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Time period 

(BBY = before battle of Yavin) 

 

-The Mandalorians – 3964 BBY 

With the Sith war still fresh in their minds, the people of the Republic groan in unison 

as another threat emerges from the periphery of civilised space. Starting with raids in 

the outer rim, the conflict escalated earlier this year with the invasion of the Taris 

system. A bloody war is to follow, but the true battle will not be fought with star-ships 

and war-machines… 

 

-The dark age – 1100 BBY 

In accordance with time-old tradition, the Republic is once again collapsing in on its 

self. After 900 years of constant total-war, the Galaxy is in the throes of anarchy; the 

Sith lords fight over the carcass of their empire, and everyone else is thankful for the 

brief respite this Sith infighting has given them. But the darkness and the light are 

destined to clash once more, in a war to end all wars… 

 

-The phantom menace – 32 BBY 

The past millennium has been one of peace for the Republic: An odd anomaly in the 

history of the Galaxy, but a welcome one none the less. Now, that era is coming to a 

close. Anything half-sentient can see the warning signs, and yet; life goes on as it 

always has. For now. A sinister plot is in motion, one that will set the Galaxy 

ablaze… 

 

-The age of the empire – 19 BBY 

After millennia of failed attempts, the Sith now rule the Galaxy. The Republic has 

died its thousand-year-long death and no one, not even the Jedi, can save it now. 

There is resistance, but these dissidents will soon find that hope is but a pleasant 

memory… 

   



Who are you? 

(you have 10 points) 

 

What are you? 

 

-Human 

Possibly the most widespread race in the Galaxy, you’ll rarely have problems fitting in. Despite 

appearing fleshy and weak, humans are bizarrely durable and highly adaptable. Human DNA is 

remarkably elastic and as a result, the Galaxy is populated by many “near-human” species. Humans 

have been a driving force behind galactic politics since the foundation of the Republic, for better or for 

worse, as they are capable of both reckless hatred and great compassion. 

(Gain 1 extra trait and 1 extra skill for free) 

-Twi’lek 

The twi’leks are another widespread species, like humans, but for a different reason: They are a slave 

race. Sexual dimorphism is much more pronounced in twi’leks than in humans; males are almost 

bestial, while females are valued as “performers” due to their slender build and colourful skin. The 

most prominent feature of a twi’lek is their two “head-tails” or “leku”, which sprout from the back of the 

head and are, in fact, extensions of the brain. Most Twi’leks prefer to avoid conflict. 

(Females gain beauty lv 2 for free, males gain intimidation for free) 

-Togruta 

A carnivorous race from an arid world. A togruta may be mistaken as a twi’lek, on account of their 

head-tails and bright pigmentation. Unlike twi’leks however, the torguta possess three head-tails and 

a pair of hollow horns called “montrals”, which give them a form of passive echolocation. Togruta are 

naturally communal; they share food equally between the members of their “pack” and are known to 

leave dead weight to die in the wilderness. 

(Gain special trait “passive echolocation”) 

-Zabrak 

The zabraks are single-minded, arrogant, and often brutish. They have a second heart and a 

tolerance to pain unmatched by most other species, making them reliable soldiers, even if they are 

fiercely independent. Characterised by their crown of horns and tribal tattoos, zabrak warriors are an 

intimidating sight on any battlefield.  

(Gain strength lv 2 for free) 

 

 



-Duros 

The duros are hairless reptilians with smooth green-grey skin and large red eyes. Though they lack 

distinctive physical features, they have a unique affinity for astrogation and were one of the first 

(extant) space-faring civilisations. Durese has become something of a common language amongst 

spacers.  

(Gain “adventurer” and “astrogator” for free) 

-Rodian 

Rodians are easily recognised by their large compound eyes, antennae, elongated snout and rough, 

oily skin. Rodian culture is extremely violent, a result of their evolution on the jungle world of Rodia. 

Rodian society is split into clans; feuds are common and frequently bloody. Off-world, rodians can be 

found taking all manner of shady jobs, but pacifistic individuals aren’t unheard of. 

