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Saga Edition Web Enhancement 1

The Tech Specialist

By Rodney Thompson

 
A favored archetype of long-time Star Wars gamers, the tech specialist is a character that focuses on 
modifying and enhanced fantastic technology to fit his or her needs. Tech specialists range from 
brilliant engineers to prodigious outlaw techs, though all share a love for the guns, gear, and gadgets 
found in the galaxy far, far away.

This web enhancement includes a few rules (cut from the Saga Edition core rulebook for space) that 
allow heroes to take on the role of the tech specialist. Additionally, you will find sample heroic 
characters -- a Zabrak engineer and a Mon Calamari outlaw tech -- that illustrate two ways to build 
tech-oriented characters for your own campaign. Of course, these are just two examples, and a hero 
who wants to tinker with machines and electronics has a number of options available across many 
different classes.

Additionally, these rules will be featured in an upcoming sourcebook for reference at the gaming 
table, and will be expanded upon with more talents and rules to further enhance your game.

New Talent Tree: The Outlaw Tech

The following new talent tree is intended for use by characters with the scoundrel 
class. Scoundrels learn a variety of tricks that allow them to squeeze more life 
out of ailing technology, and they can enhance their gear in ways the 
manufacturer never intended.

Fast Repairs 
Whenever you jury-rig an object or vehicle, the vehicle gains a number of 
temporary hit points equal to the result of your Mechanics check. Damage is 
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subtracted from these temporary hit points first, and temporary hit points go 
away at the conclusion of the encounter. 
Prerequisites: Trained in the Mechanics skill.

Hot Wire 
You can use your Mechanics check modifier instead of your Use Computer check 
modifier when making Use Computer checks to improve access to a computer 
system. You are considered trained in the Use Computer skill for purposes of 
using this talent. If you are entitled to a Use Computer check reroll, you may 
reroll your Mechanics check instead (subject to the same circumstances and 
limitations). 
Prerequisites: Trained in the Mechanics skill.

Quick Fix 
Once per encounter, you may jury-rig an object vehicle that is not disabled. All normal benefits and 
penalties for jury-rigging still apply. 
Prerequisites: Trained in the Mechanics skill.

Personalized Modifications 
As a standard action, you may tweak the settings, grips, and moving parts of a powered weapon you 
wield, tailoring it to your needs. For the remainder of the encounter, you gain a +1 equipment bonus 
on attack rolls and a +2 equipment bonus on damage rolls with that weapon. You can use this talent 
only on powered weapons (those that require a power cell to operate), including weapons connected 
to a larger power source, such as vehicle and starship weapons.

Encrypted Transmission: The Outlaw Tech Talent Tree

The Outlaw Tech talent tree fills some niches left by the existing Mechanics rules and options for 
repairing broken pieces of technology. Here's a behind-the-screen look at the design decisions that 
went into creating these talents.

Fast Repairs is designed to make jury-rigging more appealing to tech-oriented characters. As it 
stands now, jury-rigging an object or vehicle moves it up the condition track but does not provide 
temporary hit points. If your ship is at 0 hit points and you jury-rig it, it's still disabled from hit point 
loss. This new talent alleviates that problem, while still making jury-rigging useful for ships pushed 
down the condition track by other means (such as ion damage).

Quick Fix builds on Fast Repairs and gives a techie character a way to restore some hit points to 
a vehicle that's still in the fight, but brings with it the threat of becoming disabled at the end of the 
encounter. This new talent also gives ship engineers something else to do in combat, especially in 
desperate situations, and it can bring a vehicle back up to full fighting form very quickly.

Hot Wire is similar to the other skill-substitution talents and makes sense for a techie who may not 
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be the best slicer around.

Personalized Modifications is designed to give a scoundrel another means of activating some of 
his other talents. For example, many of the scoundrel's talents from the Misfortune talent tree rely 
on a successful attack roll to activate. Combined with the Tech Specialist feat below, this new talent 
gets the scoundrel a small boost to attacks that can compensate for the difference between low 
base attack progression and Defense progression, even at high levels. The scoundrel might still 
need to work closely with his friends against tougher foes, but this talent is designed to capture the 
feel of tweaking your own weapon while still synergizing with many of the Misfortune talents.

New Feat: Tech Specialist

The new Tech Specialist feat allows a hero to make custom modifications to weapons, armor, droids, 
devices, and vehicles so that they function beyond their normal specifications.

Prerequisite: Trained in the Mechanics skill.

Benefit: You can modify a device, suit of armor, weapon, droid, or vehicle so that it gains a special 
trait. Specific traits are given on the Tech Specialist Modifications table below. You may perform only 
one modification at a time. Unless noted otherwise, you cannot grant more than one benefit to a 
single device, suit of armor, weapon, droid, or vehicle, and you can't apply the same benefit more 
than once.

Before beginning the modification, you must pay one-tenth the cost of the device, suit of armor, 
weapon, droid, or vehicle you wish to modify or 1,000 credits, whichever is more. Completing the 
modification requires 1 day per 1,000 credits of the modification's cost. At the end of this time, make 
a DC 20 Mechanics check; you can't take 10 or take 20 on this check. If the check succeeds, the 
modification is completed successfully, and the object gains the desired trait. If the check fails, you 
lose all credits spent making the modification, and the object doesn't gain the desired trait. However, 
you may start over from scratch if you wish.

Other characters trained in the Mechanics skill can assist you, reducing 
proportionately the time needed to complete the modification. At the end of 
modification process, they can make a Mechanics check to aid your check.

The market value of a modified item is equal to the base cost of the item plus double 
the cost of the modifications made to it (not including credits wasted on failed 
modification attempts).

Special: This feat is considered a bonus feat for the noble and scoundrel classes.

http://www.wizards.com/default.asp?x=starwars/article/sagaenhancement1 (3 of 7)22/06/2007 12:35:23 PM



Saga Edition Web Enhancement 1

Tech Specialist Modifications

Armor Trait Benefit

Agile Armor Increases the armor's maximum Dexterity bonus 1.

Fortifying Armor Increases the armor's equipment bonus to Fortitude Defense 
by 1.

Protective Armor Increases the armor's armor bonus to Reflex Defense by 1.

Device Trait Benefit

Enhanced Strength Increases the device's Strength score by 2.

Improved Durability The device's damage reduction increases by 1, and it gains 
extra hit points equal to one-quarter of its base hit points.

Mastercraft Device
Skill checks made using the device gain a +1 equipment 
bonus, or the device's existing equipment bonus increases 
by 1.

Droid Trait Benefit

Enhanced Dexterity Increases the droid's Dexterity score by 2.

Enhanced Intelligence Increases the droid's Intelligence score by 2.

Enhanced Strength Increases the droid's Strength score by 2.

Vehicle Trait Benefit

Enhanced Dexterity Increases the vehicle's Dexterity score by 2.

Improved Speed Increases the vehicle's speed by one-quarter of its base 
speed (minimum 1 square).

Improved Shields Increases the vehicle's shield rating by 5.

Weapon Trait Benefit

Improved Accuracy The weapon gains a +1 equipment bonus on attack rolls.

Improved Damage

The weapon deals +2 points of damage with a successful 
hit. If the weapon has a damage multiplier (for example, 
6d10 x 2), apply the extra damage before applying the 
multiplier.
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Selective Fire
An autofire-only ranged weapon can be set to fire single 
shots, or a single-shot ranged weapon can be made to have 
an autofire mode.

Sample Character: The Outlaw Tech

An outlaw tech is a master of making machines do what she wants them to do. Operating far outside 
the bounds of manufacturer intentions (and sometimes outside the law), she is able to hotwire 
starships and amp up weapons to the point where her after-market modifications can be considered 
illegal.

An outlaw tech works well on her own without the need of other classes for support. She can run-and-
gun just as well as she can use a hydrospanner, and her strengths lie in areas where her own actions 
are what save the day. Though an outlaw tech has a less formal education than other technically 
minded characters, she is a good fighter and a fast worker who can fulfill a variety of roles.

Outlaw 
Tech

CL 
7

 

Medium Mon Calamari scoundrel 7 
Force Points 5 
Init +5; Senses Low-light vision, Perception +15 
Languages Basic, Binary (understand only), Huttese, Mon Calamarian, Ryl, Shyriiwook 
(understand only) 

Defenses Ref 21 (flat-footed 19), Fort 17, Will 20 
hp 39; Threshold 17 

Speed 6 squares 
Melee +5 
Ranged heavy blaster pistol +8 (3d8+3) 
Base Atk +5; Grp +5 
Atk Options Careful Shot, Running Attack 

Abilities Str 10, Dex 14, Con 10, Int 18, Wis 15, Cha 9 
SQ breathe underwater, expert swimmer 
Talents Fast Repairs, Knack, Quick Fix, Personalized Modifications 
Feats Careful Shot, Point Blank Shot, Precise Shot, Running Attack, Skill Focus 
(Mechanics), Skill Focus (Perception), Skill Focus (Use Computer), Tech Specialist, 
Weapon Proficiency (pistols, simple weapons) 
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Skills Deception +7, Gather Information +7, Knowledge (Galactic lore) +12, Knowledge 
(technology) +12, Mechanics +17 (+18 when using mastercraft tool kit), Perception 
+15, Pilot +10, Swim +15 (may reroll Swim checks and accept the second roll; may take 
10 even under pressure), Use Computer +17 (+18 when using mastercraft datapad) 
Possessions heavy blaster pistol (improved accuracy), comlink, mastercraft datapad, 
mastercraft tool kit, various personal belongings

Sample Character: The Engineer

An engineer is more of an academic designer than a jury-rigging mechanic. He considers the outlaw 
tech's work to be a sloppy imitation of real ingenuity and can use his knowledge to create more solid 
and reliable designs. An engineer is much more of a team player, and many heroes find that an 
engineer helps them get out of scrapes by encouraging them to work together. Because he's familiar 
with coordinating teams, an engineer has the knowledge and resources to create all-new (and 
significantly improved) pieces of technology that function reliably under all conditions.

EngineerCL 
7

 

Medium Zabrak noble 6/scoundrel 1 
Force Points 5 
Init +9; Senses Perception +10 
Languages Basic, Binary (understand only), Bocce, High Galactic, Huttese, Mon 
Calamarian, Shyriiwook (understand only), Sullustese, Zabrak 

Defenses Ref 21 (flat-footed 20), Fort 18, Will 22 
hp 37; Threshold 18 

Speed 6 squares 
Melee +3 
Ranged hold-out blaster +7 (3d4+3) 
Base Atk +4; Grp +3 

Abilities Str 8, Dex 12, Con 10, Int 16, Wis 14, Cha 13 
SQ heightened awareness 
Talents Coordinate, Inspire Haste, Trace, Wealth 
Feats Linguist, Skill Focus (Knowledge [technology]), Skill Focus (Mechanics), Skill 
Focus (Use Computer), Skill Training (Mechanics), Tech Specialist, Weapon Focus 
(pistols), Weapon Proficiency (pistols, simple weapons) 
Skills Initiative +9, Knowledge (Galactic lore) +11, Knowledge (physical sciences) +11, 
Knowledge (technology) +16, Mechanics +16, Perception +10 (may reroll any Perception 
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check and keep the second roll), Persuasion +9, Pilot +9, Use Computer +16 (+17 when 
using masterwork datapad or masterwork portable computer) 
Possessions hold-out blaster (improved accuracy), comlink, masterwork datapad, 
masterwork portable computer, personal holoprojector, various personal belongings
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During the development of the Star Wars Roleplaying Game Saga Edition 
Core Rulebook, some material had to be cut for space. One such section 
was the Devaronian species. 
 

Devaronian 

Rodney Thompson Design 

Devaronians are among the first species in the galaxy to develop 
interstellar travel, and the males of the species have been common 
sights in spaceports throughout the galaxy for thousands of years. After 
reaching middle age, Devaronian males are driven by an urge to wander. 
As such, they are often found traveling the galaxy as tramp freighter 
captains and scouts. Female Devaronians, on the other hand, are content 
to remain in a single location, and as such, raise the young and run the 
government of Devaron. The males send as much money as they can 
back to their families on Devaron, but they seldom return to the 
homeworld. The females are content with this arrangement, as they tend 
to view the restless males as disruptive to home life. 
 Personality: Devaronian males are bold, daring, bull-headed, rash, 
terse, unscrupulous, and stingy with their credits. They love being the 
masters of their own destinies. Female Devaronians are generally bright, 
wise, scrupulous, and sharp-tongued. 
 Physical Description: Devaronian males are hairless with red-tinted 
skin, sharp incisors, and a pair of large horns growing from their 
foreheads. Their appearance is not unlike the devils of a thousand myths. 
Female Devaronians are covered in thick fur that ranges in color from 
brown to white. Females are hornless and have prominent canine teeth. 
 Devaronians stand 1.6 to 1.8 meters tall. 
 Homeworld: Devaron, a world of low mountains and deep valleys 
linked by thousands of rivers. 
 Languages: Devaronians speak and read Devaronese and Basic. Their 
speech is low, guttural, and full of snarling consonants. 
 Example Names: Dmaynel Kiph, Elassar Targon, Jubal, Kapp Dendo, 
Tyrn Jiton, Lak Jit, Oxbel, Saricia, Sires Vant, Trynic, Ulicx Vinaq, Vilmarh 
Grahrk. 
 Adventurers: Male Devaronian heroes tend to be scoundrels or 
scouts. Invariably, they are found in occupations that allow them 
freedom to travel whenever and wherever they wish. Due to the 
oppressive nature of the Empire, many Devaronian males joined the 
Rebellion—not because of politics, but because they were annoyed that 
their freedom to travel was being curtailed. 
 Noteworthy female Devaronians on their homeworld tend to be 
nobles and scouts. However, any female Devaronian hero found 
elsewhere is already an exceptional individual who has decided to 
challenge the traditions of her culture. Such Devaronians may be of any 
class or role. 
 

Devaronian Species 
Traits 
Devaronians share the following species traits: 
 Ability Modifiers: +2 Dexterity, –2 Wisdom, –2 Charisma (for 
males) or +2 Intelligence, +2 Wisdom, –2 Dexterity (for females). Male 
Devaronians tend to be more carefree and less personable than female 
Devaronians, but they are also more agile. 
 Medium Size: As Medium creatures, Devaronians have no special 
modifiers due to their size. 
 Speed: Devaronian base speed is 6 squares.  
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Devaronian Drifter  Conditional Bonus Feat: Devaronians are master manipulators. A 
Devaronian with Deception as a trained skill gains Skill Focus 
(Deception) as a bonus feat.  

A common sight throughout the galaxy, a Devaronian drifter is a 
vagabond among the stars. Moving from port to port, wherever his fate 
may take him, a Devaronian drifter may be friend or foe depending on 
the situation. Many drifters are violent and untrustworthy, but others 
look for honest work wherever they can find it. 

 Natural Curiosity: Once per encounter as a standard action, a 
Devaronian can make a Perception check against a single target within 
line of sight (DC 15 or the result of an opposed Stealth check, if the 
target is actively attempting to hide). If successful, the Devaronian gains 
a +1 insight bonus on attack rolls against that target. Because of their 
natural curiosity, Devaronians are very attentive to small details that can 
reveal weaknesses. 

