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INTRODUCTION

Welcome to OggDude’s Star Wars® Character Generator and GM Tools for use with the Star Wars® Role Playing
game by Fantasy Flight Games™! This software will allow you to create and maintain characters, encounters,
and adventuring groups, as well as allow you to add new items, attachments, vehicles, and just about everything
else that will, hopefully, make your enjoyment of Star Wars® Role Playing that much better. Using this software,
you can easily create SWRP characters, print out full character sheets, as well as maintain your starships and
print encounter sheets for play.

REQUIREMENTS

This software requires Windows XP or greater. To run this software, you will need to install the latest .NET
Framework in your computer. You can download this for free from Microsoft at the following URL:

https://www.microsoft.com/net/download/framework

Just select the top-most .NET framework listed for download. You may already have this installed; just check
your “Programs and Features” control panel. Also, the latest .NET framework may be available through
Windows Update. Just verify that the framework being installed is not the “Client” version. It must be the
complete .NET framework in order for this software to function properly.

This software currently supports English, French, German, Spanish, and Portuguese languages, but only for the
Ul. All available data is, by default, in English. Custom data may be created with language-specific translations
using language data sets in the SW Data Editor.

For instructions on how to change languages, or create your own language translations, see Language, below.
WHAT YOU GET

e Launcher Application (SWCharGenLauncher.exe) — The launcher makes it easier to access the other
three applications, and also gives you access to this document and the FAQ document. This should be
the first application you launch. If you’re using the web install, this will launch automatically.

e SW Character Generator (SWCharGen.exe) — The actual SW Character Generator application, described
below.

e SW Data Editor (SWCharGenDataEditor.exe) — A utility application that allows you to add and customize
your own data. Inits basic form, you can use the SW Data Editor to replace the generic descriptions
(which | was forced to use due to copyright restrictions) with your own descriptions, or with descriptions
from the rule books, which you can use for your own personal use.

e SW GM Tools (SWCharGenGMTools.exe) — This application allows GM'’s to create and manage
adversaries, encounters, adventuring groups, and stock vehicles. You can print out tracker sheets for
any of these features to aid you in running SW Roleplaying games.

e Documents (Documents) — This folder contains a copy of this documentation, as well the FAQ and the
version history file:

o Documentation (SWCharGen Documentation.pdf) — This document. It contains complete
instructions on how to use all of the various features from all the applications. If you still have


https://www.microsoft.com/net/download/framework

o

questions, refer to the FAQ. If your question still isn’t answered, you can post it on the FFG
forum, or send me an email at oggdude42@gmail.com.

FAQ (SWCharGen FAQ.pdf) — A collection of Frequently Asked Questions that should, hopefully,
answer some of the questions you may have about the applications.

Version Information (Version Info.txt) — A text file that lists all past and present releases and the

changes made to the applications for those releases.

Library Files (SWCharGenCtlLib.dIl, SWCharGenLib.dll, Iconic.Zip.dll) — These libraries contain common
code used by the applications. They must be present for the applications to function.

The Data (Found in the “Data” folder) — The software comes with a number of XML files used by the

application for character generation.

Imports — The software comes with a folder called “Imports” that contains other folders with collections

of adversaries, encounters, and other files that can be imported using the SW GM Tools and SW Data

Editor applications. These collections are as follows:

o

o

o

Age of Rebellion Core— All adversaries from the Age of Rebellion Core Rulebook.

Beyond the Rim — All adversaries and encounters from the “Beyond the Rim” Adventure Module
Chronicles of the Gatekeeper — All adversaries and encounters from the “Chronicles of the
Gatekeeper” Adventure Module

Crates of Krayts — Contains adversaries and encounters for use with the “Crates of Krayts”
adventure found in the Edge of the Empire beta rule book.

Dead in the Water — Contains adversaries, encounters, and more from the “Dead in the Water”
adventure included with the Age of Rebellion GM’s Kit.

Debts to Pay — Contains adversaries and encounters from the “Debts to Pay” adventure
included with the Edge of the Empire GM’s Kit.

Desperate Allies — Includes new droids rivals found in the “Desperate Allies” Diplomat Career
Sourcebook.

Disciples of Harmony — Includes new droids found in the “Disciples of Harmony” Consular career
sourcebook.

Edge of the Empire Core— This includes all adversaries from the Edge of the Empire Core
Rulebook (NOTE: These came stock and already installed with older releases of the product.
Newer releases will no longer have these adversaries installed by default. They can be installed
using the GM Tool’s Import feature)

Endless Vigil — Includes new droids found in the “Endless Vigil” Sentinel Career Sourcebook.
Enter the Unknown — Includes the new droid rivals found in the “Enter the Unknown” Explorer
Career Sourcebook

Escape from Mos Shuuta — Contains all adversaries and stock vehicles for use with the “Escape
from Mos Shuuta” adventure found in the Adventure Book of the Edge of the Empire Beginner
Game. The files have been updated to use core rules.

Far Horizons — Includes the new droid rivals found in the “Far Horizons” Colonist Career
Sourcebook

Force and Destiny Beta—Adversaries from the Force and Destiny Beta Rulebook that did not
make it into the Core Rulebook, organized by category.

Force and Destiny Core— All adversaries from the Force and Destiny Core Rulebook, organized
by category.
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Friends Like These — All adversaries, encounters, and stock vehicles from the “Friends Like
These” Adventure Module.

Hidden Depths — Contains adversaries and encounters for use with the “Hidden Depths”
adventure included with the Force and Destiny GM’s Kit.

The Jewel of Yavin — Contains all of the adversaries, encounters, and a data set for use with
“The Jewel of Yavin” Adventure Module.

Keeping the Peace — Contains new droid adversaries found in the “Keeping the Peace” Guardian
Career Sourcebook.

Language Data Sets — This directory contains importable language data sets. These data sets
contain customized data for a particular language and culture. Not every item, or every part of
an item, will necessarily be translated, but most common items will have at least the name
translated, plus the base description. Currently, this directory contains a language data set for
the neutral German language. This language data set may be imported using the Data Editor.
Lessons from the Past — Contains adversaries and encounters for use with the “Lessons from the
Past” adventure, found in the back of the Force and Destiny Core Rulebook.

Long Arm of the Hutt — Contains all of the adversaries and stock vehicles for use with the “Long
Arm of the Hutt” bonus adventure, available for download from Fantasy Flight Games.

Lords of Nal Hutta — Contains all adversaries and modular encounters from the Lords of Nal
Hutta Source Book. Adversaries are organized by planet or location. Please see the READ
ME.txt file for details.

Lost Knowledge — Contains all of the adversaries, encounters, and a data set for use with the
“Lost Knowledge” adventure found in the Force and Destiny Beta Rulebook.

Lure of the Lost — Contains all of the adversaries and encounters for use with the “Lure of the
Lost” bonus adventure, available for download from Fantasy Flight Games.

Mask of the Pirate Queen — All adversaries and encounters from the “Mask of the Pirate
Queen” Adventure Module

Mountaintop Rescue — Contains adversaries and encounters for use with the “Mountaintop
Rescue” adventure included with the Force and Destiny Beginners Game.

Onslaught at Arda | — Contains all of the adversaries, encounters, stock vehicles, and a data set
for use with the “Onslaught at Arda I” Adventure Module.

