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List of Revisions



	28th July 96	Droids rules added

			Lightsaber rules

			Weapon damage altered



	11th August 96	Number of Force Points Jedi gets altered

			Maximum number of Dark points that can awarded at a time increased



�Conditions on Using These Rules



Official Conditions

The Star Wars Live Action Rules are free for anybody, but no profit must be made from any activity involving the rules.  This is to avoid any copyright infringement with Lucasfilm and ensures that it is only a fan activity.

Unofficial Conditions

The following conditions are to bring the players of Star Wars Live Action together all over the world.  As a result, these the game will develop and improve.  Therefore, when you have played a game, notify me (James Sheahan - the author of these rules) using the contact points below of the following information:



1. Where it took place,

2. What the storyline was,

3. What the outcome was,

4.What rules worked well and which did not.



 (Oh yeah, if you're feeling generous, you could always invite me along to the game too.)



Why Report the Game’s Result ?



Not only will the rules improve but all the events happening in everyone's games will be combined together so all players can see what's happening in the Star Wars Live Action Galaxy.  This combined outcome can then be used by players in their games as a backdrop and everyone’s games can feel a part of the greater Galaxy of Star Wars Live Action players.  This combined tale can then be read in the Events from around the Galaxy section of the Star Wars Live Action Web site, or it can be sent on request via letter.





Getting the Most Out of Star Wars Live Action

Getting Extra Players or Finding Other Games 

Remember, you can also advertise your game on the Star Wars Live Action web site beforehand if you want to find other players, or find other games by using the Players Wanted page.  If you do not have access to e-mail then send a letter to me at the address above.

The Web Site - A Wealth of Additional Information

The Star Wars Live Action site has extra information like a questions and Answers board, a Beginners Guide, Rules Updates, and so on.  The Web Site is located at



http://www.users.dircon.co.uk/~jamess/



If you can not get on the Internet then send me a letter.





Contact Points



Letter	James Sheahan, 20 Beaumont Avenue, North Harrow, Middlesex, HA2 7AT, United Kingdom

E-mail	jamess@dircon.co.uk





�

Combat 

The Combat System

In most role-playing games which use hit locations, there are seven hit locations - the Head, Chest , Abdomen, Left Arm, Right Arm, Left Leg, and Right Leg.  However, due to the paintball nature of Star Wars the head location is not damaged by shots for safety reasons and personal comfort, although damage can be taken to the head via other means.



To keep track of how injured  a character is, characters have a number of hit points for each hit location and one total amount of hit points for the overall condition of the player, called the body total.



When a player is wounded they will lose hit points to the location that was hit and the same number of points will be taken off their body total.  Some damage only affects the body total, e.g. poison which affects the overall person but not any specific location.



In Star Wars, many shots and blows that hit the characters will be just flesh wounds or scratches.  The system that would be needed to give effect to this would be very complicated and the main concern is fun not rules learning and major mathematics.  So, instead of trying to work out which injuries were light scratches and which were proper wounds, each wound  will be averaged out as being the same even though realistically they would not.



Each weapon type has a damage code and this is how many points of damage that it does to a character for each hit.  An example is :

A laser pistol's damage code is 4.

If a player is hit by a shot from a laser pistol in the right leg, 4 hit points are deducted from their right leg hit point total and 4 points are deducted from their body total.



Most weapons either do 3 or 4 points of damage.  However there are weapons that do different amounts.  Wepaons and their damage codes are listed in the Equipment section.

The Limits

The Total Body



When a player's body total goes under zero then they fall unconscious.

If the body total goes below a negative value equal to 1/2 of their starting body total (rounded up) then the character is dead.



Locations



When a player's location goes under zero it will stop working.

A location is destroyed if it goes below a negative value equal to 1/2 of its starting total (rounded up before making it a negative).  For example, a location with a starting total of 11 will be destroyed if it goes below -6.



A player will fall unconscious if their chest or abdomen stops working, and will die if these locations are destroyed.

Starting Values and Developing

All humans start with the same hit points.  These can be increased by using the Physical Development skill (detailed later).



The starting levels are :



Arm & Leg locations :�10��Chest & Abdomen locations :�12��Body Total :�30��

Alien races may have different starting statistics and different rules for their hit points.  These are detailed in the relevant description in the Alien Races Section.

The Effects of Armour

Armour is not usually very effective in Star Wars because most injuries come from laser weapons which are very effective against personal armour.  Also, when armour takes too much damage it becomes useless.  Therefore, armour has a very limited life, usually being shot off your back instead of it saving your neck !



All armour has an armour rating which represents how well it protects the wearer from damage.  Armour is effective against non-energy attacks, like knives, clubs, spears, stones, but it is only HALF EFFECTIVE against energy attacks, like laser pistols (rounded down).



Damage can never be reduced below 1 point per blow due to the shock of the blow still getting through.



A non-energy attack's damage is reduced by the armour rating, and an energy attack's damage is reduced by half the armour rating (rounded down).  For example :



Armour with a rating of 1 reduces non-energy damage by 1 point and has no effect against energy weapons.

Armour with a rating of 2 reduces non-energy damage by 2 points and reduces damage from energy weapons by 1 point.

Armour with a rating of 3 reduces non-energy damage by 3 points and reduces damage from energy weapons by 1 point.



Armour's effectiveness does not decrease with non-energy blows, like knives, etc.  However, a piece of armour can only withstand 5 laser blows to it before it is so damaged that it becomes useless and offers NO protection from ANY attacks.



Armour is in pieces so it counts separately for each location on the body.  When a piece of armour takes damage the neighbouring piece is unaffected.

For example, a player is wearing 2-point armour on their chest and abdomen.  The chest piece has been hit 4 times already.  The player is invloved in a ‘misunderstanding’ with Imperial Stormtroopers and before the combat is over the player receives a shot in the chest., which would do 4 points of damage but the armour is half-effective against energy attacks and so lessens the damage by 1 point.  Therefore, the player loses 3 hit points of damage to the chest and 3 points to their total body hit points.  The chest armour has taken 5 hits now and so is useless.  It will not protect the player from any damage.  However, the abdomen piece of armour is unaffected.



The types of armour avaliable are detailed in the Equipment section.

Non-Playing Character (NPC) Hit Points

Non-Playing Characters are the people that the characters will meet on their missions, i.e. they will play the stormtroopers, the smugglers, the Rancor monster, etc.  Each NPC is given a number of hits that they can withstand before they die, e.g. 10 hits.  The number of hits a blow does equals the number of points divided by 4 (rounded up).  Therefore blows of 1-4 points equals 1 hit, 5-8 points equals 2 hits, 9-12 points equals 3 hits, etc.



When a player hits an NPC they must call out the amount of hits damage it has done if it is more than 1 hit.  If the damage is equal to 1 hit then nothing need be called.

For example, a player is using a heavy laser rifle which does 8 points of damage with each hit.  This counts as 2 hits against NPC’s.  Therefore, the player shouts “Two” or “Double” each time they hit an NPC with this weapon so that the NPC’s know.



Armour has the effect of adding hits to NPC's if they are hit by non-energy weapons.  For example, an NPC who normally has 4 hits would have 6 hits if wearing armour and being hit with clubs.  The amount of hits added due to armour depends upon the type of armour.





�Equipment

Weapons

Range Weapons



Laser Pistol, Laser Rifle - Laser pistols and rifles are the most common form of laser weapon sidearm found throughout the galaxy.  Using laser energy means that damage is instantly cauterised and, therefore, bleeding from being shot by a laser weapon is very rare.  These weapons typically do 4 points of damage per hit, but some good quality rifles can do 6 points.



Hold-out Pistol - A small laser weapon that is easily concealed but has a very limited strength, usually doing 2 points of damage per hit.



Heavy Laser Rifle - These long barelled weapons are heavy, but, due to their size, they pack a powerful punch and usually deal 8 points of damage per shot.  However, they are large and, therefore, difficult to hide or conceal.

Special Rules : These weapons require both hands to use.



Laser Cannon - These are usually tripod based weapons that require training before they can be used effectively.  Therefore, the combat skill of is required, otherwise a person can not use this weapon.  They deal out 12 points of damage per hit or more.

Special Rules : Only users with the Combat skill Heavy Weapon Use can use these weapons.



Bowcaster - Wookies only - A Wookies favoured weapon, these crossbow-like weapons fire explosive charges appearing much like laser blasters.  However, it requires great strength to use them and they are usually only found in the hands of a Wookie.  They usually do 4 points of damage per shot.

Special Rules : Users must have the Physical skill of Strength to be able to use these weapons.  They are not readily found for sale, and only Wookies get automatic access to these weapons.



Primitive Guns - These weapons fire solid pieces of metal powered by an explosive charge.  Although primitive, some worlds still use these weapons.  Each shot does 3 points of damage.



Bows, Crossbows - These primitive range weapons can be effective but do not pack the same power as a laser weapon.  Due to this, they typically do 3 points of damage per hit and are affected by armour.



Hand-to-Hand Weapons



A character can only use a hand-to-hand weapon if they have the Combat skill of Melee Weapon Use.  Without this skill, a character is best out of close combat as they have not been trained properly.



Knife, Sword, Club, Gaderfii Stick, Staff, Spear - These hand-to-hand weapons only aid those with the skill in using them.  If the character does not have the combat skill of Melee Weapon Use then they can not use these weapons.  These will do 3 ponts of damage.



Vibroblade, Vibroaxe - A vibrating blade on these weapons makes them more effective than a standard blade.  These will do 4 points of damage per hit.



Other Weapons



Grenades -  These thrown explosive devices are powerful and can be set to explode on contact or explode after a set amount of time.  Usually, these devices will do 8 points of damage to everything within the blast area and have a small blast range of about 2 feet.

Special Rules : Only those that are hit by the device will be affected by the damage.



Thermal Detonators - These are extremely powerful explosive devices which have a large blast range.  These can be set off by hand, explode on contact or set to explode after a set amount of time.  They do 16 points of damage to everything within the blast area.  (Note that these devices can do agreat deal more damage but this is the usual setting used in close combat situations to avoid getting yourself blown-up too).

Special Rules : Any person/object within 6 feet of the detonator will be affected by the damage.



Lightsaber - These ancient Jedi weapons are swords of energy which are extremely powerful being able to cut through almost  anything.  These deal 20 points of damage per blow.