 
Devaronian Drifter CL 2 
Medium male Devaronian nonheroic 3/scoundrel 1 
Force 1; Dark Side 1 

 Automatic Languages: Basic and Devaronese. Init +4; Senses Perception +8 
 Languages Basic, Devaronese 

————————————————————————————————————————— Devaron 
Defenses Ref 16 (flat-footed 14), Fort 14, Will 14 

Region: Colonies hp 16; Threshold 14 
Climate: Temperate ————————————————————————————————————————— 
Gravity: Standard Speed 6 squares 
Moons: 2 Melee unarmed +1 (1d4-1) 
Length of Day: 24 standard hours Ranged hold-out blaster +4 (3d4) 
Length of Year: 390 local days Base Atk +2; Grp +1 
Sapient Species: Devaronians ————————————————————————————————————————— 
Government: Matriarchy Abilities Str 8, Dex 14, Con 14, Int 10, Wis 12, Cha 14 
Capital: Montellian Serat SQ natural curiosity 
Major Exports: Hyperdrive technology Talents Sneak Attack +1d6 
Major Imports: High technology, luxury items Feats Improved Defenses, Point Blank Shot, Skill Focus (Deception), Skill 

Training (Perception), Skill Training (Persuasion), Weapon Proficiency 
(pistols, simple weapons) 

 
Knowledge (Social Sciences) 
DC Result Skills Deception +14, Perception +8, Persuasion +9 
10 Devaronians are divided among the sexes, with females running 

the planetary government while males tend to wander the galaxy. 
Possessions hold-out blaster pistol, traveler’s garb, various personal 

belongings 
15 Devaronian males are not even allowed to participate in 

government, and are constantly kept out by the females. The males 
are gripped by an irresistible wanderlust upon reaching adulthood, 
driving them away from their homes. 

 
 
 
 

20 Devaronian males who take off-world jobs often send money back 
to Devaron to support their families in their absence. 

 
 

  
Knowledge (Galactic Lore)  
DC Result  
10 Devaron is a beautiful planet of deep valleys, low mountains, and 

plentiful rivers. 
 
 

15 The Devaronians were among the first species to develop 
hyperspace travel and are one of the oldest known species in the 
galaxy. 

 
 
 

20 Devaron is a dangerous planet due to its strict policies and 
extensive use of capital punishment. As such, outsiders rarely visit 
the world. 

 
 
 

25 The capital city of Montellian Serat is one of the most ancient 
cities in the galaxy and is said to possess sections that are as old 
as the lowest levels of Coruscant. 

 
 
 

  
 
 
 
 
 
 
 

Male and female Devaronian 
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A favored archetype of long-time Star Wars gamers, the tech specialist is a character 
that focuses on modifying and enhanced fantastic technology to fit his or her needs. 
Tech specialists range from brilliant engineers to prodigious outlaw techs, though all 
share a love for the guns, gear, and gadgets found in the galaxy far, far away. 

This web enhancement includes a few rules (cut from the Saga Edition core rulebook 
for space) that allow heroes to take on the role of the tech specialist. Additionally, 
you will find sample heroic characters -- a Zabrak engineer and a Mon Calamari 
outlaw tech -- that illustrate two ways to build tech-oriented characters for your own 
campaign. Of course, these are just two examples, and a hero who wants to tinker 
with machines and electronics has a number of options available across many 
different classes. 

Additionally, these rules will be featured in an upcoming sourcebook for reference at 
the gaming table, and will be expanded upon with more talents and rules to further 
enhance your game. 

New Talent Tree: The Outlaw Tech 

The following new talent tree is intended for use by characters with the scoundrel 
class. Scoundrels learn a variety of tricks that allow them to squeeze more life out of 
ailing technology, and they can enhance their gear in ways the manufacturer never 
intended. 

Fast Repairs 
Whenever you jury-rig an object or vehicle, the vehicle gains a number of temporary 
hit points equal to the result of your Mechanics check. Damage is subtracted from 
these temporary hit points first, and temporary hit points go away at the conclusion 
of the encounter. 
Prerequisites: Trained in the Mechanics skill. 

Hot Wire 
You can use your Mechanics check modifier instead of your Use Computer check 
modifier when making Use Computer checks to improve access to a computer 
system. You are considered trained in the Use Computer skill for purposes of using 
this talent. If you are entitled to a Use Computer check reroll, you may reroll your 
Mechanics check instead (subject to the same circumstances and limitations). 
Prerequisites: Trained in the Mechanics skill. 

Quick Fix 
Once per encounter, you may jury-rig an object vehicle that is not disabled. All 
normal benefits and penalties for jury-rigging still apply. 
Prerequisites: Trained in the Mechanics skill. 



Personalized Modifications 
As a standard action, you may tweak the settings, grips, and moving parts of a 
powered weapon you wield, tailoring it to your needs. For the remainder of the 
encounter, you gain a +1 equipment bonus on attack rolls and a +2 equipment 
bonus on damage rolls with that weapon. You can use this talent only on powered 
weapons (those that require a power cell to operate), including weapons connected 
to a larger power source, such as vehicle and starship weapons. 

New Feat: Tech Specialist 

The new Tech Specialist feat allows a hero to make custom modifications to 
weapons, armor, droids, devices, and vehicles so that they function beyond their 
normal specifications. 

Prerequisite: Trained in the Mechanics skill. 

Benefit: You can modify a device, suit of armor, weapon, droid, or vehicle so that it 
gains a special trait. Specific traits are given on the Tech Specialist Modifications 
table below. You may perform only one modification at a time. Unless noted 
otherwise, you cannot grant more than one benefit to a single device, suit of armor, 
weapon, droid, or vehicle, and you can't apply the same benefit more than once. 

Before beginning the modification, you must pay one-tenth the cost of the device, 
suit of armor, weapon, droid, or vehicle you wish to modify or 1,000 credits, 
whichever is more. Completing the modification requires 1 day per 1,000 credits of 
the modification's cost. At the end of this time, make a DC 20 Mechanics check; you 
can't take 10 or take 20 on this check. If the check succeeds, the modification is 
completed successfully, and the object gains the desired trait. If the check fails, you 
lose all credits spent making the modification, and the object doesn't gain the 
desired trait. However, you may start over from scratch if you wish. 

Other characters trained in the Mechanics skill can assist you, reducing 
proportionately the time needed to complete the modification. At the end of 
modification process, they can make a Mechanics check to aid your check. 

The market value of a modified item is equal to the base cost of the item plus double 
the cost of the modifications made to it (not including credits wasted on failed 
modification attempts). 

Special: This feat is considered a bonus feat for the noble and scoundrel classes. 

Tech Specialist Modifications 

Armor Trait Benefit 

Agile Armor Increases the armor's maximum Dexterity bonus 1. 

Fortifying 
Armor 

Increases the armor's equipment bonus to Fortitude 
Defense by 1. 

Protective 
Armor 

Increases the armor's armor bonus to Reflex Defense 
by 1. 



 

Device Trait Benefit 

Enhanced 
Strength 

Increases the device's Strength score by 2. 

Improved 
Durability 

The device's damage reduction increases by 1, and it 
gains extra hit points equal to one-quarter of its base 
hit points. 

Mastercraft 
Device 

Skill checks made using the device gain a +1 
equipment bonus, or the device's existing equipment 
bonus increases by 1. 

 

Droid Trait Benefit 

Enhanced 
Dexterity 

Increases the droid's Dexterity score by 2. 

Enhanced 
Intelligence 

Increases the droid's Intelligence score by 2. 

Enhanced 
Strength 

Increases the droid's Strength score by 2. 

 

Vehicle Trait Benefit 

Enhanced 
Dexterity 

Increases the vehicle's Dexterity score by 2. 

Improved 
Speed 

Increases the vehicle's speed by one-quarter of its 
base speed (minimum 1 square). 

Improved 
Shields 

Increases the vehicle's shield rating by 5. 

 

Weapon 
Trait 

Benefit 

Improved 
Accuracy 

The weapon gains a +1 equipment bonus on attack 
rolls. 

Improved 
Damage 

The weapon deals +2 points of damage with a 
successful hit. If the weapon has a damage multiplier 
(for example, 6d10 x 2), apply the extra damage 
before applying the multiplier. 

Selective Fire 
An autofire-only ranged weapon can be set to fire 
single shots, or a single-shot ranged weapon can be 
made to have an autofire mode. 

 

 



**Tech Specialist HOUSERULE** 

mls & rlw 

If you have the Feat Skill Focus (mechanics), the Tech Specialist feat now allows you 
to modify a device, suit of armor, weapon, droid, or vehicle up to three times using 
each of the different available effects only once per item. Additionally, you may 
modify more than one item with the same effect at a time. You may have the same 
effect active on a number of items up to your Mechanics skill value. 

Additional modifications take longer and cost more than the original modification. 
The first modification still takes one day of work and costs 10% of the item’s base 
cost or 1,000 credits, whichever is more. The second modification takes two days of 
work and costs 15% of the item’s base cost, or 1,500 credits, whichever is more. The
third modification takes three days of work and costs 20% of the item’s base cost or 
2,000 credits, whichever is more. 

At the end of the corresponding time, make a DC 20 Mechanics check for the first 
modification; you can't take 10 or take 20 on this check. If the check succeeds, the 
modification is completed successfully, and the object gains the desired trait. If the 
check fails, you lose all credits spent making the modification, and the object doesn't 
gain the desired trait. However, you may start over from scratch if you wish. 

The same holds true for the second and third modifications, except the DC check 
value. The second modification requires a DC 25 Mechanics check. The third 
modification requires a DC 30 Mechanics check. Treat successes and failures the 
same as if they were for the first modification. 

Other characters trained in the Mechanics skill can assist you (they need not have 
Skill Focus (mechanics); only be trained), reducing proportionately the time needed 
to complete the modification. At the end of modification process, they can make a 
Mechanics check to aid your check, granting your check a +2 modifier. 

The market value of a modified item is equal to the base cost of the item plus double 
the cost of the all modifications made to it (not including credits wasted on failed 
modification attempts). 

**End Tech Specialist HOUSERULE** 

 

Sample Character: The Outlaw Tech 

An outlaw tech is a master of making machines do what she wants them to do. 
Operating far outside the bounds of manufacturer intentions (and sometimes outside 
the law), she is able to hotwire starships and amp up weapons to the point where 
her after-market modifications can be considered illegal. 

An outlaw tech works well on her own without the need of other classes for support. 



She can run-and-gun just as well as she can use a hydrospanner, and her strengths 
lie in areas where her own actions are what save the day. Though an outlaw tech has 
a less formal education than other technically minded characters, she is a good 

fighter and a fast worker who can fulfill a 
variety of roles. 

 
 

Medium Mon Calamari scoundrel 7 
Force Points 5 
Init +5; Senses Low-light vision, Perception +15 
Languages Basic, Binary (understand only), Huttese, Mon Calamarian, Ryl, 
Shyriiwook (understand only) 

Defenses Ref 21 (flat-footed 19), Fort 17, Will 20 
hp 39; Threshold 17 

Speed 6 squares 
Melee +5 
Ranged heavy blaster pistol +8 (3d8+3) 
Base Atk +5; Grp +5 
Atk Options Careful Shot, Running Attack 

Abilities Str 10, Dex 14, Con 10, Int 18, Wis 15, Cha 9 
SQ breathe underwater, expert swimmer 
Talents Fast Repairs, Knack, Quick Fix, Personalized Modifications 
Feats Careful Shot, Point Blank Shot, Precise Shot, Running Attack, Skill Focus 
(Mechanics), Skill Focus (Perception), Skill Focus (Use Computer), Tech Specialist, 
Weapon Proficiency (pistols, simple weapons) 
Skills Deception +7, Gather Information +7, Knowledge (Galactic lore) +12, 
Knowledge (technology) +12, Mechanics +17 (+18 when using mastercraft tool kit), 
Perception +15, Pilot +10, Swim +15 (may reroll Swim checks and accept the 
second roll; may take 10 even under pressure), Use Computer +17 (+18 when using 
mastercraft datapad) 
Possessions heavy blaster pistol (improved accuracy), comlink, mastercraft 
datapad, mastercraft tool kit, various personal belongings  

Sample Character: The Engineer 

An engineer is more of an academic designer than a jury-rigging mechanic. He 
considers the outlaw tech's work to be a sloppy imitation of real ingenuity and can 
use his knowledge to create more solid and reliable designs. An engineer is much 
more of a team player, and many heroes find that an engineer helps them get out of 
scrapes by encouraging them to work together. Because he's familiar with 
coordinating teams, an engineer has the knowledge and resources to create all-new 
(and significantly improved) pieces of technology that function reliably under all 
conditions. 

 

Outlaw Tech CL 7 

Engineer CL 7 



 

Medium Zabrak noble 6/scoundrel 1 
Force Points 5 
Init +9; Senses Perception +10 
Languages Basic, Binary (understand only), Bocce, High Galactic, Huttese, Mon 
Calamarian, Shyriiwook (understand only), Sullustese, Zabrak 

Defenses Ref 21 (flat-footed 20), Fort 18, Will 22 
hp 37; Threshold 18 

Speed 6 squares 
Melee +3 
Ranged hold-out blaster +7 (3d4+3) 
Base Atk +4; Grp +3 

Abilities Str 8, Dex 12, Con 10, Int 16, Wis 14, Cha 13 
SQ heightened awareness 
Talents Coordinate, Inspire Haste, Trace, Wealth 
Feats Linguist, Skill Focus (Knowledge [technology]), Skill Focus (Mechanics), Skill 
Focus (Use Computer), Skill Training (Mechanics), Tech Specialist, Weapon Focus 
(pistols), Weapon Proficiency (pistols, simple weapons) 
Skills Initiative +9, Knowledge (Galactic lore) +11, Knowledge (physical sciences) 
+11, Knowledge (technology) +16, Mechanics +16, Perception +10 (may reroll any 
Perception check and keep the second roll), Persuasion +9, Pilot +9, Use Computer 
+16 (+17 when using masterwork datapad or masterwork portable computer) 
Possessions hold-out blaster (improved accuracy), comlink, masterwork datapad, 
masterwork portable computer, personal holoprojector, various personal belongings  
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Errata 
 
p. 38 – Base Attack Bonus 
Should read, “Base Attack Bonus: The 
character's base attack bonus. Apply this bonus 
to the character's attack rolls.” Base attack bonus 
does not apply to damage rolls.  
 
p. 38 – Jedi class skills 
Add Jump and Mechanics to the list of skills on 
the Jedi Class Skills list, below Table 3-2: The 
Jedi.  
 
p. 40 – Resilience Talent 
Should read “You can spend a full-round action 
to move +2 steps up the condition track (see 
Conditions, page 148).”  
 
p. 41 – Block Talent 
Add the following sentences before the last 
sentence of the Block talent: 
“You may use the Block talent to negate melee 
area attacks, such as those made by the 
Whirlwind Attack feat. If you succeed on the Use 
the Force check, you take half damage if the 
attack hits and no damage if the attack misses. 
You may spend a Force point to use this talent to 
negate an attack against an adjacent character.”  
 
p. 41 – Deflect Talent 
Before the last sentence of the first paragraph, 
add the following sentence: “You may spend a 
Force Point to use this talent to negate an attack 
against an adjacent character.”  
Replace the second paragraph with the following: 
“You can use this talent to deflect some of the 
barrage of shots fired from a ranged weapon set 
on autofire, or the Force lightning Force power. If 
you succeed on the Use the Force check, you 
take half damage if the attack hits and no 
damage if the attack misses.”  
 
p. 44 – Wealth Talent 
Change reference to “your noble level” to “your 
class level.”  
 
p. 46 – Fool’s Luck Talent 
Change reference to “luck bonus” to 
“competence bonus.”  
 
p. 47 – Hyperdriven Talent 
Remove the word “scoundrel” before the phrase 
“class level.”  

 
p. 51 – Soldier Defense Bonuses 
Should read, "At 1st level you gain a +1 class 
bonus to your Reflex Defense and a +2 class 
bonus to your Fortitude Defense."  
 
p. 52 – Stunning Strike Talent 
Change the phrase “if your attack roll” to “if your 
damage roll.”  
 
p. 59 – Table 4-1: Trained Skills by Class table 
Add Jump and Mechanics to the class skills for 
the Jedi.  
 
p. 62 – Table 4-2: Skills 
Change the – in the Jedi column to a C for the 
Jump and Mechanics skills.  
 
p. 62 – Acrobatics Skill 
In the last sentence of the second paragraph, 
change, “a DC 15 Reflex save” to “a DC 15 
Acrobatics check” The first sentence of the 
second paragraph under the Escape Bonds 
header refers to “an attack action.” This should be 
“a standard action.” 
Under the Special section, replace the last 
sentence with the following: “If you are trained in 
Acrobatics, you gain a +5 bonus to your Reflex 
Defense when fighting defensively (see Fighting 
Defensively, page 152).  
 
p. 68 – Jump Skill 
Add the following before the last sentence under 
the "Jump Down" use of the Jump skill: For every 
10 points by which you beat the DC, you can 
subtract an additional 3 meters from the fall when 
determining damage.  
 
p. 69-70 – Mechanics Skill 
First full sentence of second paragraph should 
read “On a result…” instead of “One a result…” 
Under the Jury-Rig header, replace the 4th 
sentence with the following: “A jury-rigged device 
or vehicle gains +2 steps on the condition track 
and 1d8 hit points.”  
Under the Special header, add the following 
sentence: “Characters who are untrained in the 
Mechanics skill can still use the aid another action 
to assist on Mechanics checks.”  
 