Operation: Shadowpoint — Contains adversaries, encounters, and a data set with custom
vehicles for use with the “Operation: Shadowpoint” bonus adventure for the Age of Rebellion
Beginner Game. The data set should be imported using the SW Data Editor application.
Operation: Shell Game — Contains encounters, a data set, and a stock vehicle for use with the
“Operation: Shell Game” adventure found in the Age of Rebellion beta rule book. The data set
should be imported using the SW Data Editor application.

Perlemian Haul — Contains all of the adversaries and encounters you can add to your custom
data for use with the “Perlemian Haul” adventure, found in the back of the Age of Rebellion
Core Rulebook.

Report Samples — Contains a number of sample reports that can be imported using the Reports
feature of the SW GM Tools application.



o Spark of Rebellion — Contains adversaries, encounters, and a dataset with new species,
weapons, vehicles, and more, to support the “Spark of Rebellion” fan-made supplement, based
on the popular “Star Wars: Rebels” television show.

o Stay on Target — Contains all of the droid and riding beast adversaries found in the “Stay on
Target” Ace Career Source Book.

o Strongholds of Resistance — Contains all of the adversaries and modular encounters found in
the “Strongholds of Resistance” Source Book. The “Adversaries” directory is organized by
planetary system, base, or location, while each modular encounter can be found in the
“Modular Encounters” directory.

o Suns of Fortune — Contains all of the adversaries, modular encounters, and custom vehicles
found in the “Suns of Fortune” Source Book. The import directory is organized by planetary
system and by modular encounter (including a directory for the two new droid adversaries).

o Takeover at Whisper Base — Contains all of the adversaries, encounters, and vehicles for use
with the “Takeover at Whisper Base” adventure, found in the Age of Rebellion Beginner Game
Adventure Book.

o Trouble Brewing — Contains all of the adversaries and two vehicles you can add to your custom
data for use with the “Trouble Brewing” adventure, found in the back of the Edge of the Empire
Core Rulebook.

o Under a Black Sun — Includes adversaries, encounters, and sample stock characters that came
with the “Under a Black Sun” adventure download.

Sample Graphics (Sample Graphics) — This folder contains a few backgrounds used in the application
that can optionally be used when creating adversary stat blocks. This is explained under SW GM Tools,
later in this documentation. It also contains a blank gear background image you can use when creating
your own equipment images.



INSTALLATION

The software has two methods for installation: manual and web.
MANUAL INSTALLATION

To install the software manually, download the ZIP archive for the current version, and then extract all of the
files into a created directory. Then run the launcher application. That’s it! The latest version of the ZIP file can
be found here.

WEB INSTALLATION

The web install provides a simple and automated way of installing the software. It will also automatically check
for updates each time the launcher is run. Updates are incremental, so only the files that have changed will be
downloaded. The web installation is the preferred method of installing the software.

To install via the web, download and run the setup executable from here. The installation program will
automatically download the software, install it, and create a short cut for the launcher.

UPDATING PREVIOUS INSTALLS

How you upgrade depends, once again, on how you installed the software:
MANUAL UPDATE

If you’ve already installed the application and want to update it with the latest version, just delete all files in
your current installation directory, and then extract all of the files from the latest ZIP archive into that directory.

There’s one caveat to this: make sure that your user data is NOT installed in the installation directory. Your user
data should reside either in the default data folder, or a SEPARATE folder of your choice. If your user data
(DataCustom, Characters, Adversaries, etc) is in your installation directory, now would be a good time to move it
somewhere else. See the documentation on the launcher, below, for details on how to specify your data folder
location.

WEB UPDATE

If you have installed the software via the web install, you don’t have to worry about upgrading. The launcher
will automatically check for updates each time it is run. If it finds updates, you will be prompted to download
them. They will automatically be installed and the main launcher will be run when completed.

INSTALLING ADVERSARIES AND ADVENTURE FILES

The installation comes with a number of importable files found under the “Imports” folder. Here you will find
additional adversaries, encounters, stock vehicles, and custom data sets that can be imported for use with the
product. A list of the various core rulebook adversaries, adventures, and source books that are included may be
found in the What You Get section.


http://bit.ly/15dSR5g
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If a set of imports contains a “read me” text file, please refer to this file for instructions on how to import that
set of files. In general, adversaries are imported using the “Import” button in the “Adversaries” pane,
encounters are imported using the “Import” button in the “Encounters” pane, and stock vehicles are imported
using the “Import” button of the “Stock Vehicles” pane, all from the SW GM Tools application. Data sets may be
imported from the SW Data Editor and should be the first thing that you import, if any exist for that set of files.

Note: The stock installation no longer contains any adversaries. Older versions of the software had the Edge of
the Empire Core Rulebook adversaries already in the Adversaries folder, but this is no longer the case. All
adversaries for the core rulebooks may be found under the “Imports” folder.

BACKING UP DATA

Itis probably a good idea to occasionally backup data that you’ve changed in the program. This will ensure that
any items you’ve customized, characters you’ve created, etc., are safe from harm or corruption. The following
folders inside your installation directory should be backed up:

e DataCustom — This folder contains all changes and customizations that you’ve made to the main data,
including descriptions, new or modified items, data sets, etc.

e Characters — This folder contains all of your characters.

e Adversaries — This folder contains all of the adversaries you’ve either imported from other sources (such
as the import folders that came with the product), or have created or modified yourself.

e Encounters — This folder contains all of the encounters you’ve either imported from other sources (such
as the import folders that came with the product), or have created or modified yourself.

e Groups — This folder contains the adventuring groups that you’ve created.

e StockVehicles — This folder contains all of the stock vehicles that you’ve created or imported.

e Languages — This folder contains any custom language files that you’ve created or imported.

You can now use the SW Data Editor to perform back-ups and restores of your data. See Backup and Restore for
more details on how to perform these actions.
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LAUNCHING THE SOFTWARE

To launch the software, either run the launcher application
(SWCharGenLauncher.exe), if you installed via the ZIP archive, or use
the link provided by the web install. Either way, you’ll bring up the
launcher.

From the launcher, you can do a variety of things:
LAUNCH AN APPLICATION

Three buttons in the main part of the window allow you to launch the
three main applications that come with the software: the SW
Character Generator, the SW GM Tools, and the SW Data Editor. The
launcher will stay in memory when you run these programs, so you
can go back to it if you want to launch another one.

> = S

STAR WARS
‘CHARACTER
GENERATOR
ano GM TOOLS

For Use with Fantasy Flight Games
STAR WARS Releplaying

& Star Wars Character Generator and GM Tools Launcher

S

&N

Create, modify, and maintain all of your SW characters, including
inventory, obligations, and vehicles.

I
Create, import and maintain adversaries, encounters, character
groups and stock vehicles.

Add descriptions to all data, or add or modify your own species,
attachments, equipment, and more. I

Il Character Generator

Data Editor

Il sKiN STVLE"‘ Edge of the Empire

| I B CID CID CXD CIED |

MORE OPTIONS

- Clear Cache Portability I
-

|| Release 2.02.1 Current Culture (English (United States))

@ Age of Rebellion ¢ Farce and uzscmvl

More Options ¥

Clicking the “Instructions” or “FAQ” buttons will launch the PDF files to either view this file, or the FAQ file. Note
that you need to have a PDF viewer, such as Acrobat Reader, installed to see these files. Of course, if you didn’t
have it installed, you wouldn’t be reading this ©

FORUM

Most of the discussion about the software can be found on the Fantasy Flight Games forums. Click the “Forum

Page” to be brought directly to the forum topic for the software.