(Gain “gunslinger” and “disruptor rifle” for free) 

-Bothan 

Fluffy humanoid creatures possessing features of various other mammalian species. Bothans crave 

political power and influence as if it were a drug, and have acquired a reputation as being 

untrustworthy schemers. This reputation is justified; one need only look to the “bothan spynet” for an 

example of their plotting. See you space furry… 

(Gain “snake” and “stealth” for free)  

 

 

 

Rare species 

You must have the “rare species” trait to select the following: 

 

 

-Ithorian 

A strange species, ithorians are probably the least humanoid race on this list. They are herbivorous 

mammals with glossy brown hide, a long, curving neck, a T shaped head with eyes on either side and 

two mouths on opposite sides of their necks. Despite their intimidating appearance, ithorians are a 

docile and peaceful people, and are best known for restoring the ecosystems of war-torn worlds. They 

are, however, fully capable of committing acts of violence (though this is extremely taboo) and can 

expel air from their four throats with concussive effect. 

(Gain “green thumb” and special trait “concussive scream”)  

 



-Wookie 

The towering wookies of Kashyyyk are covered head to toe in thick, shaggy fur; leading to the racial 

epithet of “walking carpet”. Wookies have long been enslaved by other peoples in order to exploit their 

natural strength. Although slightly ill-tempered, they are in no way animalistic, despite the common 

stereotype; using claws in combat is considered taboo, for example, as it represents a descent into 

savagery. 

(Gain strength lv 3, “bowcaster” and “intimidation” for free, cannot take any clothes, cannot 

take “Force sensitive”) 

-Miraluka 

The miraluka are human in all ways except one: They lack eyes. Instead, they “see” through the 

Force. A tremendous advantage for Force users or those dealing with Force users, but Force 

sensitivity is not guaranteed. As near humans, miraluka can interbreed with baseline humans, but this 

is not encouraged. 

(Gain 1 extra trait, 1 extra skill and special trait “force sight” for free) 

-Pureblood 

The blood of the ancient Sith runs in your veins. You may show varying degrees of this, anywhere 

from appearing completely human to having three fingered hands, red skin and facial tendrils. Though 

the original Sith species is now extinct, (due to interbreeding with the human dark Jedi) the Sith live 

on through you. 

(Gain “force sensitive”, “dark side affinity” and “intimidation” for free) 

 

Origin 

Where did you come from? 

 

-Jedi 

A Jedi knight took you on as their padawan. They taught you the ways of the force, and how to use it 

to help the helpless and defend the defenceless. A bond formed between you, the kind that can only 

form between master and apprentice. 

(Gain “Force sensitive”, item “Jedi robes” and companion “Jedi master” for free) 

-Jedi pariah 

The elders could only keep you away from the archive for so long. Once you got in, you understood 

why they were trying to keep you out: They were afraid. You slew your master and fled the enclave, 

eager to exercise your newfound freedom… 

(Gain “Force sensitive” and items “Sith holocron” and “jedi robes” for free) 

 



-Sith apprentice 

After suffering some kind of great tragedy, you were found by a powerful Sith. They showed you how 

to use your anger and hatred to fuel your power. They pushed you to your limits. They made you 

stronger. 

(Gain “Force sensitive” and companion “Sith lord” for free) 

-Soldier 

You enlisted in the local anti-pirate brigade. You hunted for pirate scum while on duty and hunted for 

drink and women in your down time. 

(Gain items “blaster rifle”, “blaster pistol” and “durasteel plate” for free) 

-Officer 

After joining the army, your superiors took notice of your skills and you quickly rose through the ranks. 

Now; you hold a prestigious position in the military, and you have a nice uniform to match it. 

(Gain charisma lv 2, item “officer’s uniform” and companion “soldier” for free) 

-Farmer 

Eventually, you scavenged up enough money to buy a plot of land on a remote agrarian world. You 

diligently worked the fields while fighting off the wild beasts and raiders with your trusty blaster rifle. 

(gain “green thumb” and item “blaster rifle” for free) 

-Engineering corps 

You joined up with the sappers. A skilled combat engineer, you fought for your people by supporting 

the frontline troops. 

(Gain “mechanic”, “gun nut” and item “tool kit” for free) 

-Mechanic 

You repaired speeders and space ships for credits. Spacers would pay good money for your technical 

skills, and you learnt how to squeeze the most credits you possibly could out of the more naive 

amongst them. 