 
 
p. 73 – Stealth Skill 
Change the last sentence under the Conceal 
Item header to say, “Drawing a concealed item is 
a standard action.”  
 
p. 82 – Acrobatic Strike Feat 
Reduce the bonus provided by this feat from +5 
to a +2 competence bonus.  
 
p. 82 – Burst Fire Feat 
Change the Prerequisites for the feat to: 
Proficient with heavy weapons, proficient with 
weapon. 
At the end of the Special paragraph, add the 
following text: “If you do not have a Strength of 
13 or higher, increase the penalty on attacks to –
10 when using this feat with non-vehicle 
weapons.”  
 
p. 85 – Force Training Feat 
Under the Special section, the feat should say, 
“Each time you take this feat, you add to your 
Force suite a number of new Force powers equal 
to 1 + your Wisdom modifier.”  
 
p. 88 – Rapid Shot Feat 
Remove the Strength prerequisite from the feat. 
Add the following sentence to the Special section 
of the feat: “If you do not have a Strength of 13 or 
higher, increase the penalty to attacks to –5 
when using this feat with non-vehicle weapons.”  
 
p. 88 – Rapid Strike Feat 
Remove the Dexterity prerequisite from the feat. 
Add the following sentence to the Special section 
of the feat: “If you do not have a Dexterity of 13 
or higher, increase the penalty to attacks to –5 
when using this feat with non-light weapons.”  
 
p. 89 – Whirlwind Attack Feat 
In the first sentence under Benefit, change the 
word “opponent” to “target.”  
 
p. 93 – Using Force Points 
Spending a Force Point to return a power to your 
Force suite is a reaction, not a swift action.  
 
p. 96 – Using Force Powers 
Change the second method under Regaining 
Force Powers to say the following “–If you roll a 
natural 20 on a Use the Force check to activate a 
Force power, you regain all spent Force powers 
at the end of your turn.”  
 
p. 96 – Force Power Descriptors 
Add the following entry after the Mind-Affecting 
paragraph: 

Telekinetic: A Force power with the [telekinetic] 
descriptor uses telekinesis to accomplish its ends. 
Many telekinetic powers interact with the world 
physically in similar ways, and are covered as a 
group by some talents. If a target of a [telekinetic] 
Force power has cover, it gains a cover bonus to 
its relevant Defense score or on its opposed 
check to resist the power. If the target of a 
[telekinetic] Force power has concealment, you 
take a penalty on your Use the Force check to 
activate the power unless you have used the 
Sense Surroundings application of the Use the 
Force skill this turn. Use the standard bonuses 
and penalties for cover and concealment provided 
on pages 156-157. 
Add the telekinetic descriptor to the following 
Force powers: Force disarm, Force grip, Force 
slam, Force thrust, move object.  
 
p. 96 – Battle Strike 
Change the DC 15 text to: “Gain a +1 Force 
bonus on your next attack roll made before the 
end of your next turn and deal an additional 1d6 
points of damage if the attack hits.”  
 
p. 97 – Force Grip 
Change the Target text to "One target within 12 
squares and within line of sight." 
Replace the DC 15 text with the following:  
“DC 15: If your Use the Force check equals or 
exceeds the target’s Fortitude Defense, the target 
takes 2d6 points of damage and can only take a 
single swift action on his next turn. Otherwise, the 
target takes half damage and may act normally, 
and you may not maintain the power. Targets 
larger than Medium add a size modifier to 
Fortitude Defense against this power: Colossal 
+50, Gargantuan +20, Huge +10, Large +5.” 
Replace the second sentence under Special with 
the following: “Maintaining the Force grip power is 
a standard action, and you must make a new Use 
the Force check each round. If you suffer damage 
while maintaining a Force grip, you must succeed 
on a Use the Force check (DC = 15 + damage 
taken) to continue concentrating.”  
 
p. 97 – Force Disarm 
Change the Target text to "One target within 12 
squares and within line of sight."  
 
p. 97 – Force Slam 
Add the following sentence before the “This is an 
area effect” sentence: “Targets larger than 
Medium add a size modifier to Fortitude Defense 
against this power: Colossal +50, Gargantuan 
+20, Huge +10, Large +5.”  
 
p. 98 – Force Stun 
The Use the Force check should be compared to 
the target’s Fortitude Defense instead of Will 
Defense. 
Add the following sentence to the end of the 
Make a Use the Force Check paragraph: 



“Targets larger than Medium add a size modifier 
to Fortitude Defense against this power: Colossal 
+50, Gargantuan +20, Huge +10, Large +5.”  
 
p. 98 – Force Thrust 
In the second paragraph under Make a Use the 
Force Check, change the first sentence to say, 
“The target adds its base attack bonus and its 
size modifier to its…” 
 
p. 98 – Move Object 
Change the Target text to "One target within 12 
squares and within line of sight." 
Replace the second sentence under Special with 
the following: “Maintaining the move object power 
is a standard action, and you must make a new 
Use the Force check each round. If you suffer 
damage while maintaining move object, you must 
succeed on a Use the Force check (DC = 15 + 
damage taken) to continue concentrating. If you 
deal damage with the move object power, you 
cease to be able to maintain it.”  
 
p. 100 – Surge 
The surge power should be a free action, not a 
swift action. Add the following sentences under 
Special: “Using the surge power counts as a 
running start for determining a Jump DC. You 
may spend a Destiny Point to gain an additional 4 
squares of movement; when you do so, you may 
also use any and all movement for the round as a 
part of a jump (no Jump check required).”  
 
p. 100 – Disciplined Strike Talent 
Change the phrase “has a cone effect” to “has an 
area effect” instead. 
 
p. 100 – Telekinetic Power Talent 
Change the text of the first sentence of the talent 
to say, “Whenever you roll a natural 20 on your 
Use the Force check to activate a power with the 
[telekinetic] descriptor, you may choose to use 
that power again immediately as a free action.”  
 
p. 100 – Telekinetic Savant Talent 
Change the text of this talent to say: “Once per 
encounter as a swift action, you may return one 
Force power with the [telekinetic] descriptor to 
your suite without spending a Force Point.”  
 
p. 102 – Force Point Recovery 
Remove the second paragraph.  
 
p. 113 – Spending Destiny Points 
Change the third bullet point to say, “Act out of 
turn (thus changing your position in the initiative 
order) once per encounter.”  
 
p. 120 – Weapon Qualities 
The entry for Stun Damage should read as 
follows:  

“If the weapon has a stun setting, it is listed here. 
A weapon set to stun does stun damage equal to 
its normal damage (see Stunning, page 162, for 
more information). Ranged weapons set to stun 
have a maximum range of 6 squares unless 
noted otherwise.”  
 
p. 122-123 – Table 8-3: Melee Weapons 
All damage entries in the “Stun” column of the 
table should be replaced with the word “Yes” 
except the stun baton, which should say “Yes 
(2d6).”  
 
p. 126-127 – Table 8-4: Ranged Weapons 
All damage entries in the “Stun” column of the 
table should be replaced with the word “Yes” 
except for the stun grenade, which should say, 
“Yes (4d6).” 
The listings for the sporting blaster pistol, the 
sporting blaster rifle, and the bowcaster should be 
given a superscript of 4, denoting accurate 
weapons. 
The listings for the hold-out blaster, heavy blaster 
pistol, blaster carbine, blaster cannon, heavy 
blaster rifle, thermal detonator, net, and grenade 
launcher should be given a superscript of 5, 
denoting inaccurate weapons. 
Add the following footnotes at the bottom of the 
table: 
4 Accurate weapon: This weapon takes no 
penalty when firing at targets at short range. 
5 Inaccurate weapon: This weapon cannot fire at 
targets at long range. 
 
p. 128 – Blaster Rifle, Sporting 
In the last paragraph, change the number “50” to 
“100”.  
 
p. 152 – Charge 
Replace the text of the Charge action with the 
following:  
“As a standard action you can move your speed 
(minimum 2 squares) in a straight line and then 
make a melee attack at the end of your 
movement. You gain a +2 competence bonus on 
your attack roll and take a –2 penalty to your 
Reflex Defense until the start of your next turn. 
You cannot charge through low objects or 
squares occupied by enemies (allies do not 
hinder your charge), and charging through 
Difficult Terrain costs twice as much per square 
as normal. You cannot tumble (as per the 
application of the Acrobatics skill) during your 
movement as a part of a charge. After you 
resolve a charge attack you can take no further 
actions this turn.”  
 
p. 154 – Aim 
Add the following sentence to the second 
paragraph of the description of the Aim action: 
“Aiming provides no benefit when making an area 
attack.”  
 



 
 
p. 155 – Area Attacks 
Replace the first sentence of the second 
paragraph with the following:  
"When you make an area attack, you make a 
single attack roll; if your modified attack roll is 
equal to 10 or higher, compare the result to the 
Reflex Defense of every target in the area." 
Add the following sentence to the end of the 
second paragraph:  
“A natural 20 on an area attack roll automatically 
hits all targets within the affected area, but area 
attacks do not deal double damage on a critical 
hit.”  
 
p. 157 – Cover 
Add the following sentence to the end of the 
description of Cover:  
“A target with cover or improved cover takes no 
damage from area attacks if the attack roll is less 
than the target’s Reflex Defense. For a burst or 
splash weapon, determine cover relative to the 
center of the weapon's area of effect. For an 
autofire weapon, determine cover relative to the 
attacker.”  
 
p. 167 – Critical Hits 
Add the following sentence to the end of this 
entry: “When using a vehicle weapon, you cannot 
apply any effect that causes an automatic natural 
20 or automatic critical hit (such as spending a 
Destiny Point or using the Jedi Master’s serenity 
class feature), unless a rule specifies that it can 
be used with vehicle weapons.”  
 
p. 169 – Vehicle Damage Threshold 
Replace the last sentence in this section with the 
following:  
“In addition, all the vehicle’s occupants take 
damage equal to one-half the amount that 
exceeded the vehicle’s damage threshold.”  
 
p. 172 – Increase Vehicle Speed 
Add the following sentence to the end of the 
entry: 
“You may attempt to increase vehicle speed once 
per round as a free action when using the all-out 
movement action.”  
 
p. 173 – Collisions 
Add the following sentence to the end of the first 
paragraph: “Unless the vehicle provides no cover 
to those onboard, any damage dealt to 
passengers and crew in a collision is reduced by 
an amount equal to the vehicle’s damage 
threshold.”  
 
p. 186 – Droid Cost Factor 
Add the following sentence to the end of the 
section on Cost Factor:  
“Droids that are Small size or smaller treat their 

cost factor as being equal to 2/their cost factor for 
the purposes of determining accessory weight.”  
 
p. 191 – Synchronized Fire Circuits 
Change the end of the last sentence to say, "a 
droid with synchronized fire circuits grants a +5 
bonus instead of a +2 bonus on the other droid's 
check or roll."  
 
p. 198 – 3PO Series Protocol Droid 
Change Intelligence score to 13 and Charisma to 
14.  
 
p. 199 – B1 Series Battle Droid 
Under Systems replace the remote processor 
with a remote receiver.  
 
p. 200 – B2 Series Super Battle Droid 
Under Atk Options change "aid another (+4)" to 
"aid another (+5)".  
 
p. 200 – Droideka Stat Block 
Replace the droideka stat block with the following 
statistics:  
Droideka Series Destroyer Droid CL 4 
Large droid (4th-degree) nonheroic 1  

 
Init +8; Senses Perception +13  

 
Languages Basic, Binary [rule]  

 
Defenses Ref 16 (flat-footed 14), Fort 13, Will 12  

 
hp 40; SR 20; Threshold 18  

 
Immune droid traits [rule]  

 
Speed 2 squares (walking), 10 squares (wheeled)  

 
Melee unarmed +7 (1d4+3)  

 
Ranged laser cannon +12 (3d8) or 
Ranged laser cannon +10 (4d8) with Rapid Shot 
or 
Ranged laser cannon +7 (5d8) with Burst Fire or 
Ranged laser cannon +10 (3d8) and laser 
cannon +10 (3d8) or 
Ranged laser cannon +8 (4d8) and 
laser cannon +8 (4d8) with Rapid Shot or 
Ranged laser cannon +5 (5d8) and 
laser cannon +5 (5d8) with Burst Fire  

 
Fighting Space 2x2; Reach 1 square  

 
Base Atk +9; Grp +17  

 
Atk Options autofire (laser cannons), Burst Fire, 
Rapid Shot [rule]  

 
Abilities Str 16, Dex 15, Con —, Int 8, Wis 14, 
Cha 7  

 



FeatsArmor Proficiency (light), Burst Fire, Rapid 
Shot, Dual Weapon Mastery I, Dual Weapon 
Mastery II, Weapon Focus (rifles), Weapon 
Proficiency (heavy weapons, rifles)  

 
Skills Perception +13, Stealth +3  

 
Systems walking locomotion, wheeled 
locomotion (exclusive), remote receiver, 2 tool 
appendages, shield generator (SR 20), integrated 
comlink, bronzium shell (+5 armor; treat as 
quadanium plating)  

 
Possessions 2 laser cannons (treat as blaster 
rifles)  

 
Availability Military; Cost 21,000 credits  

 
 
p. 201 – IG-100 Series Bodyguard Droid 
Replace Defenses line with “Ref 18 (flat-footed 
17), Fort 19, Will 18.”  
 
p. 206-235 – Prestige Class Requirements 
All requirements that state “Minimum Heroic 
Level” should instead say “Minimum Level” 
throughout the chapter.  
 