OPEN FOLDERS

There’s two buttons that will open Explorer windows for two common folders: the application folder and the

data folder. In previous versions of the software, these were one in the same. Starting with release 1.1.0.10,

7



the data folder now resides in an application data directory for the Windows user currently logged in. This
means that signing onto different Windows accounts will allow you to have different data.

MORE OPTIONS

Star Wars Character Generator and GM Tools Launcher = ) Star Wars Character Generator and GM Tools Launcher = |

STAR WARS
CHARACTER
GENERATOR
Ao GM TOOLS

For Use with Fantasy Flight Games'

[l STAR WARS Releplaying '\\‘ ,,"
I (LTt S Create, modify, and maintain all of your SW characters, including
W TiEi it inventary, obligations, and vehicles.
I GM Tools Create, import and maintain adversaries, encounters, character
| —— ‘groups and stock vehicles.
Data Editor Add descriptions to all data, or add or modify your own species,
e TP attachments, equipment, and more.

SKIN STYLE: * EdgeoftheEmpire Age of Rebellion  Force and Destiny.

If you check the “More

Options” check box, Hﬂﬁ'za
you’ll see a few more %zﬁﬁ%%?}
| options at the bottom of ,r."'..’;,".'::'“:%

T AT WA Create, modify, and maintain all of your SW characters, including
Wrmcsiii el inventory, obligatit and vehicles. il
GM Tools Create, import and maintain adversaries, encounters, character I

groups and stack vehicles.

Ia u nChe r Wlthout a ny Data Editor Add descriptions to all data, or add or modify your own species,

~” attachments, equipment, and more.

the dialog that you can

perform. If you start the

data, thIS Check bOX WI” SKIN STYLE: & Edgecfthe Empire  ( Age of Rebellion ¢ Farce and Destiny
| automatically be checked | (CEED GEIN CZID .

and you'll be directedto | il

MORE OPTIONS

| T

(l
Data Info Clear Cache Portability
|

| I
Retense 202.1 aumercurre e woreaseeen || DACK. 1 yOU USEd Relesce 2021 Gurmso Cuttus (Englich (Uniced States)

perform a data transfer | MORE OFTIONS

in order to get your data L ] |
oo o

previous versions of the software, then you’ll want to perform a transfer. If this is the first time you've installed
the software, then you don’t have any data, so you can ignore the prompts.

DATA INFO

Data Info, e [=x=)
i 0 ) The data directory is:
Clicking the “Data Info” button will bring up an information dialog telling you | g e
. . . . ey Fre Count 2
where your data location is and how many files of the various types you have | e Pl G0

stored there.

DATA LOCATION

Starting with Release 1.1.0.10, the character generator stores data in a standardized place for
each user of the software. However, there may be times when you want to store your data in a
particular location. This could be the case if you're using a file sharing site, such as DropBox, for
your data in order to share it with your players, and you want to set it to the local path the site uses
to sync your files.

This window will allow you to choose where your data should be located. If you select the first
option, the location will be reset to the default. If you select the second option, you will be able to
choose a location to store your data.

No files are moved or removed during this process, but you may need to use the Transfer utility to
copy your files from the original data location to the new one you select here.

" Use the Standard Data Location

(* Select Your Own Data Location:

[~ Make path relative to install drive

- Encounters, File Count: 44
I - Groups, File Count: 3 I
- StockVehicles, File Count: 16

DATA PATH

Clicking the “Data Path” button will bring you to the Data Location
dialog. This dialog allows you to change the location in which your
data is stored. In most cases, leaving it as the default directory is fine.
You’ll also get the added benefit of having separate data stored for
each user of the software (using different login IDs for Windows).
However, there may be times when you want to specify exactly where
your data is being stored. One common situation would be if you're
using a file sharing site like DropBox to share your data amongst your

players. If you install the DropBox software, you'll get a local sync folder that shows exactly what you have on
DropBox and allow you to add or remove files from that location and have it automatically synchronize with
DropBox on the web. If your players also install the DropBox software, they will be able to access the same data

on their systems.

The Data Location dialog has two options: use the default standard location (first radio button checked) or
select your own, fixed location. You can type in the new location in the text box provided, or you can click the



“Choose” button to bring up a dialog that allows you to select the location. If the chosen location is not a valid
path to a directory, you’ll be warned and will not be allowed to change the location until you choose a valid
path.

If you wish to make the data directory relative to the drive on which you installed the applications, check the
box under the data path text box. This will remove the drive designator from the path. When the generator
sees a data path without a drive designator, it will use the application’s current install drive. This feature can be
useful if you want to make a portable installation. For more information on portability, see Portability, below.

When you have a valid path selected, or have chosen to use the default location, click “OK”, or click “Cancel” to
cancel changing your data location.
TRANSFER DATA —

Because of the change in the data directory, you will need to transfer your
existing data to the new location if you used versions of the software prior to
1.1.0.10, or if you've chosen to select a different location for your data. To

perform a transfer, click the “Transfer Data” button under “More Options” in

data (in the old location)?

jata (in the new location)?

the launcher screen.

The transfer dialog explains what you need to do and why you need to do it.
You do, however, have two options during the transfer: Archive existing data (the data at the old location) and
archive current data (the data at your new location). Checking the first option will save your existing (old) data
in a ZIP archive for safe keeping. At a future time, this archive can be used with the SW Data Editor’s Restore
feature. Checking the second option will save your current (new) data in a ZIP archive. The current data is the
data found in the new location. So, if you ran the software and created new data, it can be saved in a ZIP file
which can also be used by the Restore feature. The transfer process removes your current data before
transferring your old data to the new location, so if you don’t use this option, any current data will be lost.

Click the “Transfer” button to perform the transfer. You will first be prompted to select the location for the
installation directory that contains your data. This is the folder where the software was originally installed and
which contain the old DataCustom, Characters, Adversaries, etc., directories that contain your data. You will
then be prompted to select the location for your back up ZIP files if you chose those options. You will only be
prompted for this if the location actually contains files. The transfer process will then remove your current data
(giving you a warning first), and copy your original data to the new data folder. The transfer dialog will then be
closed and all of your data will be where it should be the next time you run any of the apps.



CLEAR CACHE

Clear Cache lihj . . . . . .
Starting with release 1.1.1.0, the applications will now cache adversaries,
CLEAR CACHE . .
groups. haractors. and stock vehioes m  database fo quick aceses, The ftoms are ead encounters, groups, characters, and stock vehicles in a database for
from their XML files once, then stored in the database. After the first time, the data will be . . .
(et A orE i quick retrieval. There may be times, however, when you want to clear
e . .
e R A R out the cache and re-cache those items in a new database. To do that,
click the “Clear Cache” button. This will bring up the Clear Cache dialog.
Adversary M8
» You'll see how many items of each type you have cached, and be
Encounter 58
Group : allowed to remove the database by clicking “Clear Cache”, or return to
StockVehicle 17
the launcher by clicking “Cancel”. If the cache doesn’t exist, or if it
| | existe but i I be di stead. informi
= exists, but is empty, a message box will be displayed instead, informing

you of this. If the cache is empty, you'll still be given the option to remove it, if you so desire.
A cleared cache will be re-created the next time you run the SW Character Generator or the SW GM Tools.
PORTABILITY

Normally, the Star Wars Character Generator is installed on a K roraity AT ARTOA =

. . PORTABILITY
desktop computer's hard drive. HOWeVer, there may be times when Narmally, the Star Wars Character Generator i installed an a desktop computer's hard drive.

