
STAR WARS 
THE COST OF OPPORTUNITY! 

 
 

A Republic shattered! The Separatist’s Droid Army has 

clashed against Galactic Republic’s Clone Troopers on 

Genosis, igniting a great war! 

 

Far from the concerns of war, deep in Wild Space lies 

THE HOVEL, a massive, janky space station countless 

centuries old, now ruled by the Undari Consortium. 

 

Life on the station is fast and loose with Sentients from all 

over the galaxy eking out a living as best as they can; 

opportunity has its price.  This is your home… 

 

 
 

 

 

 

 

 

 

 

 

 



A Star Wars shitty totally unofficial hack of Mörk Bork RPG (get yer copy here 

https://morkborg.com/)! 

 

This was done completely for fun and no profit will be made for this project, unless you 

count profit in relation to having a good time, laughs, rolling dice, and occasional Wookie 

hugs… because fuck yeah there will be Wookie hugs (with consent, of course)! 

 

Anyways, have fun and roll some dice. 

 

Be well 

 

Mike Evans 

DIY RPG Productions 
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CREATING YOUR SCOUNDREL 

(Player Character, PC) 

 

1. Abilities  

2. Species 

3. Life Path 

4. Hit Points and Hero Points 

5. Languages  

6. Starting Contacts 

7. Rules 

8. The Hovel Station and Setting Overview 

9. Starting Equipment 

 
 

ABILITIES 
There are six abilities in STAR WARS: THE COST OF OPPORTUNITY.  When creating a 

character, read each Species’ varieties. Roll 3d6 down the line in order. 
 

BODY 

Represents physical strength, endurance and physical resistances.  Melee attacks. 

 

DEXTERITY 

Represents reflexes, speed, and agility.  Ranged attacks with simple weapons. 

 

MOXIE 

Represents charisma, determination, and mental resistances against certain mental attacks. 

 

SMARTS 

Represents intelligence, perception, and mental resistances against certain mental attacks. 

 

TECH 

Represents understanding of technology, its function, and repair.  Ranged attacks with blasters. 

 

PILOTING 

Represents understanding of spacecrafts, functions, and flying.  Plotting a course through hyperspace. 

 

Abilities 
1–4  –3 
5–6  –2 
7–8  –1 
9–12  ±0 
13–14  +1 
15–16  +2 
17–20  +3 

 

 

 



SPECIES 
Roll d20 or choose preferred species.   

 

1) Bothan 

 
 

Abilities: 3d6+2 MOXIE, 3d6-2 BODY.  3d6 for all other stats.   

Scent: Bothan have a strong sense of smell.  They can track beings with their nose with a 

successful MOXIE test.   

Strong-willed: Bothans are not an easily manipulated people.  DR 8 MOXIE to resist mind-

altering effects, attempts to intimidate, etc. 

Connection: Bothans have a web of connections and contacts.  A bothan starts with an 

additional level 2 contact at level 1 (see rules below). 

Languages: Basic, Bothan 

 

2) Chiss 

 
Abilities: 3d6+1 SMARTS. Cold and calculating, any test to empathize, charm, or barter is DR 

14.  3d6 for all other stats.   

Ice In Your Veins: The Chiss home world is a frigid planet.  Chiss have resistance to cold 

damage and can last three times as long on an ice planet than humans.   

Cool Temper: Chiss are known for their ability to keep cool under pressure.  DR 8 SMARTS 

tests to resist fear effects and illusions.   

Darkvision: Chiss can see in complete darkness in fuzzy shades of grey and white.   

Languages: Chiss, Basic 



3) Dug 

 
Abilities: 3d6+2 DEXTERITY, 3d6-2 MOXIE.  3d6 for all other stats. 

Acrobatic: Dug can you their hands and feet to jump and move around.  All DEXTERITY tests 

are DR 8. 

Temper: Dugs are known for their nasty temperament. Each time a dug character is injured in 

combat, they gain +1 to their attack roll and physical damage (to a max of +5). These bonuses 

reset if: combat ends, the character is healed, loses consciousness, or does anything but attack 

each round. 

Languages: Basic, Dug 

 

4) Duros 

 
Abilities: 3d6+2 SMARTS, Clumsy, all DEXTERITY tests suffer +2 DR.  3d6 for all other stats. 

Natural Navigator: Duros are good at any test to calculate the jump to lightspeed, DR 8 Piloting 

tests.   

Adaptive Brain: Once per session a Duros can turn a failed SMARTS or MOXY into a success. 

Brave: Duros make any test against fear effects at DR 8. 

Languages: Basic, Durese 

 

 

 

 

 

 

 

 

 

 

 

 



5-8) Human 

 
Abilities: 3d6 for all stats.  Choose one Ability Score, add +1. 

Luck: Human characters start with d6 Hero Points.   

Varied Past: Humans come from all walks of life and start with an additional level 2 contact.  