Special Rules : Only Jedi with the Jedi Use Lightsaber skill can use these weapons in combat.  See the Lightsaber section in the Force section of these rules.

Other Equipment

Medi-Kit - A medi-kit allows the user to heal injured people and stop their bleeding.  Each kit has enough eqiupment to cure a total of 8 points of damage.  Bleeding can be stopped by applying just 1 point of healing.



Data Pad - This piece of equipment is equivalent to an electronic notepad.  It also allows the user to plug into equipment and record.



Macro Binoculars - These are electronic binoculars which allow greatly increased vision and include a range meter and various filters like infra-red, ultra-violet, etc.



Scanner - This allows a player to search an area for a particular range of objects.  For example a life scanner allows the player to detect all life in its range.  Other scanners are made to scan for droids, electrical activity, energy sources, particular elements.  However, they are usually large and cumbersome.



Com Links - Com links allow people to keep contact over great distances.  Usually, personal com links have a range of about 1000 metres.  Expensive com links can have greater ranges and can incorporate scrambling systems to stop unwanted listeners eavesdropping.



Drugs and Poisons - There are many drugs and poisons from many planets around, not all of them known.  These will be detailed at a later stage and are not available yet.



Droid Repair Kit - This is the equivalent of a medi-kit for a droid and can only be used by a character with the USe/Repair Droid skill.  One kit is used for each 10 minute repair job carried out on a droid.  The amount of damage fixed depends upon the user’s Use/Repair Droid skill.  See the Droids section for a full explanation.



Stun Prods - These are usually used to control herds of livestock, and in some terrible cases are used on slaves.  They deliver a charge half that of a laser weapon set for stun.  Usually they are in the form of 5 foot lances, but can be any length; some are even used as weapons.



Web Spray - When sprayed, this chemical mixture turnns into long and sticky strands of a very strong thread.  Its purpose is to entrap the target as if caught in a net.  The range is usually about 30 meters and can be in many shapes and sizes.



Ion Guns - These are used to cause temporary damage to electrical systems but are harmless to humans, and in fact most beings.  Most common uses are for stopping droids and shutting down computers, although larger ones are used to weaken shields, or disable starships.  For example, the Jawas used one to stop R2-D2 on Tatooine.  The main effect is that the blast shuts all electrical activity down for 5 minutes; therefore, a piece of electrical equipment, like a droid, hit by an ion blast will immediately shut down for 5 minutes.  When the five minutes is up, the equipment can be used again and droids will start working again.

Note : Only Jawas get automatic access to these weapons.

Armour

Armour comes in many different forms.

Armour with a rating of 1 is the most commonly found and can be in the form of padded jackets, chainmail, armour vests, etc.

Armour with a rating of 2 is usually expensive and is much tougher than rating 1.  Stormtrooper armour, Boba Fett's armour, plate mail, etc. are all examples of rating 2 armour.

Armour with a rating of 3 is the highest rating that is generally known and tends to cuumbersome.  A zero-G sttormtroopers armour is rating 3 armour.  This is extremely expensive to buy and not usually for sale.

Armour with a rating of 4 or more may exist in the galaxy but is not known to be available for the use of personal armour.  Materials this tough tend to be in the form of starship hulls, etc. and are too heavy and too large to wear.

Weapon Damage Code Summary

Energy Weapons�Typical Damage��Non-Energy Weapons�Typical Damage��Laser Pistol�4��Staff/Club/Spear�3��Laser Rifle�4��Sword/Knife�3��Hold-out Pistol �2��Arrows�3��Heavy Laser Rifle�8��Thrown Stones�2��Laser Cannon�12��Grenades�8��Lightsaber�20��Thermal Detonators�16��







�Skill Groups And Character Classes

Skill Groups

There are many skills that a player in Star Wars can have and these are divided into six groups, which are Combat, Physical, Stealth, Technical, Galaxy and Medical.



The first thing a player must do is choose which group they wish to be their strongest and best group.  This is called their Primary Skill Group.  This determines what group of character classes the player will be in, i.e. all characters who have combat as their primary skill group are soldiers, and so on as shown below :



Primary Skill Group�Character Class Group��Combat�Soldiers��Physical�Traders��Stealth�Scouts��Technical�Techs��Galaxy�Pilots��Medical�Medics��

The player then selects their character's next best skill group, which is called their Secondary Skill Group.  When cross-referenced with the primary skill group this will determine what the player's character class is, i.e. a character with combat as their primary skill group and stealth as their secondary skill group is a Sniper.  All the different combinations are shown on the Character Class Table, and a brief description of each is given in the Character Class section.  (Note Shaded areas on the class table mean that the combination of primary and secondary skills is not available or possible.)



The character's primary and secondary skill groups determine the skills a character starts with and the cost of buying skills if the character survives missions.  This is explained in Buying skills on Page xx.

Character Classes

This section gives a brief description of each of the character classes that are available.  The descriptions are meant to illustrate what the classes do and are in no way strict guidelines.

Soldiers	Primary Skill : Combat



Soldier/ Bounty Hunter�These are the main fighting force of the Rebellion.  Bounty Hunters are civilians (and have usually given up collecting bounties) and Soldiers are in the Forces.����Snipers�Snipers are skillful fighters but have the ability to move quietly into trouble areas so as to take the advantage of surprise in combat.����Combat Techs�Combat Techs are the technical fighters.  They are able fighters but are more likely to be hotwiring doors open for the other troops and over-riding security systems whilst in a fire fight.����Mercenaries�Mercenaries are fighters that have travelled through many Systems and subsequently know a great deal about the world around them.  Usually, they have worked in the employ of many different people as security guards and ship's crew.  Mercenaries are very useful when in an unknown area due to their broad knowledge and their fighting skills.��



Traders	Primary Skill : Physical



Traders�Traders have travelled a great deal while carrying out business like selling droids, or being hired help.  Their job has usually involved a lot of physical work and therefore they tend to be physically strong.��



Scouts	Primary Skill : Stealth



Assassins�Assassins move silently and quickly without being noticed so that they can knock out the opposition, preferring to go unseen than to start a face-to-face fight.����Recon�Recon are the people who check what unfamiliar areas contain and report back their findings, like whether they are secure.  They are a hardy breed sometimes needing to tough out long waits in unpleasant surroundings whilst observing their targets.����Intelligence�Intelligence secretly enter enemy installations gathering information, and meet with other agents to secure knowledge and pass it back to Headquarters.����Rangers�Rangers are great travellers who have used their excellent stealthy skills to slip from place to place and to survive.��



Techs	Primary Skill : Technical



Tech Warriors�Tech Warriors are the front line technicians.  They are technical experts who are often put into high risk encounters and so rely on their combat skills to get them in and out.����Technicians�Technicians are the main technical crew.  They are technical experts and due to the arduous and heavy lifting involved with their work they are very tough.����Sappers�Sappers are silent technicians who sneak around inside enemy installations setting explosives, altering computer defence systems and retrieving Imperial passwords.����Wiremen�Wiremen are technicians that have seen many places.  They are technical mercenaries and are likely to have worked for many different people.��



Pilots	Primary Skill : Galaxy



Pilots�Pilots have seen the Galaxy at the helm of a starship and through this they have usually gotten into a few scrapes hence their fighting ability.  Pilots can have flown star fighters (X-Wings, Y-Wings, A-Wings or B-Wings), freighters or capital ships.����Navigators�Navigators have seen the Galaxy from a starship like a pilot but tend to have done a lot of the heavy work and thus are physically tough.  Navigators can have flown Star fighters (B-Wings only), freighters or capital ships.����Smugglers�Smugglers have made a lot of deals in a lot of places without a lot of official permission.  Therefore they have built up a defence mechanism of being able to slip away without trace.  Smugglers can have flown starfighters (X-Wings, Y-Wings, A-Wings, B-Wings), or freighters.   (Capital ships are rather easy to spot!).����Crewmen�Crewmen tend to have spent a lot of time travelling on starships helping run and maintain them.  Crewmen can have flown freighters or capital ships.��



Medics	Primary Skill : Medical



Medics�Medics are front line healers trained to aid the wounded in the midst of battle, as well as helping the fighting troops.����Healers�Healers are skilled medics who have travelled through many Systems.  They are usually great experts in many different alien races physiology due to their knowledge gained on their travels.���

Skills & Character Classes Chart





��Secondary Skill����Combat�Physical�Stealth�Technical�Galaxy���Combat (Soldiers)��Soldier /     Bounty Hunter�Sniper�Combat Tech�Mercenary���Physical (Traders)�����Trader��Primary�Stealth  (Scouts)�Assassin�Recon��Intelligence�Ranger��Skill�Technical (Techs)�Tech Warriors�Technicians�Sappers��Wireman���Galaxy    (Pilots)�Pilot�Navigator�Smuggler�Crewman����Medical (Medics)�Medic����Healer��







�Starting & Developing a Character

Starting Skills

A new character starts with two primary skills and one secondary skill of their choice.  The player must select these and have them entered onto their character sheets before their mission.  The choice of their beginning skills is up to the player.  For example,  a sniper could choose to have accuracy and weapon knowledge 1 (as their free primary skills), and hide (as their free secondary skill).  (Note that no character can buy any skll at level 2 or 3  as one of their free skills.)

Rebel Forces Or Civilian

A player must also choose whether their character is part of the Rebel Forces (Navy or Army) or a civilian.  This does not affect characters skills, etc. but just adds colour to the game and may alter how they role-play the part.  However, a higher rank character can not issue orders to lower ranks on missions; after all the Rebellion is all in this together.



A member of the Forces starts as a Lieutenant, and can gain promotions by reaching certain points levels.  Civilians may be given commissioned titles too, if they are heroic enough.

Alignment

Unlike other role-playing games, there is no need to decide whether your character's principles lie with good or evil, or chaos or law for in Star Wars all the characters are on the same side.  They are all opposed to the Empire's evil ways and are grouped together to bring about one goal, which is the end of the Empire's rule.  For this reason they are all Heroes and all work together.

Buying Skills

At the end of each mission, the surviving players will be awarded training points at the mission debriefing.  Each player will get from between 7 to 10 points by the referee (8 points being the usual).  The amount of points awarded depends upon how well the character performed; i.e. how heroic they were, how well they role-played, if the mission was completed, and other factors.