However, there may be times when you wish to create a portable install, perhaps installing the
generator on a thumb drive that can be plugged into any computer. This is where portability comes

you wish to create a portable install, perhaps installing the generator | ™=

To enable portability, just check the option below. The apps’ work directory will become the install
directory, 5o your settings won't be confined to a single user on a single machine, and will be

on a thumb drive or portable hard drive that can be plugged into any | =wisbictothe sops nan computeron wich i run.

When portability is enabled, you shauld also change your data folder to somewhere on the same

device where the applications are installed. If the drive letter of the storage device can change

com p ute r. (such as with thumb drives), you should also make your data path relative to the install drive {check
the option belaw the folder path in the Data Location dialog).

Portability can only be activated with a manual install. You will not see this window if the
application was installed over the web.

To change the apps’ portability status, click the “Portability” button. . )
Note: The “Portability” button will only be accessible if the apps were 2
installed manually. If the web install was used, you cannot create a «a» €

portable install unless you separately download and install the product using the manual ZIP file.

To enable portability, check or uncheck the box at the bottom and hit OK. When in portability mode, the
applications' work directory will become the install directory, so your settings won't be confined to a single user
on a single machine, and will be available to the applications on any computer on which it is run.

When switching to portability mode, it is probably a good idea to keep your original settings file located in your
computer’s application data directory, especially if your computer has a standard install of the generator. To
remove this file when setting portability mode, uncheck the second check box.

When portability is enabled, you should also change your data folder to somewhere on the same device where
the applications are installed. If the drive letter of the storage device can change (such as with thumb drives),
you should also make your data path relative to the install drive (check the option below the folder path in the
Data Location dialog). See Data Path, above, for more information.



— — .
SelectLanguage |

SELECT LANGUAGE:

LANGUAGE

@ Get Language from Current Culture*

Clicking the “Language” button will allow you to select a language for the tools. || © Vs e folleving Language:

German

Note that the language used effects the text displayed in the various forms and

I [] Use characteristics and skills from translations

controls, as well as the text of the printed pages. It does not include master e oo o e e e o
!| be found, the default English (United States) will be used.

data items, such as species, vehicles, careers, etc. There are three exceptions

Edit Cancel
to this: characteristics, skills, and item descriptors are translated to the - “ -

selected language. If you have made custom changes to these items using the Data Editor, then those changes

will take precedence over the text found in language translation.

The first choice from this dialog is to use the closest language found for the current culture. This is the culture
selected for your installation of Windows. If a language is not found that matches the language for your culture,
then the default translation (US English) will be selected.

R et NN A | T, | ce an existing translation, select the second choice (“Use the
ISTAR WARS f ” f ; ;
@az;i;sz following Language”). This will allow you to select a language file that
already exists on your system. Besides US English, three other
amoGM TOOLS Y yoursy 8 _
ot s it comes N languages come stock with the tools: French, German, and Spanish.
PAK

| TR oo e o mase | Again if you have already made custom versions of your

| XTI e s e wmrnsn o3 L cteristics and skills, those will be used by default. If you would
Daten Editor Fuge Ecs(hl!lihllmjc.l\zllaIIEl\Da.tEn l\inxll,ubdzl!rftcllc oder . . . .

verandere deinte sigenets Spesies, ek amrseng e || rather use the version found in the translation files, check the “Use

STIL: & Am Rande des imperiums " Zeitalter der Rebellion ¢ Macht und Schicksal

D EI D | characteristics and skills from translations” check box.

€D veeeemeen 21 Click “OK” to save your selection, or “Cancel” to keep the old settings.
| WETERE OPTIONEN \  This will return you to the Launcher. The image shows the Launcher
|$ using the built-in German translation. To edit an existing language, or
Lo zoas =) create a new language translation, click the “Edit” button.

EDIT TRANSLATIONS

Clicking the “Edit” button from the language select . .
. . . . . . I SELECT TRANSLATION FILE: m FILTER BY SOURCE:
dialog will bring up the Edit Translations dialog. - - I B o
From this dialog, you can edit existing translations, | froour Lanousoe CuranLaraisgs 0 Wi oracne ()
. . | [Aoout About About {0} Uber {0}
create new translations, or import and export your | pem e feen ) et
. . Adversary Newitem New Item Neuer Gegenstand

translation files. e — e
I Adversary NEW\.‘Em New\.‘em NeuerlGegenstand
[ [Adversary NewAD New Ability Neue Fanigkeit

To edit an existing language, select the language | M roveamame P Szt I

A [7] Change keyboard to current culture:
from the drop-down list on the left. Note that the [P &€ €&

built-in language files will not be modified. Instead,
new custom language files will be created that will override the built-in ones.

There are over 3,700 phrases for all of the tools. For convenience, these are organized by a “Source”. A source
is a form, control, enumeration, or some other set of related translations. To select a particular source to
translate, select the source from the drop-down list on the right.



To edit a translation, click the phrase under “New Text” in the phrase grid. You can enter the new translation
there. For convenience, the original text is shown to the left. If the original phrase contains a number in curly
brackets (such as “{0}” or “{1}"), those MUST remain somewhere in the phrase. These are used to substitute
some other text, which should be obvious by looking at the original text. They can be placed anywhere in the
new phrase text, and don’t even have to be in numerical order (depending on the grammar of the language), but
they must continue to exist in the new phrase. Likewise, if the original phrase contains a special tag, such as

“[BQ]” for a boost die symbol, or “[TR]” for a triumph symbol, those should also be included, with the proper
Choose Language for New Translation File lﬁj

CHOOSE LANGUAGE:

grammar, in the new phrase.

B To create a language file for a new culture, click the “Add” button at the
Afrikaans af
A o ) = top. This will display the New Translation dialog. Select the culture you
Albanian sq

I e i | wish to use from the list. If this is going to be a generic translation for a
S— i particular language, select a neutral culture. In the image to the left,

mharic am

mhane (Eepts) et | “Afrikaans” (af) would be the neutral culture, while “Afrikaans (South
Arabic (Algeria) ar-DZ

Africa)” (af-ZA) would be a culture-specific translation using the dialect of

Arabic (Bahrain) ar-BH

feseEaR e . Afrikaans common to South Africa.
BASE OFF OF WHICH TRANSLATION:
|| Engisn (uniced states) o | By default, the new translation file will be based off of the original English
I “ translations. If you would rather use another existing translation file for

the base translation, select that translation from the drop-down list at the

bottom. For instance, if you want to create a German language translation specific to the dialect spoken in
Switzerland, you would choose “German (Switzerland)” from the culture grid, then select “German” from the
drop-down list so your original phrase text would already be translated using the included German translation.

To export a language file, click the “Export” button at the top of the Edit Translation dialog. This will save off the
XML file containing the translation. To import such a file, click the “Import” button and select the language file
to import. You will be prompted if the language culture already exists. To remove a custom language file, select
the language from the dialog on the left and click “Remove”. Note that this ONLY removes custom translations.
The included languages will not be removed and will continue to be available for selection.