p. 207 – Juke Talent 
Replace the text of the Juke talent with the 
following:  
Juke: When you fight defensively as the pilot of a 
vehicle (see page 171), you may negate a 
weapon hit on your vehicle using the Vehicular 
Combat feat one additional time per round.  
Prerequisites: Vehicular Evasion 
 
p. 208 – Hunter’s Mark Talent 
Replace the text with the following:  
“If you aim before making a ranged attack (see 
Aim, page 154), you move the target character -1 
step along the condition track if the attack deals 
damage (see Conditions, page 148).”  
 
p. 216 – Gunslinger Talent Tree 
Add the following sentence to the end of the 
introduction: “The following talents may only be 
used with pistols and rifles.” 
Change the text of the Debilitating Shot to the 
following:  
“If you aim before making a ranged attack (see 
Aim, page 154), you move the target character -1 
step along the condition track if the attack deals 
damage (see Conditions, page 148).”  
 
p. 220 – Serenity Class Feature 
Replace the second sentence of the class feature 
with the following:  
“You may remain in this trance as long as you 
wish, and you are still aware of your 
surroundings; however, you are otherwise 
helpless and cannot perform any other actions.”  
 

p. 228 – Bespin 
Swap the Major Export and Major Imports.  
 
p. 234 – Rodia 
Change the Moons entry from 2 to 4.  
 
p. 255 – Falling Damage 
Change the second paragraph to read as follows:  
Acrobatics and Jump: If you are trained in the 
Acrobatics or Jump skills, you can reduce the 
damage you take from a fall with a successful skill 
check (see skill descriptions). If the check 
succeeds and you take no damage from the fall, 
you land on your feet. If you fall from a height of 
greater than 60 meters, treat the fall as being only 
60 meters for the purposes of reducing falling 
distance.  
 
p. 261-262 – Anakin Skywalker (Darth Vader) 
Stat Block 
In Senses line, Perception should be +18. 
Defenses should be Reflex 40 (37 flat-footed), 
Fort 37, Will 34. 
Replace the attack lines with the following:  
Melee lightsaber +23 (2d8+17) or 
Melee lightsaber +21 (3d8+17) with Rapid Strike 
or  

 
Melee lightsaber +18/+18 (2d8+17) with Double 
Attack or 
Melee lightsaber +16/+16 (3d8+17) with Double 
Attack and Rapid Strike  

 
Ranged by weapon +21  

 
Base Atk +18; Grp +21  

 
Replace Vader's skills with the following:  
Initiative +17, Jump +17, Mechanics +16, 
Perception +18, Use the Force +17 (can reroll 
when using [dark side] powers, can substitute for 
Pilot checks)  

 
 
p. 263 – Padme Stat Block 
Replace “Wanted Alive” talent with “Inspire 
Confidence.”  
 
p. 264 – Luke Skywalker Stat Block 
Reflex Defense should be 28 (25 flat-footed). 
Replace the attack lines with the following:  
Melee lightsaber +14 (2d8+11)  
Melee lightsaber +9/+9 (2d8+11) with Double 
Attack  

 
Ranged blaster +12 (3d6+5)  
Add the following line between the Abilities and 
Talents lines:  

 
SQ Vehicle dodge +1 
Add the Elusive Dogfighter talent to Luke’s talent 
list.  



  
p. 265 – Han Solo Stat Block 
Attack bonus with heavy blaster pistol should be 
+12 instead of +14.  

p. 270 – Boba Fett Stat Block 
Reflex Defense should be 36 (33 flat-footed). 
 

 p. 271 – General Grievous Stat Block 
Reflex Defense should be 35 (31 flat-footed). 
Attack bonuses on final Melee line should be +9, 
not +11.  

p. 266 – Chewbacca Stat Block 
Replace Chewbacca’s skills with the following:  
Climb +10 (can take 10 when distracted), 
Endurance +15, Initiative +11, Mechanics +11 
(can reroll when making jury-rigged repair), 
Perception +10 (can reroll), Persuasion +5 (can 
reroll attempts to intimidate), Pilot +11, Use 
Computer +11. 

 
p. 278 – Nonheroic Class Skills 
Add the Ride skill to the list of Class Skills for the 
nonheroic character, below Table 3-3.  
 Remove the Extra Rage feat and add Shake It 

Off.  p. 281 – Clone Trooper 
Perception skill bonus should be +9 and should 
have the Coordinated Attack feat.  

 
p. 267 – R2-D2 Stat Block 
Attack bonus with electroshock probe should be 
+9 instead of +10. Ranged attack should be +8, 
not +14.  

 
p. 282 – ARC Trooper 
On the Defenses line, the text after Ref should be 
“23 (21 flat-footed).”  
Replace the line that starts with “hp” with the 
following: 
“hp 57; DR 1Threshold 24; delay damage” 

p. 268 – C-3PO Stat Block 
C-3PO should have Intelligence 13, Wisdom 13, 
and Charisma 15. Reduce Deception skill bonus 
to +10 and Persuasion skill bonus to +15.  Add the following line below the Abilities line: 

Special Qualities delay damage.  
 p. 268 – Yoda Stat Block 

Replace the Languages line with:  p. 283 – Bounty Hunter 
Replace the bounty hunter’s skills with the 
following: Perception +14, Survival +12. Add the 
“H” superscript after Perception. 

Languages Basic, Cerean, Shyriiwook 
(understand only) 
Replace third line of melee attacks with:   

 p. 284 – Dark Side Marauder 
Remove “Tough as Nails” from the Special 
Actions line.  

Melee lightsaber +19/+19/+19 (2d8+16) with 
Triple Attack  

 



Star Wars Saga Edition - Official Clarifications 
 
Text changes and official clarifications for various items in the Saga Edition core rulebook. Unlike the 
errata, these are not intended to be fundamental rules changes, but rather clarifications that make the 
full intent of the rules clearer for both players and Gamemasters. These changes are formatted in the 
same style as the errata in case you want to write the changes into the text, and should help make your 
game experience smoother. 
 
p. 27 – Gungan Weapon Familiarity 
Change the text of Weapon Familiarity to the 
following: “Gungans treat the atlatl and the cesta 
as simple weapons instead of exotic weapons.” 
 
p. 32 – Wookiee Weapon Familiarity 
Change the text of Weapon Familiarity to the 
following: “Wookiees treat bowcasters as rifles 
instead of exotic weapons.”  
 
p. 36 – Class Level vs. Character Level 
Sidebar 
Add the following sentence to the end of the 
sidebar: “If a talent refers to your class level but 
does not specify a class, it means the combined 
number of levels in all classes that grant access 
to that talent.”  
 
p. 40 – Force Persuasion Talent 
Remove the phrase “for the purposes of using 
this talent” from the talent’s description.  
 
p. 40 – Force Intuition Talent 
Remove the phrase “for the purposes of using 
this talent” from the talent’s description.  
 
p. 41 – New Sidebar 
Use the following sidebar to explain talents and 
abilities that rely on the target’s Dark Side Score:  
 
Sensing the Dark Side 
You must be aware that your target has a Dark 
Side Score of 1+ to use talents, feats, or other 
abilities that depend on your target having a Dark 
Side Score. Witnessing a target performing an 
action that would earn an increase to one’s Dark 
Side Score (such as using a Force power with 
the [dark side] descriptor) satisfies this 
requirement. Gamemasters may also waive this 
requirement when you encounter an opponent 
that you know to have a Dark Side Score due to 
previous encounters (such as having past 
experience with stormtroopers or Sith Lords) or 
for opponents taking no particular precautions to 
conceal the presence of a Dark Side Score (such 
as thugs, bounty hunters, crime lords, etc.).  
 
p. 41 – Lightsaber Throw Talent 
Change the first sentence of the talent to say: 
“You can throw a lightsaber as a standard action, 
treating it as a thrown weapon (without this talent, 
a thrown lightsaber is considered an improvised 
thrown weapon).”  

 
p. 52 – Harm’s Way Talent 
Change the phrase “affects you instead” to 
“targets you instead”  
 
p. 60 – Taking 10 
Replace the last sentence with the following: 
“Rorworr needs to make a Climb check to reach 
the bounty hunter, and this time he can take 10 
only because of his Wookiee ability to take 10 on 
Climb checks while under pressure.”  
 
p. 72-73 – Ride Skill 
After the phrase “Armor Check Penalty” add “(see 
text)” Add the following to the Special paragraph: 
“The armor check penalty applies only when 
attempting to fast mount or fast dismount.” 
Under the Use Mount as Cover section, change 
the first sentence to say, “As a reaction to an 
attack against you, you can drop down and hang 
alongside your mount…” 
 
p. 73 – Stealth Skill 
Change the first sentence under the Pick Pocket 
header to say, “With a successful Stealth check 
as a standard action...” 
Change the first sentence under the Sleight of 
Hand header to say, “As a standard action, you 
can palm hand-sized objects...”  
 
p. 77 – Use the Force Skill 
Add the following sentence to the end of the 
second paragraph under the Sense Force 
application of the skill:  
“You can also specify that you are attempting to 
sense only Force-users with a Dark Side Score of 
1 or higher; success reveals only those Force-
users with dark side scores, and not any other 
Force-users.” 
Under the Sense Surrounding application of the 
skill, add the phrase “until the start of your next 
turn” to the end of the first sentence. 
Under the Telepathy application of the skill, 
change the first part of the last sentence to say, 
“Against an unwilling target, you must make a 
Use the Force check against the target’s Will 
Defense or the base skill DC, whichever is 
higher;” 
Under the Move Light Object application of the 
skill, add the following sentence to the end of the 
paragraph: “Using an object as a projectile 
weapon is otherwise treated as a ranged attack 
for the purposes of talents and feats that interact 
with ranged attacks.”  
 



p. 83 – Cleave 
Remove the sentence that says “You cannot 
adjust 1 square before making this extra attack.”  
 
p. 89 – Weapon Focus 
Change the prerequisite to say, “Proficient with 
chosen weapon.” Delete the third sentence under 
the Weapon Focus header.  
 
p. 95 – Selecting Force Powers 
Remove the following sentence from the second 
paragraph: “For example, Force stun requires a 
DC 20 (or higher) Use the Force check to 
activate, which means that a low-level character 
attempting to use the power will fail more often 
than he succeeds.”  
 
p. 97 – Force Disarm 
Add the [telekinetic] descriptor to the end of the 
Force Disarm header. Change the phrase “If your 
disarm attack succeeds…” to “If your disarm 
attempt succeeds…” 
Remove the first sentence under the Special 
section. Change the phrase “before making your 
disarm attack” to “before making your disarm 
attempt.”  
 
p. 97 – Force Lightning 
Change the phrase “If the attack hits…” to “If the 
skill check equals or exceeds the target’s Reflex 
Defense…” and change the phrase “If the attack 
misses…” to “Otherwise…” 
 
p. 100 – Rebuke 
Change the end of the second paragraph to say, 
“…who suffers the effect based on the creator’s 
original Use the Force check.” 
Under the Special section, change the end of the 
first sentence to say, “..may attempt to rebuke the 
power as well, expending a use of the rebuke 
power and using your rebuke Use the Force 
check result as its target DC.”  
 
p. 100 – Sever Force 
The DC 35 line should begin with “As DC 25” 
instead of “As DC 35.”  
 
p. 100 – Vital Transfer 
Add the following text to the end of the last line 
before the Special paragraph: “You may choose 
to heal less than the result of your Use the Force 
check allows. You may not heal yourself with this 
power.”  
 
p. 101 – Force Perception Talent 
Remove the phrase “for the purposes of using 
this talent” from the talent’s description.  
 
p. 101 – Force Pilot Talent 
Remove the phrase “for the purposes of using 
this talent” from the talent’s description.  

 
p. 119 – Weapon Groups 
Add the following sentences after the sentence 
that ends with “…considered skilled with all of the 
weapons in that group”: 
“If you are proficient with at least one weapon in a 
group, you qualify to take Weapon Focus (or any 
other weapon-specific ability) for that group. The 
benefits of such abilities apply only to weapons in 
which you are proficient. For example, a 
scoundrel with the Spacehound talent (see page 
47) is proficient with all starship weapons (all of 
which are heavy weapons), so he qualifies to take 
Weapon Focus (heavy weapons). This grants him 
a +1 bonus on attacks with starship weapons, but 
he wouldn't get that benefit with a grenade 
launcher or any other heavy weapons until 
becoming proficient with them. “ 
 
p. 120 – Simple Weapons 
Add the following sentence to the end of the 
simple weapons description: 
“Unarmed attacks and natural weapons are 
considered light simple weapons in which all 
characters are proficient.”  
 
p. 120 – Weapon Qualities 
Under Rate of Fire add the following sentence to 
the end of the paragraph: “A weapon can only be 
on one alternate setting other than its default 
setting (such as autofire or stun) at a time. 
Autofire-only weapons with stun settings can deal 
stun damage in autofire mode, but still have a 
maximum range of 6 squares unless noted 
otherwise.”  
 
p. 128 – Bowcasters 
Replace the sentence that begins with “Although 
the Bowcaster is an exotic weapon,” with the 
following sentences: “Wookiees treat bowcasters 
as rifles, not exotic weapons. Bowcasters are 
treated as rifles for the purposes of determining 
weapon range.”  
 
p. 129 – Grenade, Ion 
Replace the reference to taking “full damage” in 
the second sentence of the second paragraph 
with taking “normal damage.”  
 
p. 129 – Ion Pistol 
Replace the reference to taking “full damage” in 
the second sentence with taking “normal 
damage.”  
 
p. 137 – Cybernetic Prosthesis 
In the third paragraph, replace reference to page 
144 to page 141.  
 
p. 144 – Critical Hits 
Add the following sentence to the end of the 
Critical Hits paragraph: “Effects that negate an 
attack (such as Block, Deflect, or Vehicular 
Combat) or cause an attack to automatically miss 



(such as a Destiny Point) can also negate a 
critical hit.”  
 
p. 144 – Free Actions and Reactions 
Add the following sentence to the end of the 
Reaction paragraph: “You may only take a single 
reaction to any one action or effect. A reaction is 
always resolved after the action that triggered it, 
though some reactions (such as the negate 
energy Force power, or the Block and Deflect 
talents) can affect the outcomes of the action that 
triggers a reaction.”  
 
p. 153 – Draw or Holster a Weapon 
Add the following sentence to the end of the first 
sentence under this header: “If you are proficient 
in a weapon’s use, drawing the weapon always 
includes any action necessary to activate the 
weapon (thus, a lightsaber can be drawn and 
activated as a single move action if you are 
proficient in the weapon).”  
 
p. 156 – Provoking an Attack of Opportunity 
Add the following sentence to the end of the 
Moving Out of a Threatened Square 
description: “Involuntary movement, such as 
being the target of a Bantha Rush or the move 
object Force power, never provokes an attack of 
opportunity.”  
 
p. 162 – Ready 
Replace the first paragraph under Ready with the 
following text: “Readying lets you prepare to take 
an action later, after your turn is over but before 
your next turn has begun. You can ready as a 
standard action. To do so, specify the standard, 
swift, or move action you will take and the 
circumstances under which you will take it. Then, 
any time before your next turn, you may take the 
readied action as a reaction in response to those 
circumstances (assuming they occur).”  
 
p. 168 – Vehicle Weapon Damage 
Replace the vehicle weapon damage formula 
with the following: 
(Weapon Damage + ½ heroic level + 
miscellaneous modifiers) × damage multiplier 
 
p. 186 – Systems and Accessories 
Add the following sentence before the last 
sentence of the second paragraph: “As with 

standard droid models, your starting locomotion, 
appendages, and accessories do not count 
against your carrying capacity.”  
 
p. 188 – Droid Traits 
Add the following sentence to the end of the first 
paragraph under Nonliving: 
“Droids do not gain an ability bonus to 
Constitution-based skill checks and may not take 
feats or talents with a Constitution prerequisite.”  
 
p. 192 – Reprogramming 
Add the following sentence before the last 
sentence of the second paragraph: “A droid can 
only have talents he is eligible for based on his 
classes; thus, a droid with 5 levels in the soldier 
class could only be reprogrammed with 3 talents 
that can be taken by soldiers (soldier levels 1, 3, 
and 5). A droid with 5 levels of soldier and 3 
levels of scoundrel could be reprogrammed with 3 
soldier talents and 2 scoundrel talents.”  
 
p. 214 – Force Treatment Talent 
Remove the phrase “for the purposes of using 
this talent” from the talent’s description.  
 
p. 223-224 – Force Deception Talent 
Remove the phrase “for the purposes of using 
this talent” from the talent’s description.  
 
p. 247 – Building an Encounter 
In the second paragraph, remove everything 
following the first sentence. Under Combining 
Different CLs, add the following sentence at the 
end of the first sentence: “The combined CL for 
the encounter is either this result or the highest 
single CL + 2, whichever is more.” Add the 
following sentence to the end of the paragraph: 
“Most encounters should not include a single 
enemy whose CL is more than 3 levels higher 
than the average party level.”  
 