(Gain “mechanic”, “trader” and item “tool kit” for free) 

-Bandit 

You became a pirate! You alleviated fat merchants of their extra coin, and served the poor by offering 

your “protection”. 

(Gain “looter” and item “blaster carbine” for free) 

 

 

 



-Mandalorian 

You joined the mandalorians. The mandalorians aren’t a race; they’re a culture, an idea. There are all 

manner of sentient species in their number. You became a fearless warrior; you live for battle, to test 

yourself against greater and greater foes! 

(Gain “brave” and items “mandalorian rifle” and “mandalorian suit” for free) 

-Smuggler 

You travelled the space lanes bringing goods (legal or no) to the “needy”. You made good money off 

it, and learned how to talk your way out of dangerous situations. 

(Gain “snake”, “pilot” and “trader” for free) 

-Adventurer 

You became an explorer; dangerous job, more dangerous than the military. A soldier has scouts to 

keep them informed, but you don’t; you are the scout. You map new routes through space and 

catalogue new life and civilisations. 

(Gain “brave”, “adventurer” and “astronavigation” for free) 

-Mercenary 

You became a gun for hire. Your loyally is to the all-powerful credit, not to any king or politician. Your 

kind are treated with distrust and suspicion. 

(Gain items “fibre-mesh armour”, “armour vest” and “blaster rifle” for free) 

-Spy 

You’ve had so many names that you’ve almost forgotten your real one. Maybe you’re just working in 

your own interest, maybe you genuinely believe in the cause, but you’ll never tell. 

(Gain “snake”, “stealth” and items “wrist launcher”, “poison darts” and “paralysis darts”) 

-Wanderer 

You wandered the Galaxy taking whatever jobs you could. You became versatile and adaptable. 

(Gain 2 free skills and trait “adventurer”) 

-Aristocrat 

You inherited your family’s vast wealth, as well as their political influence. 

(Gain “proper” and 500 extra credits) 

-Politician 

At some point, you got into politics. You never thought it would involve so much backstabbing… You 

fit right in! 

(Gain “snake” and charisma lv2 for free, but also “pathological liar” without gaining extra 

points, does not count as your 1 minimum flaw) 



Personal traits  

(Note that some of these may be relative to your species) 

Each trait or level costs one point 

 

-Strength 

 -level I: You are physically fit. It’s certainly nothing to scoff at 

 -level II: Strong, fast, and with stamina to back it up 

 -level III: The peak of physical fitness, you’d make a fine athlete 

 -level IV: No one should be this strong. But, for whatever reason, you are 

 

-Constitution 

 -level I: You rarely suffer from colds or nausea 

 -level II: Expect to live a long and healthy life, unless you go looking for trouble 

 -level III: You can certainly take some hard knocks; don’t expect to die easily 

 -level IV: You’d have trouble killing yourself; it’s a little creepy actually 

 

-Intelligence 

 -level I: You’re a smart lad/lass 

 -level II: You’re a very smart lad/lass, very smart indeed 

 -level III: Beyond being “bright”, you’re a veritable genius 

 -level IV: You’re in the top percentage of the Galaxy’s greatest minds 

 

-Wisdom 

 -level I: You know how the world works 

 -level II: You have wisdom beyond your years 

 -level III: You can boast wisdom on par with Jedi masters. Can, but you won’t 

 -level IV: You’re blessed with a silent “knowingness” that few ever attain 

 

 



-Charisma 

 -level I: Socially competent 

 -level II: A natural socialite 

 -level III: You’re a leader, there’s no debating that 

 -level IV: You’re a leader whether you want to be or not 

 

-Beauty 

 -level I: Not bad, not bad at all 

 -level II: You wouldn’t have trouble getting a job in modelling 

 -level III: That’s a ten 

 -level IV: The room lights up when you enter. Are you an angel? 

 

-Intimidating 

The weak-willed tremble at the thought of meeting you 

-Restraint 

You are invulnerable to temptations of the flesh 

-Proper 

Good manners can get you places, even if they aren’t particularly useful 

-Brave 

Not much can shake you; you laugh in the face of danger. 

-Spirited 

Some might even call you “overeager”, but your determination is admirable 

-Patient 

A good trait, recklessness will get you killed. 

