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For years I've also been tinkering with a "homebrew Star Wars" setting—it's not really homebrew, 
but I'd tread deeply into uncharted territory, by setting the game a thousand years after Return of the Jedi. 

This Star Wars variant uses m20, an extremely flexible and rules-light approach to the d20 "game 
engine" which was originally developed for use with the Third Edition of the D&D.  It was also used for 
three iterations of a Star Wars game, which is one (of several) reasons why it was my go-to option when 
looking for a rules system to kitbash and modify into my own preferred rule-set for Star Wars.  M20 more 
or less compatible with d20, i.e., if you really wanted to, you could use d20 material with m20, although 
the d20 material is very rules-heavy in comparison. My description of the rules assumes a passing 
familiarity with both the notion of roleplaying and the d20 system specifically, at least, so it leaves a few 
assumptions unstated. But the core conceit of m20 vs. d20 is that m20 favors a handwavey approach to 
the game rather than a rigorous one, one that favors rulings over rules, and one that favors a narrative, 
fast approach for those who enjoy the "collaborative storytelling" aspect of RPGs much more than the 
tactical gameplay (which is significantly reduced, and no battle-mat or other tactical presentation is 
assumed.) The approach is to follow the d20 engine as much as possible, but taking out all kinds of 
detailed information in favor of collapsing back to a much simpler approach, and multi-purposing existing 
mechanics into a much broader array of uses. As a Star Wars game, it's also designed to replicate the 
specifically swashbuckling fast and loose approach of the Star Wars movies—which isn't necessarily 
always well served by the d20 system as is. 

Luckily for me, there were already two drafts of an m20 document specifically geared towards 
replicating the Star Wars setting; a draft 1, and a draft 2 which adds more detail and more options. Kit-
bashing the two together and using a few “special modifications of my own”, I’ve created this draft of the 
rules that is more robust, I believe, than either.  Plus, I've been tinkering with my own take on Star Wars 
as a setting, a kind of "revisionist Star Wars" if you will, a la the concept of Revisionist Westerns. 
Curiously, the prequels and much of the other more recent material in Star Wars is already fairly 
revisionist, although I don't know that it's necessarily deliberate. My own setting conceits aren't exactly 
apologists for the bad guys, but they are a bit more sympathetic to them, as well as critical of both the 
Republic, the Rebels, and the Jedi in particular. This is based entirely on canonical material mostly within 
just the movies themselves, supplemented a bit by material from the Clone Wars. And, like the Legacy 
comic book (sadly for me, I had a similar idea long before they did, but then they went and published, 
making me look like the copycat. Oh, well.) I moved it far enough into the future that I can feel free to do 
what I want to with the setting; an idea that I originally got after playing Knights of the Old Republic (which 
went backwards in time to do the same thing.) Because Legacy did what I wanted to so well, in many 
ways, I specifically borrowed some ideas from it; the Roan Fel Empire as an evolved descendant of the 
Imperial Remnant, with its systematized Imperial Knights as rivals to the Jedi, is directly reflected in my 
Monarchy, for instance. 

For those who care about this sort of thing, my approach to canon is also perhaps less than 
rigorous. Or, more accurately, I try to be rigorous in terms of following what I allow, but what I allow is 
considerably less expansive than the entire Expanded Universe, much of which I'm explicitly ignoring. I 
consider canon to be the seven movies, and the Clone Wars and Rebels cartoon shows. I also consider 
the Old Republic material including Knights as canonical, or mostly so, although of a "junior tier" to the 
movies and TV show. Any inconsistencies are chalked up to the Old Republic era being so long ago that 
some of the details have been lost or confused (like the name Korriban evolving into Moraband.) 

In reality, this isn't a big deal, though—I'm setting my Revisionist Star Wars more than 1,000 
years after the Battle of Endor. The actual events that led to the Jedi Purge, the overthrow of the Old 
Republic, the actions of the Chosen One to bring balance to the Force, and his son Luke's re-establishing 
of the Jedi Order (albeit under somewhat different guidelines and principles) are all nearly legendary now. 
This gives me the power to ignore anything I don't like without having to explicitly disallow it: I just claim 
that things have changed in the intervening 1,000 years. This is probably good, because heck—just within 
the content of the movies themselves you'll come across inconsistencies in detail, tone and feel, to say 
nothing of going beyond the movies. So, by removing myself in time, I can tweak it to be more conducive 
to how I think it should be anyway. 

Despite the fact that my Star Wars is billed as revisionist and somewhat more critical of the "good 
guys" and somewhat sympathetic to the "bad guys"—in reality, all that is mostly to justify all of their 
continued existence for all this time. It's certainly not my intention that Revisionist Star Wars no longer 
feel like Star Wars, or like some kind of "anti-Star Wars". Although I will point out, like I said, that the 
demythologizing of the Jedi as nearly infallible fonts of wisdom and goodness was substantially done 
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(albeit probably mostly unintentionally) by the prequels already, so I'm not exactly going way out on a limb 
here either—but I'm hardly making the Sith out to be simply misunderstood or anything. Star Wars should 
have plenty of elements of stark black and white, and that's what I'm aiming for here as well. 

Also—one thing I realized about playing Old Republic is that I really like the non-Force using 
classes. Some of the source material (prequels and Clone Wars in particular) made such a big deal out of 
the Jedi, that they seemed to be the real movers and shakers in the galaxy, while everyone else had to 
play second fiddle. I didn't get that vibe nearly as much from the original trilogy. It is absolutely my 
intention that a highly capable bounty hunter or gunfighter—a Cad Bane, or Boba Fett equivalent, for 
example, would be completely capable of going toe-to-toe with a Jedi or Sith and expecting that they 
could win. I'm not going to fall into the trap that Lucas more and more fell into of making his villains too 
cartoonishly incompetent. That leads to stupid things like Obiwan thinking that it's a good plan to just jump 
out in the middle of a meeting of all the bad guys and saying, "Well, hello there!" and that actually being a 
good, workable plan because his antagonists are so incredibly stupid and bumbling, and he's so 
incredibly cool. This is, of course, only good game design to make all classes potentially equal, but it 
stands more and more at odds (at times) with the source material, so it needs to be explicitly mentioned, I 
think. 
 

Character Generation  
Stats 
Characters in Star Wars m20 have three stats, Strength (STR), Dexterity (DEX), and Mind (MND.) To 
generate stats, simply roll 4d6 three times. Drop the lowest die from each roll and add the other three 
together to get a "high 3d6" and apply the scores as desired to the three stats. The stats are in traditional 
D&D format, i.e. 3-18, but what really matters most of the time is not the score, but the bonus. Each stat 
bonus is equal to the stat's value minus 10, and then divided by 2; rounded down. First level hit points are 
equal to your STR score (not STR bonus.) Your AC is a derived stat (i.e.,not rolled) that is equal to 10 + 
your DEX bonus plus any armor, race or class bonus, + ½ of your character level rounded down. 

The above is the standard stat generation method, but GM’s should be aware that there are a few 
other options.  A more "heroic" swashbuckling approach would be to allow the players to roll four stats, at 
4d6, and ignore the worst one. This gives two levels of insulation from bad rolls, and should increase the 
average stat considerably. If desired, instead of rolling, you can take the standard PC array of 16, 13, and 
11, but this must be decided before stats are rolled, if so. NOTE: This is the standard PC array, but it also 
applies to "heroic" NPCs or villains. Standard NPCs have a standard NPC array of 10, 10, 10. 
 
Skills 
Characters in Star Wars m20 have access to five skills—Communication, Physical, Subterfuge, 
Knowledge, and Use The Force (or simply Force.) The skill rank for every character is equal to your level 
plus any class or race bonuses. A skill check is made by rolling a d20 and adding both your skill rank and 
the stat bonus applicable (your GM will tell you if it isn't very obvious) against a DC set by the GM. Saving 
throws are treated as skill checks, i.e., a Fort save would be (usually) a STR + Physical, a Reflex save 
would be DEX + Physical, a Will save against a Force power would be MND + Force. The GM, again, will 
tell you what applies, but those are general guidelines. Hacking a computer, to give another example, 
would probably be MND + Knowledge. 

Only characters who take the Force Abilities class ability can use the Force in terms of actually 
using Force powers. But all characters have rankings in the skill anyway, if nothing else, to use in 
resisting certain Force powers (which, as in d20 opposed skill checks, require both characters to make a 
check against each other.) 

All of the m20 skills equate to a few skills on the standard d20 skill list, but they are "collapsed" 
into fewer selections. So, for example, Communication is equivalent to Bluff, Diplomacy, Intimidate, etc. 
while Subterfuge can be used for such varied tasks as Hide, Move Silently, Disguise, Forgery, etc. For the 
most part, it should be obvious which of the skills on this simplified list apply to any given situation, but as 
in all things, defer to the judgment of your GM. 
 
Classes 
There are a number of class abilities available for your character.  There are no pre-fabricated classes, 
however—you simply pick two class abilities.  I do provide some sample classes, but you are not 
restricted to using those;  you can mix and match class abilities as desired. There also isn't really a 



4 

 

mechanism to multiclass, so pick your concept, pick the class abilities that best suit it, and run with it. 
Given how rules-lite the system is, the a la carte class ability system is easily flexible enough to 
accommodate a lot of variety in concept anyway. As always, NPCs don't necessarily always follow all of 
these rules.  
 
Class special abilities: 

 Combat Bonus: +1 to Damage and attack at 1st level.  This increases to +2 at 4th, and +3 at 

8th. 

 Skill Bonus: +3 to a skill (Communication, Physical, Subterfuge or Knowledge) 

 Force Abilities: Although all characters have ranks in all skills, correlated to their level, unless 

you take this ability, you cannot use Force powers.  You can still use your ranks in Force 

defensively in some situations, such as to resist the effect of a Jedi Mind Trick, for example.  Your 

GM might also give you occasional uses of the Force even if you’re not Force sensitive; after all, 

all of the Rebel pilots would say, “May the Force be with you.”  

 Sneak Attack: add Subterfuge modifier to damage roll when sneak attacking.  May require 

successful subterfuge + Dex check to sneak up on the character in the first place. 

 Affinity: an affinity adds the ability to reroll a check if desired if it falls within the spectrum of a 

specialized area.  This includes (but may not necessarily be limited to): Vehicle Piloting, Vehicle 

Repair, Droid Repair, Computers, Medicine, Investigation, Nobility, Deception, Stealth, 

Wilderness Survival, Acrobatics, Force Use, and Demolitions. 

 Lightsaber Training: can use the Combat Bonus to attack and damage (as described above), 

but only when using a lightsaber.  The ability grants the use of the weapon as well, including the 

ability to make a new one during downtime if the original is ever lost.  Also, any character with this 

ability can, instead of attacking, deflect missed blaster fire back at anyone shooting at him (rolls 

as if making a blaster attack, can only apply to shots that target him but miss; hits still do damage 

as normal and cannot be deflected.)  If the character doesn’t move or take any other action, he 

can use his lightsaber to “fight defensively by adding +4 to his AC against blaster attacks.  Missed 

attacks when “fighting defensively” can be deflected. 

Some example class configurations: 

 Soldier: Combat Bonus and Physical Skill Bonus. 

 Scoundrel: Sneak Attack and Subterfuge Skill Bonus. 

 Expert: One Affinity and Knowledge Skill Bonus. 

 Knight: Lightsaber Training and Force Abilities. 

 Gunslinger: Combat Bonus and Affinity Demolitions 

 Bounty Hunter: Combat Bonus and Sneak Attack 

 Agent: Sneak Attack and Affinity Stealth 

 Sith Witch: +3 Force and Force Affinity 

 There isn’t really any way to create any type of Knight other than using the sample Knight class, 
since the lightsaber and Force use take up the two class abilities, leaving no room for anything else.  
Tough.  Knights are supposed to be rare and unusual, not commonplace with a variety of styles.  This, of 
course, is contrary to the class selection in Old Republic, which has no fewer than half of the options as 
varieties of Knights.  Also; taking the Lightsaber Training without the rest of the Force abilities is 
technically possible, it would be really weird.  I would expect instead that a fighter who uses a lightsaber 
but who isn’t a Knight (say, Pre Viszla from The Clone Wars when fighting with the darksaber, or perhaps 
General Grievous) would instead be built with the Combat Bonus class ability and would have simply 
acquired a lightsaber that he uses. 
 