Languages: Basic and one language of choice. 

 

9) Ithorian 

 

 
Abilities: 3d6+2 BODY, 3d6-2 MOXIE.  3d6 for all other stats. 

Strong Vocal Cords: Ithorians have two mouths, one on each side of their face and four vocal 

cords.  Once per hour they can release a concussive deafening scream.  Any target within 15’ 

target must make a Body test DR 14 or be stunned for 1 round (droids are immune).  

Additionally, targets within 5’ must make an Agility test DR 12 or be knocked prone and spend 

an entire round getting to their feet.   

Knowledge of Nature: Ithorians are natural gardeners and have a strong affinity with nature.  

They make any test to identify whether a plant is harmful is DR 8.  Additionally, they can forage 

for food and supplies in natural surroundings in half the time as other species.   

Alien Anatomy: The innards of an ithorian are slightly different than other species.  Ithorians 

make Body tests to resist poisons and diseases at DR 8. 

Languages: Ithorese (can only speak this- need special equipment to speak other languages), 

Basic 

 



10) Kel Dor 

 
Abilities: 3d6+2 TECH.  3d6 for all other stats. 

Exoskeleton: Kel Dor have an exoskeleton.  They reduce all physical damage by 1. 

Extrasensory Nodes: Kel Dor have small black nodes that line their head and neck.  They roll 

SMARTS tests DR 8 to sense someone sneaking up on them. 

Protective Mask: Kel Dor cannot survive off their home world without this mask.  With it they 

can exist up to 15 minutes without oxygen and their eyes are protected, so they cannot be blinded 

by things like sand, bright flashes of light, etc. 

Languages: Basic, Kel Dorian 

 

11) Lasat 

 
Abilities: 3d6+2 BODY, 3d6-2 TECH.  3d6 for all other stats. 

Impossibly Strong: Once per hour a Lasat can do impossible feats of strength and be awesome 

(i.e., lift a huge pillar of cement/vehicle/rock/etc.) and throw it, push it, or whatever. No roll is 

needed to accomplish this. If this is used to attack, an attack roll, must be made. If successful, the 

attack deals 1d10+2 damage. 

Super Strong: Lasats make BODY tests for feats of strength with +d4 to roll for lifting stuff, 

breaking things, flexing muscles, etc. (not attack rolls) 

Language: Basic, Lasat 

 

 

 

 

 

 

 

 



12) Mon Calamari  

 
Abilities: 3d6+2 SMARTS or TECH.  3d6 for all other stats. 

Amphibious: Mon Calamari can breathe in both oxygen and water.  When in dry climates, all 

BODY tests are DR 14.   

Water Born: Mon Calamari roll DEXTERITY tests DR 8 while in water.   

Fisheyes:  Mon Calamari can see in low-light conditions as if it were light.  Additionally, they 

make tests against surprise DR 8 as they can see two things at once. 

Languages: Basic, Mon Cal 

 

13) Nautolan 

 
Abilities: 3d6+1 DEXTERITY.  3d6 for all other stats. 

Amphibious: Nautolans can breathe in both oxygen and water.  When in dry climates, all 

BODY tests are DR 14.   

Water Born: Nautolans roll DEXTERITY tests DR 8 while in water.   

Tendrils: The tendrils on your head allow you to detect a variety of emotions, DR 10 MOXIE 

test to gauge a being’s emotional state.   

Languages: Nautolan, Basic  

 

 

 

 

 

 

 

 



14) Rodian 

 
Abilities: 3d6 for all stats. 

Darkvision: Rodians can see in total darkness in fuzzy shades of grey and white.   

Thick Skin: Rodians have a thick skin and ignore 1 point of physical damage. 

Antenna: Rodians have a great sense of hearing, making any test to listen to conversations DR8.  

Connected: Rodians always are in the know.  Start with two additional level 1 contacts 

Languages: Huttese, Basic 

 

15) Togruta 

 
Abilities: 3d6+1 DEXTERITY.  3d6 for all other stats. 

Lekku: A torgruta has three to four head tails.  These tails allow the togruta to sense movement 

of objects and creatures up to 60’ with a successful SMARTS test.  If concentrating for one 

minute, the test receives +d4 to the roll.   

Resolve: Togruta are known for their ability to keep cool under pressure.  They make any test 

against fear effects DR 8. 

Luck: Togruta are known as having more luck on their side than most species.  Luck tests favor 

a togruta on a 3-6 instead of 4-6. 

Languages: Togruta, Basic 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



16) Trandoshan 

 
Abilities: 3d6+2 BODY, 3d6-2 SMARTS.  3d6 for all other stats. 

Stealth: Trandoshan are sneaky, devious hunters.  DEXTERITY tests to move silently and hide 

are DR 8. 

Claws: Trandoshan have claws that they can use in combat.  Their claws do d6 damage. 

