by a cha racter's inner tu rmoi l and I'vork it into the narrative. 
By knowi ng the cha racters well and al lowing the ac tions of 
the PCs to direct the flmv of the game, the eM can tai lor 
games that offer each player opportun ities fo r character 
development and the sa tisfa ction of seeing the ir PCs tested 
on a moral, intellectual, and ph~ls ica ll evel True Jedi need to 
know themselves and thei r weaknesses. 
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MAINTAINING 
THE BALANCE 
In most games, a balance between physical combat and 
social engagement is desirable. Even when there are one or 
more Warriors in a group, the GM should remember to main
ta in the balance. Warriors cannot always use violent means 
to solve problems. Although fighting scenarios are important 
for Warriors, other challenges bring out different aspects of 
a cha racter and allow other pes to take the lead and demon
strate alternative strengths. 

The GM can effectively test a Warrior's emotional strengths 
and weaknesses in situations that do not require fighting. 
For instance, a Warrior who is brave on the battlefield might 
demonstrate the Recklessness weakness in a courtroom or 
negotiation. A Warrior might find that less is gained through 
Aggressive tactics in the market tha~ would be in a canti
na brawl. or a Warrior's Naivety weakness might make the 
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character too trusting to effectively barter with merchants. 
Since any emotional weakness can lead to the dark side, the 
character can learn some important lessons from nonviolent 
si tuations. In fa cili tating these lessons for all characters, the 
GM creates an exciting and varied narrative. 

Of course, the GM has to run a game suited not only for 
the particular pes in a group, but for the particular play
ers as well. If the players enjoy active combat in-game more 
than the other aspec ts , they may choose to play Warriors for 
that reason_ There is nothing wrong with running an excit
ing, action-heavy ga me if that is what the players want. The 
GM can still vary the types of combat involved, rewards, and 
consequences in a way that challenges and tests all p layers 
in different ways. An epic space battle against the Empire 
would involve more tactical choices, for instance, while a 
skirmish to free slaves from the Kessel spice mines might 
involve more moral choices and highl ight different emotional 
weaknesses. 



INTEGRATING WARRIORS 
In the setting of FORCE AND DESTINY, Force sensitives are a 
prod uct of an age of con fl ict. No matter whether they grew 
up duri ng the height of the Clone Wars or in its dark after
math, many beings learned that aggression and a capac
ity fo r vio lence are necessary surv ival tra its in a galaxy at 
war. A Warrior's li fe is a history of VIo lent struggles. As such , 
int imidat ion and pa in might be the Warrior's pri mary too ls 
for solving problems. Some Warriors are re luctant to unleash 
such aggression, INh ile others reve l in thei r enem ies' fear. 
Regardless, the outcome is the same- al l who stand in oppo
sition suffer the Vv'arrior's wrath or flee 

GMs looking to organize a campaign that cente rs on War
riors should be aware of v\'hat Warriors bring to the table 
and consider it when building encounters. Warriors are most 
at home during combat encounters, when the bu lk of their 
abilities can take cen ter stage. Warriors can also hold their 
own in encou nte rs t ha t chall enge their physical sk ills Run
ning, climbing, and jumping are all we ll with in the purv iew of 
the Wa rrior's trai ning. 

Many FORCE AND DESTI NY campaigns have plenty of com
bat, so it is not qU ite as importan t to ca rve out space fo r 
the Warrior to sh ine as it is to avoid too many encounters 
in which they feel useless. Challenges that requi re techn ica l 
aptitude ca n create roadblocks in an adventure fo r a War
rior-heavy party. However, Wa rriors are most likely to fee l 
out of their element during socia l encounters. Many Warri ors 
have only one stra tegy during soc ial encoun ters: to threaten 
and bu lly others, until they are forced to figh t. 

This is not to say eMs should ignore socia l encounters in a 
Warri or-centric campaign. Hmvever, socia l encounters should 
be used more spa ri ngly than usual, or to showcase another 
PC who is focused on soc ial abi lities. Another approach is 
to find a way to make some socia l encounters more physi
cal. Perhaps someone with information the Warrior needs 
is willing to trade only if the Warrior demonsLrates strength 
through a physica l challenge. Th is might mean arm-wrest ling 
the con tact , \I;rinni ng a one-on-one game of smashball, or 
besting the contact's champion in glad iatoria l combat. Offer
ing such options to Warri or-heavy groups keeps the game 
moving and provides an alterna tive to SOCia l skill checks. 

Warriors are a group's muscle. Their place is out front, 
protect ing their allies on the battlefie ld. Aggressors might 
do this with threa ts and fear tha t keep enemies focused on 
them, while Shii-Cho Knights and Juyo Berserkers instead 
wade into battle. cutting down groups of foes. Colossi revel 
in the attention of the ir enemies, free ing up all ies to com
plete their own objectives. Steel Hand Adepts unleash pre
cise, con tro lled aggression to maxim ize their impact on any 
confl ict. Even Starfighter Aces use their unique skil ls to bring 
the fi ghl to the enemy. 

PROACTIVE PEACE 
Some Warriors keep ing to the light side of the Force may 
have a hard t ime justifying the ir mart ial na ture to ot.her 
Force users. Such Warrio rs might eschew the idealism of 

other Fo rce users, taking a more pragmat ic look at the ga l
axy. War and vio lence are everywhere, and the Warrior seeks 
to end conflicts qu ick ly, minimizing the number of innocent 
bystanders and breaking an enemy's wil l to fight as quickly 
as possible. 

When violence is inevitab le. to minimize loss of life is one 
of the Warrior's gUiding precepts. Eager to be in the thick of 
the action, Warriors excel at taking on mu lt iple adversa ri es 
at once. Their inherent abi lity to attract violence often gives 
victims and bystanders ample time to find refuge. Some
times, Warriors can even use their reputation to prevent 
seemingly inevitable fi gh ts. In th is manner, Warriors might 
even use qualities typica lly assoc ia ted with the dark side, 
like fear, anger, and aggression. to serve the light side of the 
Force. 

There are several ways GMs can create opportunities 
for Warnors to flavor encounte rs . Providing the occasional 
swoop gang or group of hopelessly ou tmatched local toughs 
a chance to run afou l of the Warrior can make for an inter
esting display of power. Aggressors could convince the loca l 
muscle tha t they might have better luck elsewhere. whi le 
othe r Warriors might re lish a chance to show off their abili
Lies in a combat encounter with relative ly weak enemies 

Having the Warriors rescue a victim of some kind, whether 
a local business or a lone st ranger t rying to get home From 
work, can add feel ings of accomplishment. Maybe local law 
enforcement even happens across the aftermath. Such NPCs 
can provide info rmat ion and the lay of the land-as thanks or 
just to get the troublemakers moving along- wh ich Wa rriors 



THE POWER OF THE DARK SIDE 

Some players give in to the temptations of the dark 
side before they sit down at the table to play, 

intending to design a character who bypasses the 
struggle \\;ith Morality and embraces the power of the 
dark side. Even if the other pes are lovable roguish 
smugglers and idealistic Rebels, this does not have to 
be a problem. 

First, the player of a Force-sensitive characters need 
not make their intentions known: they can easily play 
as a Warrior whose goals currently seem to fit with 
those of the other characters, Whether dark side or 
light, Force sensitives live in constant danger of dis
covery. They benefit from traveling with characters 
who live on the outside of the la'N. rebel against the 
Empire, and would never turn in a Force sensitive. 
Until Force sensitives become truly powerful, this is 
safer than surviving on their own. In such a case, the 
CM can use the PC's secret to inspire some interest
ing scenarios for the characters. A carefully planned 
reveal a few game sessions down the line only adds to 
the fun, as long as the eM finds ways to keep the PCs 
together. The eM can achieve this by offering a com· 
mon enemy or a shared objective, though each PC's 
reason for pursuing that objective may be unique. 

Alternatively, the PC could be open about walking a 
dark path while offering the other characters a deal 

to work together for mutual benefit. Colonists 

might otherwise have had to enter social encounters to 
acquire. The important thing with Warriors is to reward them 
for doing what Warriors do, wh ich is fight! 

DANCING WITH THE 
DARI{ SIDE 
Of all the careers in FORCE AND D ESTINY, that of the Warrior 
inherently ski rts closest to the dark side of the Force. The 
Aggressor's philosophy of peace through fear is, in fact. not 
far from the tenets of the Empire's Tarkin Doctrine. The War
rior has much in common with the Death Star as a symbol 
of overwhelming power, against which any resistance would 
prove folly. 

Of course, the Empire demonstrates its power and sows 
fea r without a ca re for innocent bystanders, whi le the 
Warrior seeks only to sow fear in those who terrorize oth
ers. However. the line between the two is a fine one. It is a 
short journey from Anakin Skywalker to Darth Vader. War
riors would do well to examine the motivations behind their 
actions. lest they succumb to the dark side. 

In light of Warriors ' unique strengths, GMs should consider 
thei r plans for doling out Con flic t (see the FORCE AND D ES

TINY Core Ru lebook, page 324) befo re beginning a cam paign 
that involves Wa rriors. The FORCE AND DESTINY Core Ru lebook 
recommends that GMs award Conflict for resorting to vio
lence as a first solution and for using coercion or threatening 
violence to pass social encounters. However, these are the 
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desperate for aid or bounty hunters seeking cred
its may not care whether help comes from the dark 
side or the light. In such a case, the players can work 
together to ensure all the characters are compatible 
from the outset. 