The points that a character gets can then be spent on buying new skills.  It costs 3 training points to buy a primary skill, 5 training points to buy a secondary skill and 7 points for any other skill.  These points can be spent straight away or saved until before the next mission.  Any points left over are not lost and will be noted on the player's character sheet.  However, it is NEVER possible to buy a skill whilst on a mission and NEVER possible to use a skill until the player has bought it.



When buying skills, there are three different types : Single skills, Accumulative skills, and Additional Use skills.



Single skills - These skills are very simple and need only be bought once.  Examples of these are Sense Ambush, Strength, Hide, etc.  It is not possible to increase the benefit of these skills by buying them again.



Accumulative skills - These are skills with different ratings, e.g. Weapon Knowledge 1 - 3.  The first time this is bought the player has a rating of 1.  However, the cost of these skills goes up with each extra level to be learnt  and is related to the skill level trying to be learnt. 



Skill Level 1 - Normal cost

Skill Level 2 - Double the normal cost

Skill Level 3 - Triple the normal cost.



A player can not get to a skill level without posessing all the levels below, so to get skill level 3 a player must have levels 1 & 2. 

A player can only get a rating above three when they are able to get special skills (detailed below).



Additional Use skills - These skills give a number of uses for each time they are purchased, i.e. Accuracy, Physical Development and Dodge.  For example, each purchase of Accuracy gives a player three uses of it each mission.  Therefore, buying it twice gives a player 6 uses each mission.  This represents how characters improve at identifying enemies' weak spots.

Buying Specialist Skills

If a player manages to get 50 points in total or more then they are definitely heroes and get to reflect this by being able to buy skills from the Specialist Skills list.  The cost of these skills depends upon a character's primary and secondary skills (just like buying ordinary skills).  All specialist skills, except Level 4 Accumulative skills (like Alien Knowledge 4), cost 5 training points to buy a specialist primary skill, 7 training points to buy a specialist secondary skill and 9 points for any other specialist skill.  Accumulative skills at level 4 follow the usual cost rules.  Therefore, cost of a level 4 skill is 4 times the cost of buying level 1.

And Beyond ...

If a character manages to get 100 training points or more then they can expect to be able to get even more heroic skills, and even a seat on the Council.

An Example of Buying Skills

A player has decided to play a Sapper.  Initially, they get two free Primary skills and one free Secondary skill, which, for a Sapper, means they get two free Technical skills and one free Stealth skill.  To be more unusual the player decides that they are going to be a Sapper character that specialises at hunting and tracking down droids, so they select Use/Repair Electrical 1, Use/Repair Electrical 1 Droid and Track 1.



After a succesful mission, the player is awarded 9 training points for good character play and heroism.  The player could spend these points on anything they want.  The player could buy :



Primary skills Use/Repair Droid Level 2 (6 Training points) and Search (3 Training points) with no points remaining.

Primary skill Use/Repair Computer Level 1 (3 training points) and Secondary skill Hide (5 training points) with 1 training point left for later.

Sense Ambush skill (7 training points as this is not a Primary or Secondary skill) with 2 points left over.



Then again the player could choose something completely different with their 9 training points.



�Skill List

Skills Summary

COMBAT�PHYSICAL�STEALTH�TECHNICAL��Melee Weapon Use�Physical Development�Track 1 - 3�Use/Repair Electrical 1 - 3��Heavy Weapon Use�Strength�Search�Use/Repair Computer 1 - 3��Weapon Knowledge 1 - 3�Fall�Survival�Use/Repair Droid 1 - 3��Sense Ambush�Dodge�Hide�Science Knowledge 1 - 3��Assess Wound�Agility�Surprise���Confusion��Disguise���Accuracy�����������GALAXY�MEDICAL����Alien Knowledge 1 - 3�Heal����Space Knowledge 1 - 3�Stop Bleeding����Starship Knowledge 1 - 3�Assess Wound����Imperial Knowledge 1 - 3�Identify Disease����Languages 1 - 3�Cure Disease�����Identify Poison�����Cure Poison����

Combat Skills



Melee Weapon Use



This gives the player the ability to use ordinary hand weapons.  This includes weapons such as knives, swords, maces, sticks, staffs, etc.  These weapons will be represented by safe weapons and must be carefully wielded, otherwise the ability will be lost by the player for good, never to be regained.

This skill can only be bought once.



Heavy Weapon Use



This gives the player the ability to use heavy weapons, such as laser cannons, etc.  Without this skill players are unable to use  heavy weapons due to their complexity and set-up unless they are assembled and primed.

Also, most heavy weapons must be used on tripods, or the player must have the strength skill to be able to wield some heavy weapons effectively in combat.

This skill can only be bought once.



Weapon Knowledge 1 - 3



This skill means that the players have knowledge of how weapons work, what effects particular weapons have, what marks they make, who uses certain weapons, where certain weapons come from, etc.  For example, this skill makes it possible to recreate what may have happened at the site of a battle by examining the area and the damage around.  With this skill Obi Wan Kenobi identified that the Jawas that sold R2-D2 and C3-PO were killed by Stormtroopers due to the accurate laser blasts.

The higher the Weapon Knowledge level a player has, the greater the amount of information that the player knows and can tell.

To use this skill the player must be able to see the weapon or damage and then asks the referee the question stating the Weapon Knowledge level they have.  The information is limited if the player can not examine the item closely.

This skill is an accumulative skill, and therefore can be bought up to three times as explained earlier under accumulative skills section.



Sense Ambush



This skill allows the player to sense if there is an ambush set up for them.  When using this skill the player will be told by the referee that they have a strange feeling.  There will be NO details of where the ambushers may be or how many of them there are.

This skill can only be bought once.



Assess Wound



This skill gives the player the ability to tell how badly injured a player is due to physical conditions, i.e. laser shots, falls, illness, etc.  The player will not be able to diagnose diseases, etc. just what the physical conditions' effects on the body are.

This skill can only be bought once.



Confusion



This is the ability to surprise and confuse the enemy by yelling and charging in.  It has the effect of stunning the enemy for three seconds for which time the affected people fumble around not knowing what to do.  They will fall back when attacked for the confused period, unless they have nowhere to go when they will have no choice but to fight back.

This can only be used once on each enemy (or set of enemies) and only when the user charges them.

This skill can be bought more than once and gives one use for each purchase.



Accuracy



This ability means that a player can fire a more accurate shot and, therefore, cause more damage.  It means that the player causes an extra 4 points (1 hits to an NPC) of damage for that attack.

This skill can be bought more than once and gives three uses for each purchase.  It is an additional use skill.





Physical Skills



Physical Development



Through training and exercise this ability makes the player physically tougher, and, therefore, are able to take more damage.

Each purchase gives an increase of 4 hit points to the player's body total and an increase of 2 hit points to each of the player's locations.  This skill is an additional use skill.

This may only be bought a maximum number of 4 times.



Strength



This skill means that the player, through training in the fitness rooms, is possible to build up their physical strength.  This gives the player the ability to pick up heavy objects, normal people can not.  Other uses of this skill are restraining prisoners, making a melee weapon (e.g. a sword) do more damage, carrying droids.

When a melee weapon is used by a character who has Strength the damage code for the weapon is increased by 4 points.  Therefore, the weapon will do 1 extra hit to NPC's for each blow).

This skill does not allow players to do damage with their bare hands !

This skill may only be bought once.



Fall



This skill allows the player to take less damage than usual from falling.  If the drop is twenty feet or less then the player will take no damage.

This skill may only be bought once.



Dodge



This skill allows the player to dodge a blow that causes damage.  This blow can be a laser blast, a melee weapon, a thrown object or even a lightsaber.  This will not allow the player to avoid the effects of force lightning.

The player can not use this skill on laser bolts, etc. that they were not ready for, i.e. if they were surprised, shot in the back, etc.

This skill can be bought more than once and gives two dodges for each purchase.  It is an additional use skill.



Agility



This skill makes the player much more agile so that they can jump further vertically and horizontally (up to twice as far as usual), do somersaults, run along narrow beams, etc.

This skill can only be bought once.





Stealth Skills



Track 1 - 3



This skill allows the player to be able to identify tracks, follow tracks and recreate events from the tracks that are present in an area.  The higher the level of Tracking skill a player has, the greater the amount of information that the player can gain.

The player must be able to see the tracks and then asks the referee the question telling them what level of Tracking skill they have.  The information is limited if the player is not able to examine the tracks from half a metre or closer.

This skill is an accumulative skill, and therefore can be bought up to three times as explained earlier under accumulative skills section.



Search



This skill gives the player the keen senses needed to be able to search areas in more detail than is normally possible.  This may allow a player to identify a secret door's operating mechanism, a concealed object, a note from an agent.

This skill may only be bought once.



Survival



This skill gives the player the skills to survive out in the wilds.  They are able to find food and shelter, can tell what the climate is going to do and can tell time using natural objects.

This skill can only be bought once.



Hide



This skill allows the player to conceal themselves in any natural occurring vegetation, i.e. in bushes, in trees but not against flat rocks or walls.  It take two seconds to hide.  This is not effective against anyone who witnessed the player hiding.  A hidden player can also be sensed with the sense ambush skill, but can not be pin-pointed.

The player can also conceal objects and other players but it takes longer and they must spend five seconds hiding each one.  As soon as a player moves after hiding the effect is broken and must hide, or be hidden, again.

This skill can be bought more than once and gives two hides for each purchase.  It is an additional use skill.



Surprise



This skill allows the player to do more damage with any blows that are not expected by the target, due to their guard being down.  For example when attacking from behind or when the target is not ready for it.  The effect only counts for the first hit, for after that the target's guard will be up.

The surprise effect causes the blow to do an 4 points of damage than usual.  The effect can be stacked with accuracy skill.

This skill can only be bought once.



Disguise



With enough time and materials a player with this skill can assume any reasonable disguise, i.e. something that is similar to the player's race.  For example, a Correlian could look like a different Correlian but could not pass off being a Wookie.

This skill may only be bought once.





Technical Skills



Use/Repair Electrical 1 - 3



This skill means that the player has the knowledge and ability to meddle with electrical items.  Electrical items covers electrical doors, starships, tools, environmental controls, etc. but not computers or droids.  The higher the skill rating the more capable the player is.