Regeneration: Trandoshans can regenerate lost limbs.  Severed limbs take 5+1d10 days to grow 

back and only are effective/usable after that duration.  Once per combat they heal 1d4 HP. 

Languages: Trando, Basic 

 

17) Twi’Lek 

 
Abilities: 3d6 for all stats. 

Lekku: All twi’lek have brain tails on their heads that make it difficult for targets to sneak up on 

them, making tests to avoid surprise DR 8.  Additionally, twi’lek are able to communicate with 

one another through the movements of their lekku. 

Charisma: Twi’lek are renowned for their physical attractiveness.  Twi’lek roll MOXIE tests to 

schmoozing, flirting, barter, etc. DR 8.  Once per session they can turn a MOXIE test into a 

success. 

Languages: Twi’lek, Basic 

 

 

 

 

 

 



18) Weequay 

 
Abilities: 3d6+1 BODY, 3d6-1 TECH.  3d6 for all other stats. 

Desert Born: The weequay home world is a rugged desert planet.  Weequay last three times as 

long on desert planets than humans.   

Natural Eye Protection: The eyes of weequay have evolved to not be bothered by things like 

bits of sand, etc.  They are still affected by dazzling lights and the like.  Additionally, they can 

see up to 60’ in low-light conditions as if it were daylight.  

Hardened Flesh: The flesh of the weequay is rough.  Each time they take damage from laser 

weaponry (not lightsabers), they make a BODY test.  If successful, they take half damage (round 

down).   

Languages: Weequay, Basic 

 

19) Wookie 

 
Abilities: 3d6+2 DEXTERITY, 3d6-2 MOXIE.  3d6 for all other stats. 

Strong: A wookie can pull people’s arms out of their sockets.  They make all Body tests for 

strength at DR 8.  Wookies are also hearty and start with an additional d8 HP. 

Claws: Wookies have claws that they can use in battle, however it is considered a terrible crime 

to do so, and that the wookie has given over to their animalistic side.  Their claws do 1d6 

damage.  Climbing with claws is DEXTERITY DR 10. 

Bowcaster: The bowcaster is a weapon created by wookies that fire superheated slugs.  A 

wookie begins play with a bowcaster (1d8 damage). 

Languages: Basic, Shyriiwook (can only speak Shyriiwook).   



20) Zabrak 

 
Abilities: 3d6 for all stats. 

Hearty: They start with an additional 1d4 HP at character creation. 

Heightened Awareness: Zabrak’s have keen eyesight, they roll tests to spot traps or ambushes 

with DR 8 SMARTS test. 

Horns: Zabrak are vicious fighters and can make an additional melee attack with their horns, d4 

damage.   

Resolve: Zabrak are known for their single 

-minded focus.  They are immune to fear effects or illusions.  

Languages: Zabrak, Basic 

 
 
 
 
 
 

 

 

 

 

 

 

 

 

 

 

 

 



LIFE PATHS 
What have you been doing in a galaxy far far away…?  Roll d10 or choose (note- GM gets final 

arbitration on what is available). 

 

1) Bounty Hunter 

 
Can take official contracts from the Bounty Hunter’s Guild.  Begin with a level 1 contact in the 

guild.  SMARTS tests to track targets gain +d4 to roll.  Increase BODY or SMARTS by +1 

(maximum of +4).  Start with manacles, portable scanner, and macrobinoculars, Roll d6 in either 

Heavy Blasters or Blaster Rifle, d8 for Melee weapon, and d3 for Armor. 

 

2) Smuggler 

 
Can take contracts from a variety of disreputable people.  Begin with a level 1 contact in the 

underworld.  SMARTS tests about crime, drugs, underworld DR 8.  Increase MOXIE or 

PILOTING by +1 (maximum of +4).  Start with deck of sabaac cards and extra d4x100 credits. 

Roll d6 in either Medium or Heavy Blasters, d6 for Melee weapon, and d3 for Armor. 

 

 

 

 

 

 

 

 

 

 

 

 

 



3) Pilot 

 
Piloting tests are made with +d4 to roll.  Begin with a level 1 starship grease monkey contact.  

Increase PILOTING or TECH by +1 (maximum of +4).  You start with a sassy, short-circuiting 

astromech droid and a flight suit.  Roll d6 in either Light or Medium Blasters, d4 for Melee 

weapon, and d2 for Armor. 

 

4) Tech 

 
Good at fixing stuff.  When repairing technology add +d4 to roll.  Start with a level 1 contact of 

your choice.  Increase TECH or SMARTS by +1 (maximum of +4).  Start with a toolkit, datapad 

and a BD unit droid.  Roll d6 in Light Blasters, d4 for Melee weapon, and d2 for Armor. 