A third and more problematic scenario would be for 
the dark side PC to be on a quest for redemption. 
Prior to play, the CM should make sure the player is 
aware of the difficulty of this task, since it puts the 
dark side PC at a disadvantage. Such a character may 
begin with a starting Morality of 29, but to achieve 
redemption, they Vl'Ould have to increase Moral
ity to 70 during gameplay, which is no easy task. 
GMs should refer players of such PCs to the sidebar 
"Redemption from the Dark Side," on page 52 of the 
FORCE AND DESTINY Core Rulebook, where the difficul· 
ties of this course are detailed. 

Of course, the entire group may want to play charac
ters of dubious morals. As long as the eM finds ways 
to offer them challenges regardless and remembers 
the advice from the FORCE AND DESTINY Core Rulebook 
that truly vile acts take place ~offscreen, " as most do 
in the films, such is possible. However, since most of 
the FORCE AND DESTINY rules are written with light side 
Force users in mind, this does create more work for 
the GM. 

Warrior's primary tools for resolving encounters. This can be 
problematiC for some players, as they feel penalized for play
ing their character as designed 

Although a Warrior's skillS in violence should be used as a 
last resort, GMs should also bear in mind the player's wishes 
fo r the game. GMs can plan and run encounters in a way that 
promotes an appropriate level of combat while ma intaini ng 
the in-game narrative that the Warrior has "no choice" but 
to resort to violence. This type of narrative could involve 
trigger-happy stormtroopers, easily angered gang bosses, 
and other such irritable or simply evil NPCs who make the 
decision to figh t an easy one_ If the GM never uses this sort 
of narrat ive, players might grow weary of tediously trying to 
persuade or negotiate with enemies for more peaceful reso
lutions, never employing the combat abilities they worked 
hard to gain. 

Additionally, GMs should discuss Conflict wi th players 
prior to beginning a campa ign, particularly if the group 
comprises mostly Warriors. Some players might revel in the 
struggle their character faces via Con flict and enjoy either 
thei r effort to keep to the light or their fa ll to the dark side. 
For these players. following the guidelines as presented 
should pose no issue. However, for those who feel restricted 
from act ing, GMs might consider awarding Confl ict only in 
ex treme exam ples of those infractions, but at double or 
triple the suggested amou nt. This compromise can free the 
player to play their Warrior without feeling overly restricted 

Allowing the party to ride the Morali ty scale between the 



light and dark presents opportunities for some interesting 
encounters in-ga me. Most FORCE AND D ESTINY campaigns 
involve fighting against the Empire and its agents of t he dark 
side, but Warriors sk irting the dark side might be opposed 
by Jedi surv ivors! This can provide a memorable, sobering 
encou nter for pes who don't realize just how far they've 
strayed from the Jed i path 

MOTIVATIONS AND 
THE DARK SIDE 

In FORCE AND DESTINY, t he 
Motiva tion a player selects 
duri ng character creat ion 
explains the character's 
choice to wa lk the pa th of 
the Warrio r. However, t he 
Motivation is not complete 
on its own. Rather. it is a 
prompt to help GMs and 
players flesh out a PC's 
background and personal 
it y. Even a seemingly noble 
Motivat ion ca n sometimes 
become twisted. leadi ng a 
character down the path o f 
the dark side. The discus
sions of the Motivation cat

egories of Ambition, Ca use, 
Faith, and Challenge on the 

follol'vi ng pages are deliberately 
open-ended to spark the imagi na

tion and help players design charac
ters that fee l unique at the tab le. 

Beyond having players se lec t a specific 
Motivation, GMs should have t hem determine why 

their characte r has that Motivation. What is its root cause? 
Why a PC starts wit h a particula r Motivation might not be 
why the PC ultimately fu lfills it The changing impetus behind 
a Motivat ion can provide interesting character-arc material 
t hat p layers and GMs can plan together. 

/ 



AMBITION 

Ambition somet imes 
tends toward being a selfi sh 
Motivation category. As such , 
it can lead the already vulner
able Warrior further toward 
the dark side. This Motivation 
represents a specific grand 
goal that the character strives 
to achieve. Most Ambitions for 
Warriors fall into one o f two cat
egories: Ambitions that involve 
gaining power, and Ambitions that 
involve gaining recognition of one's power. The distinction 
is importan t to consider when looking over the suggested 
Ambit ion Motivations (see Table 2- 4: Specific Ambit ion , 
on page 106 of the FORCE AN D DESTINY COfe Rulebook) or 
crea ting a new one. 

The key difference is whether the Warrior's more dominant 
trait is pride or a hunger for power. Of course, a Warrior with 
a specific Ambition Motivation can sLiI! be firmly On the light 
side of the Morality sca le. Luke Skywalker sought to become 
a powerfu l Jedi like his fathe r before him, for instance. 

A WarriOr's power-based Ambition might be to start a 
school that teaches a unique style of combat, while a rec
ognition-based Ambition might be to run the most respect
ed combat school in the galaxy. A Warrior might seek [0 

become an expert in Jedi Force techniques [power) or to 
become a true Jedi Knight [recogn ition) . Such characters 
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might wish to become superior combatants (power] or to 
have their combat style recognized as superior (recogni t ion) 
by using it to win a tournament or defeat powerful oppo
nents like the 51th. 

CAUSE 

A Warrior with a Cause Motivation is perhaps one of the 
most dangerous beings in the galaxy. Most Causes are vague 
enough that they ca n never truly be fu lfilled, or can be ful
filled only for a brief period of time. In many cases, all a 

Warrior can do is hape ta con tribute ta the Cause, or pur
sue one very narrow definition of ach ievement at a t ime. 

Causes come in two primary forms for Warriors. boil ing 
dmvn to either pro tecting or destroying a group. 

For instance, Warriors whose Cause is Freedom 
might seek to defend those whose freedom is in jeop

ardy, or they might work to destroy those who endan
ger freedom. How a player chooses to focus a charac -
ter's Motivation can reveal much about the character, 

in fl uencing the PC's actions as well as development and 
specialization choices. 

The groups Warriors seek to destroy can be any size, 
from a small group like the Black Vu lkars swoop gang to 

the entire Galactic Empi re. Warriors might seek to protect 
groups like the royal family of Alderaan or Rogue Squad, 
ron, or members of the Refugee Re lief Movement- Warriors 
can also opt to protect more abstract groups, such as the 
enslaved or oppressed. or to fight bullies or crim inals. The 
group might nol even include sentients. Warriors can pro
tect an endangered species o f plant or animal, ar protect or 
attack ideals like ki ndness or cruelty. 

FAITH 

The Warrior o f fai th, and even the ra rer Warrior-zealot. is an 
archetypal character whom players might be interested In 
portraying. A major part of that archetype includes the Faith 
Motivation category, whereby characters believe themselves 
to be instruments of a greater power. This Motivation could 
have religious overtones. or it could simply represent a fai th 
in mortal leadership or an ideal. 

When it comes to speCific fai ths in the galaxy, t here are 
many from which to choose. The Jedi Code. Church of the 
Force, and Guardians of the Whills all advocate-perhaps 
due to some ancient commonali ty-the view t hat submitting 
to the \;\' ill of the Force allows events to unfold according a 
grand des ign. The Si th have their own code. which promises 
achievement by unleashing one's inner passions. 

The Jed i and Sith hard ly have a monopoly on re ligion, of 
course. The peaceful Chalactan Adepts and the ex treme and 
mysterious B'omarr Monks both seek enlightenment and 
spiritual nirvana. Some groups revere various deities: Tran
doshan hunters, for inSlance. tradi tionally worship the Score
keeper. Kinyen's Doellinism is a farmers' religion centering 
on a mother goddess who treats her subjects as a crop best 
harvested when pure. Individual teachings or personalities 
form the basis of severa l faiths. Te Padka influenced Maridun 
paCifism for centuries. while other cults have formed around 
less savory individuals. 



However, Warri ors with a Faith Motivation need not sub
scribe to a speci fic dogma. They might merely have Fai th 
in thei r abilities, or in their all ies. Alterna t ive ly, they might 
place absolu te fa ith in a leader, which can make for interest
ing story fodder if that leader is not quite worth the trust the 
Warrior has invested. 

An important element fo r some Wa rriors motivated by a 
Fai th is the possibility tha t their t rust can be baseless and 
their pract ices zea lous; they may fa il to question their Faith 
at aiL Th is can crea te a recipe for st ray ing far from the light 
or becoming vu lnerable to manipula tion by an authority of 
the Warrior's Fa ith . 

CHALLENGE 

Warri ors wi th a Cha llenge Motivation are always seeking 
means by which to test their skills, measuring their growth 
one defeated enemy at a time. Their constan t need to 
appraise their abilit ies can be both a boon and a bane to 
adventure rs traveling with them. Many different Cha llenges, 
whether physical. mental. or sp iri tual in na ture, might moti 
vate these characters. Such Warriors' love of competition 
knows no bounds. 

When these Warriors are participa ting in a group endeav
or, opportunities to face new challenges can distract them 
from the group's plans. The chance to spar aga inst a wor
thy opponent can be difficu lt to resist. and even cl imbing a 
mountain, swimming across a river, or other physica l reat of 
opportunity can be tempting. It is an addiction for some. To 
create dynam ic tension among the PCs, GMs can lure War
riors away from the party's goa ls with opportuni ti es to par
take in unique tests. 