THE CHARACTER GENERATOR

The primary application you'll use in creating your Star Wars® Role Playing characters is the SW Character
Generator app. Using this application, you can create and maintain all of the player characters that are played in
your campaign. To create and maintain adversaries, you should use the SW GM Tools, described later in this

documentation.

The screen is divided into a number of sections. To
the left is a column of buttons (A) that allow you to
select the various information panes that can be
displayed. The currently-displayed pane will have its
button in a lighter state. At the top (B) is an
information bar specifying the current pane,
information about XP, plus some buttons that provide
general functionality, described below. The main part
of the screen (C) constitutes the various panes. One
pane will be displayed at any one time, depending on
which has been selected. Finally, at the bottom right

THE MAIN SCREEN

Description

Background

Or. Dev Mako "Syphen”

Dun'Thar

] ol
Specializations: Scholar, Force Sensitive Exile

o >

Paul's Campaign

Nicholas J Montgomeny

<No Campaign> 3

Fiter by Campaign:  <All Campaigns>

Career: €

Experience:  Total: 360

]9]9

gaEeEg
| 55=%)

(D) is a summary of your character so far, including name, species, specialization, attributes, including soak and
wounds, and his current characteristics. You may see this information change on-the-fly as you modify your

character.

TOP BUTTONS

At the top of the generator screen, you'll find four buttons: Donate, Options, Print, and Save.

DONATE

r}.!( Donate!

_—
Thank you for your willingness to support my
programming efforts! While the generator and |
its supporting applications are freeware, | greatly
appreciate any amount of money you might want
ta send. You can use PayPal to send money to: I

oggdude42@gmail.com
Clisk amsilto copy 1o clpbasrd

Just click on the button below. Thanks again for
the support!

|

This button describes how to support my programming efforts for this generator
through PayPal. The generator, including the SW GM Tools and SW Data Editor, are
freeware, but if you find them useful, I’d appreciate any support | can get.



OPTIONS

This button brings up the Options dialog. The main part of the dialog consists of W%-%J
SELECT SOURCES:
the source list. All of the data contained in the generator comes from various | pprsemermrpm

L Edge of the Empire Core Rulebook

source materials, as well as from the core rulebooks. Core rulebook sources

on Beta Rulebook

are displayed at the top of the list. At least one “Core” source MUST be . R
selected in order for the SW Character Generator to have a usable set of data .
(you will not be allowed to deselect all “Core” sources). You can select or

I “ At least one core source must be selected

I (Seec
deselect any of the other sources you want displayed. Doing so will not affect |
SELECT OPTIONS:
your current character, but it will affect what information is displayed in the | b
¥ Include Talent trees on character sheet
generator. You can also change various other settings for the generator: | ¥ incluse Porce pawer trees on horacter sheet
¥ Include Signature Ability trees on character sheet
I ¥ Include Companions on character sheet
. . v Allow GM Grants
o “Include” settings - Check the boxes for the items that you want | AT
ignore igation starting size limi lon
included when printing your character sheet. | e e e e ey
e  “Allow GM Grants” — When checked, this enables the “GM Grants” | o

option, accessible from the Description pane.

o ‘“Keep cache between version changes” — Whenever a new version of the generator is installed, the
current cache file is automatically removed. This is to prevent possible issues where cached characters,
adversaries, and the like may have an outdated image in the cache database. If you have a large
number of characters or adversaries, caching them might take some time. If you do not appear to have
any issues with this, the generator can be set to keep the cache. If, at a later time, an issue does crop
up, you can still clear the cache from the launcher application.

o  “Ignore Obligation starting size limitations” — When checked, the generator will ignore the starting
obligation size rule. Normally, you can only gain optional benefits for extra obligation if it is under the
selected starting size. With this checked, all extra obligation will be considered.

o  “Ignore Force rating requirement for Morality” — When checked, all characters can access the Morality
pane. Normally, only characters with a Force rating can access Morality.

e  “Use Alternative Defense Calculation” — By default, the generator calculates defense using the latest
method as outlined by the developers. Using this method, only a single item of a particular “source” can
contribute melee or ranged defense. By choosing the alternative defense calculation, all equipped items
that increase defense will be used for the final defense calculation. This tends to dramatically increase
defense values, which could affect the balance of the game. However, it is the original way defense was
calculated before the developer ruling, and, as such, is still popular. The generator supports this
alternative method by selecting this option.

PRINT

This button will print your character sheet. More details for this are described below under Character Sheets.

SAVE

This button will save your current character. If the button is disabled, the character hasn’t changed since the
last time it was saved or loaded.



THE PANES

The main part of the SW Character Generator screen (C) is dedicated to displaying the various information
panes, each allowing you to modify and customize a different part of the character generation and maintenance
process.

permanently remove the selected character from the list. “New” will

Name: Chir'da P'assik
o generate a new character (replacing the one currently in memory).
Career: Colonist

CHARACTERS
SELECT CHRRACTER: > This pane contains a list of all saved characters. The portrait and
e i @l basic information about the character is displayed below the
y
[cvdapask ——— Nocmpign I8
G e g hereshs @ character list.
Dash zanik WhEn [ import
Dia'Var Paul's Campaign ExpmT . . . . . .
0 Dev ako"spher” TN | Various options are available via buttons to the right of the list.
Fitr by Campaign: <A1l Campaigns> &€& “Select” will open the selected character for editing. “Remove” will

“Import” and “Export” will allow you to export a character that

Specializations: Scholar, Force Sensitive Exile

Experience:  Total: 360

another user of the software can then import into his list. “Copy” will
make a duplicate of your character if you might want to test changes

without modifying your original character. “Shortcut” will create a
Chir'da P'assik - Twi'lek Colonist Scholar
Launch Chir'da P'assik in OggDude's Star Wars Character Generator

shortcut for your character on the desktop. You can launch this

shortcut to automatically bring up the character generator with that
character already loaded. You may also filter which characters are displayed by using the “Filter by Campaign”
drop down list. The characters will be filtered by which campaign they belong to.

DESCRIPTION

This pane contains basic descriptive information about

(BT T8 EU T Chir'da P'assik
Helght:

your character, including name, player, campaign (used
for filtering in the Character pane), gender, features, etc.
You may also select a portrait for your character which
will be displayed in your character sheet. You may

Eyes: iolet

Notable Features

choose from a stock portrait (the same portraits used in

hir'da has golden skin and slender
tc(hun—tdﬂniraping elegantly down her
back.

the Species pane), a local file path to a picture, or a URL

Earned XP: 250

Total Credits: so0

o=
€D pointing to a picture. Any valid picture type should be
usable, including JPEG, PNG, Bitmaps, and GIF.
Alternatively, you can right-click on the portrait and paste a bitmap that you have already copied to the
clipboard. If you want to use a picture you find on the web, just right-click the picture in your browser, select

“Copy Image to Clipboard”, then right-click the portrait in the generator and select “Paste”.

There are also two text boxes here that allow you to change your total credits and your total earned experience.
Note that this does NOT include base experience you get from your species, but actual EARNED experience that
you acquire during play.



AWARD ["Award XP and Credits )

Please enter the XP and Credits

You may also award XP and credits by clicking the “Award” button. This will save o
you from doing the math when you change the values by hand. Simply enter the T
number of XP and credits from the dialog and click “Award”. XP and credit awarded Awarded Crediis: |o

will be added to the current totals.