 

 

 

 

 

 

 

 

 

 

 

 

 



5) Medic 

 
Knowledge tests about medicine and healing add +d4 to roll.  Once per combat make SMARTS 

test to heal target for d4 HP.  Once per session make a Luck roll on the brink of death to bring 

them back.  Start with a level 1 contact of your choice.  Increase SMARTS or TECH by +1 

(maximum of +4).  Start with a medical kit, d4 doses of bactastims (heals d8 HP), and d4 doses 

of illicit drugs.  Roll d6 in Light Blasters, d4 for Melee weapon, and d2 for Armor. 

 

6) Diplomat 

 
Knowledge tests about galactic politics add +d4 to roll.  Start with a level 2 contact that is also 

your bodyguard.  If they perish, a new one will be recruited by the next session.  Once per 

session, automatically succeed on a MOXIE test.  Increase SMARTS or MOXIE by +1 

(maximum of +4).  Start with fine robes, an extra d6x1000 credits, and a datapad.  Roll d6 in 

Light Blasters, d4 for Melee weapon, and d2 for Armor. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



7) Swoop Racer 

 
Piloting tests on any type of racer gains +d4 to the roll.  Start with a level 1 Tech/repair contact.  

Increase PILOTING or TECH by +1 (maximum of +4).  Start with junked up swoop and 

manobinoculars.  Roll d6 in Light Blasters or Medium Blasters, d8 for Melee weapon, and d3 for 

Armor. 

 

8) Assassin 

 
Can take assassination contacts from the underworld.  When making DEXTERITY tests to sneak 

or remain hidden, add +d4 to roll.  When making a successful sneak attack, treat as a Critical + 

d6 damage.  Start with a level 1 contact in the underworld.  Increase DEXTERITY or TECH by 

+1 (maximum of +4). Start with Assassin’s Outfit, d4 vials of deadly poison (BODY test or die 

in d6 rounds), and small listening droid.  Roll d6 in Medium Blasters and d5 in Blaster Rifles, 

d10 for Melee weapon, and d3 for Armor. 

 

 

 

 

 

 

 

 

 

 



9) Mercenary 

 
Highly trained in fighting.  All attacks are made with +d4 to roll.  Mercenaries do not 

accidentally hit allies when firing into melee.  Start with a level 1 contact of your choosing.  

Increase BODY or TECH by +1 (maximum of +4).  Roll d6 for Medium or Heavy blaster and d6 

in Blaster Rifles or d6 in Light Blasters and d6 in Heavy Rifles.  Roll d4- 1) Light Armor; 2-3) 

Medium armor; 4) Heavy Armor.  d2 grenades (d12 damage), and macrobinoculars.   

 

10) Former/Fallen Jedi 

 
You left/were banished from the Jedi temple but were a Jedi Knight (or close).  Add new Ability 

score, FORCE and roll 3d6 for the score.  Start with a level 1 contact from the Jedi Order.  

Increase FORCE or any other Ability score by +1 (Maximum of +4- Force can go to +5).  Start 

with lightsaber (d10 damage, choose color) and Jedi robes.  Can wield the Force (pg XX).   

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



STARTING EQUIPMENT 
 

All Scoundrels start with d4x1,000 credits, a water canteen, a rations tin (one week of food), and 

the clothes on your backs.  Also begin with: 
 

d6 

1 Ratty bandolier 

2 Two commlinks 

3  
Backpack for 10 normal-

sized items 

4  
Large pack for 20 normal-

sized items 

5  
Low-powered single rider 

speeder. 

6  An additional 1,000 credits. 

 

 

d12 

1  
Retractable filament cord, 

30 feet 

2  
Oxygen mask w canister (d4 

hours of air) 

3  Flashlight 

4  Thick jacket 

5  Strange Jedi relic 

6  d6 doses of Glitterstim 

7  
2d4 Bactastims (heals d8 

HP) 

8  
Electric lock pick (takes d6 

rounds to unlock doors) 

9  

Electrotrap (Presence DR14 

to spot, d6 damage, d8 

damage to droids) 

10  

Autoseeking Bomb- hits 

desired target automatically, 

d10 damage. 

11  

Bottle of kouhun poison d4 

doses (Toughness DR12 or 

dead instantly) 

12  
Small holoprojector 

communicator 

 

 

 

 



And 

 

d12 

1  

Personal shield generator 

(absorbs one attack per day 

and shorts out) 

2  
Piece of fine art, worth 

d3x1,000 credits 

3  
A dog (d6+2 hp, bite d4, 

only obeys you) 

4  
The head of a deactivated 

protocol  

5  
Strange metal box from a 

far-off world 

6  Toolkit 

7  Grapple gun w/ 15 ft cord. 

8  
Cool looking helmet, -1 

damage.   

9  

Combat Shield (-1 hp 

damage or have the shield 

break to ignore 

one attack) 

10  

Survivalist Kit (water 

purifier, canteen, light tent, 

portable lantern, compass, 

and rations tin) 

11  Portable holonet computer 

12  
All-weather camouflage tent 

and sleeping bag 

 

 

 

 

 

 

 

 

 

 

 

 



LANGUAGES 
If a Scoundrel has a positive number in SMARTS, they can speak an additional language.   