Competit ion knows few boundaries, and the types of Chal
lenges that mot ivate a Warrior can vary great ly. A Warrior's 
Cha llenge could be strictl y limi ted to combat or even a spe
ci ne type of combat. like bo·rifle dueling However. to avoid 
making a Warrior a one-note cha racter, it might be better to 
have the Warrior's Challenge Motivat ion focus on a hobby. 
Hobbies that are physica l, without involving comba t, such as 
cl imbing, swimming, or running, can provide some nuance to 
characters and focus their sense of compet ition inward. Such 
Warriors are always looki ng to cli mb a tougher mounta in, 
swim rougher waters, or run farther or faster. Cha llenges can 
also be more cerebra l, like dejarik, holochess, sabacc, and 
other games of strategy 

SPECIALIZED ROLES 

The Warrior career has six specializations, each primari ly 
focused on combat Despite the similar focus, these special
izations have very di ffe ren t approaches and ro les wi thin a 
group. Warriors are perfectly capable of dealing damage and 
dispatch ing enemies regard less of specia lization, but GMs 
can ensure they tru ly have moments to shine by including 
some enem ies each session that allow Warriors to show off 
their particular style of combat. 

Warriors might not have much to add to socia l encounters 
and scenes that chal lenge techn ica l skills, so it is important 
to give them a chance to really stand out during combat 
encounters. Fol lowing are ways to help maximize each spe
cialization's momen t in the spotlight. 

AGGRESSOR 

Aggressors are so me of the few social ly capable characters 
of the Warrior career, and they integrate into any group 
easily. Their ability to inspi re fear in the opposi tion on the 
battlefield or at the negotiating tab le is a vi tal resource fo r 
any group. Aggresso rs also have an innate understanding of 
the shadowy places of the galaxy, and they can use their 
knowledge of the crim inal underworld to aid in investigations 
and obtaining informa tion from witnesses 

Whe n it comes to combat, the Aggressor is uniquely capa
ble of avoid ing a fi gh t. The ability to scare off opponents 
can crea te memorable moments, such as when loca l ruffians 
rea lize how fa r in over their head they are and flee. The true 
test of an Aggressor's ability is the application of intimida
tion an d threa t to avoid a physica l con fronta t ion with a pow
erful enemy, a case in which the outcome is not so sure to 
be a positive one. 

COLOSSUS 

Easi ly the most durable of Warriors, Coloss i can shrug off 
enormous amounts of damage. When others would perish 
two t imes over or run scared , Colossi remain standing, smi l
ing and ready to hit back. No matter what comes at them, 
they just keep pressing forward . In most comba t encounters, 
a Colossus belongs on the Front lines, drawing enemy fire 
and freeing allies to fi nd their optimal fighting distance. 

Outside of comba t, Colossi are often mistaken for unintel
ligent brutes, but this is fa r from true. These characters have 
a single-minded focus that simpli fies their world view and 
makes them very difficul t to trick or dist rac t. They can read
ily identify those with less-than-honorable intentions and 
deter all ies from t rusting the wrong Individuals. 

JUYO BERSERKER 

The Juyo Berserker unleashes a fury in combat few can 
stand against The fabled Vaapad lightsaber fo rm is about 
balance between the light and dark, and a Juyo practi tioner 
is equally capable of facing a single opponent or many. Like 
Aggressors, Juyo Berserkers are we ll equipped to int imidate 
opponents. They thrive on unpredictability, attacking oppo
nents from awkward angles and with stilted tim ing. Th is cre
ates openings for strikes their opponents never see coming 

Outside of combat , these Warriors are still frightening, 
in t imidating those around them with the ir unpredictab le 
nature. Th is abi lity to keep others off-balance is as usefu l in 
soc ial encounte rs as it is on the battlefi eld. Further, as they 
do in com bat, Juyo Berserkers tend to attack first in negotia
t ions, using thinly ve iled threats to get the ir ,<vay. 

SHII-CHO KNIGHT 

Shii-Cho Kn ights are more defensively minded Warriors 
capable of drawing the atten tion of entire groups of ene
mies. Skilled enough to block incom ing attacks and durable 
enough to survive those that get through, these characters 
wade into large groups of enem ies. To maXimize the utili ty 
of their abilities, Shii-Cho Knights need to confron t mult iple 
melee opponents in one or more mi nion groups that attempt 
to surround them. These Warriors are weak against ranged 
attacks, and they must get in close to blaster-toting enemies 
to be effect ive 
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Another way to enhance the feeling of involvement during 
assisted checks is to allow assisting players to roll any D 
their character adds to the assisted character's pool them
selves. This helps GMs by letting them see specifically what 
the assisting character adds to the results and gives players 
a stronger feeling of involvement and accomplishment. 

WHEN THE 
TALI(ING STARTS 
Characters wi th the Warrior career are among those PCs 
least likely to foc us on the Cunn ing and Presence charac
teristics. They have no career skill access to Charm or Nego
tiation and little access to Coercion outSide the Aggressor 
specialization, making it difficult for them to contribute dur
ing social encounters. Despite these limitations, there are 
ways to include or otherwise occupy a Warrior during social 
encounters for which they may not seem suited. 

One approach is to provide a wholly different task to 
occupy the Warrior Warriors might scout a potential ta rget 
or ensure that their weaponry is in top condition. Perhaps 
they engage in some Mindful Assessment (see page 84) 
or comm some of their students to research something per
tinen l (see Warrior Rewards on page 92). 

A Warrior who is present during a social encounter can still 
contribute. While other PCs are engaged in the encounter, 
the GM might ask the Warrior for a Vigilance check to notice 
someth ing about the room, an NPC. or a piece of equip
ment. Wha t the Warrior notices might provide a vital clue 
or leverage tha t the negotiators can exp loit. Taki ng the t ime 
to make notes about useful things a Warrior mighl become 
aware of duri ng a soc ia l encounter can ensure that players 
remain present and engaged. 

GMs can also tailor socia l encounters to a Warrior. Instead 
of having a social encounter with the pri mary NPC, a Warrior 
might wait outside with the NPC's guards, talking combat
shop with them in an effort to gain some useful informa
tion. Since the Warrior has such a like-minded audience, the 
GM might allow the Warrior to use a Combat skill check to 
impress the guards with some piece of pertinent knowledge 
while discussing an element of warfare. Successfully impress
ing an interested party might reduce the di fficu lty of a future 
Social skill check 

Additionally, Warriors have different opportunities to 
contribute best depending on the other PCs involved in an 
adventure or scene. This requires extra considerat ion if a 
sess ion or encounter focuses on a particular PC's story 

CONSULAR 

Consulars are beings of compassion focused on acquiring 
knowledge and helping others. This might seem at odds with 
the focus of the Warrior, but in truth, these LwO careers com
plement each other very well. The Warrior can provide much
needed protection to the Consular while the Consular takes 
the lead in a social encounter or works in a dangerous place 
to aid the unfortunate. Alternatively, when Warriors engage 
in combat, there are few better than Consulars at supporting 
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them. Consu[ars can heal Warriors' wounds after the battle 
and convince them to stay their hand when an opponent is 
defeated, helping them find a peaceful resolution. 

Warriors can focus on identifying threats to a Consular, 
whether imminent or potential. A threat should be enough 
to engage a Warrior in looking for traps, poison, snipers, and 
assassins during the Consular's activities. Likewise, setting 
the Consular's work in the Warrior's world can help keep the 
Warrior engaged _ Protecting a Consular who is healing the 
sick at a hospital might be tedious for a Warrior, bu t helping 
the wounded in an active war zone ensu res the presence of 
combat all around. 

GUARDIAN 

Guardian stories are also combat heavy, as they focus on 
protecting and leading others. The defensive focus of the 
Guardian complements the Warrior's offensive capabilities 
naturally_ If a Peacekeeper comes up with a combat plan, the 
Warrior can playa large role in carrying it out. If a Protector 
or Soresu Defender is escorting someone to safety, it frees 
the Warrior to go on the offensive. 

Because the Guardian is as III equipped for social encoun
ters as the Warrior, social encounters that involve them both 
are likely to fall, or to devolve into combat quickly without 
assistance from an NPC or a character from a different 
ca reer. This ensures that gameplay remains firmly in the 
realm of the Warrior, making it effortless for GMs focused 
on a Guardian story to find encou nters for Warriors to sink 
their teeth into 

MYSTIC 

Mystics have a broad and balanced range of abilities, mak
ing them effective in all manner of encounters. Warriors sup
porting a MystiC story can protect the Mystic during social 
encounters just as they protect a Consular, but they can also 
complement a Mystic well in battle. Mystics rely heavily on 
Force powers, which are often best used at a distance or 
in one-an-one duels. This requ ires keeping lesser enemies 
at bay. Warriors have the perfect skill set for ensuring that 
Mystics have the space they need to fight. 

SEEKER 

The Seeker often roams the outdoors, tracking prey and 
explori ng ru ins. Activit ies like hiking. climbing, and navigat
ing treacherous ledges are all physical activities we ll wi thin 
the parameters of the Warrior ca reer. Warriors can easi ly 
keep up With Seekers without slowing them down, and once 
Seekers reach their goal, Warriors are ready to fight in their 
defense, i= necessary. 

Like the Consular and Mystic, the Seeker often has an 
interest in acquiring arcane knowledge. While searching for 
relics, it is rare to be the only interested party. The Warrior 
can function as a Seeker's "muscle- to keep rival treasure 
hunters at bay. Warriors are also exceedingly tough, able to 
survive traps that might prove lethal to Seekers. 

I 



SENTINEL 

Sentinel stories vary widely, 
focusing on a range of abi li
ties that help the Sentinel 
overcome exploration, inves
tigation, and combat encoun
ters_ Like the Consular, the 
Sentinel complements the 
Warrior in that these charac
ters can achieve more together. 