Races 
Pick a race for your character. Because in Star Wars, all races tend (mostly) to be just regular people in 
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funny masks, any characteristic can apply to any race if desired (subject to GM approval.) But feel free to 
try and play your race to type, or at least to construct it to type. Picking a race is an a la carte option in 
m20 Star Wars. Rather than picking a race and applying preset bonuses, you can decide exactly what 
being a member of a given race means. The system for constructing race bonus is to use two Racial 
Template Points (RTP) and add them to your character at creation. The same RTP can be taken, if 
desired, more than once. One RTP is equal to either: 
 

 A +1 Stat bonus (requires taking twice to get a for sure +1 to the bonus if you are adding it to a 
stat that is already an even number. While this could be considered subject to "abuse"; I 
personally don't believe that this type of abuse of the chargen system is serious enough to try and 
worry about alternatives to "fix" it.) This could also include a +1 to AC as natural armor, even 
though AC isn't a "stat" per se. 

 Two skill points (i.e., +2 to one skill of your choice, or +1 to two skill bonuses of your choice.) 

 A special trait or ability (usually an affinity, as described above in the Expert class. If a character 
has the same affinity for both race and class, allow them to reroll twice! They clearly really want to 
be good in that area, and are spending character generation capital to do so at the expense of 
something else.) 

 Another special ability, which can be designed to suit, if desired.  Here are a few samples: 

 The ability to breath water as well as air. 

 Retractable claws which allow you to climb vertical surfaces 

 The ability to see in the dark as if you have biological night vision googles. 

 The ability to run twice as fast as a regular humanoid creature. 
 

Subject to GM approval, some races may give up the equivalent of a negative RTP to gain an 
effective third RTP, but I wouldn't do much of this. Otherwise, however, players are strongly encouraged 
to play around with this race system to create the customized version of their character that they want. 

 

 Human: +1 to all skills (except Force.) 

 Cereans: +2 to MND 

 Duros: +1 to DEX and Pilot affinity 

 Gamorreans: +2 to STR 

 Mon Calamari: +1 to MND and ability to breath water or air equally 

 Trandoshans: +1 to STR and +1 to natural AC 

 Zabrak: +1 to DEX, +1 Physical and +1 Knowledge 

 Wookie: +3 to STR, -1 to MND (NOTE: Uses the rule above that I recommended against doing 
much of. But a few exceptions here and there don't bother me much.) 

 
       Droids can also be created using the rules for RTP. Droids cannot be Knights, and have no Force 
skill ability. They do not receive stat increases upon leveling as biological characters do, but in return are 
immune to mind-influencing powers and several physiological conditions which are problematic, if not 
fatal, to biological creatures (such as lack of atmosphere.) They never age or die as long as they are 
maintained. Here's a few sample droid types: 
 

 Protocol droid: +2 Knowledge and +2 Communication 

 Combat droid: +1 to DEX and +2 to Physical 

 Astromech: Vehicle Repair affinity and Computers affinity 

 Super battle droid: +2 STR 

 Keep in mind that droids seen in the movies are a combination of their racial traits and the 
equipment that they're built with. Super battle droids would have heavy armor, while regular battle 
droids would not, but that's a case of their built in equipment, not their racial stats. PC droids 
should be allowed similar flexibility (as can PCs of other races, of course. Equipment is an 
important part of modifying stats in any d20-like game.) 

 
       Droids must make a STR + Physical "fortitude save" (or DEX + Physical "reflex save" in the case of 
an area effect, such as a grenade) when hit with an ion attack. If they fail, they will be shut down. To be 
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reactivated, they usually just need to be switched back on and then make a STR + Physical save (or have 
the character switching them on make a MND + Knowledge check DC 15) to quickly bypass the power 
outage caused by the ion attack.  Otherwise, the droid is incapacitated for the duration of the combat. A 
damaged droid with access to the necessary tools (and in some cases, someone else to make the 
repairs, but usually they can do it themselves) heals like a normal character.  
 
Level Advancement 
In general, characters advance when the GM says that they do, rather than against some formula of 
antagonists defeated. I expect in normal play to treat advancement as happening once every 4-5 
sessions or so, but that can be sped up or slowed down to taste and depending on the desired length and 
scope of the campaign overall. I do not anticipate ever having a campaign go higher than 10th level, so it 
becomes an effective level cap on the game and on characters. 

Every time a character levels, he gains the following advantages. 
 

 +3 hit points 

 +1 to all attack rolls 

 +1 to all skills 

 On levels divisible by three (3, 6, and 9) add one point to STR, DEX or MND (except for droid 
characters.)  If adding a point to STR, this will also cascade to your hit point total. 

 On each even numbered level, remember that your AC increases by +1 as well. 

 Remember that characters with the Combat Bonus or Lightsaber Training class abilities gain an 
additional +1 to attack and damage at level 4 and 8. 

 

Combat  
All characters have a number of hit points (hp) equal to their STR score (not STR bonus) and +3 per level 
beyond 1

st
 level. Successful attacks against a character, as well as certain other conditions, will remove 

hit points temporarily. When a character has reached 0 hp, the character is unconscious and near 
death—the character can take no further action in this combat. Any additional damage beyond what takes 
the character to 0 hp directly reduces the STR score. If STR reaches 0, then the character is permanently 
dead. Most NPC antagonists follow these same rules, but certain NPC antagonists are considered 
"mooks" (also minions, goons, spear-carriers, etc.) and are not meant to keep fighting after being hit. 
These characters don't have any hit points, and any successful attack in combat will automatically kill or 
incapacitate them outright. A good example would be most stormtroopers and battle droids. They are, 
however, assumed to have all of the other stats as any other character. A super battle droid could be a 
mook who goes down with only one successful hit, but because he has heavy armor and a high STR, he 
still makes a more formidable opponent than a regular battle droid. 

Each round of combat is conducted in initiative order. Roll 1d20 + DEX for each character to 
determine initiative order; the character with the highest roll goes first, then the character with the next 
highest, on down until everyone has moved, at which point you return to the first person in order and do it 
all again until the combat is over. Resolve any ties by comparing the DEX score. Everyone can do two 
things during a combat round, (1) move and (2) a move equivalent action, which can be another move, an 
attack, deflect a blaster bolt (if a Knight using a lightsaber), use a skill, etc. All checks or attacks target a 
Difficulty Class (DC); either a skill DC for skill checks, an opposed skill check result for opposed skill 
checks, or the target's Armor Class (AC) for attack rolls. Although a move is considered 30 feet, I'm not 
interested in using a battle-mat, or overly tactical combat, so that's more of an abstraction than anything 
else. Remember how you used to play D&D back in the 80s without mapping out combat unless it got 
really excessively complicated due to lots of opponents? That's how Star Wars should feel—combat is 
fast and loose and swashbucklery, not static and grid-based and miniatures game like. To facilitate this, 
unlike in D&D or most other d20 games, it's not assumed that you must Move and then take your move 
equivalent action (be it an attack, using the Force, or whatever)—rather, you are assumed to do them at 
the same time during your turn in the combat round. This means that in d20 terms, all characters are 
automatically assumed to have the equivalent of the Spring Attack feat.  
 Although most of the time this doesn’t matter, in case it ever does, the assumed length of a 
combat round is six seconds. 
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Melee attacks are made as a STR + To Hit (usually equal to your level—see Character 
Generation section, but for characters with the Combat Bonus class ability it can be higher). Add your 
STR bonus to damage as well.  Ranged attacks are made as DEX + Attack Bonus. This includes both 
shooting a blaster (or other gun) as well as throwing something, such as a grenade. If a natural 20 is 
rolled, you do not need to confirm a critical hit, you automatically do double damage (roll damage dice 
twice, don't just multiply the result of a single roll.)  If a natural 1 is rolled, you automatically miss, no 
matter what the total of your bonuses may be. 
      You may also take damage from other things than simply combat attacks. Here's a few examples: 
 

 Falling: A character takes 1d6 damage for every ten feet fallen. You can reduce this damage by 
trying to land lightly by making a DEX + Physical skill check with a DC equal to the number of feet 
fallen. This will result in only half of the damage taken (rounded up.) The Force Surge power can 
be used to negate falling damage altogether, assuming that there is a steady place to land on 
below and the distance isn't crazy. 

 Hazards: When falling into a hazard, such as spikes, or something like that, add +1 point to the 
falling damage for every ten feet fallen, max +10. 

 Poison: Make a STR + Physical skill check to avoid the damage caused or for half, depending on 
the poison. The effect depends on the specific poison. 

 Extreme Heat or Cold: If not wearing suitable protection, make a STR + Physical skill check once 
every 10 minutes (DC 15 + 1 per previous check), taking 1d6 damage on each failed save. 

 
Healing 
Characters heal, i.e. gain back hit points every hour equal to the number of their character level, or twice 
this with medical care. To gain the benefits of medical care, you must rest for the entire hour; i.e., stop 
doing action-movie type stuff. Once per session, a character can automatically heal themselves of half of 
their total hp as a "second wind." Characters who have taken damage beyond that of their hit points but 
who are not dead (i.e., characters who have taken STR damage, as detailed above) automatically return 
to 0 hp’s after a combat is over. STR damage does not carry over from combat to combat. 
 
Chases 
Related to combat is another staple of the action movie (and Star Wars as well)—the chase scene. When 
one character chases another (either on foot, or in a vehicle) the first thing the GM needs to do is decide 
how far apart they are. Characters make opposed checks of Physical + DEX (or Agility + DEX for a 
vehicle.) Whoever wins the opposed check improves his positioning vs. the other participant by his 
movement allowance. So, if he's running away, he would widen the gap by his movement. If he's chasing, 
he'd close the gap. Movement (in most cases) is 30 feet for characters on foot. In addition to running, 
characters can attempt to take other actions, such as fire off a shot with a blaster, dodge through a crowd, 
knock over crates to throw off pursuit, dodge crates that the person you're chasing knocked over, etc. For 
these types of actions, use GM rulings to adjudicate—but skill + stat checks for most of them will work. 
Successful attacks will do damage, as in combat, whereas tactics to slow pursuit may throw pursuers off, 
force them to make a check to see where you're going, or automatically lose their chase check if you 
knock them down or something like that. 

When a chase is successful is also highly situation dependent. In an open plain or on the Dune 
Sea, you can see for miles and can conceivably chase someone for miles. In a crowded street, it may be 
easy to lose pursuit. Again, as always, the GM rules based on the situation at hand. Usually if a pursuer 
catches his prey, the scene changes from a chase scene to a combat scene. 

If for some reason you have a character who's extraordinarily fast, give them a bonus on Chase 
check results equal to +1 for every 10 feet of movement they normally have over 30 ft (rounded down to 
the nearest 10 feet.)  

 

The Force  
Although all characters have a Force skill rank (except droids) only characters with the Force Skills class 
ability can actually use Force powers. Using any Force power costs 2 hit points (because it's tiring and 
wears you out to rely on it too much) and requires a skill check of 1d20 + Force + the applicable stat 
bonus. Sometimes the DC that a character is trying to hit with his Force check is an opposed Force 
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check—even for Characters who cannot use Force powers themselves, they still have a Force skill rank 
which they can use in opposed Force checks. Other times, it's a static DC set by the GM. 

For simplicity sake, there are only ten listed Force powers, which correspond to almost all of the 
Force action seen in the movies, TV show and video games. There may be other Force powers referred 
to obliquely, or in Expanded Universe material. There are no rules for them here, if so, but if desired, they 
can be homebrewed into the game with GM approval and involvement. Some powers listed here are 
traditionally considered "dark side" powers in other games you may have read, but my interpretation of 
the Dark Side is that it's more of a plot device than anything else; i.e., it should be used as a roleplaying 
tool, not a mechanics tool—your GM will work with you on what the consequences are of using the Dark 
Side, if any.  

When using the Force in combat, you must make your Force skill check first. If you fail the check, 
you still lose the hit points—it always costs 2 hp to use the Force, but the opponent would incur no ill 
effect since the check failed. Some powers can be used against multiple targets. That's OK, but there is a 
-2 penalty to the Force skill check for each additional target beyond the first, and it costs 1 extra hit point 
per each additional target beyond the first. So, for example, attempting to Force Push five battle droids at 
once would incur a -8 penalty on the check (which must be made separately for each target) and would 
cost 6 HP regardless of the outcome. 
 