 

Languages 

Astromech 

Basic 

Bothan 

Chiss 

Huttese 

Dug 

Durese 

Ithorese  

Kel Dorian 

Lasat 

Mon Cal 

Nautolan 

Shyriwook (Wookie) 

Togruta 

Trando 

Twi’lek 

Weequay 

Zabrak 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



CONTACT RULES 
 

At character creation, Scoundrels are given a contact to create to create more of a backstory and 

connections for their character.  They are also allowed to create an additional level 1 contact.  A 

contact could be a Separatist informant, a starship captain, a holonet celebrity, a bouncer at a 

local bar, a bounty hunter, a Republic Officer, etc. It’s up to the player to decide who they are. 

 

After this initial point, all contacts must be gained through role-playing.  

 

Level 1 Contacts- Standard contact. You use them sometimes and they may remember you, but 

then again, they might not. They could have information you need, but they also might not know 

a Hacker from a shoebox. They have no loyalty to you and would rat you out at the first sign of 

trouble. 

  

Level 2 Contacts- You see them on a semi-regular basis. You may have done a few favors for 

them or passed enough credits their way that they’ve become more endeared, to you and you’ve 

become buddies. You receive +2 to MOXIE tests when attempting to get a level 2 contact to do 

something for you. 

  

Level 3 Contacts- These are more than buddies to you. They are stout friends who will stand by 

you. You may have grown up with this person or saved their life. You see this person on a 

regular basis, and really don’t even think of them as a contact anymore. Usually, a level 3 contact 

will do whatever they can to help you- even risk bodily harm.  If a test is needed to convince the 

contact to help you in some way, you add +d4 to the roll. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



TESTS 

Tests Are made against a difficulty rating. To succeed roll d20 ±your ability with a result equal to or 

greater than the DR. Enemies and creatures don’t use abilities, they just roll a d20 against 

DR.  

 

Difficulty Rating (DR) 

6  
so simple people laugh at you 

for failing 

8  
routine but some chance of 

failure 

10  
pretty simple but not simple 

enough to not roll 

12  normal 

14  difficult 

16  really hard 

18  should not be possible 

 

 

CARRYING CAPACITY  
You can carry strength +10 normal-sized items without a problem. After that when testing Strength and 

Agility DR increases by 2 (from 12 to 14 etc.). It is impossible to carry more than twice Strength +10.  

 

 

HIT POINTS 
Begin with BODY + d8. In worst case 1hp, but never less. 

 

Zero HP: broken Negative HP: dead 

 

Broken (d4) 

1  
Fall unconscious for d4 rounds, 

awaken with d4 hp. 

2  

Roll a d6: 1-5 = Broken or 

severed limb. 6 = Lost eye. 

Can’t act for d4 rounds then 

become active with d4 hp. 

3  

Hemorrhage: death in d2 hours 

unless treated. All tests 

are dr16 the first hour. dr18 the 

last hour. 

4  Dead. 

 

 

 

 

 



HERO POINTS 
 
Every Scoundrel begins each session with d3 Hero Points (humans begin with d6).  Hero Points 

are used to allow a player to create their own “Star Wars” moments that are suitably epic.  Use 

Hero Points to: 

 

† deal maximum damage with an attack 

† reroll a dice roll (yours or someone else’s) 

† lower damage dealt to you by d6 

† neutralize a Crit or Fumble 

† lower one test’s DR by -4 

 

VIOLENCE 
Initiative (d6) 
1–3  enemies go first 
4–6  pcs go first 

 

DEXTERITY + d6 for individual initiative or to determine who goes first within 

the group. 

 

Players roll for both their attacks and defenses. 

 

Creatures and enemies don’t roll dice in combat. 

 

The DR for attacks and defense are modified as with any test. 

Melee 
Test BODY, DR 12 

 

Simple Weapon, Ranged 
 

Test DEXTERITY, DR 12. 

 

Blaster Weapons 

Test TECH, DR 12. 

 

Defense 
Test DEXTERITY, DR 12. 

 

If you fail the enemy hits you. Enemies attack once per round unless noted otherwise. 
 

 

 

 

 



Crit (Natural 20) 

Attack:  

Double damage, 

armor/protection is also 

reduced one tier. 

Defense:  PC gains a free attack. 

Fumble (Natural 1) 

Attack:  
The weapon breaks or is 

lost. 

Defense:  

PC takes double damage and 

armor is reduced one tier. 

When armor is damaged 

penalties to BODY and 

DEXTERITY tests are not 

modified. 

 

Armor reduced below 1st 

tier is ruined and cannot be 

repaired. 

For armor repair costs, see 

Equipment on page XX. 