There are many uses for this skill like repairing objects, hotwiring doors, using unusual items, cutting the power to the alarm systems, etc.  To achieve one of these things the player must have a rating higher than the object's rating.

An example of using this skill is a technician with Use/Repair Electrical 2 trying to hotwire a locked door so that it opens.  If the door has a rating of 1 or 2 then they will be able to hotwire it.  However, if it has a rating of 3 or more then the attempt will fail.  If the attempt fails then the door may simply not open, or it could set off an alarm (if it is rigged to do so).  Han Solo managed to bring down another door when he failed to hotwire the door to the shield generator bunker in Return of the Jedi.

The worst part is that it is not possible to tell what rating an object is before trying to do something to it.

This skill is an accumulative skill, and therefore can be bought up to three times as explained earlier under accumulative skills section.



Use/Repair Computer 1 - 3



This skill is the same as Use/Repair Electrical but it covers computers only.  Therefore, the skill can be used to retrieve information from a computer, mend a damaged navigation unit, operate an unusual computer, hack into limited access files, etc.

For example, R2-D2 used his skill in this to find out where the Princess was being held on the Death Star.

See the description of Use/Repair Electrical 1 - 3 above for more details.



Use/Repair Droid 1 - 3



This skill is the same as Use/Repair Electrical but it covers droids only.  Therefore, the skill can be used to retrieve information from a droid, mend a damaged R2 unit, discover the function of unusual droid, etc.

For example, Chewbacca used his skill in this to mend C3-PO on Bespin.

See the description of Use/Repair Electrical 1 - 3 above for more details.



Science Knowledge 1 - 3



This skill means that the players have knowledge of scientific matters.  This can range from identifying chemicals and knowing what their effects and uses are, to understanding why power generators work and what they can and can't power.  Other uses could be to recognise gasses, recognise acids and the like.

The higher the level of Science Knowledge a player has, the greater the amount of information that the player knows and can tell.

To use this skill to identify objects the player must be able to see them.  The information is limited if the player is not able to examine the item closely.

This skill is an accumulative skill, and therefore can be bought up to three times as explained earlier under accumulative skills section.





Galaxy Skills



Alien Knowledge 1 - 3



This skill means that the players have knowledge of different alien races and lifeforms.  Uses of this skill include identifying what species creatures are, knowing races which like the Rebellion, knowing a creature's weak spots, etc.

The higher the level of Alien Knowledge a player has, the greater the amount of information that the player knows and can tell.

To use this skill to identify creatures the player must be able to see them.

This skill is an accumulative skill, and therefore can be bought up to three times as explained earlier under accumulative skills section.



Space Knowledge 1 - 3



This skill means that the players have knowledge of planets, galaxies and cities.  A player with this skill knows information like which planet manufactures certain weapons, where it is possible to get a cheap R2 unit, what climate a planet has, etc.

The higher the level of Space Knowledge a player has, the greater the amount of information that the player knows and can tell.

To use this skill to identify objects the player must be able to see them.  The information is limited if the player is unable to examine the item closely.

This skill is an accumulative skill, and therefore can be bought up to three times as explained earlier under accumulative skills section.



Starship Knowledge 1 - 3



This skill means that the players have knowledge of starships.  A player could use this skill to identify where a starship could be from, to know who uses that type of starship or to know the layout of a ship, etc.

The higher the level of Starship Knowledge a player has, the greater the amount of information that the player knows and can tell.

This skill is an accumulative skill, and therefore can be bought up to three times as explained earlier under accumulative skills section.



Imperial Knowledge 1 - 3



This skill means that the players have knowledge of imperial procedures, practices and history.  This can be used to estimate levels of stormtroopers in a detention area, when the guards will be patrolling, where the information centre is in an outpost, etc.

The higher the level of Imperial Knowledge a player has, the greater the amount of information that the player knows and can tell.

To use this skill to identify Imperial objects the player must be able to see them.  The information is limited if the player is not able to examine the item closely.

This skill is an accumulative skill, and therefore can be bought up to three times as explained earlier under accumulative skills section.



Languages 1 - 3



This skill gives the player the ability to understand languages.  This means a player  could talk to a fairly unknown alien race, or read ancient script or identify where someone is from by their dialect.

The higher the level of Languages skill a player has, the easier it is for a player to understand the language and the more they know and can tell.

To use this skill to identify script the player must be able to see it.  The information is limited if the player is not able to examine it closely, and, of course, if the language is unknown (although a guess can be made).

This skill is an accumulative skill, and therefore can be bought up to three times as explained earlier under accumulative skills section.





Medical Skills



Heal



This skill allows the player to use a medi-kit to its full potential, through proper training and knowledge.  This means that a medi-kit can heal twice as much as when used by an untrained person.

This skill may only be bought once.



Stop Bleeding



This skill gives the player the ability to stop a player from bleeding.  Most injuries are caused by laser guns and therefore do not bleed due to the cauterisation.  However, injuries from falls, knife cuts, etc. do bleed and this skill will stop the worsening of the player's condition due to blood loss.  Without this skill the best player's can do is bind the wound up but this will only slow the blood loss.

This skill may only be purchased once.



Assess Wound



This skill is identical to the Combat skill Assess Wound, which is described earlier in that section.

This skill can only be bought once.



Identify Disease



This skill allows the player to tell if someone or something has a disease in them or on them.  This means a player could tell if someone had a disease, what its effects are, how it is transmitted, etc.  It also means a player could discover that an area was contagious with a disease, etc.

The knowledge is also more difficult to obtain if the disease is relatively unknown, or completely new.

This skill may only be bought once.



Cure Disease



This skill also allows the player to find a cure for a disease that a character has identified.  Of course, it depends upon the complexity of the disease, the cure needed and the availability of the materials as to whether a cure can be made and put into effect.

This skill is only available to characters who already have the Identify Disease skill, as described above.

This skill may only be bought once.



Identify Poison



This skill allows the player to tell if someone is suffering from a poison, if a substance is a poison, if a surface has a poison on it, etc.  When a player finds a poison the they may be able to tell what its effects are, how strong it is, etc.

The knowledge is also more difficult to obtain if the disease is relatively unknown, or completely new.

This skill may only be bought once.



Cure Poison



This skill also allows the player to find a cure for a poison that a character has identified.  Of course, it depends upon the complexity of the poison, the cure needed and the availability of the materials as to whether a cure can be made and put into effect.

This skill is only available to characters who already have the Identify Poison skill, as described above.

This skill may only be bought once.



�Specialist Skills



As mentioned in the Buying Skills section, these skills can only be bought by players with total training points of 50 or more.  By this time the characters are definitely heroes.  At this stage characters can do extraordinary things and, therefore, get to buy Specialist Skills, which are listed below.



The cost of these skills depends upon a character's primary and secondary skills (just like buying ordinary skills). All specialist skills, except Level 4 Accumulative skills (like Alien Knowledge 4), cost 5 training points to buy a specialist primary skill, 7 training points to buy a specialist secondary skill and 9 points for any other specialist skill.  Accumulative skills at level 4 follow the usual cost rules.  Therefore, cost of a level 4 skill is 4 times the normal cost of buying level 1.



Of course, characters can still continue buying ordinary skills at the usual point cost.

Specialist Skills Summary

COMBAT�PHYSICAL�STEALTH�TECHNICAL & GALAXY��Super Accuracy�Adrenalin�Proximity Sense�Knowledge 4��Battle Cry�Speed�Dark Move�Use/Repair 4��Battle Tongue��Sense Trap and Force Field�Technical Building��Weapon Knowledge 4�����

Combat Specialist Skills



Super Accuracy



This skill gives the player permanent Accuracy (as the Combat skill).  Therefore every shot does an extra 4 points of damage than usual.

This skill is usable with normal accuracy and surprise.  Therefore it is possible to do four hits to an NPC with one shot (by combining super accuracy which is two hits with one extra for surprise and another extra for normal accuracy).

This skill can only be bought once.



Battle Cry



This skill is like a better version of the combat skill Confusion.  Whenever a player uses this skill charging into combat the enemy will fear them.  They will withdraw and generally just try to get away from them.  If cornered then the effect is broken and they will turn and fight, for there is no other option.  Also, if fired upon or attacked then they will defend themselves whilst falling back.

This skill is not always effective on everybody.

Use of this skill takes the summoning up of all the player's emotion, and therefore is very draining.  For this reason it is an additional use skill and can be bought more than once giving two uses for each purchase.



Battle Tongue



Battle Tongue is the silent language of warriors allowing fighters to communicate their intentions and instructions using their hands.  The language is very basic and is restricted to combat matters only, like movements, weapons, plans, etc.  To put it into effect, the referee will communicate the messages between the players.  Aplayer must have their hands free and in sight of the recipient(s) of the message to be able to use this skill.  Also, both the sender and the recipient(s) of the message must have this skill for it to work.

This skill may only be bought once.



Weapon Knowledge 4



This skill allows the player to advance from Weapon Knowledge 3 to Weapon Knowledge 4.  This makes the player a genius, knowing almost all their is to know about weapons and their effects.

Weapon Knowledge can not be put up to a rating of 4 unless a rating of 3 has already been attained.

This skill may only be bought once.





Physical Specialist Skills



Adrenalin



This skill allows the player to continue to function even when they are seriously injured.

It allows the player to remain conscious when their body total goes below zero, although they will still die if it goes below the usual negative level.

It also allows the player to continue using locations their locations' hit points go below zero, although they will still be destroyed if they go below the usual negative level.

Each use lasts for 10 minutes.

Each purchase gives two uses and is anadditional use skill.



Speed



This skill makes the player extremely quick on their feet.  When a player uses this ability all other players and enemies must move at half their normal speed.  The player with the ability can move as normal.  The effect lasts two minutes.

This skill is extremely tiring and therefore it can not be used again until five minutes after one use of it ends.

It is an additional use skill and can be bought more than once giving one use for each purchase.





Stealth Specialist Skills



Proximity Sense



This skill allows the player to have carefully honed senses so that they are able to detect whenever any other living organism (similar to themselves) is within six feet of them.  Anything that is unusual will not be detected, i.e. an entity that is just electricity.

This skill can only be bought once.



Dark Move



This skill gives the player the ability to move effectively in the dark.  This also applies to moving in smoke filled rooms, etc.  To do this the player uses their eyes and their senses; therefore, if they are blinded they can not use this ability.