 Force Move: Force + MND check vs. Physical + STR or DEX (usually whichever is better) of the 
target, if used as a Force Push against an opponent. Force Push inflicts 1d4 damage per attacker 
character level, and knocks the opponent to the ground. The opponent suffers a -4 to AC until 
they can use a Move action to stand back up. This can also be used to pick up and hurl objects, 
or to have objects (such as a dropped lightsaber) come to you when "called." Hurled objects 
typically do 1d4 or 1d6 damage (depending on the size) to whomever they hit. It also typically 
takes both a Force Move check and a Ranged Attack check to both successfully pick up an object 
and hit your opponent with it. It's a difficult thing to do, which is why when Vader does it to Luke 
it's pretty impressive. You don't see a lot of Knights trying something that complicated too often. 

 Force Surge: Force + MND vs. static DC set by the GM. Useful for the amazing feats of speed 
and leaping common to Knights. Failure consequences depend on the degree of failure, i.e., if 
you just miss your check on a Jump, you don't reach your goal and may have to jump again. If 
you blow it by a larger margin, you may hurt yourself falling in the attempt (see rules for falling in 
the Combat section.) This one is very situational in terms of what the penalties for failure might 
be, although a good GM should use the source material as a guide and not be overly punitive. 
This is supposed to be an application of the Force that allows Knights to be superheroic and 
swashbucklery, and that requires a fairly generous interpretation both of DCs and the 
consequences of failure or else you'll discourage your Knights from acting like Knights. 

 Battle Mind: Force + MND check. For every 10 points on your check, the character gains a +1 to 
attack, damage and AC for the duration of the combat. For example, if a 7th level Knight with a 
+2 MND bonus rolls a 10 on a d20 (for a total roll of 19) he would gain +1 to attack, AC and 
damage, but take 2 points of damage, as normal. If he had rolled an 11, for a total of 20, he would 
gain a +2 to damage, attack and AC. 

 Negate Energy: Force + MND check—DC equal amount of damage taken. By taking the standard 
2 points of damage, the character can negate the damage from one energy source. Unlike with 
other Force powers, the character can Negate as many attacks per round as he has HP to spend 
on activating the power without any penalty for multiple targets. It also can be done passively 
when it is not the character's turn, but it does cost a combat action to use. If used passively in this 
manner, when the character gets his next turn, he can still move, but is considered to have 
already spent his other action on this Force power. Obviously, this is only desirable to do if the 
damage is higher than the 1d4 points, and the player does not mind giving up his next action. 
This can also be used outside of combat to walk through fire, or an irradiated room, or something 
like that.  The most obvious example of this from the source material is Darth Vader negating the 
attacks of Han Solo’s blaster in Cloud City. 

 Force Grip: "I find your lack of faith disturbing." A Force + MND check vs. a Physical + STR 
check. If successful, the target suffers 1d4 damage per character level. 
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 Force Lightning: Force + MND vs a DEX + Physical to dodge the attack, or a Force + MND to 
oppose, absorb or block the attack (for example, on your lightsaber blade.) The target of a 
successful check takes 1d6 damage per level of the attacker. 

 Stun Droid: Force + MND vs. Physical + DEX or STR (whichever is better.) Treat this Force 
power as if it were an ion attack; droid targets which do not make their save are shut off. 

 Mind Trick: Force + MND vs. Force + MND (even characters that cannot use Force powers have 
a Force skill ranking that they can use to oppose Mind Tricks.) A simple opposed check in which 
the character can make a suggestion seem amazingly reasonable. The GM may impose, as with 
any skill check, situational modifiers that may apply if the target thinks the suggestion is 
outrageous or over-the-top. 

 Farseeing: Often a Force + MND against a static DC set by the GM to see a person or place in 
the past or present, or even glimpses of possible futures. The GM can also roll checks against 
this out of combat in secret to give the player clues or hints about things going on around them 
(such as sensing an old master or enemy nearby.) 

 Telepathy: Force + MND against a static DC set by the GM to implant a message without 
speaking (and possibly across great distance). The message is usually short and fairly simple, 
and comes with no compulsion to act on it. Receptive minds may grant a circumstance bonus to 
the check (i.e., Luke trying to contact Leia so she can pick him up before he falls off the bottom of 
Cloud City) while resistant or unwilling minds may cause a penalty, at the GM's discretion. 

 
            Using the Force outside of combat is a simple skill check, and since you're outside of combat the 
hp cost is usually irrelevant and therefore not applied, although NOTE: this does not mean you can use 
the Force without consequence on something like Battle Mind right before a combat starts. Don't try to be 
a rules-lawyer, the GM is the final say, and I can't imagine a GM that would think that's OK. If you're in the 
midst of a tense scene of some kind, although not combat per se, your GM may rule that you take the hp 
damage regardless, because it may become very relevant if you are at risk of being involved in combat 
soon. 

Static DCs are meant to reflect d20 standard DCs, in which a DC of 15 is a reasonably "average" 
task; difficult and requiring some degree of expertise, but should not be beyond even the capabilities of 
most lower level characters. Anything in the single digits is almost not worth rolling (unless the 
consequences of failure are suitably dramatic) and anything around 25 or more is a fairly epic task that 
only higher level characters should feel confident that they can accomplish. For example, Luke pulling his 
lightsaber out of the snow when hung upside down in the wampa cave probably wasn't difficult (DC 5) 
whereas pulling his x-wing out of the swamp was probably at least a 25 or 30 DC task—which is why 
Luke failed and Yoda—a much higher level character—did not. 

Finally, all characters may occasionally use The Force at the GM’s discretion to represent the 
power of Destiny aiding the heroes.  To do this, make a Force + MND roll, even for characters who do not 
normally have the use of Force powers vs. a DC set by the GM (as normal, 15 is a normal DC, while 
anything less is supposed to be less challenging, and anything higher is considered to be more 
challenging.  If the Force + MND check is successful, then the character can have a +10 bonus to any 
following check or save.  This can be done once per session per character at most.  It’s best if the Force 
+ MND roll is made prior to the check in question, although occasionally a GM may wish to have this 
ability to save a character who made a flubbed roll.  I caution against this.  If you’re not willing to let your 
characters fail rolls prior to them making them, then you probably shouldn’t call for a roll in the first place. 
 
Design notes: 
At the bargain price of 2 HP per power use, Knights and other Force-using characters start out somewhat 
weak but become more powerful as levels progress. But, because I cap the game at 10th level, the real 
runaway force prodigies, like Yoda or Sidious, may not really be creatable without breaking the rules and 
going higher level, or perhaps giving them a unique Affinity to using the Force that reduces their HP cost. 
I don't recommend that for player characters, unless you desire a campaign in which Knights are much 
more dominant. The rules as written are meant to maintain a more equal balance between the classes. A 
side effect of this is that Force Powers may not be used as frequently in combat as they are sometimes 
are in the movies.  In reality, the incidence and effectiveness of Jedi powers waxes and wanes in the 
movies, depending on the mood of the creator, or Lucas himself most likely at the time he’s writing that 
particular scene.  In particular, there’s a rather sharp divide between the tone of Jedi powers in the 
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Original Trilogy vs. the much more overtly superheroic use of them in all of the material that has followed.  
These rules follow the paradigm of the Original Trilogy much more closely than they do of the later 
material.  Although I don’t recommend it, because it will throw out game balance between Force users 
and non-Force users, to replicate the Prequel trilogy paradigm, or that of any of the material that’s 
followed the Prequels, get rid of the hp cost to use Force powers and allow Force users to use them with 
impunity. 

 
Equipment  
In any Star Wars game, equipment is going to be an important component of the game. All characters 
begin with a certain number of credits: 1,000 + 3d4 x 100 credits.  Characters with the Lightsaber ability 
receive 3d4 x 100 credits (but start play with a lightsaber, and the ability to make a new one for free 
during "down time" if their starting lightsaber is lost.)  Characters with the Nobility Affinity start the game 
with 2,000 + 3d4 x 200 credits. 

Characters use this starting wealth to purchase starting equipment. During the course of play, 
additional wealth and equipment will no doubt fall into the character's hands. It's often a fine line to walk 
between an overly generous Monty Haul GM and an overly stingy Mr. Scrooge one. As the GM, try to use 
the source material to be your guide when it comes to what kind of equipment and wealth a character 
should be expected to possess and use. You may be surprised to find that it's more generous when 
viewed that way than you think. 

 
Melee Weapons 

Weapon Damage Cost Comments 

Knife 1d4 25  

Club 1d6 15 Includes gaffi sticks 

Sword 1d8 60  

Staff, spear or pike 1d6 65  

Vibroblade 1d10 250 An electrified weapon that vibrates to do additional damage 

Electrostaff 2d8 3000 General Grievous' magnaguards use these 

Vibroax 1d10 500  

Lightsaber 2d8 special Not normally for sale; see Lightsaber Training class ability 

 
Ranged Weapons 

Weapon Damage Cost Comments 

Slugthrower 
pistol 

2d4 250 Fires a solid projectile; i.e. a bullet 

Blaster pistol 2d6 500 Fires a short blast of plasma. 

Ion pistol DC 15 250 Does not do normal damage, but cuts power to droids 

Heavy blaster 
pistol 

2d8 750 Type of gun Han Solo carries 

Blaster carbine 2d8 900 Type of gun stormtroopers and battle droids carry 

Slugthrower rifle 2d8 30 Fires a solid projectile; i.e., a bullet 

Blaster rifle 2d8 1000 Fires a short blast of plasma 

Ion rifle DC 20 800 Does not do normal damage, but cuts power to droids 

Flamethrower 3d6 1000 Shorter range than blasters; usually within 30 ft. 

Bowcaster 
(blaster) 

2d10 1500 
In the movies, this weapon is unique to the wookies, while in The Clone 
Wars at least one other character has one 

Blaster cannon 2d10 3000 
Usually mounted on a tripod, but can be slung a la the Republic troopers 
in The Old Republic 

Heavy repeating 
blaster 

3d10 4000 

Can be used to target up to 3 targets in one round, but if so, splits the 
damage dice, i.e. 1d10 to target 1, 1d10 to target 2, 1d10 to target 3. 
Can also, of course, apply all damage to a single target. 
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Missile launcher 6d6 5000 
Can be shoulder fired, although it makes for an interesting touch to 
integrate it to armor and fire it from your back like a Mandalorian. 

          Stun Damage: Blaster weapons in the Star Wars universe can be set to Stun instead of Kill. To 
stun, make a normal ranged attack, but increase the weapon's damage dice by 1 (so for example, a 
blaster pistol would do 3d6 instead of 2d6 Stun damage.) The target must make a Physical + STR (i.e. 
Fortitude save) with a DC equal to the Stun damage dealt, or be stunned for a 3d4 minutes. 
 
Grenades 
Grenades are thrown via a ranged attack. Because they are somewhat imprecise, a direct hit is not 
necessary—any attack that misses by less than 5 is considered "close enough." Grenades might also hit 
more than one opponent if they are bunched closely enough, at the GM's discretion. 
 

Weapon Damage Cost Comments 

Frag grenade 3d6 200 Treat thermal detonators as having the same stats. 

Ion grenade DC 20 300 Does not do normal damage; see discussion above on ion damage . 

Stun grenade 4d6 100 Does stun damage only; see discussion above on Stun damage. 

 
Armor 
There are so many types of armor in the Star Wars universe, that I will make no effort to categorize all of 
them. Rather, armor is a customizable commodity; you spend your credits and get the bonuses and 
advantages that you pay for.  

A few other notes about armor: 

 Light armor has an armor bonus of +1 to +4. 

 Medium armor has an armor bonus of +5 to +7.  Any stealth rolls in medium (or heavier) armor 
and any Force power use will have a -5 penalty to the DC when used in armor this heavy.   

 Heavy armor has an armor bonus of +8 or greater. Very few characters in Star Wars ever wear 
heavy armor (except for some droids) as not only does it increase the penalty noted above to -8, 
it also invalidates the DEX bonus to AC that characters normally get. It's just too big and bulky! If 
you feel like you need it, you probably need to talk to your GM about why the campaign is so hard 
and non-swashbucklery.  Either that or you’re playing an unusual character who is not hampered 
by any of those drawbacks, like a super battle droid. 

 Armor is expensive! Only fairly successful characters (like Boba Fett) or ones issued military gear 
(like Clone Troopers or combat droids) tend to have really complicated armor. That said, for 
characters who want to have it, GMs should keep that in mind and make it available. Level 1 
characters, though—probably not going to start out with Mandalorian battle suits anytime soon. 