 

HOW LONG IS A ROUND? 
A round is enough time to make an attack (or use the Force) and traverse a normal-sized room. 

There are usually 10 rounds in one minute. 

 

RESTING 

 

Rest is… 

*Catching your breath, having a drink. Restore d4 HP.  Jedi also regain d4 Force points. 

*A full night’s sleep of 6 hours or more restores d8 HP.  Jedi also regain d8 Force points.  

Restores die of Hero Points 

*Without food or drink no HP is restored when resting and after two days a starving pc loses d4 

hp per day. 

*An infected character does not benefit from resting. Instead, d6 hp is lost daily. 

* Resting in a bacta tank, while expensive, will heal near fatal injuries, repair most scars, and 

heal a target to full. 

 

 

 

 

 

 



REACTION (2D6) 
When meeting creatures 

whose reaction is uncertain. 

2–3  Kill! 

4–6  Angered 

7–8  Indifferent 

9–10  Almost friendly 

11–12  Helpful 

 

 

MORALE 
Most enemies will not fight to the last drop of blood. 

Roll for morale if: 

*the leader is killed 

*half the group is eliminated 

*a single enemy has only 1/3 of its hp left 

 

If you roll greater than the creature’s Morale value with 2d6, 

it is demoralized. Roll d6 to see if the enemy (1–3) flees or 

(4–6) surrenders.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



GETTING BETTER 

 

The GM decides when to give character a boon to improv. It can be after completing a scenario, 

killing mighty foes, or bringing home treasure.  These types of boons should be done rarely. It is 

encouraged to seek in games ways of rewards.  A character wants to gain more HP, then they 

must try an experimental/expensive drug that gives them more HP.  Want to be stronger?  Gene-

manipulation or cybernetics can explain why a character’s BODY or DEXTERITY is increased.   

 

Other rewards such as droids, expensive living quarters, fancy blasters, speeder bikes, and 

starships make wonderful and memorable rewards for adventures. 

 

When the GM decides to allow the characters a free advancement, the following things occur: 

 

MORE HP 
Roll 1d8 for new HP.  If a 1 is rolled, increase it to 2. Former Jedi do the same thing for their 

Force Points. 

 

ABILITITY CHANGES 

Roll a d6 against every ability. Results equal to or greater than the ability increase it by 1, to a 

maximum of +6. Results below the ability have no result. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



THE FORCE 
If you start with the Former Jedi background, add FORCE to ability scores and roll 3d6 for your 

value.   

 

At character creation a Former Jedi knows d3+1 Force abilities.  A Jedi can use any Force power 

listed below by succeeding a FORCE test.  If a Former Jedi uses an ability they don’t, they suffer 

-d4 to the roll.  Each time a Force power is used, they lose d4 Force Points.  Each Jedi starts with 

d8+ FORCE Force Points.  When a Jedi runs out of Force points they are fatigued and any 

further attempts to use the Force results in d8 penalty to the roll.   

 

A Former Jedi can meditate for 10 minutes to still their mind, regaining d4 Force Points.  A full 

night’s rest restores d8 Force Points.   

 

Lightsabers 

Lightsabers are the weapon of a Jedi.  They deal 1d8 damage and ignore most armor (unless 

specified in items description).  When a Jedi fights with a lightsaber, if they are the target of 

blaster fire, they roll 1d6.  If the result is a 5, they successfully deflect the blaster, causing it to 

strike a nearby surface.  If the result is a 6, the Jedi successfully deflects the blaster bolt back at 

the attacker.   

 

 

Force Power Description 

Calm Calm emotions of touched ally.  The ally is 

allowed a new test against Fear effects.  This 

can be used to calm animals down as well, but 

they are allowed a MOXIE test to resist. 

Defensive Fighting The Jedi focuses on defensive fighting.  Any 

blaster bolt directed at them or a nearby ally 

can now be blocked by their lightsaber.  

Additionally, the range of deflecting a blaster 

bolt is increased to 4-6 with a 5-6 redirecting 

the bolt back at the attacker. 

Distraction Can make up to four targets think they hear 

something.  They are allowed a SMARTS test 

to resist. 

Endurance The Jedi slows their bodily systems down, 

being able to hold their breath for up to an 

hour or run/climb/etc. twice as long as 

normally possible. 

Foresight  The Jedi gets glimpses of possible futures.  

Mechanically this means in the next 24 hours 

they can turn a failed test into a success or an 

attacker’s successful attack against them into 

a failure.  The Jedi has 1d4 glimpses.  Can 

only be used once per day. 



Heal The Jedi channels the force into a touched 

target and heals 1d8 damage.  Can only be 

done once per day.   

Jump The Jedi uses the Force to jump higher than 

normally possible.  Make an DEXTERITY 

test.  Failure means the Jedi jumps up to 10’ 

high.  Success means the Jedi jumps up to 20’ 

high.  Critical success means the Jedi jumps 

up to 30’ high. 