GM GRANTS
SELECT GM GRANTS: The “GM Grants” button will be shown if

[7] Character starts with a Force Rating of * |5 7] Brawn from Talents Increases Wound [7] Willpower from Talents Increases Strain

you have the option selected in the

e Already .
Free Specializations: Purchased? Free Skills:

Advisor

L

Free Talents:

W Adversary “Options” dialog. This button will bring up
B Against All Odds

B Al Terrain Driver the GM Grants dialog that will allow you to

Astrogation
Athletics

L] >

Brawl
Charm

B Anatomy Lessons

B Animal Band select certain non-standard options and

Coercion
Analyst Computers

Cool

AR $

M Animal Empathy

Archaeologist

e speciizatinswil o acetto o coaracter | foee sk nclud ot asang ks m sk 2s | ee ments s ascen o meenmermunmenry || €N EFitS that the GM may decide to
if the

automatically if they do not already exist. if the well as making a skill a career skill. If you purchase if they do not already exist. if the character already has
specialization is later marked as not being free, it will ranks while granting career status, the career XP cost a ranked talent, any free ranks will be added to the

remain on the character, but will cost expariance. will be retained for those ranks. Ifyou don't want this to  existing ranks. Any choices for talents, if available, can “" t" h t Th t H | I
e R D e T grant” your character. These grants wi
fo its original vaiue.

3

< be stored with your character and will be

active as long as the GM Grants option is

Use these options ONLY with the permission of your GM!

selected in the “Options” dialog

The first grant, if checked, will give your character a free Force Rating. This grant works the same as similar
Force Rating gains available from careers and specializations: it does not add to the character’s Force Rating, but
grants a Force Rating. You may grant up to a Force Rating of 5 using the numeric up/down control.

Two other grants let you select how Brawn and Willpower received from Talents (such as Dedication) affect the
character’s Wound and Strain thresholds. If checked, increases from talents will also increase Wound and
Strain. If unchecked, only starting Brawn and Willpower will be used for these attributes.

You may also grant your character free specializations. Just go through the list and check off the trees that the
character will receive for free. If you already have a particular tree, it will be shown with a check mark on the
right. A free tree will not count against your XP usage, although any talents selected from the tree will cost XP
as usual. If a previously-checked tree is unchecked, and your character already has that tree, it will remain with
the character, but will now cost XP. Free trees cannot be removed from your character. If you want to remove
a free tree, you must first uncheck the tree in the free specialization list, and then remove the tree from the
Specialization pane of the character generator.

You may grant a character free ranks in skills, or even make certain skills career skills. Just select a skill, change
how many (if any) free ranks to give, and check whether or not this skill becomes a new career skill.

Finally, you may also grant free talents. Just select that talent to grant, plus any ranks for ranked talents. Note
that talents that require user interaction (such as Dedication) cannot be granted.

Click “Grant” when you are finished, or “Cancel” to cancel the changes you made to grants.



BACKGROUND

BEGINNINGS: The Down and Out M STORY:

— - Here you can generate a background for your character.

12&;21’5:‘12‘;’”:;1‘:7;?:&Z‘f:i!i;d:E:FZLfEEﬁ;T}:Es' There are three standard aspects to this: Beginnings

T e et ik oo g = (where your character came from), Attitude Toward the

ATTITUDE TOWARD FORCE: An Ancient Rel\'gfcn .

AN RELIGION Force (how your character views the Force; may be

e pese s fihe Frsesnd i Core Rk o eliminated if not appropriate for the character), and
Reason for Adventure (why your character decided on a

REASON FOR ADVENTURE: Opportunity Knocks . . .

SrrorToteY K es - life of adventure and travel). A description of these

Thesmustreon fra i lveonthergesof (] selections is displayed below the drop down lists. To the

challenge oneself. A character from a hard, poor background

il g - rightis a section where you can write a short story about

your character’s history or origin. This is only intended as a summary of your character’s life. More in-depth
stories should be created elsewhere, such as in a word processor.

OBLIGATIONS/DUTIES e [ T
Type Chir'da has vowed to discover the meaning behind her empathic Force powers.
oy and to find a Jedi master, if one still exists, to f‘zip her hone her abilities.
Here you can add, select, change, and remove various Famdly :

obligations (from Edge of the Empire) and duties (from Age of
Rebellion) for your character. Each obligation and duty has a OO

OATH

size, as well as a section for adding notes describing the I

Startng stz [N Please see page 39 of the Core Rulebook for detai,

particulars of that obligation or duty. All of this information N Saar S
will be displayed in your character sheet. To switch between

obligations and duties, just select the one you want from the
drop down list at the top of the pane.

The “Random” button will choose a random obligation or duty with the same size as your starting size. Any
existing obligation or duty will first be removed. If two are randomly picked, the starting size will be divided
between them.

OBLIGATION AND DUTY OPTIONS

As per the rulebooks, you can choose a number of options for obligations and duties when you create your
character. These options can give you extra starting XP and credits.

To use the options, first select the starting obligation or duty size, based on the size of your adventuring group
and the instructions of your GM. The generator will then figure out which options, if any, are available for you
to select. For obligations, options will be made available when you’ve selected enough additional obligations
above the starting size. For duties, options will be made available when you’re removed enough duty below the
starting size.

Once you’ve selected your options, they’ll remain selected, even if your obligation or duty changes in the future.
However, if you deselect an option and that option is no longer available due to the current size of your
obligation or duty, you will not be able to select it again until there is a change in size that will allow it.



MORALITY

In Force and Destiny, your character may have a value

SELECT MORALITY: NOTES:

Chir'da wants to use her Force abilities to help those around her, especially
those who are oppressed or in trouble. However, she struggles with her
emotions against those who take advantage of people. She tries to show
compassion to the oppressors as well, but she sometimes finds herself wanting
to take vengance on those who harm others.

Strength Weakness
Compassion  + [iLie:)

called Morality. By default, each Force-sensitive

character will have Morality, assuming you’ve selected
the Force and Destiny Core Rulebook source. However,
you may select an option to allow any character to use
the Morality mechanic.

Alternative Pairs:  <Default> E -
==

COMPASSION (STRENGTH)

Morality:

Light-Side “orce User

Please see page 50 of the Force and Destiny Core Rulebook for details.

HATRED (WEAKNESS) Morality consists of a single value (A) which determines
how far into the light or dark sides of the Force you
have moved, a title (B) determined from the morality
value, and one or more Strength and Weakness pairs (C). When you add a morality pair, you will first choose the
Strength. This will automatically choose the corresponding Weakness for that Strength. You can, however,

choose your own Weakness if you so desire. You may also have more than one morality pair.

MORALITYOPTIONS

Please see page 50 of the Force and Destiny Core Rulebook for detals.

The Force and Destiny Core Rulebook contains standard strength/weakness morality pairings. When you add a
New morality, or a Random morality, the strength will be added with its paired weakness. Some source books
(such as the “Keeping the Peace” source book for Guardian characters) may contain alternate pairings that can
be used instead of the default found in the Core Rulebook, including possible omissions or additions of different
strengths. To select one of these alternate pairing, use the “Alternate Pairs” (E) drop down list. This list has no
effect on your currently selected strengths and weaknesses and is only used when adding a New or Random
strength.