The Warrior ca n protect an 
Artisa n who is repairing a trans
port under hre or slicing a com
puter system, and in return, the 

Warrior might receive specialized 

equipment. weapons, and armor as a reward. Warriors can 
sometimes struggle to close the distance to ranged oppo
nents, bu t the stea lth of the Shadow and excellent deflection 
techniques of the Sh ien Expert can help Warri or~ engage the 
enemy on the ir own terms 

One area in which the Warrior and Sentinel inte rsec t is in 
dealing with the criminal underworld. Characters of both of 
these careers feel at home in a world where might makes 
right and trust is a nonexistent commodity. The Sentinel's 
"think like a criminal" approach meshes well with the War
rior's use of intimidation and fear. Together, such characters 
can make life difficult for dangerous criminals and villa ins 
across the galaxy. 
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MINDFUL ASSESSMENT 

While the role of the Warrior is a physica l one, menta l 
preparedness is essentia l when engaging in combat. 

Adventures in the Star Wars setting provide ample opportu
nity for dO'.,vntime. whe ther dU ring hyperspace travel or whi le 
cha racte rs wa lk or ride to a target destination. Warriors often 
use th is time to prepare fo r battle, engaging in any of a vari
ety of precombat rituals that help them focus their mind for 
the fights that lie ahead_ A we ll-prepared Warrior needs only 
moments to eva luate a foe, recogniz ing the te ll tale signs of a 
particular tra ining school or combat fo rm. This awareness can 
give a Wa rrior the edge in a confronta tion. 

When faci ng a singular, skilled foe. pract iced Wa rriors who 
take a few moments to study their opponent ca n visual ize 
in adva nce all the various twists and turns a ba ttl e mi ght 
take, adjusting their stance and strategy or calibrating their 
target ing computer as appropriate. Rank-and -fi le enemies, 
on t he o ther hand, tend to fight as they were tra ined, en 
masse. Warriors who have studied such enemies carefu lly 
know of weaknesses in armor designs and tact ical flaws they 
ca n exploit in combat to letha l effect 

The opt ional rules fo r M ind ful Assessmen t represent this 
preparat ion and ability to adapt to the foe. Alt hough nar
rat ively Mi ndful Assessment m igh t rep resent any number 
of facto rs and approaches, it is reso lved with a single skill 
check, which gran ts t he Wa rrior various advan tages in the 
com ing batt le, depending on t he outcome. 

USING MINDFUL 
ASSESSMENT 
When comba t begins, a Warrior or other cha racter may, 
wit h t he CM's permission, attempt a M indfu l Assessment 
check during Step I· Determi ne initia t ive (see page 204 of 
the FORCE AND D ESTI NY Core Ru lebook). The PC makes a sk ill 
check fo r Mind fu l Assessment instead of one fo r Initiative 
and con t ributes a PC Init iative slo t as if having made an Ini
tiat ive ro ll t hat genera ted no tf and no tJ. 

TABLE 3-1: MINDFUL ASSESSMENT 

MAKING THE CHECK 

Before making a Mindful Assessment check, t he character 
chooses either a particu lar individ ual involved in t he com
bat (a nemesis or a named rival) or a type of adversa ry (a 
minion type or. at t he CM's discretion, a type of rival. such 
as "acklay" or "Imperia l officer"). The Warrior then makes an 
Average (+ +J Perception or Knowledge check. 

The exact ski ll used depends on the si tuation. If the cho
sen foe is a type of minion group the character has had occa
sion to study in t he past, or even if the foe is a part icularly 
famous individual whose deeds and fight ing style are record
ed in holo-I ogs and data archives, the check uses an appro
priate Knowledge skill . If the foe is a va riety of adversary the 
cha racter has not had t he opport unity to learn abou t in the 
past, as is usually the case with named ind ividual ri va l and 
nemesis adversa ries, the character must rely only on what 
t hey obsen/e in the moment. uSing Perception. As always, a 
CM might add D or. to the check to reflect t he particulars 
of the situation . If the character is caugh t in an ambush and 
has less time to size up the foe , the check might suffe r ., 
wh ile a character fac ing a particular nemesis for t he second 
time could add D to reflect add it iona l understa nding gained 
in the previous duel. 

If the skill check succeeds, the character adds D to t hei r 
com bat checks target ing the chosen foe during the encoun
ter. In addition, the character may spend tJ. and Ej;l for add i
t iona l benefits, as shown on Table 3- 1: Mindful Assess
ment. If t he character chose a partICular individual as the 
ta rget for the check, the resu lts apply on ly to tha t specific 
NPC; if t he PC instead chose a type of minion or riva l, the 
benefits apply to al l adversaries of that type 

Alt hough t he check is made during an encounter, M ind ful 
Assessment also represents the character drawing from pre
vious train ing. CMs are encouraged to add D or. to M ind
ful Assessmen t checks to reflect the quant ity and quali ty of 
the character's training duri ng recen t downt ime. Specia lized 
equipment or t ranq uil scenery migh t add D. while d ist rac
tions or a lack of space or suffi cient t ime cou ld add •. 

Remove . from the character's combat checks ta rget ing the chosen adversary during th is encounter (inc luding. 
added by defense). 

Add. to combat checks the chosen adversary makes target ing the character during this encounter. 

Add •• to combat checks the chosen adversary makes ta rgeting the character's allies during this encounter 

Add one additiona l 0 to the chara cter's combat checks targeting the chosen adversary during lh is encounter. 

The cha racter adds + 2 damage to one hit from each successfu l attack they make aga inst the adversary during 
th iS encounte r. 

Add automatic tJ- tJ- to all combat checks made by the character or tr1eir allies against the chosen adversary 
during this encounter. 
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Warriors are martial 
characters. but unlike 

similar characters in the EDGE 
OF THE E MPIRE and ACE OF REBEL" 

LlON , they aren't generally working 
on behalf of a mercenary group or the 
Rebel Alliance. Warriors' allies. Morali-
ties, and Motivations shape their reasons 
for tak ing on missions. These characters can 
be tricky to en tice in to an adven tu re, since they 
can't simply be hired or ordered to take on a task. 
While this is somewhat true of all FORCE AND DESTINY 

characters, it is especially so for Warriors. whose objec
tives are highly variable. 

Luke Skywa lker stumbled into his adventures through his 
relationship to Obi-Wa n Kenobi . Jedi from the Clone Wars 
era were under the direction of the Jedi Council and Repub
lic Senate. Unfortunately, in the era of Rebellion, the Jedi 
Council is no more. So how, then, can the GM get Warriors 
involved in an adventure? 

Warriors ca n follow Skywa lker's path and join the Rebel
lion, which can ass ign missions. Luke's Jedi instructors and 
visions he received on Hoth and Dagobah also influenced 
him (Q embark on adventures. GMs can hook Warriors into 
adventures through similar channels. Additionally, Warriors 
can learn of opportu nities to serve the Force just by speak
ing with locals, watching newsnets, receiving distress calls, 
getting messages delivered by droids, or speaking with fel
low PCs or recurring NPCs. Anyone might need help with 
something. and the Force can contrive a way for the Warrior 
to hear about it. 

Th is section includes severa l categories that offer Game 
Masters adventure out lines to use as springboards for creat
ing fully fleshed -out adventures or even entire campaigns. 

ADVANCED 
TRAINING 
The importance of training to 
use the Force is a run ning t heme 
in StQr War:s. Obi-Wan Kenobi tasked 
Luke with seeking out Voda to continue 
his tra ining. Ahsoka l ano accompanied 
a group of Padawans traveling to Ilum to 
const ruct their ligh tsabers. Kanan Jarrus 
submitted to Bendu on Atollan to learn to 
"see" after losing his eyes. Training varies wide
ly in scope. but its importance is always vi tal to 
the student's progression. 

Adventures focused on training often come in three parts: 
seeking the teacher, gaini ng inst ruction , and mastering the 
instructor's teach ings. Teachers are often located somewhere 
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out of the way. They can be veterans of the Clone Wars, Force 
users in hiding, or even a holocron or datapad. Convincing 
the teacher of the student's worthiness might be challeng
ing, but once the training begins, the Warrior can learn any 
number of things. 

The result of the training might correspond with the 
expenditure of XP, or it could be more narrative in nature. 
such as learning how to counter a very specific technique a 
recurring adversary utilizes. The training might even be men
tal or spiritual in na tu re, helping the PC cope with recent 
Morality choices. 

WHEN THE STUDENT IS READY ••• 

The Warrior hears of Lyxas Sor, a once-renowned lightfoi l 
duelist who won the Tapani Open tournamen t, and hopes to 
train under her. However, she immediately reti red from pub
lic life after her victory, presumably living off her prize earn
ings. It is best to involve Warrior characters in this adventure 
after a defeat at the hands of a campaign's recurring vil
lain. This can highlight the importance of additional training 
before an anticipated rematch. 

LlGHTFOIL IN A HAYSTACK 

House Reena hosted the tournamen t on the Tapani sector 
capital world of Procopia. The tournament's winner earned 
a noble title and land on a House Reena-controlled world. 
Th is narrows the sea rch to six systems in the farthest back
waters of the Tapani Expanse. After the PCs ask around, a 
young nobleman named Pol Arno offers Lo due l the Warrio r 
for the locat ion of Sor's estate. 

NO VISITORS! 