Using this skill strains a player's senses and therefore can only be used for only two minutes.  Due to the tiring effect it can not be used again until five minutes later.

It is an additional use skill and gives two uses for each purchase.



Sense Trap and Force Field



This skill allows the player to be able to sense where force fields are, where they are generated from and how powerful they are.

This skill also means a player can sense where traps are, i.e. pressure pads, trip wires, etc.  To be able to use this ability the player must be travelling carefully and be looking for the traps.  The skill will not tell the player what the trap's effect will be or how to disarm it.

This skill can only be bought once.





Technical and Galaxy Specialist Skills



Knowledge 4 and Use/Repair 4



This skill allows the player to advance from a skill in which they have a rating of 3 to gain a rating of 4, which makes them a genius in their field.  Therefore, Imperial Knowledge 3 can be boosted to Imperial Knowledge 4, and Use/Repair Electrical 3 can be boosted to Use/Repair Electrical 4.

This does not apply to Weapon Knowledge which is a combat specialist skill.

This skill must be bought for each skill that is to be boosted up to a rating of 4.  Also no skill can be put up to a rating of 4 unless a rating of 3 has already been attained.

This skill may only be bought once for each knowledge and Use/Repair type.



Technical Building



This skill allows a player to be able to tamper with systems and build new things out of them.  To use this skill on a mission the player tells the referee what they are trying to do, i.e. setting the field generator to overload, taking circuitry to make a coded transmitter, making an electronic key out of wire and a power pack, etc.

The player will be more likely to succeed if they have the correct knowledge, or Use/Repair skill, appropriate to the task.

This skill may only be bought once.





�The Force



Star Wars would not be the same without the Force.  Some characters will have the power to use the Force, but these are not common.  Therefore the number of players that have the ability to use the Force are restricted.

Who Gets To Use The Force

First of all a character must reach a level of 15 training points or more.  By this time the character will have matured enough to handle the training, if there is to be any.



Next, the character is screened to discover if they have the power to control and shape the Force.  To do this the player goes to the to be screened.  Only 15% of people are successful at this stage (and is calculated by a dice roll in front of witnesses).  This may seem high but since the Emperor's death more Jedi are being found that escaped his search.



If they pass the screening then they can buy Force skills and Force points as detailed below, as well as buying ordinary skills as usual.

Buying Force Skills

The skills that can be achieved by using the Force (detailed below) are divided into skill groups just like ordinary skills.  These groups are Information, Physical, Environment and Helaling.  When a player is able to start using Force skills they must choose a Primary skill group, just as they did with their ordinary skills.  This will be the group of skills that they are best and strongest at.  There is no need however to choose a Secondary Force skill group.



Force skills are bought just like ordinary skills and cost 4 training points for a skill from the player's Primary Force skill group, and 6 training points for any other Force skill.



Force skills can NEVER be bought during a mission and a player can NEVER use a Force skill that they have not bought (with the exception of Dark Side skills).

Force Points and How To Gain Them

Force points represent the internal pool of strength of the Force that the character has.  The higher the number of Force points a player has, the greater the number of times that they can use their Force skills on each mission.  Once the player spends all their Force points, they can not use any more Force skills on that mission for they are too exhausted.



Just like buying Force skills, the ability to use the Force without tiring is acquired by training, and, therefore, costs Training Points.  However, the more experienced a Jedi is, the more Force points they have available to them.

Using Force Skills

To use a Force skill a player must expend the appropriate amount of Force points.  The number of Force points it takes to use a Force skill are noted by the description of the skill (detailed later).  Some of these skills can be used on other people, and to do this the cost is increased by 1 Force point.  For example : 

A Jedi has 10 Force points and uses their Agility Force skill to leap a great pit.  This costs 1 Force point for a use.  Therefore the Jedi has 9 Force points left.



Any Force skill effect that lasts for a time period can be cancelled by the Jedi who used the skill when ever they like.  This costs no Force points.

Force Points For Each Mission

A Jedi works out how many Force points they have at the start of a mission by using the following formula :



(Number of training points spent on Force Points  x  Number of  missions Jedi has survived since becoming a Jedi) + 4



Therefore, a Jedi will have 4 training points as a minimum.  Another example :

A Jedi has survived 2 missions since becoming a Jedi and has spent 5 Training points so far on Force points.  Therefore, they start their next mission with (5 x 2) + 4 = 14 Force points.

The same Jedi survives their next mission and this time spends 3  more training points on Force points.  The Jedi will then begin their next mission with (8 x 3) + 4 = 28 Force points.

Other Force Points Information

A player may never spend more Force points than they have, e.g. if a Jedi has 2 Force points left they can not use a skill that needs 3 or more points.  If they do then the points are lost and the skill does not work.



Once a player has used all of their Force points on a mission they will not be able to get any more until they have rested, i.e. until the next mission.



Any Force points a player has at the end of a mission are lost.  They can not be used used on another mission.  For example :

A Jedi ends the mission with 2 Force points remaining out of a total of 12.  These points are lost and the Jedi starts the next mission with 12 Force points (unless they buy more Force points before then).

The Balance Between Force Skills and Force Points

Due to the fact that Jedi must buy Force skills and Force points there can be two extremes of Jedi.  The first extreme is the Jedi who buy few skills but lots of Force points.  These are the specialists, having few Force abilities but a lot of stamina to be able to perform them again and again.  The other extreme is the Jedi who buy a a lot of skills but not much in the way of Force points.  These Jedi have great knowledge of how to use the Force but tire quickly.



There are no rules as to how Jedi shape their training and learning of the Force, and so can have any mix that they wish.  If they are lucky they will survive long enough to master both aspects (knowing many skills and having lots of Force points).

The Resist Skill

A Jedi automatically gets the Resist skill which enables them to resist any Force skill use that is directed toward themselves if they so wish.  This does not need to be bought and is a Jedi's natural ability.



To resist an effect the Jedi must call out how many Force points they are going to use in resisting.  If this is equal to or greater than the amount of Force points used against the Jedi then the effect is resisted against and has no effect.  The character must use this skill as soon as the attacker uses their skill, or the opportunity is wasted.  For example :



A Dark Jedi uses the Detect Life skill.  A Jedi does not want to be located and uses the Resist skill (calling out "Resist 2").  The Jedi therefore uses 2 Force points to resist the Detect life.  This is equal to the amount of points that it took to use the skill so it has no affect on the character and does not reveal them.



This skill is extremely useful against Pain, Force Lightning and Death.

If the amount of points used to resist is not enough then the points are used but the effect still occurs.

The Dark Side

The Dark Side is the evil side of the Force, and all characters must be careful of it.  Any use of a Force skill as an act of hate or agression will lead to the Dark Side, as will using any Force skill that is for evil purposes.  Examples are using Accuracy to kill with no reason, using Telepathy to mentally upset someone, using Suggestion so that someone kills themselves, etc.



Some uses are justifiable though like using Accuracy to aid killing people in the protection of others or as self defence, etc.  As long as the motives are good and justifiable the Jedi is not travelling the path to the Dark Side.

The Dark Side Is Easier

It is a lot easier to use the Dark Side, and there are two ways that this is true.



First, any Dark use of a Force skill (excluding Dark Side skills) will cost the player 1 point less than usual cost in Force points (with a minimum of 1 point).



Secondly, there are several Dark Side Force skills that can be used.  These do not need to have been bought before they are used althougth they still cost Force points.  (These skills are detailed at the end of the description of the usual Force skills, and cost the full amount of Force points stated in the description to the use them).

Using The Dark Side

Jedi players will be given up to 10  Dark points by the referee when a Jedi :



carries out any evil act

loses control over their emotions

uses a Force skill for an evil purpose

uses a Dark Side Skill (extremely serious)



The amount of Dark points awarded depends upon the seriousness of the act and using the Force for evil is very serious indeed.  Referees should not be too free in awarding Dark points as they are very serious, although if a Jedi commits an incredibly evil act then they may award more than 10 points..



These Dark points are recorded and accumulated on the character sheet.  The more Dark points that the Jedi has the more brooding that they will become as they struggle to fight the temptation inside.  Dark points can also be awarded for Evil acts, shows of hatred and agression, etc. that are carried out by a Jedi even when not using the Force.



Note that the player will never know exactly how many Dark points they have at ANY time during missions.  Referees will simply say how tempted by the Dark side the player is, or how “troubled” - the more “troubled” a player is, the closer they are coming to falling to the Dark Side.



A character can reduce their Dark point total by acting heroically and using their Force skills in the right way.  For these kinds of action the referee can reduce a player's Dark Side point total (although never below zero).



At the end of a mission, if a character's score of Dark Points exceeds the Total Amount of training points spent on Force points and Force skills then they will have fallen to the Dark Side.  The fallen character will be taken away from the player and the player will not be able to play that particular character again (as if it had died).  However, the player can still play another Jedi again if they go through the usual process (and hopefully will have learnt a valuable lesson).



The most interesting part in a character that has turned to theDark Side is that they may turn up later as an enemy in another mission.

Lightsabers

The fabled weapon of the Jedi is the Lightsaber, a sword of energy.  A Jedi requires the Use Lightsaber skill to be able to use one.  This skill is outside the usual skill purchasing norms and can be bought by any Jedi at any time as long as they possess a lightsaber.  See below about obtaining a lightsaber.



The Use Lightsaber skill costs 4 training points and allows the Jedi to use the weapon in combat.  However, the Physical Force skill of Lightsaber Deflection is required to be able to delflect laser shots, etc.



Without the Use Lightsaber skill, a Jedi will NEVER use a lightsaber in combat as it is very easy to harm oneself, or unintentional targets, due to the Lightsaber’s light weight and unusual feel.



Obtaining a Lightsaber



A Jedi can get a lightsaber by three means : one can be given to them by someone else, or they can find one, or they can build their own.  If a lightsaber is found by, or given to, a Jedi then the colour of the blade will already have been determined.  However, a Jedi will always want to build their own eventually as it shows the completion of their first stage of their training.  When a Jedi builds their own then they can choose which colour they would like it to be.