 Weapons can be added to most armors for the cost of the weapon +50 credits to integrate it to 
the armor. This bonus makes sure that you cannot be disarmed by any means (other than 
breaking your armor, I suppose.) Mandalorian battle armor would have an integrated blaster pistol 
on one arm, flamethrower on the other arm, and missile launcher on the back, for example. To 
create the same thing, buy the Mandalorian battle suit armor bonus (+6) below for 5000 credits, 
pay for the three weapons (500, 1000, and 5000 credits respectively), and pay 50 credits each to 
integrate the weapon into the armor. The total value of a typical Mandalorian battle suit would 
therefore be 11,650 credits. 

 

Armor 
Bonus 

Cost Comments/Examples 

+1 500 Orange flight suit the X-wing pilots wear. 

+2 1000 
Light helmet and padded suit; like the troops on Princess Leia's ship in the very first 
scene of the first movie. 

+3 1500 More thickly padded suit, like the Naboo troopers or the speeder bike scouts 

+4 2000 Battle droid armor from the Clone Wars era 

+5 3000 Stormtrooper or Republic trooper armor 

+6 5000 Mandalorian battle suits 
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+7 8000 Commando droid armor 

+8 12,000 Super battle droid armor 

+9 20,000 No examples from the source material 

+10 30,000 No examples from the source material 

 
There are a number of other enhancements that can be added to armor besides simply the armor 

value. Some of these can also be purchased as stand-alone items, rather than built into a suit of armor, 
but if integrated they incur a cost of +25 additional credits for the integration. This is not meant to be a 
comprehensive list, and many other items can be invented or used as needs dictate. This list is based on 
effect rather than item; more than one item could conceivably have the same effect, but mechanically it 
would be the same.  

 

Effect Cost Comments/Examples 

+1 to STR 2000 
Certain powered armor, including that of super battle droids. Armor must be at least 
Medium to have this bonus. 

+2 to STR 5000 
Comes with high value powered armor. Armor must be at least Heavy to have this 
bonus. 

+1 to DEX 2000 
Certain powered armor, including Mandalorian battle suits. Armor cannot be Heavy 
and grant this bonus. 

+2 to DEX 5000 Certain powered armor. Armor must be light armor to grant this bonus. 

+1 to MND 2000 
Cybernetic head implant, a la Lobot. Cannot be used by a Force user, as the 
mechanics interfere with the Force. 

Perception 
affinity 

2000 Sensor antenna (as on clone trooper or Mandalorian helmet, or R2 unit). 

Computers 
affinity 

2000 Computer interface tool that R2 uses to plug into computers 

Other affinity 2000 
Various equipment could grant the effect of an affinity. Unless it's too good for some 
reason, the price is 2000. 

Individual 
shield 

10,000 

Able to be installed only on heavy armor or vehicles (so it is much more likely to 
appear on droids, such as droidekas where they are most prominently featured), 
energy shields provide Damage Reduction 10 against blaster weapons, meaning that 
10 is reduced from the damage caused by any such weapon for every attack. 

 

In addition, the following equipment can be installed into a suit, or used as is, for the price listed. 
For most of these the use is either obvious, or the GM can dictate what it is. These are meant to be 
examples, not an exhaustive list. 

 

Item Cost Comments 

Commlink 50 Necessary for communication when not in face to face conversation distance. 

Signal jammer 2000 Usually installed in vehicles or ships 

Datapad 10 Can contain any data the GM needs it to. 

Holoprojector 500 R2 unit had one. "Help me, Obiwan Kenobi! You're my only hope!" 

Flashlight 5  

Rebreather 500 
Not suitable for the rigors of a full vacuum, but works underwater and in other 
hostile environments. 

Space suit 2000 For use in space 

Bacta tank 50,000 
Could potentially be used to bring a "dead" character back to life. Really a plot 
device rather than a mechanical feature. 

Winter coat 10 Necessary on a place like Hoth. 

Jet pack 2000 Allows flight. Built into Mandalorian battle suits 

Utility belt 250 Some minor tools, as well as a cable and grappling hook. Luke wore one to 
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swing across the gap, and Mandalorian battle suits have them integrated into 
the arm so the rope can be shot out. To use a rope/grapple, requires a DEX + 
Physical check. If it is integrated into the armor, you gain a +2 to the check. 

 
Let's see if I can pull all of this together, shall we? Here's an example. To create the classic fully-

loaded Mandalorian battle suit, as seen on Boba Fett, Jango Fett, and the Death Watch soldiers, you 
need to start with +6 Medium armor (5,000 credit base.) The battle suit has three integrated weapons, 
and each has a cost of 50 credits to install above the cost of the weapon itself. The blaster pistol is 
therefore 550 (500 + 50), the flamethrower is 1050 (1000 + 50) and the missile launcher is 5050 (5000 + 
50.) That brings the total for the armor so far to 11,650. Mandalorian battle suits also grant a +1 to DEX 
(2000) and come equipped with scanners, which grant the Perception affinity (2000 + 25). This brings the 
total to 15,675. Adding in a commlink (50 + 25) a rebreather in the helmet (500 + 25) the jetpack (2000 + 
25) and the utility cable (250 + 25), we get a grand total of 18,575 credits for a suit of Mandalorian battle 
armor. 

That's pretty pricey, but if you consider that we never see anyone in one who's conceivably lower 
than the mid-levels (and maybe quite a bit higher, for that matter) it can serve as a very rough guide of 
what a higher level character should be able to afford. I envision someone like Jango Fett, for example, 
has the armor above, two heavy blaster pistols, the Slave I, and is probably about a 7th or 8th level 
Soldier or Gunslinger (whereas Boba Fett, when he appears in the Original Trilogy has mostly the same 
equipment, except a blaster carbine instead of two heavy pistols). 

As a very rough guide, a character should have equipment worth about his level x 3,000 or 4,000 
credits to him, but that guide is meant to be very rough, and could vary considerably according to style. 
But keep in mind, that scrounging for equipment doesn't really ever seem to be an issue with any 
characters we ever see in the movies. This is one occasion where erring on the side of generosity will feel 
more true to the source material rather than erring on the side of stinginess. And that guideline isn't good 
for much other than a very rough estimate of how I personally would do it.  

The converse consideration is that characters loaded down with tons of stuff doesn't really feature 
in the movies either. A ship, maybe a speeder—these are big expenses, and where characters have them 
(as probably most should after a few levels) that makes loading up on armor or other equipment a bit 
more tricky. Another "sink" for credits besides ships and/or speeders would be a droid cohort, and droids 
can be pretty pricey if you load them up with gear and equipment. A standard astromech droid can be 
created (as probably a 1st level expert and a ton of equipment listed here, including several affinity 
packages will easily be a several thousand credit sink. Depending on the format of your group of PCs, 
you might want to consider allowing the PCs to have a droid or two as a cohort, probably a couple of 
levels lower than the PCs, and probably not combat focused droids. An astromech, for example, is an 
invaluable resource to the players, and frankly also to the GM, who can allow the astromech to "soak up" 
all kinds of challenges due to their specialties, so the PCs themselves can just say, "R2, see what you 
can do with it" and expect R2 to provide some kind of solution.  Droid cohorts should cost 5,000 credits 
per level, plus whatever equipment they also have. 

And finally, expensive gear like battle-suits, ships and droids can get damaged, or even 
destroyed, requiring the PCs to spend their money all over again. Be careful about how you do this so the 
players don't feel like it's a punitive gesture, and you can get away with bleeding off accidentally overly 
generous credit allowances to replace a droid or fighter that got totally scrapped in a major combat. 
 

Starships  
Starships are at the heart of most Star Wars games. The ability to travel from planet to planet, and the 
need to engage in ship to ship combat defines, in many ways, the franchise. It's also notable that every 
single Star Wars movie (and most games) ever start off with the opening crawl in the stars, which then 
floats down gently into a view of spaceships doing something... in combat, or at least traveling 
somewhere. Without spaceships, your Star Wars game will feel significantly less like Star Wars.
 Spaceships in Star Wars don't have a price. I have no idea how actual Star Wars movie 
characters get their ships (other than Han Solo who won his gambling), so Star Wars GMs should keep in 
mind that making characters skimp and save to get a ship isn't really the Star Wars way—when they need 
one, they have access to one. Whether or not the ship lasts the entire campaign or needs to be replaced 
at some point is, of course, up to you. Keep in mind that Luke told Han Solo, "Ten thousand? We could 
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almost buy our own ship for that!" I take this to mean that small, used, and possibly in poor condition 
ships can be had for about 15,000. Newer models of the same can go for 20,000. Any ship worth having 
other than a small fighter is going to be up from there. I'd have the Millennium Falcon go for no less than 
50,000—and keep in mind that although somewhat hot-rodded, it was still a piece of junk. Characters will 
never be buying anything that large unless you run a game that's more about commerce and other boring, 
non-Star Warsy things than it is about action. But if you need some rough guidelines as to ship prices, 
that should be close enough. 

As with Armor (see Equipment) spaceships start with a "chassis" and then you add extra 
equipment to them as needed. For the most part, the GM should build these up into various models—it's 
rare that a character would have the chance to make "a lot of special modifications" yourself unless 
you've had the ship for a long time, and have the cash to acquire some nifty goods. 

Ship to ship combat is important in Star Wars. Ships usually have, as characters do, a move 
action, and then another action for every full "slot" that they have. A ship can make a "full run" action, in 
which eliminates the use of a slot action (such as firing a weapon.) Slots are areas in which equipment 
can be placed—like guns or photon torpedo launchers, or something like that. Dogfights are operated 
more like chases than combats (see Combat for details). Slots with weapons in them can be fired if 
someone is available to operate the weapons. The pilot can usually operate one weapon in addition to 
piloting. If he wants to operate equipment in any additional slots per action, then there needs to be a co-
pilot, or gunner, or someone else around to do it. R2 units can count for this total. 

To use a ship, you often make checks against the ship's stats, not the characters’, due to the 
limitations of the equipment on the ship. Ship stats are similarly compressed and simplified; ships have a 
Hit Points stat, an Agility stat, a Sensor stat, an Armor class (AC) stat, and slots for additional "special 
modifications." The AC stat is derived from 10 + the Agility stat plus any shields or armor added to the 
ship (if any—in many cases there won't be any.) The maximum amount of armor that can be added to a 
ship is equal to half of the Hit Point score. Here is a small list of typical actions you can take in a ship, and 
how to resolve them: 

 

Action Resolution 

Perform a tricky maneuver in a dogfight Pilot's DEX + Ship's Agility 

Shoot Gunner's DEX + Weapon bonus 

Outrun an enemy Pilot's DEX + Ship's Agility 

Scan for ships hiding in an asteroid field User's MND + Ship's Sensor 

 
The following are the basic "chassis" that can be used to make ships. They are generalized rather 

than specific, to reflect the vast diversity of spaceships operating in the galaxy. 
 

Ship size Hit Points Agility Sensors Slots Example or Comments 

Small 16 +7 +1 5 A-wing or Jedi fighter 

Medium 24 +5 +2 10 X-wing, Y-wing, or B-wing 

Large 32 +4 +3 20 The Millennium Falcon, Padme's Naboo Cruiser 

Huge (frigate) 40 +3 +4 30 
Jedi ship that Qui-Gon and Obiwan arrived on in The 

Phantom Menace 

Gargantuan 
(cruiser) 

48 +2 +5 60 Star Destroyer or Jedi Cruiser 

Colossal 
(station) 

55+ +1 22+ 100+ 
Giant ships like the Malevolence, or Super Star 

Destroyers. The Death Star, at about maximum size 

 
The following list of equipment can be used in slots. Ships don't have to use all of their slots. 
 