Lightsaber Throw The Jedi uses the Force to fling their 

lightsaber at a target within 10’.  The target 

must make a DEXTERITY DR 14 test to 

dodge the attack.  The Jedi then pulls the 

lightsaber back to them with the Force. 

Mind Trick The Jedi uses the Force to cloud the mind of a 

target to get them to do something the Jedi 

wishes.  The target must succeed a MOXIE 

test to resist.  Some beings are immune to 

Mind Tricks.   

Pull The Jedi uses the Force to pull an object or 

target towards them.  FORCE DR starts at 8 

for items 25 lb or lighter and increases a level 

per 100 lbs.  If the Jedi is trying to direct the 

item/target, add +2 to DR.  Living targets are 

allowed a SMARTS test DR 14 to resist.   

Push The Jedi uses the Force to push a large or 

smaller object or target within 30’ away from 

them violently.  FORCE DR starts at 8 for 

items 25 lb or lighter and increases a level per 

100 lbs.  Targets must succeed a 

DEXTERITY test DR 14 or be knocked 

prone.  A Jedi can expand the push to 

encompass up to four nearby targets, 

increasing the DR by +1 per additional target.   

Repel A Jedi uses the Force to violently push away 

anything in a circle around them.  Targets 

must succeed a DR 14 DEXTERITY test to 

avoid being tossed away 10’ and suffering d6 

damage.  This ability costs d8 Force points. 

Sense The Jedi can use the Force to sense if other 

targets are in the vicinity.  DR up to GM 

based on distance of target and situation. 

Speed The Jedi gains a boost of speed, moving three 

times as fast as normal.  Lasts a single 

combat. 



Stealth The Jedi uses the Force to move silently and 

hide.  All tests are DR 8. 

Surge The Jedi uses the Force to energize 

themselves, gaining a second action per 

round.  Lasts a single combat. 

Trance The Jedi enters a deep meditative state for at 

least an hour.  In that time, they heal d8 HP, 

are allowed a new test for most negative 

effects they are under (GM call) and recover 

d4+1 Force Points. 

Dark Side Powers*  

Burst This Dark Side power functions like Push, but 

targets suffer d6 damage.  Targets must 

succeed a DEXTERITY test DR 14 or be 

knocked prone.  They suffer damage 

regardless. 

Choke The Dark Jedi uses the Force to choke a living 

target.  The target will suffocate and die in 

three rounds.  There is no test to avoid. 

Corrupt The Dark Jedi uses the Force to drain the life 

force of a living target, healing themselves.  A 

target within 15’ must succeed a BODY DR 

12 test or suffer d8+1 damage.  The Dark Jedi 

is healed for half that amount and can go 

above their maximum HP.  These HP last one 

hour. 

Drain The Dark Jedi uses the Force to drain the 

physical vitality of a touched target.  If the 

target fails a BODY DR 12 test, their BODY 

and DEXTERITY are reduced to -3 for an 

hour. 

Fear The Dark Jedi uses the Force to incite fear in 

a living target.  The target must succeed a 

MOXIE test DR 14 or become rattled, 

increasing all DRs by one level. Other Force 

Users, feeling the pull of the Dark Side, suffer 

-d4 to their roll.  Critical failure, the target 

dies of fright. 

Lightning The Dark Jedi can release a wave of lightning 

from their fingertips, dealing d8 damage to 

any target in the arc.  If the Dark Jedi uses 

both hands, it deals d12 damage.   

Rage The Dark Jedi uses the Force to fuel their 

hatred.  They become immune to any fear 

effects, illusions, mind tricks, etc.  All 

physical tests gain +2 to their roll and 



lightsaber damage is increased to d10.  Lasts 

1 combat. 

Scream The Dark Jedi issues a horrible scream from 

their mouth, causing the ears of any target 

within 30’ to bleed.  Affected targets must 

succeed a BODY test or become deafened for 

d6 rounds, suffer d4 damage, and stunned for 

1 round.   

 

*Dark Side powers must be taught by a dark Side Force Wielder.  Former Jedi gain a Dark Side 

point each time they use a Dark Side Power.  When it equals their FORCE ranking, they must 

make a MOXIE DR 14 test or fall to the Dark Side.  Only true redemption can save them now.   

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Rules Summary
ABILITIES 
BODY: Represents physical strength, endurance and physical 

resistances.  Melee attacks. 

DEXTERITY: Represents reflexes, speed, and agility.  Ranged 
attacks with simple weapons. 

MOXIE: presents charisma, determination, and mental resistances 

against certain mental attacks. 
SMARTS: Represents intelligence, perception, and mental 

resistances against certain mental attacks. 

TECH: Represents understanding of technology, its function, and 
repair.  Ranged attacks with blasters. 