-Snake 

Lies come easily too you. Not a respectable trait, but very useful 

-Adventurous 

You thirst for new experiences 

 



-Diligent 

Hard work easy for you. It has to be done, and you’re the one who has to do it 

-Empath 

Empathy as strong as yours is a blessing and a curse 

-Force sensitive 

The Force touches everyone, but not everyone can touch the force. 

-Dark side affinity 

The dark side is a part of you, it’s just who you are; strong emotions will feed your powers  

-light side affinity 

You are one with the light side of the force; you may empower yourself by helping others 

-Rare species 

Your kind are rarely seen off the home world 

 

 

Skills 

 

-Mechanic 

You could tell which power coupling is broken just by listening to them 

-Artist 

You can pick out all the right colours and tones to create beautiful masterpieces 

-Performer 

The preforming arts are your speciality, from singing to dancing 

-Gunslinger 

Pistols and small side arms are your forte 

-Marksman 

You are a master in the art of long-range killing 

 

 



-Gun-nut 

Pew pew! You love guns! You know how to properly maintain your firearms; you could even make 

custom modifications to them (It might not be legal though) 

-Stealthy 

Your steps are silent, and you easily blend into the environment 

-Swordsman 

You are a master of melee combat. And not just with traditional weapons either; this skill extends to 

vibroblades and lightsabers 

-Trader 

You know how to get all the best deals. Actually getting the best deals is another matter. 

-Green thumb 

You are one with the plants and fungi (and everything in-between) Space hippie… 

-Pilot 

You love flying. You’re more comfortable in the pilot’s seat than on the ground 

-Astrogation 

It’s one thing to fly a ship, but it’s another thing altogether to know where you’re flying 

-Looter 

The good ol’ smash-and-grab. You don’t just steal things, you get away with it 

-Xenologist 

You know all about the Galaxy’s strangest alien cultures. You’ll never have trouble fitting in, no matter 

where you go 

-Historian 

Those who cannot remember the past are condemned to repeat it 

-Scholarly 

You’re bookish and erudite 

-Computing 

You could be a hacker if you wanted to be. Maybe you already are 

 

 

 



Flaws 

Everyone has them; there’s no need to be ashamed 

(You must pick at least one; this first flaw does not give you extra points) 

 

-Pathological liar +1 

You just can’t stop yourself 

-Kleptomaniac +1 

You need to steal things. Needless to say, this will get you into trouble 

-Mad as hell +1 

The slightest offence can set you off 

-Lusty +1 

Keep it in your damn pants! 

-“Plain” +1 

You’re not much to look at. Actually, I’m being too nice; you’re ugly 

-Annoying +1 

Most people can’t stand being around you, and everyone else is just polite 

-Greedy +1 

You feel an intense need to acquire material goods. 

-Glutton +1 

You rarely turn down food. 

-Weak +2 

You’re physically weak, but there are alternatives to fighting  

-Sickly +2 

You suffer from a weak constitution 

-Neurotic +2 

You suffer from intense neuroticism; not pleasant for you or anyone around you 

 

 



-On the spectrum +2 

You are autistic, and it’s very obvious. You’re obsessive, compulsive and you struggle in social 

situations 

-Fool +2 

You are easily tricked and prone to making bad decisions 

-Stupid +2 

You cant seam too get you’re head around complex ideas like “maths” or “grammar” 

-Addict +2 

You have a craving for some kind of addictive substance. 

 

Fatal flaws 

(You may only pick one) 

 

-Cyborg 

At some point in the past you suffered a grievous injury, but were lucky enough to be rushed into a 

nearby medical station. Through the magic of modern medicine, you survived. At a cost. Most of your 

biological body was destroyed or later discarded by the medical staff, but your brain and some vital 

organs were salvaged and transferred into a mechanical body. This state of affairs does have its 

advantages, in the form of greatly increased strength, resilience, and all the other good things that 

come with being part droid. However, you will also become asthmatic, mentally unstable and any 

damage to your body has to be manually repaired. Also, you get really triggered when anyone calls 

you a droid. 

 

-Doomed 

The Force works in mysterious ways. In this case, for whatever reason, it has marked you for death. 

Your entire life is just a prelude to one, epic battle. This “battle” may be a literal military engagement, 

or it may be one of those stupid “metaphor” things that poets are always pushing on people. One 

thing is certain: You will die in this battle. How you are remembered is all up to how you play this 

game the Force has forced on you. 