Remove other encounter building errata. 
 
p. 285 – Yuuzhan Vong Species Traits 
Change the Weapon Familiarity line to say the 
following: 
Weapon Familiarity: Yuuzhan Vong treat the 
amphistaff as a simple weapon instead of an 
exotic weapon. 
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Star Wars Saga Edition 

Core Rulebook 

Stat Block Errata 

 

Updated November 11, 2008 
 
 
This document contains official and unofficial errata for every star 
block in the Star Wars Saga Edition Core Rulebook. Every stat block 
from that book has been scoured and all of the errors revealed.  
 All text written in red indicates a change that was made to the 
stat block where I had to decide what to add or remove. The changes 
are necessary, but the actual Dark Side Marauder (page284) has a 
talent that he cannot use (he can’t have Weapon Specialization 
because he doesn’t have the Weapon Focus feat). Thus he needs a 
new talent. You can obviously choose any talent you wish, so long as 
he meets the prerequisites, but I also included an option. For the 
Dark Side Marauder, I chose the talent Devastating Attack. When 
choosing which particular character options I had to add or remove I 
kept in mind the rest of the stat block, trying to keep it looking the 
same as best as I could. For the Dark Side Marauder, I wouldn’t have 
chosen, for example, Expert Grappler as that would then change 
other aspects of his stat block (his grapple modifier). Therefore I 
chose to add and remove things that would have as little a tangible 
effect as possible. Sometimes however, such things were 
unavoidable. As such, whenever I made a change that affected other 
parts of the stat block that were not originally incorrect, I also 
displayed that text in red. Just remember that anything you see in 
red in this document can be changed to your liking. 
  
 
 
 
 
 
 
 
 
 

 
 
The Attack Options and Special Actions lines were not updated to 
reflect added or subtracted feats, talents, etc. They are only listed if 
there was an error in the book, in which case the errata will inform 
you to remove it.  
 Some of the stat block’s CLs should change. I based this on the 
following rules: 

� Nonheroics gain 1 CL on their 3rd level and every 3rd level 
thereafter. Therefore, level 1 or 2 nonheroic characters are 
CL 0.  

� Creatures’ CLs are based on their beast level minus 1.  
� Also included in this section are a few updates to certain 

stat blocks utilizing the various new options from newer 
supplements. There aren’t many however because this is a 
core rulebook, and should be completely stand-alone. 
Therefore these are entirely optional. 
 

If you find errors from the Star Wars Saga Edition Core Rulebook 
I didn’t account for, or find an error among my work, do not hesitate 
to e-mail me at paulklein22@gmail.com. I plan on updating this 
document until it seems it is no longer necessary. 
 
 
 
 
 
 
 
 
 
 



Droids 

 

p. 197 – 2-1B Medical 

Droid 

 
Grp: +1 (not +0) 
Feats: Remove Skill Training (Use Computer) 
Skills: Perception is not a trained skill 
 

p. 198 – R2 Astromech 

Droid 

 
Senses: Perception +8 (not +3) 
Defenses: Fort 9 (not 8) 
Grp: -2 (not -4) 
Threshold: 9 (not 8) 
Skills: Perception +8 (not +3) 
 

p. 198 – 3P0 Protocol 

Droid 

 
Abilities Int 13 (not 12 ) and Cha 14 (not 15) 
 

p. 199 – B1 Series Battle 

Droid 

 
Defenses: Will 10 (not 11) 
Systems: Replace “remote processor” with “remote receiver” 
 

p. 199 – B2 Series Super 

Battle Droid 

 
Ranged: Replace “Rapid Fire” with “Rapid Shot” 
Atk Options: Replace “Rapid Fire” with “Rapid Shot” 
Atk Options: Aid another +5 (not +4) 
 
 
 
 
 
 
 
 
 
 

 

p. 200 – Droideka 

Destroyer Droid 

 
Defenses: Will 12 (not 10) 
Ranged: laser cannon +12 (not +11) or 
Ranged: laser cannon +10 (not +9) with Rapid Shot or 
Ranged: laser cannon +7 (not +6) with Burst Fire or 
Ranged: Add laser cannon +10/+10 (3d8) or 
Ranged: Add laser cannon +8 (4d8)/+8 (4d8) with Rapid Shot or 
Ranged: Add laser cannon +5 (5d8)/+5 (5d8) with Burst Fire 
Feats: Remove Point Blank Shot and Weapon Proficiency (simple) 
Skills: Stealth +3 (not -3) 
 

p. 200 – Dwarf Spider 

Droid 

 
Senses: Perception +17 (not +12) 
Ranged: Blaster cannon 3d12 (not 6d8) 
Feats: Remove Weapon Proficiency (simple) 
Skills: Climb +10 (not +6) and is not a trained skill, Perception +17 

(not +12) and Stealth -2 (not -6) 
 

p. 201 – Crab Droid 

 
Threshold: 22 (not 42) 
Melee: Claw +8* (not +16*) 

*Includes 8 points of Power Attack 
Feats: Remove Powerful Charge 
Skills: Climb +13 (not +8) and is not a trained skill and Stealth +0 

(not -6) 
 

p. 201 – IG-100 Series 

MagnaGuard 

 
Defenses: Ref 18 (not 17) and flat-footed 17 (not 16) 
Defenses: Fort 19 (not 17) 
Threshold: 19 (not 17) 
Melee: Electrostaff 2d6+6 (not 2d8+6) 
Feats: Replace “Melee Defenses” with “Melee Defense” 
 

p. 202 – Viper Series 

Probe Droid 

 
Defenses: Ref 16 (not 14) and flat-footed 15 (not 13) 
Defenses: Fort 16 (not 14) 
Threshold: 21 (not 19) 
Skills: Add Knowledge (Galactic Lore) +6 
Skills: Remove Use Computer 



Main and 

Supporting 

Characters 

 

p. 261 – Darth Vader 

 
Senses: Perception +16 (not +11) 
Defenses: Ref 40 (not 39) and flat-footed 37 (not 36) 
Defenses: Fort 37 (not 36)     Defenses: Will 34 (not 33) 
Threshold: 37 (not 36) 
Melee: Increase all attacks by 1 
Ranged: by weapon +21 (not +20) 
Base Atk: +18 (not +17)  Grp: +21 (not +20) 
Feats: Missing 1 feat 
Skills: Add Jump +17 and Perception +16 
Skills: Pilot +21 (not +17) 
 

p. 262 – Obi-Wan Kenobi 

 
Force Techniques: Remove 1 Force Point Recovery 
Skills: Add Pilot +15 
 

p. 263 – Senator Padmé 

Amidala 

 
Talents: Add Inspire Confidence 
Talents: Remove “Wanted Alive” 
Skills: Missing 1 skill 
 

p. 263 – Luke Skywalker 

 
Defenses: Ref 28 (not 26) and flat-footed 25 (not 23) 
Melee: Lightsaber +9/+9 (not +9/+10) with Double Attack 
Ranged: blaster pistol 3d6+5 (3d6) 
Feats: Add Weapon Proficiency (heavy) 
Feats: Remove Melee Defense 
Skills: Missing 1 skill 
 
 
 
 
 
 
 
 

p. 264 – Leia Organa 

 
Senses: Perception +17 (not +18) 
Ranged: sporting blaster pistol +11 and 3d4+7 (not +10 and 

3d4+5) or 
Ranged: sporting blaster pistol +6/+6 and 3d4+7 (not +5/+5 and 

3d4+5) with Double Attack 
Talents: Add Distant Command 
Talents: Remove Rally 
Feats: Double Attack should apply to pistols. 
Skills: Add Knowledge (social sciences) +12 
 

p. 265 – Han Solo 

 
Defenses: Will 25 (not 24) 
Ranged: heavy blaster pistol +12 and 3d8+9 (not +14 and 3d8+6) 

or 
Ranged: heavy blaster pistol 4d8+9 (not 4d8+6) with Rapid Shot 
Skills: Add Persuasion +13 
 

p. 266 – Chewbacca 

 
Init: +11 (not +6) 
Defenses: Fort 26 (not 27) 
Threshold: 26 (not 27) 
Feats: Add Shake It Off 
Feats: Remove Extra Rage 
Skills: Add Initiative +11 
Skills: Climb +9 (not +5), Endurance +15 (not +10), Mechanics +11 

(not +10), Persuasion +10 (not +5), Pilot +11 (not +10), Use 
Computer +11 (not +10) 

 

p. 267 – Lando 

Calrissian 

 
Feats: Double Attack should apply to pistols. 
Skills: Add Knowledge (bureaucracy) +11 
 
 
 
 
 
 
 
 
 
 
 
 
 



p. 267 – R2-D2 

 
Init: +7 (not +3)  Senses: Perception +9 (not +6) 
Melee: electroshock probe +9 (not +10) 
Ranged: by weapon +8 (not +14) 
Skills: Use Computer +17 (not +15) 
 

Update 

The Force Unleashed 

Campaign Guide 

 
Talents: Add Adept Assistant (p. 102) 
Talents: Remove Master Slicer 
 

 

p. 267 – C-3P0 

 
Init: +2 (not -1)  Senses: Perception +9 (not +0) 
Abilities: Int 13 (not 12), Wis 13 (not 12) and Cha 15 (not 16) 
Skills: Deception +10 (not +11) and Persuasion +15 (not +16) 
 

Update 

The Force Unleashed 

Campaign Guide 

 
Talents: Add Etiquette (p. 103) and Protocol (p. 103) 
Talents: Remove Coordinate (2) 
 

 

p. 268 – Yoda 

 
Languages: Shyriiwook is understand only 
Melee: lightsaber +19/+19/+19 (not +29/+29/+29) with Triple 

Attack 
Grp: +18 (not +14) 
Force Techniques: Add Force Power Mastery (rebuke) 
Force Techniques: Remove 1 Force Point Recovery 
Feats: Double Attack should apply to lightsabers. 
 

p. 268 – Emperor 

Palpatine 

 
Init: +17 (not +16) 
Skills: Initiative +17 (not +16) 
 
 
 
 
 

p. 270 – Boba Fett 

 
Species: Human 
Defenses: Ref 36 (not 34) and flat-footed 33 (not 32) 
Feats: Missing 1 feat 
Skills: Missing 1 skill 
Skills: Stealth +16 (not +11) 
 

p. 271 – General 

Grievous 

 
Defenses: Ref 35 (not 30) and flat-footed 31 (not 27) 
Melee: lightsaber +22 (not +21) or 
Melee: lightsaber +20/+20 (not +19/+19) or 
Melee: lightsaber +15/+15/+15 (not +14/+14/+14) with Double 

Attack or 
Melee: lightsaber +10/+10/+10/+10 (not +11/+11/+11/+11) with 

Triple Attack 
Ranged: heavy blaster pistol +18 (not +17) 
Base Atk: +14 (not +13)  Grp: +20 (not +19) 
Talents: Add Field Tactics 
Talents: Remove Outmaneuver 
Feats: Remove Weapon Focus (simple) 
Skills: Add Pilot +16 

 

 

 

 

 

 

 

 

 

 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 



Creatures 
 

p. 275 – Dewback 

 
Defenses: Ref 11 (not 12) and flat-footed 11 (not 12) 
 

p. 276 – Rancor 

 
Threshold: 26 (not 36) 
 

p. 276 – Reek 

 
CL: 7 (not 8) 
Skills: Endurance +19 (not +20) 
 

p. 277 – Tauntaun 

 
Defenses: Ref 12 (not 13) and flat-footed 11 (not 12) 
 

p. 277 – Wampa 

 
Senses: Perception +4 (not +2) 
Defenses: Ref 14 (not 15) and flat-footed 14 (not 15) 
Skills: Stealth +2 (not +7) 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Character 

Archetypes 

 

p. 279 – Scout Trooper 

 
Ranged: frag grenade +5 
Grp: +5 (not +4) 
 

p. 280 – Imperial Officer 

 
Defenses: Will 19 (not 18) 
Abilities: Int 13 (not 12) 
 

p. 281 – Clone Trooper 

 
Senses: Perception +9 (not +4) 
Ranged: blaster rifle 3d8 (not 3d8+3) 
Feats: Add Coordinated Attack 
Skills: Perception +9 (not +4) 
 

p. 282 – ARC Trooper 

 
Defenses: Ref 23 (not 21) and flat-footed 21 (not 20) 
Melee: unarmed 1d6+5 (not 1d4+5) 
Ranged: heavy repeating blaster +11 and 5d10+3 (not +10 and 

5d10+5) with Burst Fire or 
Ranged: heavy repeating blaster +11 and 3d10+3 (not +10 and 

3d10+5) with autofire 
Ranged: missile launcher +13 and 6d6+3 (not +12 and 6d6+5) 
Talents: Add Greater Weapon Focus (heavy) 
Talents: Remove Weapon Specialization (heavy) 
Skills: Stealth +12 (not +10) 
 

p. 283 – Bounty Hunter 

 
Init: +8 (not +13) 
Defenses: Ref 24 (not 23) 
Ranged: stun grenade +11 (not +9) 
Skills: Remove Initiative and Endurance 
Skills: Add the “H” superscript after Perception. 
 