MORALITY OPTIONS

As with Obligation and Duty, you have the option of starting out with more XP or credits, and you can also start
with your morality value at a higher or lower value. You may select an option from the “Morality Options” drop
down (D), or just select “None”.

SPECIES

SELECT SPECIES:
.

This pane allows you to select your species, including

any options that might be available for your species.

« Wound Threshold: 10 + Brawn

SELECT NON-CAREER SKILLS:
B Astrogatior

W Athletics

W Brawl

W Coercion

M Computers

« Strain Threshold: 10 + Willpower L
« Starting Experience: 110 XP
« Special Abilities: -
o Additional Non-Career Skills -
Humans start the game with one__~

HUMANS

Please see page 48 of the Care Rulebook for detals.

Some species have a number of different options to
choose from. These will be shown as buttons (A) in the
“Species Option” panel. If only one option is available,
it will be the only one present in the dropdown list.
Humans can also select non-career skills to gain ranks
in. To the right you’ll see a summary of the species (B),
including starting stats, starting values and experience,
a portrait showing a typical example of the species,

plus any informative text that has been entered in by you (as in this example), or a page number reference to

the species.



SUB-SPECIES

Some species, such as droids and Aqualish, can be further divided into sub-species. When such a species is

selected, you’ll see the sub-species drop down which
lists the available sub-species from which to choose.
Different sub-species can give you different options to
select from, including different skill selections, non-
career skills, and different special abilities. When your
species is displayed, either on the screen or on your
character sheet, your sub-species, if one exists, will be
included next to it.

CAREER

SELECT CAREER:

SELECT CAREER SKILLS
:
Charm

COLONIST Deception

(s

Core Worlds
Ina way, Colonists are the most aut-of-place people in the Ourter Rim. They are most
often from the Core Worlds, where they were well educated and part of the cultural Lore
and professional elite. A Colonist doesn't tend to have the training to survive inareas

of high conflict, and he isn't particularly adept at physical exploits. Leadership

tion

Education

What he does possess, however, is a keen grasp of the bigger picture, and he usually - e

SELECT STARTING SPECIALIZATION: Youmy choose 0 more skill(s)

Scholar SELECT SPECIALIZATION SKILLS:

Outer Rim
Underworld

At first, the idea of a Scholar wandering with a bunch of ne'er-do-wells in the Outer
W Xenology

Rim might seem a bit odd, if not downright ridiculous. However, with all of the

dangers and wonders of "a thousand thousand worlds,” having someone around who
actually knows something more than how to reload a heavy blaster could be

exceedingly useful under 2ny number of circumstances. This is especially true when a
group is faced with something truly unknown, or needs to find something that simple  —

SCHOLAR — THE GIFT OF KNOWLEDGE ‘7

W Perception

You my choose 0 more skill(s)

CHARACTERISTICS

SPECIES TALENT ATIAH  meM  cvae I suy FINAL

DEEEEEE
DEEEEESE
DEAEEORS

cHARAcTERIsTIC: I -

BRAWN

Acharacter's Brawn represents a blend of 2 character's
, and overall toughness, as wellas

Bjojolnln ©)}0;
BEEEEOSES

o aang o romove Y
=

SELECT SPECIES: g @ ﬁ @ ﬁ @ g
} |
sn M soiry B nsecr B conc [ wrimien B peiseice

« Sub-Species: Quara
« Wound Threshold: 11 + Brawn
o Strain Threshold: 8 + Willpower
« Starting Experience: go XP
« Skills: Brawl 1
- Special Abilities: ~

Aqualish ©

SELECT SUB-SPECIES:

=l

See page 20 of Dangerous Covenants
sourcebook for details

Species Options AQUALISH

The Aqualish are tusked bipeds from the planet Ando whose
appearance combined aspects of arachnids and pinniped
aquatic mammals. Aqualish had a reputation for being nasty,
crude and aggressive, and generally pursued off-world

||

Athletics @

Quara may begin the game with one
rank in Athletics.

careers as mercenaries, bounty hunters, and pirates. One of
the most infamaus such Aqualish was the smugigler Panda
Baba.

Physiology: An amphibious species native to the planet Ando,
the Aqualish people are made up of three distinct races which
included the Aquala, the Ualaq and the Quara. Althaugh they

all had their differences, thelr baseline genetic structure was =

This pane allows you to select your career, starting
specialization, plus choose which career and/or
specialization skills will have starting ranks. A
description of the career and starting specialization
appears below the drop down lists. The starting ranks
for career skills and specialization career skills are
displayed to the right. Normally, you can choose four
career skills and two specialization career skills, but
more choices may be available depending on your
species selection.

This pane allows you to purchase extra characteristics.
According to the rulebook, this should only be done when first
creating your character, but there’s nothing in the program
that prevents you from changing your starting characteristics
77777 later on. To the left (A), you'll see all of the base values of
each characteristic from whichever source they come from
(species, talents, attachments, items, or cybernetics). Hit the
plus and minus buttons (B) to add or subtract from the

characteristic to get the final value. Note that your XP will be modified as you buy or sell characteristic points.
The summary pane below will also be updated as characteristic values change. To the right (C), you can select a
dropdown of each of the six characteristics to get more information about them. By default, only a page
number for the rulebook is displayed, but you can add more descriptive text to this by using the SW Data Editor

(as in this example).



INJURIES

CHARACTERISTIC: Brawn

Certain critical injuries or other actions during play may, e
unfortunately, lower one or more of your characteristics. To [ (=] =] (=] [=] @
lower a characteristic, check the box next to “Allow adding or (=] [=] [=] (=] [] @ &g
removing injuries” (D). This will display the Injury column in =] (=1 =] =1 2] (O
the characteristics pane. Note: Do NOT click the minus buttons (=] (=] (=] [=] [e] @
under “Buy” to lower a characteristic after character =l ==l @
generation is completed. Doing so will refund XP, and will not [l ] =] Te]i] @ :
allow a characteristic to be lowered more than its base value

INTELLECT

7, Allow adding of removing injuries

before purchases. Characteristics lowered by injury do not refund XP and should be signified by using the Injury
column.

Adding injuries works the same as adding characteristics, except adding an injury with the plus button will lower
the characteristic by one point, to a minimum of 1. Characteristics that have been lowered due to injuries will
be shown in red in the character generator, but will look normal in the printed character sheet. If the injury is
later healed or is removed, clicking the minus button will lower the injury.

SPECIALIZATIONS AND TALENTS -~

M RESFELTED STHOLAR
or
E

EERACE
,,

This pane will display all of your currently-

purchased specialization trees. When a talent is

brightly colored (A), it may be selected by clicking B
in the empty square at the top left. When a sty | [ et o

rank.

talent is dimmed (B), it cannot be selected until a
talent that connects to it is first selected. If you

owiedgeskill spend B o lany 1

deselect a talent farther up the tree, all

dependent talents will automatically become
deselected and any XP returned. Bonus career skills for this specialization (E) are listed at the top.

TALENT OPTIONS

Most talents will only give some circumstantial in-game benefit. Others will immediately add to a skill or
attribute. Still others allow you to choose special options. These talents will have a white “play” button to the
right in the “cost” panel. Clicking on this button will bring up a dialog that will allow you to make the specific
choice. Forinstance, the Well-Rounded talent (C) allows you to choose two skills to become career skills. By
clicking on the play button for this talent, a dialog will appear allowing you to select the desired career skills.
Similar dialogs will allow you to select skills, characteristics, or items, depending on the talent.