 

-Void 

Something is wrong with you. You are wounded; but it is not a wound of the flesh. You are a wound in 

the force. However, you can draw on the life energy of other things around you, and use it to your own 

ends. Be careful with this power; you must be sure that you are the one controlling it, and not vice 

versa. If you let it consume you, you may become the most powerful entity in the galaxy, but it would 

come at a terrible price… 



Items and equipment 

(Make and model are relevant to the time period) 

What do you own? You have 1000 credits 

 

Weapons 

 

-Civilian-grade blaster pistol-free 

A popular weapon throughout the Galaxy. Low power, designed more as a deterrent than a real 

weapon 

-Blaster pistol-50 

A reliable side arm. Good at close range, will put a decent-sized hole in most unarmoured targets 

-Heavy blaster pistol-150 

Much more powerful than a blaster pistol; will punch through light armour 

-Ion blaster-150 

A pistol designed to disable electronic devices. Mostly useless against biologicals 

-Sonic blaster-150 

Fires a wave of compressed air. Stuns targets, and cannot be blocked by lightsabers 

-Blaster carbine-200 

A bit like a sawn-off blaster rifle. Good, portable firepower 

-Blaster rifle-300 

The main weapon of most soldiers in any modern army. Can switch between semi-automatic and 

fully-automatic fire 

-Combat shotgun-300 

A semi-automatic shotgun. Could blow someone’s arm off if you got close enough 

-Disruptor rifle-400 

Disintegrates your enemies. Illegal in most parts of the Galaxy 

-Marksman’s blaster rifle-400 

A heavy blaster rife designed to kill targets from a long distance. Comes with a bipod mount 



-Mandalorian rifle-500 

Each pull of the trigger fires a burst of high-powered blaster bolts 

-Slugthrower-400 

A primitive weapon, the slugthrower launches a solid “slug”. Slugthrowers have fallen out of favour 

due to their low ammo capacity and power. However, they are easier to maintain and can be silenced, 

unlike blasters 

-Tusken cycler-500 

A slugthrower of designed by the Tusken raiders of Tatooine. Instead of just firing a solid projectile, 

the slug is wrapped in energy 

-Bowcaster-500 

The traditional weapon of the Wookies, fires a metal bolt enveloped in energy. These deadly weapons 

are often decorated with elegant tribal markings 

-Flame projector-400 

A rifle sized weapon that spews a stream of fire. Incredibly dangerous, use with caution 

-Combat knife-50 

Self-explanatory. A good backup weapon 

-Vibrosword-200 

A weapon based on traditional swords, an energy cell in the hilt causes the blade to vibrate; giving it 

increased cutting power. For an extra X credits, a cortosis-weave is added to the blade, allowing it to 

withstand lightsaber strikes 

-Wrist launcher-200 

Can launch darts and grappling hooks, both of which are sold separately. For 150 credits, you can 

integrate a flame thrower OR a mini-rocket launcher. For 50 credits, you can integrate a hidden blade 

-Dart gun -100 

This weapon fires darts using pressurised air. Comes with “paralysis darts” 

 

 

 

 

 

 

 



 

Clothing 

 

-Refugee rags-free 

You’re not naked at least 

-Nice clothes-50 

Comfortable and stylish 

-Formal attire-100 

Fine fabrics and vivid colours. It does make you a target for muggers though 

-Officer’s uniform-100 

A military officer’s uniform. Don’t get caught wearing it if you’re not actually an officer 

-Spacer’s jumpsuit-50 

Commonly worn by pilots, this piece places function above form 

-Fibre-mesh armour-100 

Not very good as armour, but its light-weight and flexible 

-Armor vest-100 

Provides minimal protection to the torso, can be worn over other clothing or under robes 

-Durasteel plate-250 

The standard armour for most frontline soldiers. Comes in a variety of styles; all of them provide good 

protection 

-Hydraulic power-suit-500 

This bulky armour has built-in hydraulics, allowing you to perform feats of strength that would normally 

be impossible 

-Mandalorian combat suit-500 

Mandalorian armour is the quite possibly the best in the Galaxy. This full suit comes with an advanced 

combat HUD in the helmet, a jump pack, and is fully customisable. It is, however, extremely 

expensive. For an extra 300 credits, the durasteel plating is replaced by genuine “beskar” iron; greatly 

increases weight, but makes you almost untouchable, even to the dreaded lightsaber 