 
 
 
 
 



p. 283 – Crime Lord 

 
Ranged: heavy blaster pistol +2/+2 (not +5/+5) 
Feats: Add Precise Shot 
Feats: Remove Dual Weapon Mastery II 
Feats: “Minion” should be “Attract Minion” 
 

p. 284 – Dark Side 

Marauder 

 
Melee: vibro-ax 2d10+8 (not 2d10+10) or 
Melee: vibro-ax 3d10+8 (not 3d10+10) with Mighty Swing 
Special Actions: Remove Tough as Nails 
Talents: Add Devastating Attack (advanced melee weapons) 
Talents: Remove Weapon Specialization (advanced melee weapons) 
Feats: “Force Sensitivity” should be “Force Sensitive” 
 

p. 284 – Thug 

 
CL: 0 (not 1) 
Feats: Add Power Attack 
Feats: Remove Cleave 
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Ultimately, the best way to start a campaign for the new Saga Edition of 
the Star Wars Roleplaying Game is by generating new characters. 
However, many players will want to transfer characters from the 
previous version of the rules outlined in the Revised Core Rulebook. 
These guidelines are designed to help you convert characters, equipment, 
and other mechanics from the previous version into the new rules. 
 Throughout the process, remember that conversion from one game 
system to another is by definition an inexact science. Though the 
guidelines provide a foundation for conversion, they can't be exhaustive, 
nor are they perfect. You'll see a lot of vague references to 
approximation, estimates, and “starting points.” You and your 
Gamemaster should work together to ensure that the spirit of your 
character is preserved during the process, even if the numbers don't 
always add up the same. 

Gary M. Sarli Design 

The Basics 
There have been a few simple changes to basic mechanics that apply to 
virtually every character in the game. 
 Hit Points: For heroic characters, hit points are equal to vitality 
points, but add twice your maximum vitality points from your class at 
1st level to your total. For example, a soldier 5/noble 3 would add 20 hit 
points to his total; his class at first level has d10 vitality, and twice the 
maximum (10 vitality points) yields +20 hit points. 
 For nonheroic characters, hit points are 1d4 + Con modifier per level 
(an average of 2.5 hit points + Con modifier per level, rounded down). 
 Defenses: Your Reflex, Fortitude, and Will Defense scores are 
calculated with a new method. Each defense score has a value of 10 + 
heroic level (or armor bonus, if any) + relevant ability modifier + best 
class defense bonus + size modifier (if any). See the Saga Edition 
rulebook, page 36, for a list of class defense bonuses, and see each 
prestige class description for their individual class defense bonuses. 
 Damage Threshold: Your damage threshold is equal to your Fortitude 
Defense unless you are greater than Medium size (see Creatures, page 15 
of this document) or you have a talent, feat, or class feature that 
increases it. 

Species 
For the most part, species from the previous rules are playable in the 
new rules. The primary changes you’ll need to make are outlined below. 
As always, compare the new species to existing species in the Saga 
Edition rulebook to see if your conversion is significantly better or worse 
than those species, making adjustments as you see fit. Species that 
originally appeared in the Revised Core Rulebook but not in the Saga 
Edition rulebook are outlined in Table 1: Species. For others, follow the 
guidelines below. 
 Speed: Your new speed (in 1.5-meter squares) is determined by your 
old speed (in meters), as shown in the chart below. 
 

OLD SPEED NEW SPEED

18–20 meters 10 squares 

14–16 meters 8 squares 

10–12 meters 6 squares 

6–8 meters 4 squares 

4 meters 2 squares 

2 meters 1 square 
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Table 1: Species 

SPECIES SPECIES TRAITS

Geonosian +2 Str, –2 Int, –2 Wis, –2 Cha; speed 6 sq., fly 8 sq.; +1 natural armor; +2 species bonus to Fortitude Defense vs. radiation; 
low-light vision; bonus feat: Weapon Proficiency (advanced melee weapons); conditional bonus feat: Skill Focus (Mechanics) 
if trained in Mechanics; languages: Geonosian. 

Jawa +2 Dex, –2 Str, –2 Cha; Small (+1 Reflex Defense, +5 Stealth); speed 4 sq.; may take 10 on Survival checks in desert terrain, 
reroll Mechanics checks when repairing an object, vehicle, or droid; darkvision; languages: Jawa and Jawa Trade Language. 

Kaminoan +2 Con, –2 Wis; speed 6 sq.; may take 10 on Survival checks in aquatic terrain, reroll Treat Injury and Knowledge (life 
sciences) checks; languages: Kaminoan and Basic. 

Noghri +2 Dex, –4 Cha; Small (+1 Reflex Defense, +5 Stealth); speed 6 sq.; scent; primitive; bonus feat: Martial Arts I; reroll Initiative 
checks; languages: Honoghran. 

Tusken Raider +2 Con, –2 Int, –2 Wis; speed 6 sq.; reroll Stealth and Survival checks; languages: Tusken. 

If you have an additional movement type (for example, a climb speed or 
a swim speed), convert the speed to squares as described above. Any 
species with a climb speed can reroll Climb checks or take 10 even under 
stress, and any species with a swim speed can reroll Swim checks or take 
10 even under stress. 
 Skills: If the species gains a skill bonus of some sort, replace it with 
one of the options outlined below; of these, the “reroll” option is by far 
the most common. Generally, a species shouldn’t have special rules for 
more than two skills. 
 Reroll: You may reroll a skill check for a given skill, but you must 
keep the second result. If the species’ bonus in the previous rules only 
applied to part of a skill (for example, Intimidation is now just a part of 
Persuasion), limit the reroll to a single use of that skill (for example, you 
can reroll only when using Persuasion to intimidate). This is best used for 
a species that is naturally good—or, rather, naturally unlikely to fail—
with a given skill, whether trained or not. 
 Conditional Bonus Feat: You gain Skill Focus (skill) if you are trained 
in that skill. This is best for skills where the species is best known for 
producing highly skilled experts or professionals in a given field. For 
example, Bothans make exceptionally good spies, but they spend a lot of 
time training to achieve that distinction. In addition, this may be used as 
a way to further enhance a species’ natural aptitude with a skill that 
already gets a reroll. For example, Cereans get a reroll and a conditional 
bonus feat for Initiative. 
 Take 10 Under Stress: You may take 10 at any time with the skill. 
This is usually reserved for Swim and Climb checks when the species has 
a swim or climb speed, respectively. 
 Other Abilities: Most other abilities should have a clear analog. For 
example, a species that used to gain Iron Will as a bonus feat should 
instead get a +2 species bonus to its Will Defense. Similarly, a species 
with Toughness as a bonus feat should gain either Toughness (if you 
want them to last a bit longer in a fight) or Improved Damage Threshold 
(if you want them to be hard to hurt or kill). Low-light vision and 
darkvision are kept intact, but make sure you use the versions shown in 
Chapter 2: Species. 

Droids 
Droids are the one aspect of the new rules that are best converted by 
starting from scratch. Unlike the previous rules, Saga Edition presents a 
comprehensive system for designing and building new droids, so 
retaining the balance in the new rules can be tricky. Still, if you want to 
convert a droid and keep it as close as possible to the previous version, 
follow the steps outlined below. 
 Abilities: For unique, heroic droids (such as one created specifically 
for a player character), no adjustment is necessary. For mass-produced 

models of droids, determine the droid's natural ability scores by 
subtracting the size modifiers by degree and size (Saga Edition rulebook, 
pages 186–187); discard the droid's original Constitution score, since it 
is not used in the new rules. Replace these ability scores with 13, 12, 11, 
10, and 9, from highest to lowest (or 15, 14, 13, 12, and 10 if the droid's 
first level is in a heroic class). If two ability scores have the same value, 
you may put the higher score in whichever one you wish. Finally, add the 
degree and size modifiers back into the ability scores to determine their 
final value. 
 Hit Points and Damage Threshold: If the droid is Large or greater 
size, make sure you add the appropriate adjustment to the droid's hit 
points and damage threshold (see Table 11–2, Saga Edition rulebook, 
page 187). 
 Speed: Determine the droid's speed as shown for species (see above), 
up to the maximum listed for the droid's locomotion system and size 
(see Table 11–3, Saga Edition rulebook, page 188). 
 Unarmed Damage: Replace the droid's unarmed damage with the 
appropriate amount for its size and appendages (see Table 11–4, Saga 
Edition rulebook, page 190). 
 Other Systems and Accessories: Most other systems and accessories 
should have a clear equivalent in the new rules. When in doubt, compare 
to a droid that has game statistics in both systems (such as an R2 
astromech, a 3PO protocol, or a B1 battle droid). 

Classes and 
Prestige Classes 
Classes and prestige classes are substantially changed from their 
previous versions (see Table 2: Classes and Prestige Classes, and Table 3: 
Class Features). Instead of having predetermined class features that are 
granted at particular levels, classes and prestige classes in Saga Edition 
have “talents” that can potentially be selected in any order. This 
maximizes the degree of customization possible in the new rules, but it 
makes converting an old character somewhat tricky. 
 Keep in mind that some classes have been merged with others, and 
each class is meant to be very flexible in its scope. Don’t get caught up 
on the name of a class; instead, focus on its functionality and role. For 
example, an officer, business executive, or professor might all be 
members of the noble class despite having no aristocratic background. 
They are logical members of that class because of their leadership skills 
and education. 
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Table 2: Classes and Prestige Classes

OLD CLASS NEW CLASS OR PRESTIGE CLASS

Force adept Scout* and Force adept 

Fringer Scout 

Jedi consular Jedi and Jedi Knight 

Jedi guardian Jedi and Jedi Knight 

Noble Noble 

Scoundrel Scoundrel** 

Scout Scout 

Soldier Soldier 

Tech specialist Scoundrel 

OLD PRESTIGE CLASS NEW CLASS OR PRESTIGE CLASS

Bounty hunter Bounty hunter 

Crime lord Crime lord 

Dark side devotee Force adept 

Dark side marauder Force adept 

Elite trooper Elite trooper 

Jedi ace Ace pilot 

Jedi investigator Jedi and bounty hunter 

Jedi master Jedi Master 

Officer Officer 

Sith acolyte Sith apprentice 

Sith Lord Sith Lord 

Sith warrior Sith apprentice 

Starship ace Ace pilot 

OLD PROFESSIONAL CLASS NEW CLASS

Diplomat Nonheroic 

Expert Nonheroic 

Thug Nonheroic 
* The Force adept concept can be played with any class, but those that come from isolated worlds (the default for Force adepts in the Revised Core 
Rulebook) are most often scouts. 
** Many scoundrels are also well adapted to the gunslinger prestige class. 

Other Prestige Classes 
To convert other prestige classes to the Saga Edition rules, use existing 
prestige classes as a starting point for a comparison. A few specific 
suggestions are outlined below. 
 Requirements: Convert skill rank requirements to skill training in the 
equivalent skill, and add a “Minimum Character Level” requirement equal 
to (required skill ranks) – 3. For other requirements, look for an 
equivalent talent, feat, or class feature. 
 Hit Points: Prestige classes should grant the same number of hit 
points at each level as their old versions granted in vitality points. 
 Starting Feats: Prestige classes should not have starting feats in the 
new rules. 
 Defense Bonuses: To figure out a prestige class’s class defense 
bonuses, look at the previous progression of Fortitude, Reflex, and Will 
saving throws to determine if they are “high” (starting at +2), “medium” 
(starting at +1), or “low” ( starting at +0). Generally, a high bonus should 
be +4 in the new rules, a medium bonus should be +2, and a low bonus 
should be +0. For example, a prestige class with a good Fortitude save 
and a medium Reflex save should have class defense bonuses of +4 
Fortitude Defense and +2 Reflex Defense. 

 The total of all class defense bonuses should be +6 for most prestige 
classes. If you went over this amount, reduce class defense bonuses 
(starting with the lowest) until you reach the right amount. For example, 
if a class had two high and one medium saving throw, this would be +4, 
+4, and +2—four points too many. Reducing the lowest class bonus first, 
we’re left with +4 and +4 in the highest two—still two points too many. 
Removing points from them equally yields +3 and +3—a total of six 
points. 
 Class Features: Most class features can be left intact or used with 
slight adjustments. Note that the new rules generally avoid giving a 
bonus to skill checks. Instead, consider abilities that reduce penalties, 
allow rerolls, or allow the character to take 10 even under stress. As 
always, look for an existing talent or class feature in the Saga Edition 
rules that is close to the previous class feature. 
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Table 3: Class Features

OLD CLASS FEATURE NEW MECHANIC

Fringer  
 Barter Barter (talent: scout) 

 Bonus class skill Skill Training (feat) 

 Bonus feat Bonus feat (scout) 

 Jury-rig Jury-Rigger (talent: scout) 

 Survival Fringe Savant (talent: scout) 

Force adept  
 Bonus feats Bonus feat (scout) 

 Comprehend speech n/a 

 Force secret Force Secret (feature: Force disciple) 

 Force talisman Force Talisman (talent: Force adept) 

 Force training Force Training (feat) 

 Force weapon Attune Weapon (talent: Force adept), Empower Weapon (talent: Force adept) 

 Skill emphasis Skill Focus (feat) 

Jedi consular  
 Block Negate energy (Force power) or rebuke (Force power) 

 Bonus feats Bonus feat (Jedi) 

 Deflect (attack) Redirect Shot (talent: Jedi) 

 Deflect (defense) Deflect (talent: Jedi) 

 Deflect (extend defense and attack) Draw Fire (talent: soldier) 

 Force training Force Training (feat) 

 Healing Force Treatment (talent: Force adept) 

 Increase lightsaber damage n/a 

 Jedi Knight Bonus feat (Jedi) 

 Skill Emphasis Skill Focus (feat) 

Jedi guardian  
 Block Negate energy (Force power) or rebuke (Force power) 

 Bonus feats Bonus feat (Jedi) 

 Deflect (attack) Redirect Shot (talent: Jedi) 

 Deflect (defense) Deflect (talent: Jedi) 

 Deflect (extend defense and attack) Draw Fire (talent: soldier) 

 Force training Force Training (feat) 

 Increase lightsaber damage n/a 

 Jedi Knight Bonus feat (Jedi) 

Noble  
 Bonus class skill Skill Training (feat) 

 Bonus feats Bonus feat (noble) 

 Coordinate Coordinate (talent: noble) 

 Favor Connections (talent: noble) 

 Inspire confidence Inspire Confidence (talent: noble) 

 Inspire greatness Ignite Fervor (talent: noble) 

 Resource access Wealth (talent: noble) 

Scoundrel  
 Bonus feats Bonus feat (scoundrel) 

 Illicit barter n/a 

 Lucky Knack (talent: scoundrel) or Lucky Shot (talent: scoundrel) 

 Precise attack Sneak Attack (talent: scoundrel) 

 Skill Emphasis Skill Focus (feat) 
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Table 3: Class Features (Cont.)