Victory reveals that Sor is at the end of the Caloria Run on 
a planet of the same name. However, their destination is far 
from the trade port, over rough, varied terrain impassable by 
landspeeders. Upon the pes' arrival. Sor is rude and stand
offish. She barely acknowledges them, and is more focused 
on abusing her droid staff. If the PCs are persistent. she 
offers a chal lenge; if the Warrior can surprise her, she will 
provide training. 

HIODEN MASTER 

Once the pes have found a way to surprise Sor, whether wi th 
an attack or some other gesture. the blade master is good 
on her wo rd. She spars with any Warriors in the party to eval
uate them , and one thing becomes clear very quickly: she is 
in tu ne with the Force. and she is a master of the Makash i 
ligh tsaber form l 

WORTHY QUEST 
The worthy quest is a mission for the retrieval of a person 
or object This being or item may be held captive by some 
larger, malevolent force, or may simply be lost. The worthy 
quest usually breaks down into three parts: learning of the 
Quest, journeying to the prize, and extracting the object of 
the quest. 

Warriors might be hooked into a worthy quest by old data 
in a used droid, a dying Jedi Master, or a I.?cal spacer no one 
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believes. The journey itself should be long. with moments for 
personal growth. Luke Skywalker's Quest to rescue Han Solo 
forced him to improve his Jedi powers and construct his own 
lightsaber, for instance. 

Examples of worthy quests include Luke'S missions to 
rescue Princess Leia aboard the Death Star, Han Solo from 
Jabba the Hutt, and even Darth Vader from the grip of the 
dark side. Similarly. Jyn Erso and her team journeyed to the 
Death Star plans, extracted them. and ensured their delivery 
to Princess Leia. Even Darth Vader was on a quest to recover 
the Death Star plans. The versatility of this adventure struc
tu re allows for endless variety and complications 

NOBLE RESCUE 

A princess is in danger! She has been captured by a vile 
Hutt gangster. The Warrior must travel to swampy Toydaria 
to effect a rescue. Unfortunately, nothing is as it seems. The 
loyal subject who convinces the PCs lo help is really a smug
gler, betraying Princess Roola to a pirate so he can take over. 

PLEA FOR HELP 

A middle-aged, gruff Mon Calamari approaches the Warrior, 
aware of the character's deeds and prowess. Identifying him
self as Basz. he begs for help. desperate for a soul brave 
enough to rescue Princess Roola from the vile clutches of 
Pashda the Hutt. The ruler of a small moon named Syvris, 
Roola has protected her people from the dread pirate Rance 
for years. Whi le her ki dnapping has been kept secret so far. 
once Rance fi nds out. he'll mercilessly plunder Syvris. Pash
da 's st ronghold is located deep in the swamps of Toydaria, 
requ iring a long. arduous journey. 

MARSH MARCH 

The pes must travel to Toydaria without arousing the sus
picions of the locals, perhaps on Basis ship. While Basz 
accompanies the party. he is unwililng to join in on the 
rescue. offering to pick them up from the palace once the 
princess is safe, as long as air defenses are disabled. The 
trip is long and dangerous. The PCs face swamp creatures, a 
secret Imperial facil ity, and Hutt mercenary patrols as they 
travel the disease-infested bogs and marshes of Toydaria. 
The stronghold, a conical bui lding with an open courtyard. 
stretches more than a hundred meters above the swamp. 
numerous Toydarian and Gamorrean toughs stand guard. 

KEEPING THE HUTT BUSY 

The princess is located on an upper floor under guard In 
fact, Princess Roola is a Hutt unable to move under her own 
pmver, and she does not want to be rescued. Ir questio ned, 
she reveals she's waiting for Basz to make an introduction to 
Pashda, who has yet to arrive. At this moment. Basis ship 
strafes the palace. Even as he tries to bring the entire palace 
down on thei r heads. Basz explains over comms that he cut a 
deal with Rance. Basz reveals that he holds a grudge against 
the pes because of past deeds, though they never met him 
personally. He lured the PCs to the stronghold in order to 
both humiliate and destroy them. The PCs must escape the 
collapsing tower, choosing whether or not to abandon Roo
la-who now actually needs saving. 



PROMISE OF SAFETY 
The Jedi used the Force for knowledge and defense, and it 
is the latter where the Warrior's focu s lies. Luke Skywalker 
helped defend Echo Base's shield generators from Impe
ria l attack. Obi-Wan Kenobi protected Luke Skywalker from 
harm on Tatooine for years. Even Anakin Skywa lker protect
ed Senator Amidala from assassins leading into the Clone 
Wars. Standing in harm's way to defend the innocent is an 
iconic moment for any Warrior 

While protection adventures can vary structurally, most 
involve learn ing about an impending attack, defending 
against the ini tial wave, and then going on the offensive to 
end the threat The Warrior might be protecting an artifact 
from falling into the wrong hands, or acting as a temple 
guardian, Alternatively, Warriors might protect thei r allies by 
hanging back to deal with pursui t while their frien ds escape 
at a key moment in an adventure 

DEFEND THE FARM 

A farm on Kinyen is under attack! A murderous virus has 
swept through a\l the droids at the Kemalo Farming Cluster. 
The farmers' sport ing rif les are no match for the incoming 
horde. On ly the pes can stop impending disaster. 

COMMUNAL DINNER 

AS a reward for some favor. the Warrior receives an invi
tation from Rake Dee to dine with his family, Crans of 
the Kema lo Farming Cluster. As is typi ca l on Kinyen, 
the houses of each wedge-shaped farm are located 

in the narrowest part of their land to provide a 
sense of community. since the five fami

lies must work together to achieve 
seasonal quotas. 

IT' S 
HARD 
TO FIND 
GOOD HELP 

During dinner, an SE-2 
farm droid attacks Rake Dee, 
followed by housecleaning droids, 
ASP labor droids, and even the nanny 
droids. The Warrior and other PCs must 
defend the unarmed farmers. During 
the fighting. an administrative droid 
quietly watches. When it becomes 
clear the PCs are going to defea t 
the droids, il totters across the 
bridge for rein fo rcements. A quick 
investigation reveals the droids 
were remote ly reprogra mmed, 
though there is no telling how 
widespread the corruption is. 

YDU SHALL NDT PASS 

Several Crans take up a position on the bridge with sporting 
blasters, while the res: huddle in a defensible homestead, 
tend ing to the wounded. Rake informs the Warrior that the 
droids will have to cross the bridge to reach them. The War
rior must defend aga inst >"ave afte r wave of FLD scythe 
droids, water can non- equipped irrigation droids, and lethal 
security droids riding tank-l ike harvester and planting droids. 
After the fighting, a disgruntled Gran blames Rake for the 
attack, revealing that the farmers were behind on their quota 
and- at Rake's suggestion-hired a Corellian slicer named 
Skaak Tippers to pad thei r harvest. Unfo rtuna te ly, the slicer 
blackmailed the farmers until t hey ra n ou t of cred its, so he 
sliced the droids to arrange the attack 

ON THE WARPATH 
Once commi tted to batt le, Warriors prefe r taking t he figh t to 
the enemy. where civilian casualties are less likely. This isn't 
always a situation of di rect self-defense. Most Warriors are 
very comfortable with the idea of preemptive attacks when 
violence is imminent. Anyone with both the means and the 
inten t to harm an innocent could find a Warrior knocking 
down thei r door, intent on sowing destruction to neutra lize 
t he threat. 

The destruction adven ture typically comes in three acts. 
First. the Warrior must learn of the threat. This threat 

could be a large organization like the Empire or 
pirates. or perhaps an individual like a 5ith Lord or 

bounty hunter, or even a loose rancor. The 
second act is engaging the 

threat, which might 
require travel, 
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investiga tion, or planning before the fi ght. However, the 
second act genera lly focuses on the fight itsel f, in which the 
characters take the enemy head on. The third ac t is achiev
ing ult imate victory, ensu ring the enemy ca n't threa ten any
one aga in. This might be the ultimate showdown be tween 
the Wa rrior and an enemy leader, a flight down a trench to 
make an impossib le shot to dest roy a mobi le ba tt lestation, 
or the destruction of a shield generator so all ies can launch 
a wider assault 

OUST THE SPICE LORD 

On the planet Bestine, a Warri or pass ing through Bse llis 
City' s ma rket dist rict discovers that the root of the neighbor
hood 's ills comes from a single tenement building run by a 
sp ice ga ng the Best ine Security Force wi ll not touch. The PCs 
are compelled to rip through the entire bu ilding, clearing ou t 
the scum so the downt rodden can live sa fely. Unfortunately, 
it all leads back to a corrupt security en forcer. 

FEELING BLUE 

The Wa rrior is t raveling through Bse llis's well-known market 
distri ct when a small boy named Hawk approaches, offer
ing low-grad e spice. M idway inlo the conversation, Bestine 
Security Sergeant Mey Kil row introduces herself and tells 
the boy to ru n on home. She clai ms he lives just off the main 
row, within a block of tenement housing ca lled the Blue Gar
den Homes, or the "Weeds: as the locals know it. She tells 

the Warrior that sec uri ty is unable to effectively patro l in 
that are a because the gang activity is so strong. She apolo
gizes fo r the chi ld's behavior and urges the Warrior to enjoy 
their stay. 