-Jedi robes-50 

These unassuming robes offer little protection to anything other than the elements 



 

-Sith robes-75 

Similar to the Jedi robes, but dyed black for maximum edge. Armour plating has been incorporated 

into them to accommodate the violent philosophy of its wearers 

 

 

Miscellaneous 

 

-Tool kit-25 

A box of assorted tools. Any traveller should have one on hand 

- Medical kit-25 

Bandages, disinfectant, stim-packs, bacta (or kolto, in earlier periods) shots, etc. 

-Survival kit-25 

Water purifiers, MREs, insect repellent, etc. 

-Ammo belt-25 

A neat belt to hold your ammunition. Considering how many shots one power back holds, it’s a bit like 

having an ammo dump strapped to you. You’ll never run dry again 

-Macrobinoculars-25 

Spy on the girl next door from orbit 

-Electrobinoculars-75 

Similar to macrobinoculars, electrobinoculars also offer image enhancing technology and see in 

multiple wavelengths 

-Rebreather-50 

Just shove it in your mouth and let it breath for you. Won’t last forever 

-HUD and rangefinder-100 

The trusted partner of bounty hunters throughout the Galaxy 

-Paralysis darts-50 

 A set of darts that induce temporary paralysis in the victim. Fast acting 

- Poison darts-75 



A set of darts that inject deadly poison into the victim. Death is not instant, so the victim can be saved 

- Grappling hook-25 

A hook attached to a long wire. Very useful, and you can get quite creative with it if the need arises 

- Jedi holocron-300 

A little blue box, you can see complex crystalline structures within it. Its secrets can only be unlocked 

by a Force-sensitive. Otherwise, it’s just a cool trinket 

- Sith holocron-300 

A small black pyramid with red markings engraved into it. It whispers too you in a strange, guttural 

language. Its secrets can only be unlocked by a Force-sensitive 

- Strange crystal-300 

A little crystal. You feel oddly attached to it, as if it was an old friend, but you only found it the other 

day. It glows faintly when you are near. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Companions 

Gender and race of the character are interchangeable unless stated otherwise 

(Choose up to 4, not including any free companions) 

 

-The childhood friend 

You’ve known this one for as long as you can remember 

 +You have the same sense of humour 

 +You share interests 

 +A great friend 

 -Not incredibly useful, except for moral support 

 -Your friendship will be tested over the course of this story 

 

-The unlikely ally 

This one was once your enemy, but for whatever reason, they’ve thrown in their lot with you 

 +skill set and personality compliments yours 

 +Diligent and hard working 

 +You actually have a lot in common 

 -Only follows you for their own benefit, you’d better hope you remain usefull 

 -Regularly challenges your role as leader 

 

-The rogue  

You share common goals, even if you don’t share motives. For this reason; they have leant you their 

skills. For now 

 +Charmer, you’ll struggle not to fall for them 

 +Great pilot 

 +Master gunslinger 

 -Cocky and arrogant, no manners 

 -Wanted criminal 

 



- The astromech droid 

You acquired this one a while ago; it has served you well so far 

 +Reliable automated mechanic, can perform tasks that would be impossible for a biological being 

 +No one ever suspects the droid 

 +Has mysterious (and intriguing) records locked in its databanks 

 -Limited combat abilities 

 -Seems to have other loyalties, but it’s only a droid right? 

 

-The “protocol” droid 

This one isn’t exactly yours; it sort of just chose to follow you 

 +Familiar with a wide range of alien cultures and languages, no matter how exotic 

 +Surprisingly good in a fight 

 +Cunning 

 -A little bit too cunning, a little bit too good in a fight 

 -It’s really creepy, and you’re not sure if it’s even a protocol droid at all 

 

-The soldier 

An experienced soldier, this one follows you out of duty 

 +Combat veteran, crack shot 

 +Will bring along their top-of-the-line equipment 

 +Genuinely nice guy/girl 

 -Experienced some kind of tragedy in the past, probably has PTSD 

 -They refuse to tell you about it, but you can tell it’s tearing them up inside 

 