OLD CLASS FEATURE NEW MECHANIC

Scout  
 Bonus feats Bonus feat (scout) 

 Evasion Evasion (talent: scout) 

 Extreme effort Extreme Effort (talent: scout) 

 Heart n/a 

 Skill mastery Acute Senses (talent: scout), Improved Initiative (talent: scout), or Improved Stealth (talent: scout) 

 Trailblazing Long Stride (talent: scout) or Surefooted (talent: scout) 

 Uncanny dodge Uncanny Dodge I/II (talent: scout) 

Soldier  
 Bonus feats Bonus feat (soldier) 

Tech specialist  
 Expert Skill Focus (feat) 

 Instant mastery Skill Training (feat) 

 Research Trace (talent: scoundrel) 

 Skill Emphasis Skill Focus (feat) 

 Tech specialty Tech Specialist (feat)*, Fast Repairs (talent: scoundrel)*, Hot Wire (talent: scoundrel)*, Quick Fix (talent: 
scoundrel)*, Personalized Modifications (talent: scoundrel)*, Gimmick (talent: scoundrel), Master Slicer 
(talent: scoundrel), Demolitionist (talent: soldier) 

OLD PRESTIGE CLASS FEATURE NEW MECHANIC

Bounty hunter  
 Sneak attack Sneak Attack (talent: scoundrel) 

 Target bonus Familiar Foe (feature: bounty hunter) 

Crime lord  
 Contact Connections (talent: noble) 

 Exceptional minions Attract Minion (talent: crime lord) 

 Inspire fear Inspire Fear I/II/III (talent: crime lord) 

 Minions Attract Minion (talent: crime lord) 

 Resource access Wealth (talent: noble) 

Dark side devotee  
 Dark side Skill Emphasis Embrace the Dark Side (talent: Force adept) 

 Dark side talisman Force Talisman (talent: Force adept) 

 Force training Force Training (feat) 

 Force weapon Attune Weapon (talent: Force adept) and Empower weapon (talent: Force adept) 

Dark side marauder  
 Bonus feats Bonus feat (soldier) 

 Force training Force Training (feat) 

Elite trooper  
 Deadly strike Devastating Attack (talent: soldier) and Greater Devastating Attack (talent: elite trooper) 

 Uncanny dodge Uncanny Dodge I/II (talent: scout) 

 Weapon Focus Weapon Focus (feat) 

 Weapon specialization Weapon Specialization (talent: soldier) 

Jedi ace  
 Familiarity Expert Gunner (talent: ace pilot) 

 Jedi Knight Bonus feat (Jedi) 

 Starfighter defense Vehicle Dodge (feature: ace pilot) 

 Starfighter evasion Vehicular Evasion (talent: ace pilot) 

 Starship focus Force Pilot (talent: Force) 

 Trust the Force Hyperdriven (talent: scoundrel) or stellar warrior (talent: scoundrel) 
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Table 3: Class Features (Cont.)

OLD PRESTIGE CLASS FEATURE NEW MECHANIC

Jedi investigator  
 Bonus feat Bonus feat (Jedi) 

 Contact Connections (talent: noble) 

 Deflect (attack) Redirect Shot (talent: Jedi) 

 Deflect (defense) Deflect (talent: Jedi) 

 Favor Connections (talent: noble) 

 Jedi Knight Bonus feat (Jedi) 

 Profile Nowhere to Hide (talent: bounty hunter) 

 Target bonus Familiar Foe (feature: bounty hunter) 

Jedi Master  
 Bonus feat Bonus feat (Jedi) 

 Deflect (attack) Redirect Shot (talent: Jedi) 

 Deflect (defense) Deflect (talent: Jedi) 

 Force secret Force Secret (feature: Jedi Master) 

 Increase lightsaber damage n/a 

Officer  
 Bonus feat Bonus feat (noble or soldier) 

 Improved tactics Tactical Edge (talent: officer) 

 Leadership Inspire Confidence (talent: noble) 

 Requisition supplies Connections (talent: noble) 

 Tactics Deployment Tactics (talent: officer)  

 Uncanny survival Shift Defense I/II/III (talent: officer) 

Starship ace  
 Familiarity Expert Gunner (talent: ace pilot) 

 Improved starship evasion Juke (talent: ace pilot) 

 Starship defense Vehicle Dodge (feature: ace pilot) 

 Starship evasion Vehicular Evasion (talent: ace pilot) 
* See Saga Edition Web Enhancement 1, “The Tech Specialist,” on Wizards of the Coast’s Star Wars Web site. 

Skills 
Skills have changed substantially in that there are no longer skill ranks, 
and most skills have been combined into new skills. To convert your 
character’s skills, look at the number of ranks in each skill. If you have a 
number of ranks equal to at least half your character level, you should 
probably be trained in the equivalent skill (or possess the talent, feat, or 
other mechanic) shown on Table 4: Skills. 
 If you run out of trained skills (determined by your starting class), 
consider taking the Skill Training feat (available as a bonus feat to all 
classes). If you have trained skills left over, allocate them to whatever 
skills best fit your character’s background and personality. 
 
 
 
 
 
 
 
 
 
 

Feats 
In most cases, feats haven’t changed too much, but feats that provide a 
bonus to skill checks are an exception. Most of these feats are best 
realized with the Skill Focus feat. Use Table 5: Feats to determine the 
equivalent mechanic for all of your character’s feats in the old rules. 
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Table 4: Skills 

OLD SKILL NEW MECHANIC

Appraise Knowledge (technology) (skill) 

Astrogate Use Computer (skill) 

Balance Acrobatics (skill) 

Bluff Deception (skill) 

Climb Climb (skill) 

Computer Use Use Computer (skill) 

Craft Mechanics (skill) or Knowledge (technology) (skill) 

Demolitions Mechanics (skill) and Demolitionist (talent: soldier) 

Diplomacy Persuasion (skill) 

Disable Device Mechanics (skill) 

Disguise Deception (skill) 

Entertain Persuasion (skill) 

Escape Artist Acrobatics (skill) 

Forgery Deception (skill) 

Gamble Gambler (talent: scout) 

Gather Information Gather Information (skill) 

Handle Animal Persuasion (skill) or Knowledge (life sciences) (skill) 

Hide Stealth (skill) 

Intimidate Persuasion (skill) 

Jump Jump (skill) 

Knowledge (alien species) Knowledge (life sciences) (skill) or Knowledge (social sciences) (skill) 

Knowledge (archaeology) Knowledge (galactic lore) (skill) or Knowledge (social sciences) (skill) 

Knowledge (architecture) Knowledge (technology) (skill) 

Knowledge (astronomy) Knowledge (physical sciences) (skill) 

Knowledge (biology) Knowledge (life sciences) (skill) 

Knowledge (bureaucracy) Knowledge (bureaucracy) (skill) 

Knowledge (business) Knowledge (bureaucracy) (skill) 

Knowledge (chemistry) Knowledge (physical sciences) (skill) 

Knowledge (engineering) Knowledge (technology) (skill) 

Knowledge (forensics) Knowledge (physical sciences) (skill) 

Knowledge (genetics) Knowledge (life sciences) (skill) 

Knowledge (geography) Knowledge (galactic lore) (skill) 

Knowledge (history) Knowledge (galactic lore) (skill) 

Knowledge (Jedi lore) Knowledge (galactic lore) (skill) 

Knowledge (medicine) Knowledge (life sciences) (skill) 

Knowledge (physics) Knowledge (physical sciences) (skill) 

Knowledge (politics) Knowledge (social sciences) (skill) or Knowledge (bureaucracy) (skill) 

Knowledge (streetwise) Knowledge (bureaucracy) (skill) or Knowledge (social sciences) (skill) 

Knowledge (tactics) Knowledge (tactics) (skill) 

Knowledge (technology) Knowledge (technology) (skill) 

Knowledge (wilderness lore) Knowledge (life sciences) (skill) and/or Survival (skill) 

Knowledge (world lore) Knowledge (galactic lore) 

Listen Perception (skill) 

Move Silently Stealth (skill) 

Pilot Pilot (skill) 

Profession n/a 

Read/Write Language Linguist (feat) 

Repair Mechanics (skill) 
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Table 4: Skills (Cont.)

OLD SKILL NEW MECHANIC

Ride Ride (skill) 

Search Perception (skill) 

Sense Motive Will Defense and/or Perception (skill) 

Sleight of Hand Deception (skill) 

Speak Language Linguist (feat) 

Spot Perception (skill) 

Survival Survival (skill) 

Swim Swim (skill) 

Treat Injury Treat Injury (skill) 

Tumble Acrobatics (skill) 

OLD FORCE SKILL NEW MECHANIC

Affect Mind Mind trick (Force power) 

Battlemind Battle strike (Force power) 

Drain Energy n/a 

Empathy Force Perception (talent: Force) and/or Force Persuasion (talent: Jedi) 

Enhance Ability n/a 

Enhance Senses Use the Force (skill) and/or Force Perception (talent: Force) 

Farseeing Farseeing (Force power) 

Fear Mind trick (Force power) 

Force Defense Rebuke (Force power) 

Force Grip Force grip (Force power) 

Force Lightning Force lightning (Force power) 

Force Stealth Clear Mind (talent: Jedi) 

Force Strike Force slam (Force power) and/or Force thrust (Force power) 

Friendship Force Persuasion (talent: Jedi) and/or Charm Beast (talent: Dathomiri Witch) 

Heal Another Vital transfer (Force power) 

Heal Self Vital transfer (Force power) 

Illusion n/a 

Move Object Move object (Force power) 

See Force Use the Force (skill) 

Telepathy Use the Force (skill) 
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Table 5: Feats 

OLD FEAT NEW MECHANIC

Acrobatic Skill Focus (Acrobatics) (feat) 

Advanced Martial Arts Martial Arts III (feat) 

Alertness Skill Focus (Perception) (feat) 

Ambidexterity Dual Weapon Mastery I (feat) 

Armor Proficiency (heavy) Armor Proficiency (heavy) 

Armor Proficiency (light) Armor Proficiency (light) 

Armor Proficiency (medium) Armor Proficiency (medium) 

Armor Proficiency (powered) n/a 

Athletic Skill Focus (Climb) and/or Skill Focus (Jump) 

Blind-Fight Keen Shot (talent: scout) 

Cautious Skill Focus (Mechanics) (feat) 

Cleave Cleave (feat) 

Combat Expertise Melee Defense (feat) 

Combat Reflexes Combat Reflexes (feat) 

Defensive Martial Arts n/a 

Dodge Dodge (feat) 

Endurance Endurance (skill) 

Exotic Weapon Proficiency Exotic Weapon Proficiency (weapon) (feat) or Weapon Proficiency (lightsabers) (feat) 

Fame n/a 

Far Shot Far Shot (feat) 

Force-Sensitive Force Sensitivity (feat) 

Frightful Presence n/a 

Gearhead Skill Focus (Mechanics) (feat) 

Great Cleave Great Cleave (feat) 

Great Fortitude Improved Defenses (feat) 

Headstrong n/a 

Heroic Surge n/a 

Improved Bantha Rush Bantha Rush (feat) 

Improved Critical Triple Crit (feat) 

Improved Disarm Improved Disarm (feat) 

Improved Initiative Initiative (skill) 

Improved Martial Arts Martial Arts II (feat) 

Improved Trip Trip (feat) 

Improved Two-Weapon Fighting Dual Weapon Mastery III (feat) 

Infamy n/a 

Influence Connections (talent: noble) 

Iron Will Improved Defenses (feat) 

Lightning Reflexes Improved Defenses (feat) 

Low Profile n/a 

Martial Arts Martial Arts I (feat) 

Mimic Skill Focus (Deception) (feat) 

Mobility Mobility (feat) 

Multishot Burst Fire (feat) 

Nimble Skill Focus (Acrobatics) (feat) or Skill Focus (Deception) (feat) 

Persuasive Skill Focus (Deception) (feat) or Skill Focus (Persuasion) (feat) 

Point Blank Shot Point Blank Shot (feat) 

Power Attack Power Attack (feat) 

 Precise Shot Precise Shot (feat) 
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Table 5: Feats (Cont).

OLD FEAT NEW MECHANIC

Quick Draw Quick Draw (feat) 

Quickness Toughness (feat) 

Rapid Shot Rapid Shot (feat) 

Rugged Skill Focus (Survival) (feat) 

Run Run (talent: scout) 

Sharp-Eyed Skill Focus (Perception) (feat) 

Shot on the Run Running Attack (feat) 

Skill Emphasis Skill Focus (feat) 

Spacer Skill Focus (Pilot) (feat)

Spring Attack Running Attack (feat) 

Stamina Extra Second Wind (feat) 

Starship Dodge Vehicle Dodge (feature: ace pilot) 

Starship Operation Vehicular Combat (feat) 

Steady Skill Focus (Acrobatics) (feat) 

Stealthy Skill Focus (Stealth) (feat) 

Sunder n/a 

Surgery Skill Focus (Treat Injury) (feat) 

Toughness Improved Damage Threshold (feat) 

Track Expert Tracker (talent: scout) 

Trick Skill Focus (Deception) (feat) 

Trustworthy Skill Focus (Persuasion) (feat) or Skill Focus (Gather Information) (feat) 

Two-Weapon Fighting Dual Weapon Mastery II (feat) 

Weapon Finesse Weapon Finesse (feat) 

Weapon Focus Weapon Focus (feat) 

Weapon Group Proficiency (blaster pistols) Weapon Proficiency (pistols) (feat) 

Weapon Group Proficiency (simple) Weapon Proficiency (simple) (feat) 

Weapon Group Proficiency (blaster rifles) Weapon Proficiency (rifles) (feat) 

Weapon Group Proficiency (vibro weapons) Weapon Proficiency (advanced melee weapons) (feat) 

Weapon Group Proficiency (heavy weapons Weapon Proficiency (heavy weapons) (feat) 

Weapon Group Proficiency (slugthrowers) Weapon Proficiency (pistols) (feat) and Weapon Proficiency (rifles) (feat) 

Weapon Group Proficiency (vehicle 
weapons) 

Weapon Proficiency (heavy weapons) (feat) 

Whirlwind Attack Whirlwind Attack (feat) 

Zero-G Training Spacehound (talent: scoundrel) 

OLD FORCE FEAT NEW MECHANIC

Alter Use the Force (skill)* 

Attuned Equilibrium (talent: Force) 

Aware Improved Sense Force (Force technique) 

Burst of Speed Surge (Force power) 

Compassion Vital transfer (Force power) 

Control Use the Force (skill)* 

Dissipate Energy Negate energy (Force power) 

Focus Disciplined Strike (talent: Force) 

Force Flight Flight (talent: Dathomiri Witch) 

Force Mastery Quicken Power (Force secret) 

Force Mind Battle Meditation (talent: Jedi) 

Force Speed Surge (Force power) 

Force Whirlwind Improved Move Light Object (Force technique) 

 High Force Mastery Force Point Recovery (Force technique) 
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Table 5: Feats (Cont).

Improved Force Mind Battle Meditation (talent: Jedi) 

Knight Defense Lightsaber Defense (talent: Jedi) 

Knight Mind Battle Meditation (talent: Jedi) 

Knight Speed Surge (Force power) 

Lightsaber Defense Lightsaber Defense (talent: Jedi) 

Link Improved Telepathy (Force technique) 

Malevolent Telekinetic Power (talent: Force) 

Master Defense Lightsaber Defense (talent: Jedi) 

Master Mind Battle Meditation (talent: Jedi) 

Master Speed Surge (Force power) 

Mettle Battle strike (Force power) or rebuke (Force power) 

Mind Trick Mind trick (Force power) 

Rage Dark rage (Force power) 

Sense Use the Force (skill)* 
* Optionally, you might take a talent from the Force talent tree of the same name (Alter, Control, Sense). 

Equipment 
Like everything else, equipment usually works similarly to how it did 
before, but there are a few significant exceptions. 

Weapons 
The primary things you’ll need to adjust with weapons are range, 
translating multifire/autofire into the new rules, and (occasionally) 
changing damage dice. 

Range 
Ranged weapons have their range determined by their weapon group. In 
addition, they may have the accurate/inaccurate quality, depending on 
their range increments (see Table 6: Accurate and Inaccurate Weapons 
by Range Increment). 
 Exotic Weapons: To determine the range for an exotic weapon, 
compare it to the most similar weapon to determine what range group it 
should use. For example, a Medium-size weapon with a stock is probably 
most similar to a rifle, while a Large shoulder-fired weapon is probably 
most similar to a heavy weapon. Determine the accurate or inaccurate 
quality as described above. 
 