TRASH DAY 

The Warrior sees the ch ild again within hours, agai n peddling 
sp ice. The boy clearly fears the conseq uences should he fa il 
to move product. Hawk can lead the PCs to the Weeds and 
identify t he gang's headquarters. A large human and a much 
larger Dowut in guard the ma in en t rance, thei r tattoos iden· 
tifying them as members of the Nova Razors. The Warrior 
must fight through Fl oor afte r fl oor of Nova Razor brutes and 
free those ens laved by the gang to re fi ne the spice. Eventu
ally, the pes reach the upper floo rs, where a heavily tattooed 
Twi 'lek and his lieu tenants represent the most cutthroat 
members of Bestine's most ruthless gang. 

LAW AND ORDER 

Once defeated, the gang leader reveals he had a protect ion 
deal wi th Sergeant Kilrow. To preven t Kilrow from setl ing up 
a similar situation aga in, t he Warrior must confront the secu
rity officer. Th is might be a matter of intimidating her, sett ing 
her up for local authorities, or engaging her in combat. If 
attacked, she immed iate ly calls in backup. Th is can make 
the Warrior and other PCs fugitives and pu t them on the 
Imperi al radar if they use the ir Force powers overtly. Kil row 
prefers to flee if possible instead of fi ghting to the death. 

WARRIOR CAMPAIGNS 

Designing ent ire campaigns with a Warrior-focused theme 
should provide a party with a va riety of memorable com· 

bal set pieces and epic showdowns with recurri ng villains. At 
the end of it all, the Warriors and other PCs should have made 
an Impact on the galaxy, hopefu lly leaving it a better place 
than they found it. 

Campaigns last severa l sess ions of play. When design
Ing a Warr ior campaign, it is crucial to think about combat 
encou nters. Specifi ca lly, it is important to consider where 
combat encounters might take place. Moving a fight from 
an open batt lefield to a less-ord inary location can flavor the 
acti on and foster memorable moments and unique strate
gies. Consider moving a fight to a vertica l ori entation, or to a 
more th ree-dimensional environ ment underwater or in zero
g. Alternat ive ly, moving a set piece to a busy construction 
site, urban apa rtment tower, or crowded stadium or hover
tram station can create memorable experi ences wi th specific 
chal lenges. Sett ing a battle somewhere unexpected ensures 
that players remember and discuss the scene long after play 
has ended. 

Ba ttles can also become more memorable if the PCs fi ght 
interest ing opponents. Having unique adversaries whom the 
PCs love to hate adds an emotional dynamic to what ca n 
otherwise become repet itive comba t encounte rs. One easy 
way to make villai ns more reviled is to have them hurt or kill 
an NPC the Warrior cons iders dear. Maylle the vil lain was a 
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close friend to the Warrior before a devastati ng betraya l. A 
personal connection rai ses the stakes and the sa t isfact ion at 
beat ing the opponent. However. it's best not to let the PCs 
destroy the ir nemesis too qu ic kly. Repea t appearances in 
which a vi lla in gets the better of the PCs and escapes makes 
the villain's eventual defeat all the more sa ti sfy ing. 

Wh ile Warri ors might not consider every fight a victory, it 
is importa nt that they can see what difference their actions 
made. CMs can ensure tha t Wa rriors' hard work isn't for 
nothing, even if thei r most dangerous foes escape. A small 
scene of a reunited fami ly or the rebuild ing of a vil lage after 
a battle nearly destroyed it can go a long way toward emo
tionally anchoring Warriors to their act ions. 

TO BE THE BEST 
The PCs hea r rumors of an invitat ion-only individual com
bat to urnament to be held in the Nouane sector. Organizers 
claim to offer a rare and inva luable prize- an artifact of the 
Jed i. This might ta ke the form of a lightsaber, a holocron, or 
another object certain to draw the PCs ' interest. The same 
sou rc e also ment ions Judge Mazzum Onas of Tel erath, alleg
edly one of the best blade duelists in the sector. The PCs 
must locate the even t and fi nd a way to ente r. Unfortunately, 
the tournament is an Imperial t rap designed by the Imperial 
Secu rity Bureau to uncover potent ial Force users 

/ , 
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BY INVITATION ONLY 

The only lead the pes have takes them to Telerath's high-end 
island resort of Manala . home of the planet's most infamous 
judge. Mazzum Onas. Telerath is a planet in the Nouane sec
tor along the Vaathkree Trade Corridor. The planet is alleg
edlya resort world, but it has a problem with gang violence. 

On Telerath, blade duels settle all disputes, public and pri
vate. This convention is known locally as Sword Law. When 
the government wants to ensure that a criminal loses a tria l 
by comba t , it puts them up against Onas. Widely considered 
the fine st blade in t he Nouane secto r. Onas would know 
about a tourna ment if anyone did 

1 UUltnAI'Ir.n r RULES 

To handle a tournament of this type, GMs should 
allow fighting to continue until a Critical Injury 

result of 51 or more is scored. Each of these Criti
cal Injuries earns the inflictor a point, and at each 
point, the combatants are separated and given a 
minute to consult with their corners or rest. The 
first combatant to earn three points in this way 
wins the match. 

Winning means defeating nine opponents, 
to accommodate alt 512 entrants. Sadao Emtri's 
people design a bracket within the first few days. 
Combatants are expected to fight only once per 
day. Almost any melee weapon is legal. Further, 
coaching and heckling from the sidelines is allowed. 
Killing an opponent is not against the rules. 

Finding Onas proves difficult. While trying to get informa
tion at the resorts. the party runs afoul of several local gangs 
moving slaves and spice. This predictably results in severa l 
brawls and duels. Eventually. the party beats up the wrong 
group. resulting in a wa rrant fo r their arrest for disrupting 
the peace. Luckily. Judge Onas is presiding over their 

The party can fight Judge Onas and. upon 
securing their freedom. accept his invita
tion to the tournament. Alternatively. 
Judge Onas could be willing to secure 
them a pardon and provide a tourna
ment invitation if they can each beat 
him one on one. and if they promise 
never to retu rn to Te lerath , The invita
tion directs the pes to coordinates on 
the nearby planet Phateem. 

EARLY ROUNOS 

Mountains and bamboo forests cover 
the uninhabited world of Pha teem. 
The coordinates are high in the Ash
lendu Mountains. in the ru ins of what 
appears to be a crumbling temple 
that was once a Jedi artifact cache 
known as the Halls of Knowledge. 
The ruins are sprawling. and they are 

already teeming with campsites and ships housing other 
competi tors. Representatives of several species and combat 
form s are present. some friendly. others standoffish or even 
rude. No one seems to know who is in charge. 

Eventually. a SoroSuub luxury yacht lands at the site, 
and a middle-aged Zabrak male exits. An electrum-plated 
lightsaber hangs at his belt. though he is surrounded by pri
vate security armed wi:h blasters. He introduces himself as 
Sadao Emtri . and he outlines the rules for the matches over 
a massive banquet dinner Fo r all the combatants. 

The fi rst five rounds go smooth ly. and a feast each night 
features holovids of highl ights from the day's fights. Afte r the 
fifth round. the field narrows to sixteen com batan ts. Many 
of the losers have left the planel in disappointment or due 
to medical emergency. Each PC has had to fight individually 
in various ruins. waterfalls. bamboo forests. and other exotic 
locales near the temple site. 

UNEXPECTED ENTANGLEMENT 

During the afte r-fi gh t feast ror the sixteen rem ai ning com
batants. Sadao is odd ly not present. Soon. an Imperial Star 
Destroyer drops into orbit. Imperial shuttles streaming from 
its belly as it enters the atmosphere. 5adao then makes his 
grand entrance with a cadre of Imperial storm commandos 
behind him. 5adao identifies himself as a colonel of the 15B. 
He declares the remaining combatants to be suspected 
Force users. and orders his commandos to open fire. 

The party can fight. flee into the fo rest. or make a run for 
thei r sh ip to try to escape the planet. The Empire secures 
the ru ins to use as a base from which to hunt those who 
escaped into the bamboo forests. If the PCs let the Empire 
control the ruins. their ship is effectively impounded. If they 
try to flee with their ship. there is a high chance Imperial TIE 
fighter escorts shoot it down and force a crash landing in the 
forests. where Sadao can hunt them , Fighting Sadao init ially 
is ill·advised. as he has quite a few elite storm commandos 
with him and there is very little cover at the banquet hall . 



FUTURE OF THE FORCE 
A mysterious droid frames the Warrior for a kidnapping. 
Whle figh ting off hordes of bounty hunters. the pes must 
investigate the kidnapping and follow the trail of clues to 
its source, the Citadel on Lola Sayu. Eventually, the Warrior 
realizes the child is force-sensitive. As it turns out. the mys
terious droid wants to capture lhe Warrior and has left a trail 
to itself to spare itself the effort of a hunt. A climactic battle 
on the ramparts of the Ci tadel enables the Warrior to return 
l he ch ild home. 

BOUNTY·HUNTER ATTACK 

The Warrior and other pes are walking familiar streets to 
meet with a contact to get information on a missing child 
when they notice something is wrong. Moments later, t hey 
hear the hiss of a homing rocket: They are under attack! 
Civilians are everywhere, and the PCs must decide if t hey 
want to run away to move the fight somewhere more iso· 
Jated, end the threat quickly to minimize loss of life, or focus 
on defending the bystanders. 

The party eventually recognizes the opponents as bounty 
hunters, not all of whom seem to be working together. After 
an epic battle throughou t the city, the PCs eventually are 
able to lose their pursuers or destroy them. Meeting with 
their contact reveals there is a high"value Imperia l bounty 
on the Warrio r, sure to draw the best bounty hunters from 
across the region. What's worse, the Warrior is blamed for 
the very kidnapping the PCs were meeting with t heir contact 

to investigate. The contact is able to provide the name and 
address of the missing child's family, but little else. 