Name Slots used Modifiers Damage Range 

Armor 1 +2 AC - - 

Shields 1 Damage Reduction/2* - - 

Engines 1 +1 Agility - - 
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Engines (large ship) 2 +1 Agility - - 

Engines (frigate) 5 +1 Agility - - 

Engines (cruiser) 7 +1 Agility - - 

Engines (station) 10 +1 Agility - - 

Hyperdrive 5 Allows hyperspace travel - - 

Laser cannon 1 +1 1d6 medium 

Twin lasers 2 +2 2d6 medium 

Quad lasers 3 +2 4d6 medium 

Ion cannon 4 +3 special medium 

Proton torpedoes 1 -5 4d8 short 

Missiles 3 -3 3d8 long 

Heat seeking missiles 3 +5 3d8 short 

Turbolaser 3 +1 2d10 long 

Heavy turbolaser 4 +1 3d10 long 

Turbocannon 5 +1 4d10 long 

Heavy ion cannon 6 +1 special long 

Tractor beam 5 +1 special short 

Sensors 1 +1 Sensors - - 

Passengers 1 5 seats - - 

Passengers 3 20 seats - - 

Cargo 1 5 tons - - 

Cargo 2 20 tons - - 

Cargo 3 50 tons - - 

 
          Special: Ion cannons disable one of the target's systems for 1d6+10 rounds; heavy ion cannons 
target up to 3 systems. While extremely dangerous, they are also bulky and rare, and don't do any direct 
damage. Tractor beams allow the ship to make a grab on another ship. To pull a ship into your docking 
bay against the will of its pilot, make a successful hit with a tractor beam, then make an opposed check of 
the two ship's Hit Points + Agility. As you'll see, the larger the ship, the more difficult it is to escape a 
tractor beam. The tractor beam on something like the Death Star is practically inescapable by a normal 
ship, even a large one. 

The Damage reduction of shields is the amount of damage that is ignored from most types of 
attacks. For example, if you have taken shields in 3 slots for your ship, and have DR/6, then for every 
attack, you ignore 6 points of damage. If the attack rolls up 10 points of damage, you only take 4. If it rolls 
up 5 points of damage, you don't take any at all; your shields protect you entirely. 

Range is not strictly defined. Use GM judgment to determine what is short, medium or long range. 
As always, use the movies as your guide. 

Smaller vehicles, like speeders, swoops, bikes, tanks, or whatnot can also be approximated using 
these same rules. Make them smaller—a standard speeder will have 10 hit points, +7 agility, +0 sensors 
(which is why having an R2 unit or something is handy) and 1-3 slots. Swoops and speeder bikes will 
have 5 hit points, +8-9 agility, no sensors at all, and only 1 slot. While, naturally, such vehicles can't travel 
through space, the chase and vehicular combat rules are generic enough that you can still apply them 
just fine without modification.  
 

Setting Intro 

STAR WARS 
Episode n 
OUT OF DARNESS 
More than a thousand years after the prophecy of the CHOSEN ONE was fulfilled, the galaxy is 
emerging from the chaos of a lengthy DARK AGE. The old governments and institutions are gone 
and new ones struggle to find their place as they rise from the ashes of the old. 
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Emerging superpowers, many with their own traditions of knights who use the mystic power of 
THE FORCE threaten to break the tense peace of a brooding cold war, and the looming threat of 
TOTAL WAR casts its shadow across the stars.  In this tense environment, feisty bands of 
independent entrepreneurs, including budding force talents that belong to no standard knightly 
tradition, emerge on to center stage of the galaxy, caught up unawares in a political gambit where 
they will find themselves pawns of the nefarious SITH LORDS and their allies the Nightsisters to 
bring the Revanchist Republic and the long-standing Bern Monarchy to war... 

 
So… as the opening crawl above states, “my” Star Wars setting is fairly far removed from the 

movies in time, much as the Old Republic setting is far removed from the movies in time. Knights of the 
Old Republic—the original game is what gave me the idea. It’s not a unique idea; as I was developing my 
first pass at this setting several years ago, Dark Horse announced Star Wars: Legacy, and I picked up 
Issue #0, only to see that they’d either (1) totally used the same idea I had, or (2) totally come up with 
better ideas than I had! So, I took the former as confirmation that the ideas were good, and the latter as 
opportunities to improve my own setting. 

But there are a number of key factors that are significantly different from what Legacy did that 
need to be addressed. 

 I’m way farther out in time than Legacy. Wookiepedia makes a big deal of the fact that the Legacy 
comic books take place 125 (or so) years after Jedi whereas mine take place a good thousand 
years later. There is no living memory of the events of Jedi anymore, and much of what 
happened has passed into legend, which means that truthful details have often been lost in favor 
of fanciful or politically expedient ones. 

 Jedi vs. Sith is, of course, the core conflict of any canonical Star Wars story (with the exception of 
some of the more scoundrelish stories, of course) but I’ve expanded that conflict greatly. My 
original idea was that the Jedi Order had something happen to it much like what happened to the 
Christian Church, where it went from centralized and common to splintered by something not 
unlike the Reformation. Stealing the idea of the Imperial Knights as one of the most important of 
the factions, I still went with the notion of more independent and varied traditions of Force and 
lightsaber wielding Knights. More conflict always makes for more drama and fun, after all. 

 Although Star Wars is famous for being pretty black and white, the prequels really changed that 
(frankly, the original trilogy had a bunch of that going on, but it was on slow simmer back then.) 
The Jedi were not really always portrayed as being wise, just, and good—although I think that 
sometimes the lack of that portrayal was accidental and based on George Lucas’ weakness as a 
storyteller rather than because he was really trying to introduce moral complexity to the series. 
My version of the story will tread a middle ground between black, white and grays—not unlike the 
Old Republic games, I’d think, except hopefully less corny. 

 The Star Wars franchise has, at various times, had different feels and tones over time. I’m aiming 
mostly for the feel and tone of the first movie or two—Flash Gordon swashbuckling space 
fantasy, with some of the darkness and conflict of Empire but not the attempted (and failed) 
seriousness of, say, the prequels. More action and swashbuckling, less philosophy and self-
righteous preachiness. More handwavey and fast-paced rather than hard science fiction and 
thoughtful. Star Wars is, after all, the “science fiction” that introduced parsecs as a unit of time 
(instead of distance in space) and referred to “hydro-spanners” (water wrenches?) 

 Legacy had to account for Expanded Universe stuff. I don’t. I actually take a perverse pleasure in 
watching stuff like the Clone Wars or Rebels cartoons skewer EU material (and then, curiously, 
have EU custodians bend over backwards to try and retcon the Clone Wars into the EU without 
changing it, even when it makes no sense whatsoever. The treatment of Mandalorians, Rodians 
and Dathomir in particular are subject to this problem—the Clone Wars clearly went a totally 
different and incompatible direction on those than the EU, but the EU tried to digest the Clone 
Wars without changing. The result is satisfying to no one.) For my purposes, canonical material is 
the theatrical release movies (counting the Clone Wars pilot theatrical release), the Clone Wars 
and Rebels cartoon shows, and as a junior tier (and therefore more subject to change at my 
whim), the Old Republic material from the three computer games with that name. In reality, none 
of that really matters all too much, because by setting the game 1,000 years in the future from the 
older material, I’ve removed it sufficiently that I don’t have to explain why any detail doesn’t show 
up—after all, it’s 1,000 years later and lots can have changed. 
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 Rather than the open warfare of the Galactic Civil War, I’ve got more of a Cold War environment 
with lots of players—the Monarchy, the Revanchist Republic, the Sith Empire, the Hutt Cartels, 
the Mandalorian Confederacy, the Corporate Conglomerate, etc. Again, this is more about giving 
me lots of opportunity to set up conflict, and the ability to make it a bit more varied than just 
Rebels vs. Stormtroopers and Jedi vs. Sith all the time. This also a bit of a noirish bent to Star 
Wars normally—organized crime has played an important role in the franchise from the very 
beginning. And much of it has to feel like a wild and wooly Old West in space—certainly Mos 
Eisley, that “wretched hive of scum and villainy” comes across that way. 

 

Knight Orders  
Gray Marshals: The personal agents of King Maddav Bern, the Gray Marshals are famous for 

their devotion to the Monarchy. They operate with a great deal of independence in their role, and often 
can be seen on their own. Only fully trained Marshals are allowed in the field, so there’s really no good 
reason for a squire (called padawan by some other orders) to be out on assignment.  While on duty, and 
not incognito, Marshals are famous for their black flight suits and their silver or white lightsabers. 

Jedi (Orthodox): The goal of the Orthodox Jedi is to recreate the old Jedi Order from before the 
Purge. Seeking out clues and lingering evidence of how the Order used to operate, the Orthodox Jedi are 
too involved in their own concerns to be overtly political, as other orders are. Orthodox Jedi usually travel 
in their errands by twos—a knight and a padawan together. Although not required, most Orthodox Jedi 
use blue lightsabers, whereas Skywalkers prefer green. But that’s merely a preference, not an absolute. 

Jedi (Skywalkers): Rejecting the rigid dispassion of the original Jedi Order, the Skywalkers 
believe that the compassionate and activist stance of Anakin and Luke is the way to balance the Force. 
They take their name as well as their approach from the order founded by Luke following the Battle of 
Endor. Closely associated with the Revanchist Republic, the Skywalkers are famous as do-gooders 
throughout the galaxy. They’re infamous for doing so with smugness, self-righteousness and a heavy-
hand all too often, however. And a closely guarded secret of the order is the large number of Skywalkers 
who fall to the Dark Side… 

The Cyborg Order: Knights who supplement their fighting abilities with cybernetic 
augmentations, as did the Chosen One himself, or so they imagine. In reality, these Knights tend to more 
closely resemble General Grievous than Darth Vader. They are loosely associated with the Corporate 
Worlds and their combat droid armies, making their resemblance to the erstwhile general even more 
pronounced, although not deliberate. Because of their location in the galaxy, they can more easily access 
yellowish lightsaber crystals, which grow naturally on Yuggoth, an icy planet in the Corporate Sector, 
making yellowish lightsabers more common amongst the Cyborg Order. 

The Nightsisters and Nightbrothers: This insular and secretive order has grown tremendously 
since its days of isolation on Dathomir, where Count Dooku nearly destroyed them overnight during the 
Clone Wars. Now, a galaxy-wide cult who settle in isolated enclaves and cells throughout the galaxy, 
Nightsisters and their odd relationship with the Nightbrothers, can be found on many wild and often 
inhospitable planets. Many are allied with the Sith Empire, although the Sith obviously have their own 
order of knights as well. Nightsisters and Nightbrothers do not typically use lightsabers, although some of 
them have discovered the ancient secrets of making darksabers, and more and more this antique-style 
weapon is showing up in the hands of Nightbrothers in particular. 

Sith: After the disastrous risk to the order was revealed if the apprentice kills the Master and 
doesn’t ascend to his place (i.e., the death of Darth Sidious) those who have attempted to follow in the 
footsteps of the old Sith order have looked much further back to the ancient Sith Empire rather than the 
more recent age of the Rule of Two as their model. The master/apprentice dynamic is still important to the 
Sith, but many such pairings exist throughout the galaxy, reporting loosely to a Dread Council of Arch 
Heretics, and the Sith Emperor himself. The Sith are infamous for their red lightsabers, made of synthetic 
crystals. However, because synthetic crystals are often easier to come by than natural ones, seeing a red 
lightsaber is not necessarily a clue that you’re looking at a Sith Knight anymore. 

Independents: In addition to these major (and many other minor) Knightly orders, there are a 
great many individuals who can use the Force as their ally, and who carry lightsabers or similar weapons. 
Some have trained with an Order, but turned their backs to its traditions, while others have sought out 
solitary masters who follow esoteric codes or traditions, and some very few are even self-taught. Because 
of this, there is no way to generalize what an independent knight looks like, thinks like, or what his 
philosophy may be, but they are indeed varied and often strange.  
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Political Groups  
The Bern Monarchy: Following the Battle of Endor and the subsequent rise and fall of the First 

Order, the Empire was dealt what appeared to a be a mortal blow, but things are never, of course, so 
simple. Much of the Imperial citizenry—especially the military—saw themselves as the heirs of a glorious 
tradition stretching back thousands of years into the age of the Old Republic. If Palpatine and Snoke were 
bad seeds, well that didn't invalidate generation after generation of tradition. Surrendering to barbarians, 
anarchists and malcontents—as they saw the Rebel Alliance—or the traitors who colluded with them in 
the old Senate and elsewhere, was never going to happen. Seeing themselves as heirs to the Old 
Republic through the unfortunate hiccup of the Empire and then the First Order respectively, this ancient 
tradition evolved into the Monarchy. While not nearly as vast as during the heyday of the Old Republic, 
the Monarchy is still one of the largest and strongest of the superpowers in the galaxy. Protected by the 
Gray Marshals, paramilitary agents capable of standing toe to toe with Sith or Jedi, the Monarchy is well-
provided for with its own Force and lightsaber wielding Knightly tradition. 

 Capital: Raxus Secundus (former capital of the Separatist Confederacy, seen in the Clone Wars 
episode "Heroes on Both Sides." 