Autofire Capability 
Most weapons are single-shot only. Rifles with a multifire setting will 
have single-shot and autofire capability in the new rules. Any weapon 
with an autofire setting in the old rules will be an autofire-only weapon 
in the new rules.  

Threat Range 
Note that all weapons inflict critical hits at the same rate in the new 
rules, so the critical threat range in the previous rules is not used. 

Damage 
Damage dice are the same, with a few exceptions: 
 Explosives: Grenades, thermal detonators, and the like no longer 
have a bonus after their damage dice (for example, 4d6+1 is now 4d6). 
Other explosive weapons, such as missile launchers and flechette 
launchers, have d6 damage dice. Figure the weapon’s maximum damage 
and divide by 6, rounding down, to determine the number of damage 
dice. 
 Example: A DF-D1 flechette launcher deals 5d8 points of damage. 
Its maximum damage is 40; dividing by 6 and rounding down, we get 6. 
Thus, in Saga Edition, the DF-D1 deals 6d6 points of damage. 

WEAPON GROUP INACCURATE ACCURATE

Heavy 60 m or less 120 m or more 

Pistols 8 m or less 12 m or more 

Rifles 20 m or less 40 m or more 

Simple 4 m or less 12 m or more 

Thrown 2 m 6 m or more 

Table 6: Accurate and Inaccurate Weapons 
by Range Increment 
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 Blasters: All blasters deal 3 dice of damage. Add the weapon’s 
maximum damage to its minimum damage, and look up the result on the 
following chart: 
 

MAX DAMAGE NEW DICE

12 or less 3d3 

13–18 3d4 

19–24 3d6 

25–30 3d8 

31–36 3d10 

37 or more 3d12 
 
 Example 1: An A-280 blaster rifle deals 3d8+3 points of damage. Its 
maximum damage is 27, and its minimum damage is 6, yielding a total 
of 33. According to the chart, the A-280 blaster rifle deals 3d10 points 
of damage in the new rules. 
 Example 2: A DY-225 heavy blaster deals 3d8–2 points of damage. 
Its maximum damage is 22, and its minimum damage is 1, yielding a 
total of 23. According to the chart, the DY-225 heavy blaster deals 3d6 
points of damage in the new rules. 
 Slugthrowers and Powered Melee Weapons: All slugthrowers and 
powered melee weapons deal 2 dice of damage. Add the weapon’s 
maximum damage to its minimum damage, and look up the result on the 
following chart: 
 

MAX DAMAGE NEW DICE

7 or less 2d3 

8–11 2d4 

12–15 2d6 

16–19 2d8 

20–23 2d10 

24 or more 2d12 
 
 Example 1: A great force pike deals 3d8 points of damage. Its 
maximum damage is 24, and its minimum damage is 3, yielding a total 
of 27. According to the chart, a great force pike deals 2d12 points of 
damage in the new rules. 
 Example 2: A vibrorapier deals 2d6+2 points of damage. Its 
maximum damage is 14, and its minimum damage is 4, yielding a total 
of 18. According to the chart, a vibrorapier deals 2d8 points of damage 
in the new rules. 
 Nonpowered Weapons: All other nonpowered weapons should only 
deal a single die of damage. Add the weapon’s maximum damage to its 
minimum damage, and look up the result on the following chart: 
 

MAX DAMAGE NEW DICE

4 or less 1d3 

5–6 1d4 

7–8 1d6 

9–10 1d8 

11–12 1d10 

13 or more 1d12 
 

Armor 
Armor works differently in Saga Edition, providing a bonus to Reflex 
Defense (and sometimes Fortitude Defense) instead of Damage 
Reduction. 
 Armor Bonus to Reflex Defense: The armor bonus to Reflex Defense 
is equal to the armor’s previous Damage Reduction. Add +1 to the armor 
bonus if the suit had a DR of 3 or more, add +2 to the armor bonus if 
the suit had a DR of 5 or more, and add +3 to the armor bonus if the 
suit had a DR of 7 or more. 
 Equipment Bonus to Fortitude Defense: Most full-body armor (that 
is, covering the whole body, including the head and face) provides an 
equipment bonus to Fortitude Defense. This bonus is +1 for an armor 
bonus of +4 or less, +2 for an armor bonus of +5 to +8, +3 for an armor 
bonus of +9, and +4 for an armor bonus of +10. 
 Maximum Dex Bonus: Most armor has a Max Dex Bonus equal to 
(12 – armor bonus)/2, rounded down. 

Other Equipment 
With few exceptions, equipment will work as written in the new rules, 
but devices that provide an equipment bonus of greater than +2 should 
be very rare. In these cases, consider alternatives that reduce penalties 
or add capabilities instead of adding bonuses.  
 For example, a camouflage poncho might grant the ability to have 
concealment as long as you are in the poncho’s designated terrain type 
and you are either prone or adjacent to an object that would grant 
concealment or cover. Camo scout armor might do the same thing in any 
terrain. A shadowsuit might take this a step further and allow the 
wearer to reroll Stealth checks (keeping the second result, even if it is 
worse). 
 Electronic Devices: Most electronic devices that provide a skill bonus 
have an Intelligence of 10 + (2 × bonus), but very simple electronic 
devices—that is, those that don’t provide a skill bonus—usually have an 
Intelligence of 1. 

Vehicles and 
Starships 
Converting vehicles and starships can be a little tricky because you need 
to determine statistics in a particular order. Follow the guidelines below 
in the order listed. 
 Size: A vehicle’s new size is based on its old size (in character, 
starship, or station scale), as shown on Table 7: Vehicle Sizes. You’ll need 
this when recalculating Reflex Defense. 
 Speed: A vehicle’s speed is determined by its maximum velocity (in 
km/h). Generally, capital ships (that is, anything of Colossal [frigate] or 
greater size) do not have a character-scale speed rating. At this 1.5-
meter-square scale, they don’t move around on battlefields—they are 
battlefields. 
 

MAX VELOCITY SPEED*

less than 10 km/h 2 squares 

10–29 km/h 4 squares 

30–99 km/h 6 squares 

100–299 km/h 8 squares 

300–999 km/h 12 squares 

1,000 km/h or more 16 squares 
* Reduce speed by one step for walkers of Gargantuan or greater size. 
 
 Maximum velocity itself does not change. 
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 Speed (starship scale): For airspeeders and starships with a 
maximum velocity rating (in km/h), determine the vehicle’s speed in 
space using the following chart: 
 

MAX VELOCITY SPEED (IN SPACE)

less than 800 km/h 1 square 

800–949 km/h 2 squares 

950–1,049 km/h 3 squares 

1,050–1,199 km/h 4 squares 

1,200–1,299 km/h 5 squares 

1,300 km/h or more 6 squares 
 
 If a starship does not have a maximum velocity rating, its new speed 
in space is equal to 1/2 its space speed in the previous rules. 
 Hit Points: Hit points are determined by the vehicle’s previous Hull 
Points. The exact formula is determined by the vehicle’s class (starship 
vs. vehicle) and its previous Hull Points. 
 Starship with 200 or more Hull Points: Hit points = Hull Points × 3. 
 Starship with less than 200 Hull Points: Hit points = Hull Points. 
 Other vehicle (including airspeeders): Hit points = Hull Points × 2. 
 Damage Reduction: A vehicle’s damage reduction is determined by 
its size: up to Large, DR 5; Huge or Gargantuan, DR 10; Colossal or 
Colossal (frigate), DR 15; Colossal (cruiser) or greater, DR 20. Ground 
vehicles with 150 or more hit points add an additional +5 to their DR 
(maximum DR 20). 
 Shield Rating (SR): A vehicle’s SR is equal to its Shield Points / 2, 
rounding down to the nearest multiple of 5. 
 Strength: A starship’s Strength is determined by its hit points and 
size (both determined above). A vehicle’s strength is determined by its 
hit points only. 
 Starship, Colossal (station): Strength = 98 + (hit points/75). 
 Starship, Colossal (cruiser): Strength = 74 + (hit points/75). 
 Starship, Colossal (frigate): Strength = 50 + (hit points/75). 
 Starship, Colossal or less: Strength = 26 + (hit points/7.5). 
 Other vehicle, 100 or more hit points: 18 + (hit points/10). 
 Other vehicle, less than 100 hit points: 10 + (hit points/5). 

 Constitution: Any living vehicle (such as Yuuzhan Vong technology) 
will have a Constitution equal to its Strength score. This doesn’t affect 
hit points or Fortitude save, but it can be useful for determining if a 
coralskipper or another living vehicle dies after being reduced to 0 hit 
points. Living vehicles automatically have all appropriate environmental 
immunities. For example, a coralskipper is not subject to vacuum, 
atmospheric, or radiation hazards because it is a starship designed to 
function in such hostile environments. 
 All nonliving vehicles (that is, the vast majority of Star Wars 
technology) have no Constitution score at all. 
 Dexterity: There is no direct analog to a vehicle’s Dexterity in the 
previous rules. Use the guidelines below to estimate a vehicle’s Dexterity, 
picking a specific value in the listed range based on how that vehicle 
compares with others. When in doubt, give the vehicle the minimum 
Dexterity in a given range. 
 A vehicle shouldn’t have a Dexterity score below 10 unless it is an 
immobile space station. 
 

DEXTERITY VEHICLE

10–13 Most freighters, dreadnoughts, heavy walkers 

14–16 
Most cruisers, most frigates, armed transports, 
heavy bombers, light walkers, heavy 
repulsorlift vehicles 

17–19 
Corvettes, most starfighters, light repulsorlift 
vehicles 

20–23 
Superiority fighters, combat airspeeders, older 
speeder bikes 

24–26 Most speeder bikes, swoops, interceptors 
 
 Intelligence: A vehicle’s Intelligence score is generally 10 + the best 
fire control bonus of all its weapons. For relatively modern vehicles with 
sophisticated on-board computers (that is, almost everything in the Star 
Wars galaxy, except vehicles from underdeveloped planets), the 
minimum Intelligence should be 12 for ground vehicles and 14 for 
airspeeders and starships. 

Table 7: Vehicle Sizes

CHARACTER SIZE STARSHIP SIZE STATION SIZE NEW SIZE SIZE MODIFIER

Fine — — Fine +10 

Diminutive — — Diminutive +5 

Tiny — — Tiny +2 

Small — — Small +1 

Medium — — Medium –0 

Large Fine — Large –1 

Huge Diminutive — Huge –2 

Gargantuan Tiny — Gargantuan –5 

Colossal Small Fine Colossal –10 

— Medium Diminutive Colossal (frigate) –10 

— Large Tiny Colossal (frigate) –10 

— Huge Small Colossal (frigate) –10 

— Gargantuan Medium Colossal (cruiser) –10 

— Colossal Large Colossal (cruiser) –10 

— — Huge Colossal (station) –10 

— — Gargantuan Colossal (station) –10 

— — Colossal Colossal (station) –10
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 Weapons: Damage for starship weapons stays the same as in the 
previous rules. For other vehicles, weapon damage will change 
depending on the die type used: 

 Base Attack Bonus: All creatures now have a base attack bonus 
equal to their level × 3/4. This will decrease the base attack bonus for 
predators but increase it for herd animals and parasites. 

 Damage #d10: New damage is #d10×2.  Size: Creatures’ sizes stay the same, but the size bonuses have 
changed, and size bonuses are no longer added to attack bonuses. Use 
the following chart to adjust the creature’s Reflex Defense and attack 
bonuses: 

 Damage #d8: New damage is #d10. 
 Any other damage dice: No change except for dropping any 
modifiers (for example, 4d6+1 becomes 4d6). 
 Autofire: Turbolasers, heavy cannons, single laser cannons (that is, 
those that aren’t fire-linked, double cannons, or quad cannons), ion 
cannons, tractor beams, and missile/torpedo/grenade launchers are 
single-shot only. All other vehicle weapons have autofire capability. 

 

SIZE REFLEX DEFENSE ATTACK BONUS

Colossal –2 +8 

Gargantuan –1 +4 

Huge n/a +2 

Large n/a +1 

Medium n/a n/a 

Small n/a –1 

Tiny n/a –2 

Diminutive +1 –4 

Fine +2 –8 

 Capital Ships: Capital ships have half as many batteries (round 
down) as in the previous rules. This accounts for the lack of fire arcs and 
the somewhat messy issue of batteries, which had a different meaning 
in the older d6 version of the game than in the later d20 versions. 
 Grapple: A vehicle’s grapple modifier is equal to its pilot’s base 
attack bonus + the vehicle’s Strength modifier + the vehicle’s special 
size modifier (Large +5, Huge +10, Gargantuan +15, Colossal +20, 
Colossal [frigate] +25, Colossal [cruiser] +30, Colossal [station] +35). 
 Armor Bonus: A vehicle’s armor bonus is determined by its hit 
points, class, and size. 
 Starship with 200 or more hit points: Armor bonus is equal to hit 
points/500 – size modifier, rounded down. For example, a Colossal 
(frigate)-sized starship with 1,000 hit points would have an armor bonus 
of +12 (1,000/500 is equal to 2, and 2 minus –10 is equal to 12). 

 
 Natural Attacks: A creature’s natural attacks should be changed to 
match the description in the Saga Edition rulebook, pages 274–275. 
Note that a creature adds double its Strength modifier to its damage if it 
has only one type of natural attack, and beasts no longer take a penalty 
for using secondary natural attacks. 

 All other vehicles: Armor bonus is equal to hit points/50 – size 
modifier, rounded down. 
 Reflex Defense: The vehicle’s Reflex Defense is equal to 10 + size 
modifier + armor bonus (or pilot’s heroic level) + Dexterity bonus.  Natural Armor: Creatures have natural armor equal to that listed in 

the old rules or their beast class level, whichever is less.  Fortitude Defense: The vehicle’s Fortitude Defense is equal to 10 + 
its Strength bonus (or Constitution bonus, for living vehicles).  Defenses: Creature’s defense scores are equal to 10 + the relevant 

ability modifier (Dexterity for Reflex Defense, Constitution for Fortitude 
Defense, and Wisdom for Will Defense). If the creature has natural 
armor, add its value to its Reflex Defense. 

 Damage Threshold: Damage threshold is equal to Fortitude Defense 
+ special size modifier (Large +5, Huge +10, Gargantuan +20, Colossal 
+50, Colossal [frigate] +100, Colossal [cruiser] +200, Colossal [station] 
+500).  Damage Threshold: Creatures’ damage thresholds are equal to their 

Fortitude Defense, plus a bonus for creatures of greater than Medium 
size: Large, +5; Huge, +10; Gargantuan, +20; Colossal, +50. Creatures  Speed: Adjust a creature’s speed as described under Species (page 2 
of this document). While most of the guidelines under Species, Skills, and Feats apply to 

creatures, the following tips will make conversion a little easier.  Skills: Adjust a creature’s species bonus to different skills as 
described under Species (page 2). In addition, you may convert a skill 
bonus into a bonus trained skill. Normally, most beasts will have only 
one trained skill. 

 Class and Level: All creatures convert their existing class and level 
into levels of the beast class.  
 Hit Points: Creatures’ hit points are equal to their vitality points, and 
their hit points and base attack bonus may be adjusted upward or 
downward depending on their class in the old rules.  

 Other Abilities: Most special abilities can be used as written, but 
follow the guidelines under Species (page 2) for converting anything 
unusual.  

CREATURE CLASS HIT POINTS

Herd animal +(2 × level) 

Parasite +(1 × level) 

Predator no change 

Scavenger +(1 × level) 

Vermin no change 
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