PUBLIC OPINION 

As the PCs move about the city to visit the family, they 
notice how often they are recognized . Many civilians rush 
away, while some even duck into alleys and pull out com
links. Whoever is behind all this has made sure the Warrior's 
face is everywhere in the city and has offered a reward for 
any information provided to the local Bounty Hunters Gu ild 
offi ce. If t he pes do not do something to address t heir vis
ibi lity, another hit sq uad arrives in short order to try to claim 
the bounty. 

The parents believe the Warrior is the kidnapper, and it 
takes a great deal of convincing before they'll speak with the 
PCs. However, even when cooperating, they have very little 
information to offer. They allow the pes to search the ch ild's 
room, which contains little out of the ordinary except for a 
series of drawings by the chi ld. Some depict events in the 
parents' recent lives, a minor speeder accident, the mother 
sobbing while being interviewed, and several pictures of the 
chlld at a park speaking with a droid of unusual design. What 
the PCs might not realize is that the child is Force-sensitive, 
and was drawing visions. Speaking with the parents or wan
dering the city can identify the park in the ch ild's drawings. 

Going to the park reveals a team of bounty hunters lying 
in wait, along with a security holocam. The footage reveals 
t he child's actua l abduction by the droid, which leaves the 
sce ne of the kidnapping in a speede r, heading toward the 



local spaceport. More encounters with civilians, bounly 
hunters, and local law en forcement complicate getting to the 
spaceport. but once there. the pes can check the registry to 
identify the abductor's sh ip_ 

TRUE CULPRIT 

Logs suggest the ship plotted a course to Lola Sayu. a planet 
infamous in some circles for the Citadel. a fortress built to 
imprison rogue Jedi. now rumored to be cursed and haunt· 
ed. The pes must journey to the vo lcanic world of Lola Sayu 
to free the kid napped child The captor and mastermind 
behi nd the whole affa ir is a sophist icated- but likely mal· 
fu nct ioning-d roid following Its last directive from the height 
of the Clone Wars. to capture and contain Jedi. In the era of 
the Empire, the droid has adjusted its programming to allow 
a more liberal definition of its targets, essentially amounting 
to all Force users. 

A small garrison of old battle droids guards the base, and 
feral anoobas prow! the surrounding area. To rescue the 
child. the pes must face off against the droid, who saw the 
frame as a way to bring the Warrior directly to it. The child 
truly is Force-sensitive, with a gift for precognition. The child 
mighl become an apprentice of the Warrior, or the pes might 
merely return the ch ild to the parents. In addi tion, searching 
the Citadel closely can reveal additional artifacts, informa
tion, or prisoners. 

FORMING THE GROUP 

The Holocron of Cin Drallig campaign can serve 
as an effective way to bring a party together. 

Each PC might initially be a rival hoping to take 
the holocron, until one PC can convince tllem all to 
work together. This unique coming-together story 
can make for a memorable session and a unique 
group dynamic. The party begins with very little 
trust, wllich has to be earned and built up over the 
course of play. 

THE HOLOCRON 
OF CIN DRALLIG 
The holocron of Cin Drallig. a famed Jedi lightsaber instruc
tor, has surfaced on Denon's black market. The pes must 
find a way to beat a number of rivals to the holocron. Of 
course, they can hardly afford to purchase the holocron, and 
security is very tight. The pes' best option is to follow the 
buyer home. amid rivals with the same plan, and convince 
the buyer to let them access the ho!ocron. Alternatively, 
they could take it by force. 



LIGHTS, HOLOCAM, AUCTION! 

Through channels the Warrior or allies have cultivated for 
trac...;ing down Jedi artifacts, the Warrior learns of an impend
ing auction on the city-covered world of Denon . Allegedly, a 
private collector is auctioning off the halocron of a renowned 
Jedi lightsaber instructor, (in Drallig. Of course, to most col
lectors. this is simply a curiosity, valuable only as an unusual 
antique and collectib le. If authentic, however, the holocron is 
sure to have detailed training regimens for all seven known 
forms of \igh tsaber combat, as well as for a number of Force 
techniq ues. The pes must book passage for Denon and 
scout the House Vaha li cloudcutter, a massive spi re where 
the auction is to be he ld. 

Scout ing reveals very tight security both on the auction
house levels and throughout the building. Complicat ing mat
ters, the seller is only bringing the holocron the night of the 
auction, though the auction house has allegedly already veri
fied authenticity. Neither a theft nor direct approaches have 
a high chance of success. However, the pes can view the auc
tion, either by survei llance camera or by finding a way to 
attend, and follow the winner home. 

THE WINNER'S SHAOOW 

Rin Praji, of the influentia l House Praji, ultimately wins the 
holocron for several million credi ts. While the young noble 
has his own security and a convoy of three armored air
speeders. many others hope to stea l the holocron whi le 
it is in t ransit. The PCs must defend the convoy or, at the 
very least, preven t other riva ls from acq uiring the holocron. 
Riva ls might be fellow Force sensit ives, ruthless col lectors, or 

independent artifact-acquisition specia lists hoping to resell 
the rare item. 

The route is a long one that leads first to a spaceport and 
then to a lUXUry yacht. Praji moves his prize to his lavish 
estate on the Core World of Kaikiellus. Whether the pes stow 
away aboard his yacht, manage to track it, or simply investi 
gate the noble and trave l to his homeworld, they are likely to 
attempt either to steal the holocron or to meet with Praji and 
convince him to let someone with the necessary strength in 
the Force open it. Fortunately, Praji is fascina ted wi th leg
ends of the Force and the Jedi, and the prospect of seei ng 
the holocran opened appea ls to him 

MASTER DRALLIG'S TRAINING 

Once opened, the holocron can teach much about lightsa ber 
combat forms. Its instruc tion can be represented by the 
acquisition of new talents in most combat-oriented talent 
trees, or a teach ing can comprise a more narrative lesson. 
Unfortunatei y, the Empire appears to have been behind (he 
holocron's availability at the auction. Activating it has trig
gered a beacon, and the Empire's forces are undoubtedly 
en route to intercept the Force sensitive capable of opening 
a holocron. 

The pes must fight their way to freedom through hordes of 
Imperials, induding the resources of an entire Imperia! Star 
Destroyer and any number of specialized Imperial troops. 
It might be possib le for a very experienced slicer or techni
cia n to disab le the beacon without harming the holocron, 
bu t unti l the pes can fi nd one, the Empire remains hot on 
the ir heels. 

WARRIOR REWARDS 

While for most Warriors. the fight is its own reward, War
riors' heroic actions can earn them riches, artifacts, and 

growing mastery of the Force. Warriors can also earn a reputa
tion for their accomplishments, letting their accolades speak 
for them during socia! encounters. Their actions could even 
attract followers who seek to study thei r fighting style or aid 
their cause. The following rewards are designed specifically 
with the Warri or in mind, but GMs can make the rewards avai l
able to other characters as appropriate. 

TABLE 3-2: TITLE BENEFITS 

Title XP Cost I Benefit 

HONORED TITLE 
There are three basic types of titles, each with different 
effects. Classroom titles are ranks denoting a level of mas
tery earned in a martial tradition, and impact Coercion and 
Negotia tion checks. Championship titles represent a victory 
in a com petition and impact Charm and Deception checks 
Finall y, legendary t itles represent speCific ac ts performed on 
the batt le field , and impact Coercion and Leadership checks. 

Minor Title 5 Once per encounter, add 00 to the next applicable Social skill check. 
.-------i 

Moderate Title 10 Once per encounter, upgrade the ability of the next applicable Social skill check. 

Major Title 15 
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To acquire a title, a character must pay the XP cost indi 
cated in Table 3-2: Tit le Benefits, on page 92. Tit les 
must be acquired in order, from minor, to moderate, to 
major. Each new rank of the title replaces the one before 
it. To use a t it le to benefit a Social skill check, the PC or an 
ally must invoke it in conversation. Each title can be invoked 
once per encounter. The effects of invoking a title are also 
shown in Table 3-2: Title Benefits. 

CLASSROOM TITLES 

Powerful Warriors often receive formalized train ing, usu
ally from a master of thei r particu lar fi ghting style. Most 
ma rt ial organi za ti ons have a codified system to denote the 
practitioner's level of experience, signi fied by adornments 
or titles, such as the Jedi titles of Padawan, Knight, and 
Master. Titles often indicate minor. moderate, and major 
achievements. Minor titles could imply continuing study 
in a mainstream technique, moderate titles cou ld include 
mastery of a technique or expertise in an obscure style, 
and major titles could denote complete mastery of a 
given sty le. 

The classroom title denotes a formalized study of 
a martial art. Warriors can invoke a classroom title 
in many ways. Explaining all the various ways the 
Warrior knows how to cause pain and death can 
instill fear in others to help with Coercion checks. 
Warriors can even leverage a classroom title to 
convince someone the Warrior is honorable, 

wh ich can help with Negotia tion checks. 

CHAMPIONSHIP TITLES 

While study ing war is certainly beneficia l, most Warriors 
know that t rue growth comes from experience. Durastee l 
sharpens du rastee l. and there are compet itions throughout 
the galaxy where the best Warriors test each other's limits. 
A championship title indicates having placed in or won such 
a contest. Championships can be earned for racing Podrac
ers, swoops, starships, solar sailers, or other vehicles. Titles 
can come from tournaments for unarmed fighting. fencing, 
dueling. or even less combat-oriented sports. like smashbali, 
Ji mmie, and more. 