 Leader: Maddav Bern, King 

 Military: Stormtroopers and others, fleets of thirteenth generation Star Destroyers, Gray Marshals 

 Alliances and Enemies: The Monarchy sees the Sith Empire as its primary rival for power, and 
the Republic as its primary ideological rival. It has a relatively friendly relationship with the 
Mandalorians. 

 Galactic Control: Between direct control and allied systems, about 15% of the galaxy owes some 
degree of allegiance to the Monarchy. 

 Cultural attitude towards Knights: The Gray Marshalls are an enshrined, official organization. 
Because of their tradition of strong loyalty to the Monarchy, they are viewed with a great deal of 
respect throughout the Monarchy's territory. Other knights are viewed with suspicion or outright 
hostility, especially the Jedi. Echoes of the ancient perception that the Jedi betrayed the Republic 
and carried out the Clone War in defiance of the will of the people remain strong. 

The Revanchist Republic: The direct heir to the New Republic established by Mon Mothma, Leia 
Organa, and the rest of the architects of the Rebel Alliance, the Republic has had many generations of 
hardship. While many of the Rebels and later the Resistance were well-meaning idealists who wanted 
nothing more than a restoration to the way things were before Palpatine, it was clear that too many in 
both groups were little more than scoundrels, pirates, and other opportunists who took advantage of the 
chaos of the Galactic Civil War to line their pockets with what plunder and pillage they could. Following 
short periods of relative peace, the Republic was plagued by periods of violence and anarchy, not unlike 
an extended comparison with France following the overthrow of the Bourbon monarchs. After being 
reduced to a mere handful of Core worlds, the Republic finally got its act together and started 
aggressively retaking former territory, "liberating it" from whatever "tyranny" might have been occupying it. 
This revanchist policy has been adopted officially as its new name, the Revanchist Republic, an 
emerging, feisty superpower—-not really a rival yet to the Monarchy or the Empire, but a growing power 
nonetheless. 

 Capital: Coruscant 

 Leader: Mon Organa, Supreme Chancellor 

 Military:"Freedom" troopers, and Calamari built fleet, association with the Skywalker Knights 

 Alliances and Enemies: the truculent and often self-righteous approach of the Republic has won 
them little in terms of friendships, but they have cool alliances of convenience at times with the 
Monarchy, the Hutts and the Mandalorians. The Republic sees the Monarchy as a continuation of 
the Empire that they claim responsibility for overthrowing many generations ago, and the Sith are 
greatly disliked for obvious reasons. 

 Galactic Control: Was down considerably, but as the revanchist movement gains some ground, 
about 10% of the galaxy owes some degree of allegiance to the Republic, albeit sometimes 
somewhat grudgingly. 

 Cultural attitude toward Knights: The Jedi (both varieties) and some independent Knights keep a 
low profile, but are usually viewed favorably, if a bit warily. The Republic hates Sith knights, with 
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the belief that the Sith overthrew the Old Republic, of which the Revanchist Republic claims to be 
the true heir. 

The Sith Empire: Centered on the ancient capital of Dromund Kaas, the Sith Empire may be the 
most powerful polity in the galaxy—although that often works to its disadvantage when no other group 
trusts them, and they are often "ganged up on" both diplomatically and militarily by wary other 
governments who find tenuous alliance in restraining the ambition of the Sith. But the Sith are patient in 
their ambition to rule the entire galaxy, and are seemingly content to hold strongly to their existing territory 
and advance slowly over their opponents over the course of generations. Black-garbed Sith soldiers bring 
a measure of order to the galaxy, or at least so say the Empire's apologists. And drawing from the ranks 
of both Sith acolytes as well as their allies the Nightsisters and Nightbrothers, the ranks of Force-using 
knights who serve the Empire's interests is considerable. 

 Capital: Dromund Kaas, the ancient Sith capital during the Old Republic age, reclaimed and re-
established again. 

 Leader: The Sith Emperor, name unknown 

 Military: black or chrome garbed Sith troopers, a powerful Armada, sometime alliances with 
Nightbrother and Nightsister warriors, and Sith Knights, the most feared "face" of the Empire. 

 Alliances and Enemies: Occasionally allied with the Mandalorians, the Sith, as the biggest guys in 
the galaxy and the most feared, infrequently find common cause with any of the other 
superpowers. 

 Galactic Control: Some 20% of the galaxy either belongs directly to the Sith Empire, or is part of a 
somewhat looser protectorate puppet government 

 Cultural attitude toward Knights: Knights are viewed with fear and great respect. Citizens tend to 
believe that Jedi, Gray Marshals and other knights are not unlike Sith knights, except in their 
politics. In this, they understand little of the differences between the light and dark sides of the 
Force. 

The Corporate Sector: In the chaos of the Dark Age, many large corporations were more stable and 
less corrupt than most governments. And in a large reach of the Inner Realm worlds, the corporations 
essentially became the government. Providing a high quality of life to those citizens willing to combine 
civil service and their careers together, the Corporate Sector has beat back all attempts by traditional 
governments to integrate them fully. Protected by vast droid armies and loosely allied with the many 
knights of the Cyborg Order, the Corporate Sector may indeed be mercenary—by definition even—but 
that doesn't mean that they're more corrupt or heavy-handed than any other government. The watchword 
of the Corporate citizens is professionalism in all aspects of life. 

 Capital: various regional capitals, but the artificial planet known only as HQ is often seen as the 
center of Corporate policy 

 Leader: various CEOs and Presidents, but Lord Alfram Roole is the most important and 
charismatic face, who frequently speaks for the entire Corporate sector 

 Military: both militia troops and vast hordes of battle droids, often led by allied Cyborg Order 
Knights 

 Alliances and Enemies: Rarely overtly aggressive, the Corporate Sector groups often have a 
tangle of alliances of various types with all of the powers. They are among the most likely to do 
business with the Sith 

 Galactic Control: Some 10% of the galaxy owes some form of allegiance to the Corporations 

 Cultural attitude towards Knights: Knights are viewed warily, although some come to be seen as 
trustworthy and able advisors or consultants, particularly those of the Cyborg Order. 

Hutt Cartel: Infamous as making up the dark tentacles of a seedy underworld throughout much of the 
rest of the galaxy, there also is a patch of the galaxy where the Hutt's rule as undisputed masters 
continues as it has without change for millennia. Rather than strong traditional military, the Hutt's have 
relied on each Hutt master's private militia, often consisting of eclectic and unusual companies of 
mercenaries. This disunity might be seen as weakness, and certainly seldom have the Hutt's engaged in 



20 

 

overt acts of conquest or military adventurism, in reality the Hutt's maintain a strong enough presence that 
their place has not been seriously threatened in generations. 

 Capital: Nal Hutta 

 Leader: Various, but the Hutt Council of Lords speaks for the entire group 

 Military: private militias of various Hutt Lords, accompanied by purchased battle droids and 
mercenaries 

 Alliances and Enemies: a long association with the Mandalorians has dwindled somewhat in 
recent years, but the Hutts find their most likely common cause still with them. They occasionally 
engage in Machiavellian alliances with the Sith as well. 

 Galactic Control: About 5% of the galaxy owes allegiance to the Hutt space. 

 Cultural attitude towards Knights: Knights are viewed with respect for their abilities. Knights that 
are strongly associated with one of the political groups are viewed warily, but not because they 
are knights, but because they are so strongly associated as agents of their government. A 
number of independent knights, belonging to minor orders, or even no order at all, operate here 
as mercenaries, bounty hunters, and other types of fringers. 

The Mandalorian Arm: Following the disastrous collapse of Duchess Satine's well-meaning but 
foolishly naive pacifist regime, the Mandalorians looked more to their glorious and storied warrior past on 
which to model their society. Death Watch themselves were still seen as an equally dangerous extreme 
as Satine's pacifism, yet the evolving Mandalorian society grew to resemble Death Watch more than 
many realized. Initially allied strongly with the Hutts, the Mandalorian Arm—so known because its territory 
is centered on one of the spiral arms of the galaxy—has grown in power and prestige so that it can treat 
with the other Great Powers as an equal. Although some Mandalorians are born with the genetic 
predisposition to be Knights (as are most groups in the galaxy), there is no real tradition of force-user 
training amongst them. Rather, a fully trained and equipped Mandalorian supercommando can fairly be 
considered the equal of any Knight in combat without using the Force—a point of pride for Mandalorian 
soldiers. 

 Capital: Mandalore 

 Leader: Jerec Vizsla, of the ascendant Viszla clan 

 Military: Both regular troops and fleet, as well as the elite supercommandos 

 Alliances and Enemies: The Mandalorians are at open war with no one, but their tendency to deal 
more with the Hutts and Sith than anyone else will has made them somewhat untrustworthy in the 
eyes of the Republic and the Monarchy. Still, supercommando mercenary groups, while not 
officially part of the governmental military (their first allegiance is to their own clan) can be seen 
across the galaxy in the employ of many 

 Galactic Control: About 5% of the galaxy recognizes some level of sovereignty of the 
Mandalorians, although in some cases that's a very loose client or vassal arrangement. 

 Cultural attitude towards Knights: Knights are respected for what they can do, but Mandalorians 
take great pride in their ability to match a knight in one-on-one combat without using the Force at 
all (replacing Force abilities with technology in their supercommando battle-armor, usually, as 
well as intense training.) Mandalorians are generally tolerant of knights who are not acting overtly 
as agents of another super-power, however. Many independent knights make their homes in 
Mandalorian space, where they are less likely to come into unnecessary conflict with others. 

Independents: The largest plurality of worlds in the galaxy belongs to none of the super-powers at 
all. Certainly, some smaller multi-system polities exist, like the Chiss Ascendency, or others, but all of 
them are small enough that they do not control an appreciable percentage of the worlds catalogued in the 
galaxy. Some of these are able to maintain independence by virtue of their own strength, either diplomatic 
or militarily, such as Umbara and the Chiss. In many ways, these independent governments are like 
smaller versions of the Mandalorians or the Hutts. Others have managed to eke out a precarious 
neutrality because their neutrality is valuable to one or more of the super-powers. These systems are 
living on borrowed time, however, if the Cold War erupts into a hot war, in which case the treaties that 
guarantee them their neutrality will likely be ignored by aggressors. And finally, many worlds manage to 
hold on to neutrality simply by virtue that they are small and unimportant enough to fly under the radar of 
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the superpowers. If they lack any significant strategic or tactical benefit, and don't have any resources 
that are vital, they can manage to stay neutral, and can even hope to do so in the event of a greater war. 

 Galactic Control: About 35% of the systems in the galaxy are not allied with any super-power at 
all. 

Locations 1,000 Years after Return of the Jedi 
A list of a few select locations in the Star Wars canon, including what's happened to them in the 

1,000 years since they were last seen in the movies. 
Coruscant:  Coruscant currently is the capital of the Revanchist Republic. Like a modern day 

Jerusalem, its significance to various political groups is huge. To the Bern Monarchy, it rankles that 
Coruscant doesn't belong to them, since they see themselves as the unbroken continuation of the Old 
Republic through the Empire and into the Monarchy. To them, it is naturally their home planet as well. 
About 300 years ago, Tiranos Bern, a distant ancestor of today's king, Maddav Bern, declared a Crusade 
to liberate Coruscant from the hands of the Republic, which was at that time weak, riddled with corruption, 
and political infighting. The Monarchy held it for twenty years even, although the insult of losing their 
capital finally united the Republic into a semi-cohesive whole. With the recapture of Coruscant, they 
officially became the Revanchist Republic, and their revanchist agenda took off, putting them at open war 
with the Monarchy and the Empire both. It's to their credit that they were even able to survive that time at 
all, much less thrive and grow, until peace settled again uneasily over the galaxy. 

Coruscant remains a world rife with political division, class and social division, and more. 
Dissidents, terrorists, activists, and other malcontents lurk under the surface, and the grim and 
overcrowded underworld of Coruscant is still an easy place in which to get lost, either on accident or on 
purpose. The bright and classy world of the surface is a different world altogether from the dingy and 
anarchic underworld, which is patrolled insufficiently by law enforcement to be little better than a wretched 
hive of scum and villainy. Criminals, political malcontents, and spies make up a shocking percentage of 
the population. 

The Senate still remains in power, and their rebuilt Senate building strongly resembles the former 
one. The Jedi temple is now a public park, though. The Skywalker Jedi operate frequently on Coruscant, 
but have smaller, more modest temples scattered throughout the planet. Orthodox Jedi also live here, 
and some even tend the old temple, although they have been unsuccessful in their attempt to sue for its 
return to their order. 