 

 

 

 

 

 



-The hunter 

A successful bounty hunter, you’re not sure why this one follows you… 

 +Skilled in stealth, kills from the shadows 

 +Customised gear, can help you to customise your own stuff 

 +Lots of cool stories, you can learn many useful things from them 

 -Suffers in open combat, used to sneaking around 

 -Questionable loyalty 

 

-The indebted 

A wookie who owes you a life debt; a useful asset 

 +Massive and incredibly strong 

 +Was an experienced hunter back on Kashyyyk, caries their own custom bowcaster 

 +Completely and absolutely loyal (while the debt lasts) 

 -Bad temper, worse breath 

 -Resents having to serve you, will turn on you if the debt is ever repaid 

 

-The mandalorian 

A mandalorian warrior who has appointed them self as your personal bodyguard. You feel it would be 

unwise to challenge this 

 +Is a mandalorian 

 +You have a mandalorian as a personal retainer now, lucky you  

 +Full set of customised mandalorian armour as well as various weapons and gadgets 

 -Is a mandalorian, and expects you to lead them to glory 

 -Speaks in a really heavy mandalorian accent, and it’s garbled through their mask 

 

 

 

 

 

 



-The scholar 

This academic and historian has decided to follow you on your adventures 

 +Knows many things about many things 

 +Gentleman/lady and a scholar 

 +Optimism rubs off on people 

 -Not very good in a fight 

 -Naïve, hasn’t travelled much until now 

 

-The royal 

Royalty from one of the few worlds that still have a monarchy, you’re in this together now 

 +Diplomatic, charming, and eloquent 

 +Can gain support for you by calling in favours from the home world 

 +A good marksman/woman, hunting was a popular sport back home 

 -Can be arrogant, typical noble 

 -Complains a lot 

 

-The engineer 

This one has worked on many civilian and military projects, some of them top secret 

 +Can get (and keep) just about anything running, no matter what state it was in before they got to it 

 +No pushover in a fight, has seen action before while working for the military  

 +Knows military secrets, can pimp your ride(s) like you never could have alone 

 -Knows military secrets, and the military wants them to stay secret 

 -Has worked on various WMDs and feels very guilty about it 

 

 

 

 

 

 

 



-The fledgling knight 

A freshly minted knight of the order, this one believes you are destined for greatness, and has 

decided to aid you with their abilities. 

 +Has shown great potential so far, will undoubtedly become a great Jedi 

 +Eager. Maybe a little too eager. Their spirit is contagious 

 +Possesses powerful divining abilities. Has seen your future, and they liked what they saw. 

 -/+young, inexperienced, and easily corruptible 

-Not just judgmental, but a hypocrite as well 

 

-The grey Jedi 

The Galaxy isn’t neatly split between light and dark. The grey Jedi knows this first hand 

 +Is not consumed by the dark side, nor chained down by Jedi dogma 

 +A powerful force user, wiser than the Sith lord and Jedi master combined 

 +Unobtrusive and quiet, but will pipe up when they have useful information (which is often) 

 -Has received the same vision as the fledgling. They did not like what they saw 

 -Cryptic, but they assure you that this is natural for the elderly. 

 

-The edgelord-in-training 

This one came to you one day, draped in black, and pledged their allegiance to you (must be force 

sensitive) 

 +Believes you will be the next dark lord of the Sith, will do anything they can to serve you 

 +A self-taught Sith, they’re resourceful and intelligent 

 +Easily mouldable, would make a good apprentice 

 -Insufferably edgy at times. Still edgy the rest of the time 

 -Suffers from agonising chronic pain and can barely hide it. They won’t tell you the cause 

 

 

 

 

 

 



 

-The Jedi master 

This master Jedi has seen potential in you (must be Force sensitive) 

 +Will train you in the way of the Jedi 

 +Caring and wise, a bit of a parental figure to you 

 +That lightsaber isn’t just for show. Will teach you how to construct your own 

 -Judgemental, as all Jedi are 

 -May hide important truths from you, believing you are better off not knowing 

 

-The Sith lord 

A self-proclaimed “Dark lord of the Sith”, they have taken you on as an apprentice (must be force 

sensitive) 