Minor cham pionships might include wi nning backwater 
races or gladiatoria l contests. such as Coruscant's garbage 
tunnel races or Serphidi Doom-Joust. Moderate champion
ships include wins at regional events like the Storm blade 
Blood test or the Cloud City Grand Prix. Major champion
ships are news to enthusiasts across the galaxy, like winning 
the Boonta Eve Classic Podrace, the Five Sabers race, or a 
Galactic Games unarmed combat medal. Note that if the win 
was over a decade ago, or if the Warrior mere ly placed but 
did not win, the t it le shou ld be lowered one step. 

Championship titles provide a small measure of fame fo r 
Warriors, which means they might have rubbed appendages 
with other famous beings of the day. Warriors with champi
onship titles can invoke them by telling stories from their 
competition days, some of which may be greatly exagger
ated or patently untrue. A great behind-the-scenes story 
from their time on the circuit can charm an NPC into helping 
the Warrior. A Warrior might regale a target with a story of an 
encoun ter with the target's hero. perhaps a musician or actor 
whom the Warrior met at a tournament aFter party_ Champi
onshi p titles can modify Charm and Decept ion checks. 

LEGENDARY TITLES 

Classroom and championship titles are impres
sive, bu t nei ther compares to actual combat 

experience in which a Warrior's life was 
on the line. Legendary t itles are earned 

through courage in combat. They 
are stories of martial prowess and 

unfl inching resolve that are told by 
a Warrior's friends and admirers 
endlessly. These stories have a 
tendency to get exaggerated 
and grow over time, adding to 
the mystique of the Warrior. 
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A minor legend concerns a brave deed that was a local ized 
event or perhaps made the newsnets as a police report. This 
might include rescui ng a child, figh ting an entire swoop gang, 
or si milar acts. Moderate legends might include courageous
ly saving or fighting a larger group, The Warrior might have 
fought back a raiding party of Sand People or faced down an 
Imperial walker or similarly overwhelming opponent single
handedly. A major legend would be a deed of unmatched 
bravery, such as facing a 51th Lord. turning the tide of a 
famous battle. or taking out an Imperial superweapon. 

Legendary ti tles are often nicknames, such as "the Butche r 
of Monte ll ia n Serat, ' "the Hero with No Fear," or "the Negoti
ator." All ies invoke these titles for a Warrior in most cases, as 
the story and title are most errective when spread by some
one other than the Warrior. Still, once the story gets out, it 
can aid in both Coercion and Leadersh ip checks. These titles 
lend credibility to Warriors, making others simultaneously 
more willing to follow them and more afraid of them. 

FOLLOWERS AND ASSETS 
Warrior traditions endure because they emphasize teach ing 
as part of achieving mastery. There is something abou t dem
onstrating a technique, explaining it [Q others, and then cor
recting their form that elevates the teacher's own mastery of 
tha t technique. It creates an awareness in the Warrior of tiny 
details about each technique, enabl ing them to refine t heir 
own skills. Most martial traditions don't consider prac t itio
ners masters until they have guided a student from a novice 
leve l to an intermediate level. 

GMs can use a Warrior's students as recurring NPCs to 
provide story hooks for the group. There is a big difference 
in emotional connection between helping an unknown family 
being eX[Qrted by Hutts and helping a student's family in the 
same situa tion. This personal connection [Q an adven ture 
hook can motivate players and provide background before 
they embark on the CM's planned content fo r a session. 

Warriors can spend XP to purchase and upgrade va rious 
followers and assets, each of which provide di fferent ben
efits. Each type of follower or asset has several t iers, which 
must be purchased sequentially. Many followers and assets 
should also require a considerable expenditure of lime, 
effort, and even credits to cultivate, 

ALLIES 

All ies are individuals who have benefited from the Warrior's 
actions. They can come from a variety of backgrounds, and 
each has a life and job separate from the Warrior. Most allies 

TABLE 3- 4: APPRENTICE BENEFITS 

Novice 
5 Apprentice Add D to all combat checks. 

TABLE 3- 3: ALLY BENEFITS 

Ally makes one Knowledge, 
Gratefu l Ally 5 Skulduggery. or Streetwise 

check with • ~. 

Ally makes one Knowledge, 
Indebted Ally 10 Skulduggery, or Streetwise 

check with •• 0. 

Ally makes one Knowledge. 
Loyal Ally 15 Skulduggery, or Streetwise 

check with ~~Oo. 

feel as t hough they owe the Wa rrior a favor, and they are 
willing to help as best they can in t imes of need. 

All ies can serve as a combined knowledge base for a War
rior. Once per session, the Warrior can ask an ally, either in 
person or via a comlink or other method of long-distance 
communication, to make a single Knowledge, Skulduggery, 
or Streetwise check on the Warrior's behalf. Depending on 
t he ally, the GM may permi t any Knowledge skill or restrict 
the ally to one or more Knowledge skills. The dice pool for 
the check is indicated in Table 3- 3: Ally Benefits , on page 
94. The time it takes for the Warrior to receive an answer 
depends on the method of communication, and generating 
@ on the check can delay the answer. 

APPRENTICE 

The Warrior might attract a part icu lar ly enthUSiasti c follower 
who becomes an apprentice. This NPC hopes to learn lhe 
Warrior's martial skills and help others as the Warrior helped 
them. Taking on an apprentice can provide a Warrior with 
great roleplaying moments, and the student's character arc 
might culminate in running a school for other students hop
ing to learn the Warrio(s chosen form of combat. While some 
Warriors find annoyance with an apprentice's constant admi
ration and pestering, apprentices are also useful for invoking 
tit les Warriors are too humble to bring up themselves 

Once per session, for an entire combat encounter. the 
apprentice can join the Warrior in combat. Rather than hav
ing an adversary profile and taking individual turns in com
bat, the apprentice fights in unison with the Warrior, aug
menting the PC's combat checks or aiding the PC's defense, 
as shown on Table 3- 4 : Apprentice Benefits, on page 
94 . The GM can spend @ on any combat check the War
rior ma kes to have the appren tice incapacitated for the rest 
of the encounter or otherwise defea ted, and the benefits of 
the appren tice end immediately. A Warrior ca n benefit from 
only one apprentice at a time. 

Trained 
Apprentice 10 

Add automatic tJ to all combat checks, or add + I melee defense; the Warrior chooses which at 
the beginning of each turn , and the effect lasls until the beginning of the Warrior's next turn. 

Experienced 
Apprentice 15 Add au tomatic *- t} to all combat checks, or add + 2 melee defense; the Warrior chooses which at 

the beginrfing of each tum, and the effect lasts until the beginning of the Warrior's next tum. 



TABLE 3-5: FOLLOWER BENEFITS 

Helpful 
Follower makes one Computers. 

5 Mechanics. or Medicine check 
Follower 

with ••• 

loyal 
Follower makes one Computers, 

10 Mechani cs, or Medicine check 
Follower with •• o. 

Trusted 
Follower makes one Computers, 

15 Mechanics. or Medicine check 
Follower with •• Oo. 

FOLLOWERS 

Followers are inspired by the Warrior's example. and they do 
their best to aid the PC's efforts. They come from a variety 
of backgrounds, but many have left their old li fe behind to 
follow and help the Warrior. While not all are prepared to 
engage in combat, many are trying to learn and consider 
the Warrior their instructor. Followers possess a diverse set 
of skills from their lives before meeting the Warrior, and they 
are more than willing to help in any way they can 

Followers often have a degree of technical training from 
a past career. Once per session, they can make a single 
Computers, Mechanics, or Med icine check on behalf of the 
Warrior, at the GM's discretion, The dice pool to use for the 
check is shown in Table 3-5: Follower Benefits on "Table 
3-4: Apprentice Benefits" on page 94 These checks gen
erally requ ire the followers to be on-si te; the Warrior can't 
receive aid by comlink as with an ally benefit. Followers must 
physically follow the Warrior and be present to assist. This 
can pose some logistical challenges for a party. Followers 
also take up much of a Warrior's free time, as each hopes to 
learn how to fight straight from their hero. 

TABLE 3-6: SCHOOL BENEFITS 

Add 0 to follower and ally 
Local Gym 5 checks and to checks made with 

the aid of an apprent ice. 

Respected Add DO to follower and ally 
10 checks: add tJ to checks made Doja with the aid of an apprentice. 

Training Upg~ ability of follower and ally 
15 checks; add t:J:q to checks made 

Academy with the aid of an apprentice. 

SCHOOL 

Many Warriors place a prem iu m on pass ing on their skill s. 
Train ing an apprentice can happen in the field, but train ing 
an entire student body requ ires a facility and a faculty. Wa r
riors who establish a formal training faci lity provide their fo l
lowers, allies, and appren tice a safe place in which to shut 
out distractions and focus on trai ning. 

Schools can grow over time. They might start out as a 
small local gym where students can exercise, spar, and work 
with training droids or in simulators. They can evolve into 
more respected institutions wi th better facilities and a repu
tation in the galaxy. Eventua lly, they might even turn into 
massive training compounds or a network of smaller gyms 
GMs should work with players when they establish a school 
to discuss their goals for it. 

Mechanically, schools improve all checks made by allies, 
appren tice s, and foll owers. This bonus improves every check 
they make that is rela ted to the benefits they provide the 
Warrior. The bonus provided by each level of school is shown 
in Table 3-6: School Benefits. Schools are often run by a 
Warrior's first apprentice, after the apprentice reaches the 
Experienced Apprentice tier. 







I 
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