Tatooine: Once famous as a semi-lawless place, far from the bright center of the galaxy, and 
ruled by the Hutts and other gangsters, Tatooine has undergone quite the transformation in the last 1,000 
years. Oh, it's still harsh desert, with the Dune Seas covering much of the surface, and the Jundland 
wastes cover other large areas. And it's still lawless. If anything, it's in fact quite a bit more lawless than it 
was under the Hutts. 

As the home world of both Anakin Skywalker, the Chosen One himself, and his son Luke, who 
redeemed him and together brought balance to The Force, Tatooine has become a major pilgrimage site 
for knights, historians, and more who all want to see what makes this hot wasteland so special. Indeed, 
some have developed philosophies that the harsh environment is what led to the strength and fortitude of 
the Skywalkers, and would-be utopian communities of various stripes dot the surface here and there. 
Some of them thrive, after a fashion, but many more wither and die as their philosophical fervor fades and 
they move on to other things, or fall prey to sand people... or worse. 

Many of those who now live on Tatooine either serve the needs of the pilgrimage tourist trade, or 
parasitically feed on it. Tatooine is still a dangerous place, and one haunted by mercenaries, bounty 
hunters, criminals and worse. While the Hutts gave up on the planet in disgust rather than fight Jedi 
pilgrims over such paltry resources as the planet afforded, the only powers to fill in the void left by their 
departure have been regional and highly unstable. One does not ask which crime lord is ascendant on 
Tatooine, one asks which crime lord is ascendant today. 

Raxus: Two planets make up this system. Raxus Secundus was once the Separatist Confederacy 
capital.  Although abandoned at the end of the Clone Wars, the Monarchy later appropriated and 
renovated Raxus Secundus, and the Separatist government buildings now make up the bulk of the official 
buildings of the Monarchy's bureaucracy. The Bern palace is even located on Raxus Secundus, which in 
spite of being the home of such bureaucracy and the seat of so much power, remains a somewhat rural 
locale, with rolling plains unspoiled by over-development, by tradition. The Bern monarchs in general 
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have decreed that it be retained as a kind of garden or preserve world, and the current monarch, Maddav 
Bern, has reiterated that policy. 

Raxus Prime, on the other hand, remains an industrial wasteland, a dumping ground filled with 
junk and sludge. However, the remains of ships and droids means that Raxus Prime is an important 
source of resources, and salvage crews and salvage droids scour the surface of his planet with regularity. 
In the past, Raxus Prime was quite lawless—following the fall of the Separatist Parliament, the entire 
Raxus system fell into disfavor. Now, being so close to the capital of the Monarchy, the Bern's would not 
tolerate Raxus Prime as a lawless junk world, however. Security remains fairly tight on Raxus Prime. 

That said, it is only lightly inhabited and insufficiently patrolled to be completely foolproof. Raxus 
Prime remains a beachhead for the seditious, smugglers, and more. 

Dathomir: Dathomir was the original home of the related cults of the Nightsisters and 
Nightbrothers. When Mother Talzin and Nightsister Asajj Ventress meddled in the affairs of the Sith Lord, 
Count Dooku during the Clone Wars, they incurred his wrath. He sent General Grievous with an invasion 
force to wipe them out, and nearly succeeded (although Mother Talzin, Ventress, and a few others did 
escape the initial massacre. See Clone Wars season 4 episode "Massacre" for details.) 

This ended up not being the end of the Nightsister and Nightbrother cults, however. The 
Nightbrothers were untouched by the massacre, and given the low numbers of the sisters after the 
massacre, the Nightbrothers were able to start dealing with them from a position of greater strength. The 
subservient position of the brothers relative to the sisters started to change. 

Also, after the near massacre, the cults decided to establish new cells throughout the galaxy, 
rather than be grouped together all in one location. Today, the Nightbrothers and Nightsisters cults are 
relatively common, and knights from both can be seen throughout the galaxy. Although the cults have 
largely grown together into a single cult, they still retain the formal distinction for tradition's sake. The 
sisters are more likely to be the sorceress-type archetypes, while the brothers, following in the example of 
Darth Maul and Savage Opress, are warrior knights, wielding traditional red lightsabers, or more likely, 
darksabers. Although occasionally uneasily allied with the Sith, the Nightsisters and Nightbrothers remain 
completely separate cults from the way of the Sith, and in general do not acknowledge the superiority or 
authority of the Sith Dread Council or the Sith Emperor, except politically. 

Despite this spread of the Nightsibling cults, Dathomir remains their home planet, and many  
make pilgrimages there at some point in their careers. Thriving colonies of Nightsisters and Nightbrothers 
remain still on Dathomir. Their allies, the Sith, are occasionally welcome, as are—on rare occasions—
knights of other orders. But the cults have become wary of other knights, and avoid or attack them most 
often, rather than deal with them. 

Ilum: Ilum was the traditional place where Jedi found their lightsaber crystals during the Old 
Republic, and up through the Clone Wars. Following the Jedi purge, Emperor Palpatine had the Jedi 
temple on Ilum destroyed. Luke Skywalker was, in fact, unaware (or at least unable to travel to) Ilum 
when he had to create his own lightsaber. Because of this, Jedi following in Luke's footsteps and tutelage 
were much more likely to use synthetic crystals, given that natural crystals were very difficult to find or 
use. 

Synthetic crystals also led to a wide variety of color variation, although many Orders of knights 
eventually tried to settle on a color that was "theirs", in particular to try and separate themselves from 
other Orders. 

Today, most of the major orders have settled on a crystal color. The Orthodox Jedi, though, in 
accordance with their stated goals of recreating the entire process and practices of the Jedi Order prior to 
the Purge, have reclaimed Ilum, and in fact have their primary temple and headquarters located in the 
ruins of the old temple, which they've largely renovated and repaired. The Orthodox Jedi tend to have 
blue crystals, most of the time, but they strongly dislike using synthetic crystals, and Ilum is their preferred 
crystal location. 

Other orders are not typically welcomed on Ilum, and that lack of welcome often manifests as 
outright hostility. 

Hoth: As a major battlefield of the Imperial era wars, Hoth gained a bit of notoriety many centuries 
ago, and it's now no longer a world that is greeted with a blank stare or a shrug when mentioned.  That 
doesn't mean that much in the way of valuable resources have been found here. Hoth has a few small 
communities, that mostly cater to smugglers or other ne'er-do-wells, much as Admiral Ozzel believed the 
rebel base to be.  But a few hardy gas miners have discovered that chemical reactions deep under the ice 
have produced stores of tibana gas, and other useful gases that can be converted to fuel. There isn't 
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exactly a Tibana Rush on the planet, but a few solitary, independent types manage to eke out a 
reasonably comfortable living on Hoth even so. 

And occasionally rumors will float about that some independent knight has discovered crystal 
caves where lightsaber crystals grow naturally on Hoth, as they do on the ecologically similar Ilum. This 
has never been officially confirmed; if any knights are finding crystals, they're keeping that find close. But 
knights do occasionally arrive here to scout out the planet, and occasionally come into conflict with each 
other. The locals often look at the arrival of a knight as if it were the arrival of a potentially dangerous and 
notorious gunfighter in an Old West town. They are respectful, but try to encourage them to move on as 
much as possible. and prefer to keep them from coming into conflict with each other as much as possible 
too. 

Mandalore: The domed, glass-like cities of Mandalore have continued to grow. The ruined 
ecology of the planet, and the white, sterile sands of areas like the Sundari Wastes, continue to dominate 
the planet, but slowly... ever so slowly... it has started to make a comeback in small pockets. Plants, 
imported from Concordia, have started, first as carefully tended private gardens, and finally growing into 
self-sustaining preserves. 

Mandalore today is the capital of Mandalorian society, but no longer its single locus. As the power 
and influence of the Mandalorians grew, so too has the area which they claim. Colonists, encouraged by 
cultural and governmentally induced incentives, have spread rapidly, procreated wildly, and Mandalorian 
culture is now "native" to dozens of nearby systems. Many other systems have sworn vassalage to the 
Mandalorians, and collectively this entire area is known as the Mandalorian Arm of the galaxy. The vassal 
states are not truly considered Mandalorian themselves, at least not by Mandalorians, who are very 
particular about their cultural and ethnic purity. Although there have been some conversions of non-
Mandalorians into Mandalorian culture and mixed race marriages, by and large the original Nordic 
Mandalorian ethnic group remains as it was during the Clone Wars. Quasi-religious cultural traditionalism 
has enforced an extraordinary level of cultural stability into the Mandalorian way of life in a way not unlike 
that of the Ashkenazi Jew. 

Many of the Mandalorian vassals or clients have taken to imitating many aspects of Mandalorian 
culture, including developing their own traditions of battle-suits and mercenary military service. These 
clients are careful not to copy the Mandalorian template too closely, as the Mandalorians are very zealous 
about the uniqueness of their battle-armor, and dislike too open imitation as disrespectful and gauche. 

A curious fact is that the descendants of many clones, decommissioned after the Empire was 
defeated at Endor, have made their way to this area. Although not per se part of Mandalorian society, 
they see somehow a connection (through Jango Fett, a shadowy historical figure who the clones look to 
as an ancestor, and who the Mandalorians look to as an imitator and source of some shame.) The 
relationship between the ethnic Mandalorians and the ethnic clone descendants is somewhat strained on 
occasion, yet remains an interesting dynamic, as they number at least as many as the Mandalorians 
themselves in Mandalorian territory, and have their own traditions of martial excellence. While outside of 
Mandalorian society proper, they still retain a somewhat favored position as a largely pluralistic segment 
of society that cannot be ignored, and who have, by tradition, maintained a military cohesiveness that 
rivals that of the Mandalorians themselves. 

Nal Hutta: This slimy swamp is the home world to the Hutts.  They keep it as a kind of preserve, 
though, and have strict immigration controls.  Much of the planet remains in a state of greenish-yellow 
swamp, overcast and undeveloped.  A few cities still remain, including Bilbousa, and it remains the capital 
of the Hutt Cartels.   

However, following the fall of the Hutts—albeit not for long—to Darth Maul and Death Watch’s so-
called Shadow Collective, the Hutts have diversified to protect themselves.  While most Hutt Lords 
maintain palaces on Nal Hutta, few stay there permanently, and many have spread throughout much of 
Hutt space, to make the Hutt Cartel as a whole less vulnerable to potential attack.  The Hutts, when on 
Nal Hutta, maintain a strong presence of mercenary bodyguards and militia, including—if they can get 
them—Mandalorian supercommandos and fallen or independent knights. 

Other than in the heavily armed Hutt palaces, however, Nal Hutta remains a relatively lawless 
place, with little in the way of government oversight.  Because of this, it prospers, but gangsters and 
organized crime remain a significant deterrent to ever truly expanding its trade and commerce base 
beyond items that are otherwise illicit or illegal throughout much of the galaxy.  Slave trading cartels, 
spice trading cartels and more make up much of Nal Hutta’s import/export business. 
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Nar Shaddaa: Nar Shaddaa remains much as it ever was; a kind of Monte Carlo, Las Vegas, 
Bangkok and Tortuga of the galaxy, all rolled up into one and under the control of the Hutts.  As a side 
note: much of the EU material, or Star Wars Legends canon, as its now called, calls Nar Shaddaa a moon 
of Nal Hutta, the galaxy map of Star Wars Insider #65 shows it as an independent planet, which is how 
I’ve chosen to treat it. 

Nar Shaddaa is a hotbed of political intrigue.  While it’s in Hutt Space and is loyal to the Hutt 
Cartel, it plays no favorites, and the Hutt’s famous general trend of neutrality between the three 
superpowers means that embassies and espionage from all three are commonplace in the dark streets of 
Nar Shaddaa.  It still has the same reputation as a wildly dangerous place that it’s always had, but now 
one with a particular partisan bent, as shadow wars rage in the streets between proxies.  All parties are 
careful to keep this activity at least marginally discrete, however, as the Hutts’ are only laid-back hosts to 
the degree that their own interests are not threatened. 

Moraband: While an important planet to the Sith for historical, archeological and cultural reasons, 
in reality there is little on the planet to tempt the Sith today, and they maintain it more as a curiosity than 
for any other reason. Many Sith knights make pilgrimages to the planet as part of their training, but few 
remain.  The ruins that once dominated the Valley of the Dark Lords are mostly stripped clean of any 
artifacts of interest or note, and many of the ruins toppled or defaced. 