A Jedi can only build a lightsaber when they are experiened in tthe ways of the Force.   Building a lightsaber costs 4 training points but can not be attempted until the Jedi has spent a total of 15 training points on Force skills and Force Points combined.  (this also includes points spent to obtain the Use Lightsaber skill which may have already been purchased).  For example, a Jedi has spent 8 training points on Force skills and 8 training points on Force points which is a total of 16 points.  Therefore, they are ready to build their own lightsaber. 



�Force Skill List

Force Skills Summary

INFORMATION�PHYSICAL�ENVIRONMENT�HEALING�DARK SIDE��Telepathy�Increase Senses�Suggestion 1 - 3�Heal�Pain��Empathy�Adrenalin�Illusion 1- 3�Cure Poison�Wound��Detect Life�Agility�Telekinesis 1 - 3�Cure Disease�Force Lightning��Distant Vision�Accuracy��Stabilise�Death���Absorb Energy������Lightsaber Deflection�����

(Note : Lightsaber Use skill is also available but does not belong to any of the above Force Skill groups - see previous section for more details).



Information Force Skills



Telepathy	Force Points Cost : 1



This skill allows the player to send messages to other characters.  They do not need to want to receive the message but they will hear it all the same.  Telepathic messages will be passed by the referee and each use of this skill allows the player to send a message of up to 20 words.

The maximum range for the skill is 20 metres or if they can be seen by the sender.  The range is doubled if the character knows the person they are sending to, or knows where they are.

The receiving character can not respond unless they too have a Telepathy skill.

This skill will not reveal the location of the player that the telepathic message is being sent to.

This skill may only be bought once.



Empathy	Force Points Cost : 1



This skill allows the player to tell what feelings and emotions are running through another person, and how strong they are.  The person who is the target of this skill must tell the player what their state is.  Some example responses are : Strong distrust and anxiety, Cold Hate, Slight confusion.

The person who is the target does not know that this has been done to them.

The range of this skill is 20 metres or if they can be seen.

This skill may only be bought once.



Detect Life	Force Points Cost : 2



This skill allows the player to tell where all life is within 10 metres.  It is instantaneous and does not last for any duration.  The referee will show where life, or if it can not be seen will give the general direction and distance.

This skill may only be bought once.



Distant Vision	Force Points Cost : 1



This skill allows the player to look at any place that is up to 10 metres away.  The look lasts about 5 seconds and can be in any direction.  Therefore it is possible to look into rooms that are above or behind closed doors, etc.

This skill may only be bought once.



Physical Force Skills



Increase Senses	Force Points Cost : 1



This skill allows the player to have super enhanced senses, i.e. great vision, excellent hearing, magnified smell (hopefully not in a trash compactor!), etc.

This skill lasts for 5 minutes for each use.

A Force user can bestow this skill upon another player, with the same effect for a cost of an extra 1 Force point (making 2 points in total).

This skill may only be bought once.



Adrenalin	Force Points Cost : 2



This skill has the same effect as the Physical Skill of the same name.  The effect lasts for 10 minutes.

A Force user can bestow this skill upon another player with the same effect for a cost of an extra 1 Force point (making 3 points in total).

This skill may only be bought once.



Agility		Force Points Cost : 1



This skill has the same effect as the Physical skill of the same name.  However the effect is increased to being able to jump up to three times as far as usual.  The effect lasts for 5 minutes.

A Force user can bestow this skill upon another player with the same effect for a cost of an extra 1 Force point (making 2 points in total).

This skill may only be bought once.



Accuracy	Force Points Cost : 3



This skill gives the player the same effect as the Specialist skill Super Accuracy, but it only lasts for 5 minutes.

A Force user can bestow this skill upon another player with the same effect for a cost of an extra 1 Force point (making 4 points in total).

This skill may only be bought once.



Absorb Energy	Force Points Cost : 2



This skill allows the player to absorb any energy attack, e.g. a laser bolt, so that it dissipates before hitting their body and causes them no damage.

As soon as a player is hit by an energy attack they declare that they are using the skill and they suffer no damage.

This skill works on any energy attack (including stun) but does not work on force lightning.

The player can not use this skill on attacks that they were not ready for, i.e. if they were surprised, shot in the back, etc.

The Force Point cost is for each attack that is absorbed.

This skill may only be bought once.



Lightsaber Deflection	Force Points Cost : 1



This skill allows a player to deflect an attack, i.e. a laser bolt by using their  lightsaber so that they cause no damage to the player.  The Jedi can only buy this skill if they already posess the skill of Lightsaber Use.

This skill works upon laser bolts, projectiles and even force lightning.

The player can not use this skill on attacks that they were not ready for, i.e. if they were surprised, shot in the back, etc.

The Force Point cost is for each deflection.

This skill may only be bought once.



Environment Force Skills



Suggestion 1 - 3		Force Points Cost : Lvl 1 = 2   Lvl 2 = 4   Lvl 3 = 6



This skill allows the player to alter people's thoughts and memories.  There are many different uses like making someone become friendly, making them perform certain actions, change people's memories, etc.

The higher the skill rating, the more affect that the player can have on their target.  The list below gives rough guidelines for the skill :



Level 1�Simple suggestions (reasonably natural for the target) lasting up to ten seconds.

e.g. look in a certain direction; being a bit more friendly.��Level 2�Fairly simple suggestions lasting up to 1 minute, which are not too far outside the target's usual behaviour.

e.g. making mistakes with lists, being co-operative, go to investigate noise.��Level 3�Complex suggestions lasting up to 5 minutes.  A person affected by this will do anything as if following a command.

e.g. Getting a guard to hand over his weapon; making someone think that the skill user is their best friend.��

When the effect has finished the target will not think anything unusual has happened.  They will remember what happened but accept it as being natural at the time.

This skill is very dangerous for it can easily be abused and lead to the Dark Side, especially Level 3 uses.  For example, making someone attack somebody else, or erasing parts of their memory are evil uses of the skill.

If a player has a rating of more than one then they may select which level of Suggestion they are going to use up to a maximum of their skill rating.  Therefore, a player with Level 2 could perform Suggestion 1, or Suggestion 2 to suit their requirements.

This skill is an accumulative skill, and therefore can be bought up to three times as explained earlier under accumulative skills section.



Illusion 1 - 3	Force Points Cost : Lvl 1 = 1   Lvl 2 = 3   Lvl 3 = 5



This skill allows the player to create illusions in the minds of others.

The higher the skill rating, the more affect that the player can have on their target(s).  The list below gives rough guidelines for the skill :



Level 1�Small instantaneous effects.

e.g. small noise, brief blurring of vision, whiff of a smell, seeing a womp rat.��Level 2�Medium effects lasting up to 10 seconds, or a  Level 1 effect with up to 5 targets.

e.g. sound of troops nearby, vision going dark or blurred, seeing a false wall, 5 targets all hearing a small noise.��Level 3�Large effects lasting up to 5 minutes, or a Level 2 effect with up to 5 targets.

e.g. Seeing squad of troops advancing, vision going black, 5 targets all hearing troops nearby.��

The effect is automatically broken if the target proves it to be false, i.e. they walk through the illusionary wall, or they shoot straight through the illusionary army.  As soon as they realise it is not real then the effect ends in their own minds, although it may still continue to affect others who do not know it is an illusion yet.  A player takes damage from illusions if they believe them and they appear to be harming the player.  However, a player can never be reduced below 0 total hit points (unconscious) by an illusion; therefore, players can not be killed by illusions.

If a player has a rating of more than one then they may select which level of Illusion they are going to use up to a maximum of their skill rating.  Therefore, a player with Level 2 could perform Illusion 1, or Illusion 2 to suit their requirements.

This skill is an accumulative skill, and therefore can be bought up to three times as explained earlier under accumulative skills section.



Telekinesis 1 - 3		Force Points Cost :  Lvl 1 = 1   Lvl 2 = 3   Lvl 3 = 5



This skill allows the player to move objects by using the Force.  This could be retrieving a laser rifle, lifting a person or even moving an X-Wing.

The higher the skill rating, the greater the force that can be exerted on the target object.  The list below gives rough guidelines for the skill :



Level 1�The force that can be exerted by one hand,

e.g. pushing switches, lifting a gun, fetching medi-kits.��Level 2�The force that can be exerted by one person, or up to three skill level 1 uses simultaneously,

e.g. pushing heavy objects, lifting a person.��Level 3�Anything above that covered by Level 2 (up to starfighters), or up to three Level 2 uses simultaneously.

e.g. moving heavy equipment, lifting up to three people at once.��

All skill uses are physically carried out by the referee if possible.

People can not be lifted unless they are willing.

During use, the user must fully concentrate on the object(s) at all times.  If disturbed then the effect is ended, i.e. if they are shot, etc.  The effect is also immediately cancelled if the player performs a new telekinesis on another object, or begins using another Force skill.

When beginning telekinesis the object(s) that are to be affected must be declared.

The effect lasts for a duration of up to 5 minutes, or until the desired movement has been achieved.

If the player wishes to move objects that are of a technical nature then they also need to possess the Use/Repair skill of the appropriate type, e.g. to switch the mechanism inside a door lock needs Use/Repair Electrical.

Only at Level 3 can the skill be used to wield a weapon.  This can be melee weapons, laser hand weapons or even lightsabers.  However, the movements are not precise so guns will tend to be inaccurate and melee weapons will move in large arcs.  Therefore, accurate sniper fire and duelling with lightsabers is not possible, although suppressing fire and wild sweeps are.

If a player has a rating of more than one then they may select which level of Telekinesis they are going to use up to a maximum of their skill rating.  Therefore, a player with Level 2 could perform Telekinesis 1, or Telekinesis 2 to suit their requirements.

This skill is an accumulative skill, and therefore can be bought up to three times as explained earlier under accumulative skills section.



Healing Force Skills



Heal	Force Points Cost : 2



This skill allows the player to heal an injured person as if they had a medi-kit, thus healing 8 points of damage.  If the player also has the Medical skill Heal then they are able to cure twice as much damage due to their greater understanding of medical healing.

This skill may only be bought once.



Cure Poison	Force Points Cost : 2



This skill allows the player to cure poisons without the use of a medi-kit and without having to know what the poison is, for the Jedi just purifies the target's body.

This skill may only be bought once.



Cure Disease	Force Points Cost : 2



This skill allows the player to cure diseases without the use of a medi-kit and without having to know what the disease is, for the Jedi just purifies the target's body.