 +Powerful force user, and they will teach you all they know 

 +Masterful swordsman/woman, will teach you how to construct a lightsaber 

 +Despite being a Sith, they do have your best interests in mind; you are their legacy 

 -Impulsive and rash, will take out their frustrations on you sometimes 

 -The apprentice must slay the master; else the master will slay the apprentice 

 

-The ancient 

The spirit of an ancient Sith lord, bound to an equally ancient vibroblade 

 +Was an incredibly powerful Sith lord in life, can teach you things no living Sith could 

 +The sword its self is a potent weapon, its vicious serrated blade “drinks” blood 

 -Is trying to manipulate you 

 +Their arrogance gives them away. If you’re smart, you could play them for all they’re worth 

 -It won’t be easy; they are a Sith, after all 

  

  



Ship 

The Galaxy is a big place, you can’t just walk everywhere 

You’ve acquired a small frigate. 

(Take 3 upgrades) 

 

-Hidden spaces  

Whoever owned this ship before you was obviously involved in some illicit activities 

-Kessel runner 

This ship possesses high powered engines. Make sure you can actually handle this thing 

-Advanced weapons 

It’s almost unheard of for a ship this size to have weapons so powerful. Be careful with those 

-Advanced shields 

The deflector shields on this ship are much more powerful than they have any right to be 

-Trapped  

This ship was designed to be impregnable. Mind yourself in there 

-Cloak 

This ship is equipped with a device that makes it invisible to both the naked eye and most sensors 

-Reliable 

Even if it’s almost destroyed, this ship will keep on going until there’s nothing left 

-Alien tech 

This ship is like nothing you’ve seen before; whatever civilisation built it is unknown to you. Get used 

to its strange layout 

 

 

 

 

  



Quests (and obligations) 

 

Obligations 

You can’t just pack up and leave! Not without consequences anyway… 

(Each origin has its out “obligation”; you must deal with it somehow) 

 

-Jedi: The code 

You are a Jedi, you can’t just go off adventuring. The council must be obeyed, and the code must be 

upheld. 

-Jedi pariah: Outcast 

You can’t go around killing people and expect not be reprimanded. The Jedi see you as a threat now, 

and they are a dangerous enemy, even if they believe themselves to be merciful. 

-Sith apprentice: The creed 

The strong do what they can, and the weak suffer what they must. That is the way of the Sith. Not 

even your fellow dark Jedi can be trusted, especially if they see you as a threat or rival of some kind. 

-Soldier and engineering corps: Desertion 

If you leave to go “find yourself” or whatever, you will be marked as a deserter and a traitor to your 

people. You could apply to go off on some kind of solo mission, but don’t expect your superiors to be 

particularly enthusiastic about letting some grunt fill in for the Special Forces. 

-Officer: Colonel Custer 

Unlike the soldier, you have some influence in the military. The higher-ups might be convinced to let 

you go off and do whatever you wanted to do. However, you have a sizable battalion following you, 

and they may well be following you to their deaths. On the other hand, if your adventure turns up 

nothing, you will have wasted valuable time and resources. Either way, command will not be 

impressed. 

-Farmer and mechanic: Family 

You have a family here. They can take care of themselves, you’re sure, but what if you don’t come 

back? And if you ever do, what if you find there’s nothing to come back to? 

-Bandit: Outlaw 

Who knew piracy was so frowned upon? You have a sizable bounty on you head, and you’re not 

welcome on most civilised worlds. It’s an occupational hazard. 

 



-Mandalorian: Glory 

As long as you plan on shooting something up, most other mandalorians won’t have a problem with 

your wanderlust. Come back with your shield-or on it. 

-Smuggler: Debt 

You owe a huttese crime lord some credits. Well, actually, it’s a lot of credits. Watch your back, his (or 

her?) influence extends far from hutt space. 

-Spy: Betrayed 

To save their own necks, the people you worked for threw you under the bus! Now nowhere is safe. 

-Aristocrat and politician: Vacuum 

Who’s going to do your job while you’re gone? It’s not like we have a contingency plan for this 

situation, your kind don’t often go on “adventures”. 

-Adventurer, mercenary and wanderer: Freeman 

You have nothing tying you down. Aren’t you lucky? You also have no backup or port-in-a-storm 

should something go wrong, only what (and who) you take along with you. 