The Sith tolerate a few unusual features about Moraband, however.  Several pirate and smuggler 
operations are here, known to the Empire, but not molested.  The inhabitants of these enclaves are 
particularly vicious and paranoid, as might be expected, since few of them know of the official tolerance 
for their activity, and they feel that they may be rooted out by feared Sith Knights and their black-garbed 
troopers at any time if discovered.  In truth, it’s not clear what the Empire tolerates them for, although it 
may be as simple as the fact that the harshly competitive meritocracy of this environment has been a 
good source of potential recruits for them; force sensitive pirates are trained as apprentice Knights, and 
those who are not become highly skilled agents-provocateurs for the Empire, often drafted into dangerous 
yet important missions on behalf of the Empire.   

The Sith also tolerate several villages of Nightbrothers and Nightsisters on Moraband, including 
some of the most important and centralized points of the cult.  While the Sith cult and the Nightsiblings 
cult have usually enjoyed friendly relations, it is not clear why this particular tolerance is allowed on what 
is a site important to the Sith cults’ heritage.  It is observable, however, that the Nightsiblings cult on 
Moraband has gradually migrated more and more into being one that resembles the ancient Sith cult 
itself.  It is believed by a very few who are aware of this phenomena that this tolerance may actually be 
part of a long-term conspiracy to draw the Nightsiblings cult directly into the Sith cult itself and merge the 
two.  The whispering of the Dark Side and the ghosts—rather real or echoed—of past Sith Lords who still 
wander the blasted badlands of Moraband may be instrumental in bringing this to pass. 

Dromund Kaas: The capital of the Empire is the ancient capital of Dromund Kaas.  It is much as it 
was during The Old Republic in many ways, although Kaas city has grown to encompass much of the 
surface area of the planet.  Very little of the old jungles remain 

In general, Dromund Kaas can be seen as a darker and much more militarized mirror of 
Coruscant as it was. 

 

The Force vs. Normals: How to Strike a Playable Balance 

          Star Wars has often been very much about the Jedi and the Sith. Luke's discovery of his heritage 
as the son and later apprentice of a Jedi, and his grand finale battle with the Sith Master Palpatine, can 
be seen as the over-arching story of the entire Original Trilogy. The prequels and The Force 
Awakens even more overtly deal with the Jedi—hardly a major character exists who isn't a Force-using 
Knight of some kind or another, and the story is designed to be told from the perspective of the Jedi, or at 
least a specific Jedi. The Clone Wars and Rebels TV shows are also primarily told from the perspective of 
the Jedi, and are about their doings. 

This focus partially obscures some things, though. In the Original Trilogy, Luke, Vader, the 
Emperor, and to a lesser extent Ben Kenobi and Yoda are the only knights that make any appearance at 
all. Many other characters are significant characters, like Han, Leia, the droids, etc. What's important here 
is that non-Force using characters can be pretty darn important to Star Wars, and in fact should be. You 
can see this in many episodes of the Clone Wars too—while overall the series is about the Jedi— 
especially Ahsoka and Anakin, many episodes barely feature them, or even don't feature any Jedi, Sith or 
otherwise at all. Star Wars: Rebels focuses on them somewhat less although it’s as much the story of 
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Kanan and Ezra reiterating the relationships of Obiwan and Luke to a great degree, and Ahsoka and the 
Inquisitors play a large role as well. 

Sometimes the writers (including George Lucas himself) lose sight of this, and make the Jedi both 
too good, too capable, and too important for anyone to stand up to them in any meaningful sense. But 
other times, it's quite clear that non-Force using characters can be the equal to a Jedi when they need to 
be. Jango Fett fought Obiwan to a standstill in Attack of the Clones. Highly skilled bounty hunters like 
Sugi, Embo, Cad Bane, and others showed themselves equal to the Jedi (or Sith) when they needed to 
be. Pre Viszla's duel with Darth Maul showed him to be highly capable, and he might have won, even 
though Maul was one of the most dangerous combatants in the galaxy. 

Of course, in order to do this, these characters almost become superheroes themselves. It's 
actually easy to see Embo as an alien Captain America, and Sugi as an alien Black Widow. The 
Mandalorians, with their tricked out supercommando battle armor, almost seem to be Iron Man like at 
times. 

But maybe this is the lesson in how to run Star Wars. The action is over-the-top. It is extremely 
swashbucklery, and borders on overt comic book like in tone and feel, quite frequently, even. It's easy to 
justify this superheroic action with the Jedi, because after all, they have the Force with them, which 
makes them superheroes. But when the plot dictates, anyone else can be just about as capable, either 
through intense training, fancy equipment, or a combination of the two. In reality, that means that highly 
capable non-Force users should be like Batman, Hawkeye, the Black Widow, or other characters, who 
while lacking overt superpowers, routinely are able to go toe-to-toe with actual superheroes as needed by 
the demands of the plot of the stories that they're in. 

And aside from any meta reasons to make characters be equal, it's only good fun for everyone 
involved if everyone is more or less balanced with everyone else. If one character is just so much more 
capable than everyone else that he ends up doing everything, and the rest of the players are relegated to 
being his sidekicks, that's not likely to be very fun for very long (ahem, Rey.) But, the tendency can be to 
bring knights down to a regular character's level, when what usually works better is to bring the other 
characters up to the knight's level, in terms of swashbuckling action. Let your scoundrels and fighters and 
whatnot be Embos, Sukis, Boba Fetts and the like—the Captain Americas and Batmans of the Star Wars 
setting—rather than making everyone feel an "action tax" dictated by your sense of what is more 
reasonable for real people to do. This isn't about real people. This is about Star Wars characters. 
Forgetting that and making things too difficult to accomplish, or penalizing those who want to attempt 
them, is at odds with the source material.  Star Wars is kind of wild, swashbucklery action in lieu of a 
more conservative, cautious approach. The latter may be some other game, including many people's idea 
of D&D, for instance. But it’s not Star Wars. 

When in doubt, and since it's now in Free-To-Play mode, check out The Old Republic. (Or watch 
some youtube videos to get a summary of the stories)  Only half of the character classes are Force users, 
and the bounty hunters, scoundrels, Imperial agents and Republic troopers don't suffer because of their 
lack of the Force. Rather, they're great examples of what Star Wars can be when knights aren't around. 

And, to add to this, Star Wars is filled with mooks. By this, I mean antagonists who aren't really 
meant to be terribly threatening, especially not on an individual level. From battle droids to stormtroopers, 
part of what makes the heroes seem so cool is the fact that they can mow through mooks with relative 
ease. Not impunity, but relative ease. Mooks don't have any hit points. Any hit at all and they go down. 
They slow down the heroes. They can threaten the heroes in large numbers. But to some degree, the 
whole point of mooks is to make sure that the heroes feel heroic. 
 

Monty Haul vs. Mr. Scrooge GM: Challenges and Equipment in Star Wars 

          Dungeon Magazine may have warned us against the Monty Haul style of GMing, which has 
influenced countless games of D&D (no doubt for the better.) But keep in mind this thought... 

At no point in Star Wars do I recall a character ever really needing some piece of equipment and 
not having it. When Luke and Ben need to fly to Alderaan, they divest themselves of their old 
landspeeder, and it's enough to get them there on the Millennium Falcon. When Luke suddenly finds 
himself on the wrong side of a chasm in the Death Star, well, voila!, he's got a rope to swing on in his belt 
(this isn't quite as cheesy as having bat-shark repellent handy just when you find yourself being attacked 
by a shark, but nearly so). When Luke needs to attack the Death Star, there's an X-wing there for him to 
fly. And apparently the Rebel Alliance just gives those things away to people that they like, since he 
continues to use it throughout the series. 
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The landspeeder is also an interesting case in point. At no point do the characters bog 
themselves down with equipment either. In a game like D&D, resource management and logistics is part 
of the fun (for some players. Not me, actually.) Worrying about actually having all the right equipment is 
important. Worrying about how much you can carry so you can make sure that you actually have what 
you need when you need it is important. Making the hard decisions on what to carry to keep your weight 
at a point where it doesn't bog you down is important. 

I can't ever remember anything like this ever being a consideration in any Star Wars movie 
or Clone Wars episode that I've ever seen. It is a concern sometimes in Old Republic or Knights of the 
Old Republic because those are games that are, to some degree or another, based on the D&D 
paradigm. And it is in many of the Star Wars campaigns in various RPG settings that I've played in the 
past. Although, again, this is mostly because the D&D paradigm is hard to shake for folks who've grown 
up on it. But in my Star Wars d20 game, worrying excessively about equipment and money has clearly 
been one of those things, when we've allowed it to take over our game, has significantly hurt its ability to 
feel like Star Wars. 

Although at times characters have been on the lookout for a ship, they never had to do anything 
too extraordinary to eventually procure one, or at least the services of one. This is the biggest single 
expense item that a character can have, but a character really needs to have a ship. Going from planet to 
planet, and engaging in space combat is part and parcel of playing Star Wars. 

That said, you don't need a bunch of individual ships for your entire group. For most of the 
movies, the Millennium Falcon plus Luke's X-wing (so he can split up from the group and do his own stuff) 
are sufficient, with only the occasional other ship (shuttle Tyderium). Characters shouldn't be carrying 
around backpacks full of stuff, or need to hire a porter to bring all of the things that they might have in 
their ship. They don't need swoops or speeder-bikes or land-speeders or anything else on a regular basis. 
Let them have some money to spend on stuff from time to time, and make sure that stuff is available for 
them to purchase. And then don't worry too much about it. The equipment list isn't extensive enough that 
having nearly everything on it buried in the cargo hold somewhere would be a problem even, and 
realistically, characters can't use everything all at once either. 

Some classes, such as soldiers, also benefit from having tricked out equipment. Especially at 
higher level, it's assumed that they'll have it. The Mandalorians wouldn't be nearly as cool without their 
armor, for instance. How would they stand up to the typical Jedi without their jetpacks, missiles, and 
whatever else? What's Cad Bane without all his gear? 
          Encourage your players not to get into gear-hoarding mode. That's not Star Wars. And then err on 
the side of gratuitousness with equipment. If it ends up being a problem, there are ways to bleed that off 
as needed. Equipment can get stolen, or broken or whatever. It's usually considered "cheap" to do this, 
so don't do it unless you really need to bleed off an excess of equipment. But honestly, given the limited 
equipment list presented here, that's not likely to be an issue. You can also bleed off excess money or 
loot by having players need to repair battle damage to their vehicles or droids, by wastage caused by 
using disposable items (like thermal detonators) or allowing them to pick up a droid cohort (start at 3-
4,000 credits for a base level 1 droid, let them spend more to equip him with more stuff, and force the 
cohort to level up by gaining levels the same as any other player character.) Let your players have the 
equipment that they want, for the most part. That's part of the setting's conceit. While characters aren't 
rich, challenging them with resource management isn't very heroic, swashbucklery, or Star Wars like. 

And the characters may need to come into money fairly quickly. If it's the character's conceit that 
he's got armor equivalent to a Mandalorian battle-suit, well that thing costs out to over 18,000 credits. If 
he can't get it until near the end of his career, that kind of sucks for him as a player too. He can't wait to 
afford a starship and an astromech at 7-8th level in a 10 level game. That doesn't mean that your fighter 
needs a full-fledged Mandalorian battle-suit at 1st level either. 

As a rough guideline, I think characters should get between 5-10,000 credits worth of money (or 
stuff of equivalent value) per level, mostly. And they should spend 20-30% of that on maintenance of 
stuff. The fighter that wants the equivalent of a Mandalorian battle-suit should have to piece it together bit 
by bit over the course of a few levels, getting stuff and then upgrading it as time goes on. By 3-4th level, 
he should have most of what he wants. 

And at some point, characters should get out of the game of worrying much about equipment or 
money at all. There is no wealth/level guideline. Once the characters have what they want, you should 
focus on maintenance with your money rewards. As always, keep in mind that logistics, accounting, and 
shopping are not at the heart of any Star Wars game. Use scarcity (especially at lower levels) to be a bit 
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of a motivator, but don't be a Mr. Scrooge GM. But if your players are concerned about getting monetary 
rewards for their characters (unless it's in character—i.e., Han Solo) then they're missing the point and 
you need to recalibrate your game somewhat. 
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