PILOTING: Represents understanding of spacecrafts, functions, 

and flying.  Plotting a course through hyperspace. 
 

TESTS 

Tests Are made against a difficulty rating. To succeed roll d20 
±your ability with a result equal to or greater than the DR. Enemies 

and creatures don’t use abilities, they just roll a d20 against DR.  

 

Difficulty Rating (DR) 

6  so simple people laugh at you for failing 

8  routine but some chance of failure 

10  pretty simple 

12  normal 

14  difficult 

16  really hard 

18  should not be possible 

CARRYING CAPACITY  

You can carry strength +10 normal-sized items without a problem. 

After that when testing Strength and Agility DR increases by 2 

(from 12 to 14 etc.). It is impossible to carry more than twice 
Strength +10.  
 

VIOLENCE 

Initiative (d6) 

1–3  enemies go first 
4–6  pcs go first 

 

DEXTERITY + d6 for individual initiative or to determine who 
goes first within 

the group. 

 

• Players roll for both their attacks and defenses. 

• Creatures and enemies don’t roll dice in combat. 

• The DR for attacks and defense are modified as with 

any test. 
 

Melee 

Test BODY, DR 12 
Simple Weapon, Ranged 

Test DEXTERITY, DR 12. 

Blaster Weapons 

Test TECH, DR 12. 

Defense 

Test DEXTERITY, DR 12. 
 

Crit (Natural 20) 

Attack:  
Double damage, 
armor/protection is also 

reduced one tier. 

Defense:  PC gains a free attack. 

Fumble (Natural 1) 

Attack:  
The weapon breaks or is 
lost. 

Defense:  

PC takes double damage 

and armor is reduced one 

tier. 
When armor is damaged 

penalties to BODY and 

DEXTERITY tests are 
not modified. 

 

Armor reduced below 1st 
tier is ruined and cannot 

be repaired. 

For armor repair costs, 
see Equipment on page 

XX. 

 

REACTION (2D6) 

 

When meeting creatures whose reaction is uncertain. 

2–3  Kill! 

4–6  Angered 

7–8  Indifferent 

9–10  Almost friendly 

11–12  Helpful 

 
MORALE 

Most enemies will not fight to the last drop of blood. 

Roll for morale if: 

*the leader is killed 

*half the group is eliminated 

*a single enemy has only 1/3 of its hp left 

 

If you roll greater than the creature’s Morale value with 2d6, 

it is demoralized. Roll d6 to see if the enemy (1–3) flees or 

(4–6) surrenders.  

 

ARMOR TIERS 

No armor- 0 

1. Light -d2 

2. Medium -d4 
+2 DR DEXTERITY tests 

3. Heavy -d6 

+4 DR DEXTERITY tests, Defense +2 DR. 
 

Zero HP: broken Negative HP: dead 

 

Broken (d4) 

1  

Fall unconscious for 

d4 rounds, awaken 

with d4 hp. 

2  

Roll a d6: 1-5 = 

Broken or severed 

limb. 6 = Lost eye. 

Can’t act for d4 

rounds then become 

active with d4 hp. 

3  

Hemorrhage: death 
in d2 hours unless 

treated. All tests 

are dr16 the first 
hour. dr18 the last 

hour. 

4  Dead. 

 



Light Blasters
(d3 damage)

1

2

3

4

5

6

Medium Blasters
(d4 damage)

Heavy Blasters
(d6 damage)



Blaster Rifles
(d8 damage)

1

2

3

4

5

6

Heavy Rifles
(d10 damage)



Melee Weapons 

1

2

3

4

5

6

7

8

9

10

11

12

Throwing Daggers x3 (d3 dmg)

Dessert Staff (d4 dmg)

Retractable Punching Dagger (d4 dmg)

Gravity Blade (d4 dmg)

Vibro Knuckler (d6 dmg)

Vibro Blade (d6 dmg)

Electrostaff (d6 dmg)

Gamorrean Heavy Axe(d6 dmg)

Tusken Gaffi Stick (d8 dmg)

Cremonial Metal Spear (d8 dmg)

Electroripper  Spear (d10 dmg)

Vibro Sword (d10 dmg)



Armor 

1

2

3

4

d4

1) Fatigues/clothes- No armor (tier 0)

2) Light armor (-d2 damage, tier 1)
2,000 credits
3) Medium armor (-d4 damage, tier 2)
5,000 credits

4) Heavy armor (-d6 damage, tier 3)
8,000 credits 

Choose or take
inspiration from
the armor below

N
O
T
E

You don't have to take the look of any of these armors if you don't like them.  Go online
and look at any Star Wars character and if you like what they look like/what they're
wearing, then you can wear that too... you're just wearing the more beat up, junkier
version that fits the armor tier you rolled.

Tier 0

Tier 1

Tier 2

Tier 3

DR +2 on DEX tests including defense

DR +4 DEX tests, DR +2 defense