This skill may only be bought once.



Stabilise	Force Points Cost : 1



This skill allows a player to put the target's body into stasis so that their condition remains constant.  The effect is to stop all blood loss and to stop any deterioration of the players physical condition due to disease and poison.

The effect lasts for 1 day and renders the target in a state resmbling a coma.

This skill is used so that badly injured players can be kept stable during a firefight until cured or until they can be taken to a medical centre.

The skill may only be used on willing targets or unconscious ones.

This skill may only be bought once.



Note on Healing skills : All healing skills may be performed on the Force skill user themself or on other people.  The only exception is that Stabilise can not be used by an unconscious Force user to stabilise themselves.  It does not cost any extra Force points to use the skill on others.



Dark Side Force Skills



Pain	Force Points Cost : 2



This skill allows the player to cause pain to an individual.  The effect causes the target extreme pain  wherever the Dark Jedi wishes, ranging from in a hand to all through their body.  If the pain is through the whole body then the character will double up in pain and be helpless to do anything.

The pain does not cause any damage and lasts for up to 1 minute.

This skill does not need to be bought.



Wound	Force Points Cost : 2



This skill allows the player to cause 4 points (1 hit to an NPC) of damage to any person within 10 metres that they can see.  The wound is internal and affects one location chosen by the caster.  Physical armour can not stop the damage caused by this skill.

This skill does not need to be bought.



Force Lightning	Force Points Cost : 3



This skill allows forks of energy to fly from the user's fingertips to strike the target, just like fork lightning.  This is similar to combining the the effects of the Pain skill and the Wound skill.  The range of the effect is up to 10 meters.

The user must have a direct open space to the target; therefore, lightning can not go around corners, through walls, etc.

The effect causes the target to double up in agony, so that they are helpless, and it causes the target 1 point of damage to each hit location (6 points in total).

The pain lasts for 30 seconds and the damage effect is caused as soon as the lightning touches its target.

Force Lightning can be used on a target already in its effects for another 3 Force points.  If this happens another point of damage is caused to each location and the pain effect's 30 seconds duration begins again.

As many players can be affected by this skill simultaneously as the user wishes, as long as the user expends 3 Force points for each target.

Physical armour gives no protection against this effect.

A player can deflect force lightning with a lightsaber if they have the Lightsaber Deflection skill.  A player that does this suffers no effect from the lightning.  Also, a player can deflect lightning that is directed toward someone else if they can stand in the way as soon as it is cast.

This skill does not need to be bought.



Death	Force Points Cost : 6



This skill allows the player to cause the death of a person within 10 meters.  This could be through stopping them breathing, stopping their heart, or any other imaginative method.  The effect though has to be to do with something happening inside the target's body.

The player must have 40 or more training points to use this skill due to its complexity.

This skill does not need to be bought.



�Alien & Human Races



This section covers the Alien (non-human) races that fill the Star Wars galaxy, and players can choose to play one of these alien races.  Each race has different character traits, being better at some skills and worse at others.



Each alien character still has a class and buys skills as usual except that their natural traits may make some skills easier, or harder (or even impossible), to learn.



Who Gets To Be an Alien



Anyone can elect to be an alien race, but this MUST be done when the character is first selected.  NO player can change race after they have begun that character.



It is very important to remember that alien races MUST be played in character.  Players using the alien race’s advantages without playing the full role of the alien (i.e. they are just humans with alien characteristics) will be stripped of their extra abilities/disabilities and made into humans (or even removed from the game) if the referee sees fit.  For example, a Wookie ignroing slavery that he can put a stop to is not playing a Wookie properly and so should not be one.  (Of course, new players will be allowed some time to get into the parts.)



What are the Benefits and Drawbacks



Different alien races have different strengths and weaknesses.  These are represented by particular skills or groups of skills being easier, or harder,  to attain than they are for humans.  In fact, some skills and skill groups are completely unavailable for some races.  All the different races are outlined later in this section.



Some Alien races also have special abilities (as well as disabilities) and may be able to use some unique equipment or skills.



Whilst having special areas of expertise, Aliens have one major drawback and that is The Empire’s attitude towards them.  The Empire is an alien hating organsation who hardly promoted or rewarded their own Officers if they were aliens.  For this reason, any alien characters will stand out more when under Imperial scrutiny.  For example, Alien characters :



are going to be noticed by Imperial troops when trying to get through checkpoints.

will be the butt of Imperial personnel’ jokes.

are likely to have been supressed on their home worlds by Imperials, or even put into slavery.



A final drawback for some Alien races is that some are unable to speak Basic due to their biology, although most can understand Basic.  For further, information see the Languages section and the Alien race’s description.



Guide to the Alien Race Descriptions



A favoured skill will cost the character one less Training Point than usual, and a favoured skill group means that all the skills in that group are favoured.

For example, the Physical skill group is favoured for Wookies.  Therefore, a Wookie Trader could buy Physical Development (their primary skill) for 2 training points instead of the usual cost of 3 Training points.  Furthermore, a Wookie Pilot could buy Physical Development (neither their primary or secondary skill group) for 6 points which would cost a Human Pilot 7 points.



An unfavoured skill will cost the character one more Training Point than usual, and an unfavoured skill group means that all the skills in that group are unfavoured.



An unavailable skill can not be bought by the character at all.  An unavailable skill group means that all the skills in that group are unavailable and also means that the Alien race can not be of that class.

For example, the combat skill group is unavailable to Ithorians; therefore, Ithroians can not be Soldiers



Some Aliens have innate skills that they get for free.  Sometimes these will be permanently available; others will be a starting point requiring the expenditure of further training points to obtain or further levels or additional uses.  If the skill is one that can only be bought once (i.e. strength) then it can not be bought again.

For example, Wookies have innate strength, which gives them the strength skill automatically.  Another example is that Jawas have an innate knowledge of droids and, therefore, automatically get Use/Repair Droid 1.  The Jawa can purchase the next level as normal to make it Use/Repair Droid 2 costing the normal amount of training points.



Wookies



Favoured Skills�Physical group��Unfavoured Skills�-��Unavailable Skills�-��Innate Skills�Strength��Starting Hit Points�34 Total Hits

12 Hits for each limb, 14 Hits for Chest & Abdomen

Can buy Physical Development a maximum of five times��Special Rules�Due to their size the Hide skill can only be used in natural environemts only

Wookies can get quite enraged when they are upset

Only Wookies can use the Bowcaster (see Equipment for more details)

Hatred of slavery - Wookies will try to stop any enslavement if possible

Life Debt - Any player saving the Wookie from certain death will be watched over by the Wookie until they can repay the favour.

The language skills only allow a Wookie to understand languages, but they can not speak them themselves.  Therefore, Wookies can not be used as translators of another language unless someone else can translate what they say !

Wookies are a loyal race with a strong code of honour.  They will never betray their own race.��Langauge Problems�Can speak only in Wookie

Can talk in short sentences and words to a person with language skill 1

Can talk normally to someone with language skill 2 or more��Player Requirements�Wookie players must have a furry/shaggy costume��

Ewoks



Favoured Skills�Track, Search, Survival, Sense Ambush��Unfavoured Skills�Starship Knowledge, Alien Knowledge��Unavailable Skills�Strength, Heavy Weapons��Innate Skills�Hide - Natural environments only.  (Hide can still be bought as normal to be used in all environments)

Smell - Ewoks have a great sense of smell.  This skill allows the Ewok to detect any unusual and out of place odours within 20 feet.  This will not work when their is a strong, over-powering odour around.  The referee will notify the Ewok when their sense of smell notices anything.��Starting Hit Points�26 Total Hits

8 Hits for each limb, 10 Hits for the chest & abdomen

Can only buy Physical development a maximum of two times��Special Rules�Can not use large weapons, like large rifles requiring two-hands or two-handed clubs.

The language skills only allow a Ewok to understand languages, but they can not speak them themselves.  Therefore, Ewoks can not be used as translators of another language unless someone else can translate what they say !��Langauge Problems�Can speak only in Ewok

Can talk in short sentences and words to a person with language skill 1

Can talk normally to someone with language skill 2 or more��Player Requirements�Ewok players must have a furry/shaggy costume and be 5’6” or less (or they must crouch or be on their knees the whole time).��

Ithorians



Favoured Skills�Galaxy skill group, Medical skill group��Unfavoured Skills�Physical skill group��Unavailable Skills�Combat skill group��Innate Skills�Asses Wound, Space Knowledge 1��Starting Hit Points�30 Total Hits

10 Hits for each location, 12 Chest & Abdomen

Can only buy Physical development a maximum of two times��Special Rules�Ithorians are a peaceful race who will try to ensure that situations are not resolved by combat (or by killing).  However, they are not cowards and will fight to protect the innocent, their friends, and for a good cause.  If possible, they will advise others not to kill or fight if there is any alternative.��Langauge Problems�-��Player Requirements�-��

Mon Calamari



Favoured Skills�Imperial Knowledge (due to the amount of slavery they have been kept under), Starship knowledge��Unfavoured Skills�Strength,  Disguise��Unavailable Skills�-��Innate Skills�-��Starting Hit Points�30 Total Hits

10 Hits for each location, 12 Chest & Abdomen

Can only buy Physical development a maximum of three times��Special Rules�Mon Calamari are suited to the water and can hold their breath under water for a lot longer than humans.  They can also swim faster than humans.

Due to their preference for water Mon Calamari find it uncomfortable in hot and dry situations if they are there for too long.��Langauge Problems�-��Player Requirements�-��

Jawas



Favoured Skills�Technical skill group��Unfavoured Skills�Combat skill group��Unavailable Skills�Strength��Innate Skills�Use/Repair Droid 1, Use/Repair Electrical 1��Starting Hit Points�26 Total Hits

8 Hits for each location, 10 Chest & Abdomen

Can only buy Physical development a maximum of two times��Special Rules�Can not use large weapons, like large rifles requiring two-hands or two-handed clubs.

The language skills only allow a Jawa to understand languages, but they can not speak them themselves.  Therefore, Jawas can not be used as translators of another language unless someone else can translate what they say !

They are very inquisitive over technical matters and objects��Langauge Problems�Can speak only in Jawa

Can talk in short sentences and words to a person with language skill 1

Can talk normally to someone with language skill 2 or more��Player Requirements�Jawa players must have a hooded costume and be 5’6” or less (or they must crouch or be on their knees the whole time).��

Twi’lek



Favoured Skills�Surprise, Hide��Unfavoured Skills�Physical skill group, Melee Weapons��Unavailable Skills�-��Innate Skills�Silent Tongue - Twi’leks can talk to each other silently by using their tenatcales. This is the equivalent to the Specialist Combat skill  of Battle Tongue but can communicate on any subject matter.��Starting Hit Points�30 Total Hits

10 Hits for each location, 12 Chest & Abdomen

Can buy Physical development a maximum of four times��Special Rules�Twi’leks prefer the quiet approach to the full-on assault��Langauge Problems�-��Player Requirements�Twi’lek players must have the representation of tentacles around their necks.��

Sullustan



Favoured Skills�Sense Ambush, Track, Search��Unfavoured Skills�Strength, Heavy Weapons��Unavailable Skills�-��Innate Skills�-��Starting Hit Points�26 Total Hits

8 Hits for each location, 10 Chest & Abdomen

Can only buy Physical development a maximum of three times��Special Rules�Can not use large weapons, like large rifles requiring two-hands or two-handed clubs.��Langauge Problems�-��Player Requirements�-��



Human Races



Human character can choose where they are from, like Corellia, Bespin, Tatooine, etc. although this does not make a difference to their skills or character abilities.







�Languages

Languages

Almost everyone can speak and understand Basic, but there are some alien races that are unable to do so, like Wookies.  In this case, they will need someone in the group who can speak their language to translate for them.



If a person who can speak their language is present then the character can talk as normal giving the effect that they are translating for them.  However, the character must always talk loudly enough so that the translator can hear them.  Therefore, if the translator is in the next room, then to be able to speak normally they must shout so that the translator can hear them.  Otherwise, they must use hand signals and sounds to communicate with the rest of the group.



If a translator is not present then the character must communicate via sounds and hand motions to talk to the rest of the group.  This happens if there is no translator at all, all the people who could translate are not present, outside earshot or are unconscious.



For example, a Wookie character is in a group with two other characters who can translate Wookie.  At one point, one translator is unconscious and the other is across the room.  Stormtroopers are close by outside so the group is trying to remain quiet.  In reality, the Wookie would have to talk loudly enough for the translator to hear him for the rest of the group to understand.  Therefore, the Wookie character must talk loudly enough to be heard by the translator if they want to talk normally; otherwise, they must communicate without words.



A translator will have the Languages skill.  If they have Languages at skill level 1 then the character can talk in  short sentences.  If the translator has Languages at skill level 2 then the character can talk fluently.





�Droids

Droids

Droids are mechanical beings who have great knowledge skills, as well as, in some cases, having perception beyond organic life-forms.  However, no droids can fight (except Assassin droids which are not available to be played by players).



A droid character is very different to a Human or Alien character.  Each droid has set number of skill slots which can be filled by various skills available to that droid type.  The skills that fill these slots can be altered between missions but NOT during a mission.



To start with a droid has 6 skill slots.  Training points can be used to buy further skill slots or body enhancements.  In the Droids’ case training points represent the Droid’s value to the New Alliance and as a droid survives more missions, so the Alliance will be more prepared to enahnce the droid and let them carry more and mnore valuable hardware.



Each skill fills one skill slot except for knowledge skills which fill their level number’s worth of skill slots.  For example, Space knowledge 2 fills two slots whereas Space Knowledge 3 fills three skill slots.

Droid Skills

Skills that a droid have are available due to hardware inserted into Droids’ skill slots which holds the data on these subjects.  In some cases, additional sensors or equipment are used enable the droid to perform these skills, e.g. tracking, stop bleeding.



Droids can NEVER buy any Combat group skills (except Weapon knowledge), any Physical group skills or Surprise.



Survival skill - As Droids do not require food, and so forth, the Survival skill can be used but is only for gathering materials for other organic lifeforms.  If these lifeforms are unusual then the Droid will require Alien knowledge to know what will be suitable.  (The referee will judge whether this is necessary).

Droid Types

There are several types of droids and each type has a set of skills that they were built for.



Droid Type�Skill Group�Special Characteristics��Protocol�Galaxy�Can reproduce any sound in their knowledge��Mech�Technical�Computer data interface tool & small mechanical tools��Medical�Medical�One on-board medi kits replenished before each mission��Probe�Stealth�Built-in communications equipment��

A droid MUST have at least half of their skill slots filled with their ‘favoured’ skills (rounded up).  For example, a protocol droid (who has increased the amount of skill slots they originally had) with seven skill slots must have at least 4 of those slots filled with Galaxy skills.



Protocol Droids



Protocol droids main function is for translation and formal etiquette.  They are also useful for knowledge of other species and general galactic matters.  They are humanoid in shape.



Special Characteristics : Protocol droids can reproduce any sound that they know, or have heard.  This includes mimicking another person’s voice.  The accuracy of the impersonation depends on how long the droid has spent listening to the subject.  Therefore, a droid could imitate a wookie easily but to imitate a specific wookie convincingly for people who know the subject would rely on the droid having listened to the subject a lot.  Also, having a related knowledge skill will allow the droid to impersonate objects better.  For example, a droid with some Alien skill  will be better able to impersonate an alien race that they have not heard a great deal.



Hit Points : 10 hits per location.



Mech Droids



Mech droids are mainly used for astronavigation, technical repairs and interfacing with computers.  They are not humanoid in shape and are usually short cylinders with legs on either side.



Special Characteristics : Mech droids have many tools within their bodies including a saw-blade, holographic projector and computer interface tool.  A referee will judge if the tool is available.



Special Player Rules : Mech droids have two legs and no arms.  To represent this the player is only allowed to use their arms when representing their use of one of their tools.  At all other times, the player is not allowed to use their arms and damage that hits their arms is counted as against their body.  Tools are destroyed if they are hit by energy weapons.  



Hit  points : 10 for each leg, 14 for the head, chest, abdomen.



Mech Droids Language : Mech droids will need to fill at least one slot with a languages skill to be able to talk Basic.  Otherwise, they make whistles and chirping noises and must obey the Language rules (see Languages section).



Medical Droids



Medical droids are for medical purposes of all types and all life-forms.  They can give medical aid to rarer alien races if they have alien knowledge skills too.  They are humanoid in shape.



Special Characteristics : Medical droids have all sorts of medical instruments built-in, which includes space for 1 medi kit.  If Medical Droid starts a mission after having had time to be at a New Alliance base, the droid will automatically have the mide kit replenished.  (The referee will rule if the medi kit has been replenished).  In addition, medical droids have sensors for disease and life-signs, although these have a maximum range of 1 foot.



Hit Points : 10 hit points per location.



Probe Droids



Probe droids are used for exploration of new planets and areas, as well as for covert use in gathering information.  They are usually humanoid in shape.



Special Characteristics : Probe droids have built-in communications equipment which works just like a com-link but with a greater range (up to 10,000 metres).  They also have built-in macro binoculars.



Hit Points : 10 per location.

The Personality of a Droid

Each droid has their own personality and will always display it.  When a player chooses to play a droid, the player must also decide what personality they will display.  For example, C3-PO never liked adventures and was self-important.  A player can choose whatever personality they wish as long as it is not agressive, but it must be written onto their character records.  Players should remember to choose wisely as they will have to be like this all the time.



A droid’s personality can NEVER change once begun unless they have a memory wipe, which esentially marks the death of that droid as the new personality is essentially a new droid.  Droids that have had memory wipes start again with 6 skill slots.  Due to this, it is unlikely that  player is going to opt for a mind wipe of their own choosing.

Physical Matters

The Effects of Damage



Droids have hit points for their locations like organic characters, but they do not have a total hit point score.  A location will stop working once it goes below zero hit points, and will be destroyed if it goes below the negative value it started with.  Therefore, a protocol droid with 10 hit points per location would not be able to use an arm if it went below zero hit points, and the arm would be destroyed if it went below -10 hit points.



Droids only die if their main processing unit is destroyed represented by the head.  They will become incapactitated if their abdomen or chests are not functioning or destroyed.



Healing



A droid repair facility is required for major repairs but small patches can be made whilst on a mission.  Droids can be “healed” by a character with the Use/Repair Droid skill as long as they have a droid repair kit.  A character can fix a number of points of damage for every 10 minutes spent with the droid equal to their skill level times 4.  Therefore, a character with skill level 2 can fix 8 points of damage if they spend 10 minutes doing so.  The amount of hit points that have been “healed” can be spread across any damaged locations (or even all on one location).  Neither the droid nor the character can do anything else during the repairing time.  Each 10 minute “fix” uses up a repair kit.  If no repair kits are available then no repairs can be made.



Destroyed locations can not be fixed whilst on a mission.



Ion Weapon Effects



Droids do have a couple of weeknesses which are ion weapons and restraining bolts.  The first is that they are electronic and, therefore, suffer the effects from ion weapons which temporarily scramble electronics.  Any droid hit with a shot from an ion weapon will automatically shut down for 5 minutes.  When the 5 minutes is up they will recover and no physical damage will have been done.  The second 



Restraining Bolts



Restraining bolts are used to inhibit or enforce the actions of droids.  A bolt is attached to the droid and a remote unit is used by the controller to send commands.  The controller can choose to freeze the droid, make it come to the controller or obey a command.  Most owners who trust their droids do not use these, but some unscrupulous scavengers will apply a restraining bolt to a droid that is not theirs to make it do as they say.  No droid characters have restraining bolts on them when they start out.

Development of Droids

Extra skill slots cost 5 training points.



Droids can also buy additional physical protection for their bodies, although this is harder to come by than extra skill slots.  It costs 2 trainings point for each additional hit point per location.  Therefore, it costs a total of six training points to add one hit point to the chest and two hit points to the head.  Droids can  only add a maximum of three hit points to any one location, otherwise, they get too heavy.

Restrictions on Droids

Droids can never use weapons or intentionally harm other organisms.  (Assassin droids are an excpetion but they are available for players).  They can hold doors closed or get in the way but not if they know that their actions will intentionally harm someone or something.  They can hold weapons but never in a way that may injure someone, i.e. they could hold a laser rifle for someone but they would not be comforatble and would never hold it so it may go accidentally go off).



Droids can never use the Force.
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