There are currently six types of talent options:

Characteristic (e.g., Dedication) — Selects a characteristic to raise.

Choase Characteristic ==

CHOOSE CHARACTERISTIC:

[Brawn hd

BRAWN

Please see page 16 of the Core Rulebook for
etalls.

Choaie St -
I

R X 2

i| SELECT SKILL:

Lightsaber @
CHOOSE CHARACTERISTIC FOR SKILL:

Presence N

Ak 1 o s

.

oo

frose——— = D)
ssLect uenarumE vemcie

From Group ‘Crimson Knights |\

CoOCOC) O

!ll$

FIRESPRAY PATROL CRAFT |_

Please see page 255 of the Edge of the Empir
detalls,

Item Modification (e.g., Tinkerer)

Career Skills (e.g., Well Rounded) — Select additional career skills.

Skill Choice (e.g., Knowledge Specialization) — Select skills for a particular purpose.

Skill Characteristic (e.g., lightsaber techniques) — Select a different characteristic to be used for a skill.

[t =)

— Select an item to modify in some way.

Signature Vehicle (e.g., Signature Vehicle) — Select a signature vehicle for your Rigger specialization.



ACQUIRING NEW SPECIALIZATIONS

Choose Specialization

| ADD wEW SPECIALIZATION:

J Archaeologist (Explorer) * ARCHAEOLOGIST

ly Careet Specialimtisns

eer Specialinon:

XPLOST: 20
CURRENT XP: 205

- |

Please see page 25 of Enter the Unknown for detai

You may purchase additional specialization trees by clicking on the
“Purchase” button at the top (D). This displays the Add New
Specialization dialog. The specializations that appear in the drop down
list are based on the filter selected below it. There are four filter options:
career specializations, non-career specializations, universal
specializations, or all specializations. Depending on the specialization

selected and previous specializations that you have already purchased, the cost of the new purchase will appear
at the bottom of the dialog. Click “Purchase” to purchase the selected specialization, or close the window if you

change your mind.

MOTIVATIONS

NOTES:

This pane allows you to add, select, and remove your character’s

motivations. The character sheet will display up to three different

motivations. Each motivation has two parts, the type and the specific

motivation. Changing the type will automatically update the list of specific

motivations as well. Each motivation also has a “Notes” section where you

can explain exactly how this motivation affects your character. Again, keep

in mind that the space for each motivation’s notes on the character sheet is limited.

Clicking the “Random” button will select a motivation for you, as per the CRB. Any existing motivations will first
be removed. If two motivations are randomly selected, they will both be different.



SKILLS

n- Rank
Species Career Career Talent Attach ltem  Cyber Buy  Total  Jice Pool
o 6 o - o o o R

This pane contains a list of all available skills that B R

eeeee

you may choose for your character. A checkbox (A) NE — : B E— yivh
fereral a o o o ©c o - © 00

will appear next to any career skills (which cost less

v e 00
experience). The ranks you have obtained for each Y oy ':':’
skill (B) will be displayed depending upon the source [ P o

Leadershiz (Fr) fene:

for those ranks (species, career, talent, attachment, item, or cyberneti?:s), ir;cluvding I‘;OV\; mvang/ {/o'u have
purchased, to give the total number of ranks for that skill. The dice pool will also be displayed next to this total.
A dropdown list is available for each skill which allows you to change the number of purchased skill ranks for
each skill. Keep in mind that no skill rank can ever get above 5, so this dropdown will have a varying number of
possible ranks to choose from. Also, changes in skill ranks from other parts of the generator may affect the
number of ranks you can buy, which might cause you to suddenly get an increase in experience points if a
purchased skill rank needs to be eliminated in order to keep a skill down to 5 ranks or less.

NON-CAREER SKILLS AND XP

When you buy ranks in a non-career skill, it costs 5XP more per rank. However, if you later purchase a
specialization, base, talent, etc., that turns a non-career skill into a career skill, the ranks that you’ve already
bought should still cost the same XP as they did before. New ranks, however, will be at the new, lower cost.

This is not how the generator always worked. A known issue was that non-career skill ranks that became career
skill ranks would refund XP. Now, however, the generator will keep track of how many non-career ranks you
purchased in any skill and charge you the correct XP.

In the Skills pane of the generator, under the “Non-Career” column, a drop-down will appear if ranks have been
purchased in that skill (the ranks need to actually be purchased, i.e., cost XP; free ranks don’t count for this).
The drop-down will allow you to set how many purchased ranks should be considered non-career ranks.

Under normal circumstances, you shouldn’t need to use this drop-down, since the character generator will keep
track of all of this for you. However, characters made before the fix for this problem was implemented may
need some of their skills adjusted to reflect non-career purchases before they purchased a specialization. Also,
if a skill becomes a career skill, and you lower the “Buy” ranks, then set them back again, this may cause the skill
to lose non-career ranks, which means you’ll need to add them back using this drop-down.



DICE POOL SYMBOLS

The following symbols may be displayed in the dice pool for your skills:

Each ability die symbol represents the number of ability dice you may roll for a skill check.

‘ Ability
. Each proficiency die symbol represents the number of proficiency dice you may roll for a skill check.
O Proficiency You will see proficiency dice when you have ranks in a skill.
Certain abilities, equipment, and talents allow you to add boosts to particular skill checks. Each boost
D Boost die symbol represents the number of boost dice you may roll for a skill check.
Certain abilities, equipment, and talents allow you to remove setback from particular skill checks. Each
H Remove remove setback symbol represents the number of setback dice that may be removed when you make a
Setback skill check. If there are more remove setback symbols than you have setback dice for your check, the
remainder is ignored.
Certain abilities and equipment might require you to add setback to particular skill checks. Each
. Add Setback setback symbol represents the number of setback dice that must be added when you make a skill
check. If you have both added setback and removed setback for the skill, they will cancel out and the
remainder of the higher count will be applied.
Certain abilities, equipment, and talents may allow you to add automatic success to the result of
% Add Success particular skill checks. Each success symbol represents the number of successes you may add to a skill
check.
U Add Advantage Certain abilities, equipment, and talents allow you to add advantage to result of particular skill checks.
Each advantage symbol represents the number of advantage you may add to a skill check.
<-> Add Threat Certain abilities, equipment, and talents might require you to add threat to result of particular skill

checks. Each threat symbol represents the number of threat you must add to a skill check.

Cancel Threat

Certain abilities, equipment, and talents allow you to cancel the effect of threats generated by a skill
check. Threats are cancelled only after rolled threats are used to cancel out any advantages.

Increase Certain conditions and equipment might require you to increase the difficulty of particular skill checks.
@ Difficulty Each increase difficulty symbol represents the number of times the difficulty is increased.
U d Certain equipment might require you to upgrade the difficulty of skill checks. Each upgrade difficulty
@ .pg.ra € symbol represents the number of times to upgrade the difficulty. Difficulty is upgraded only after it is
Difficulty increased.
Certain Force power abilities allow you to augment particular skills with a Force power check. Force
power checks consist of one Force die for each point of Force Rating the Force-sensitive character
O Force possesses. When such an ability applies to a skill, you will see one Force die symbol for each point of

Force Rating. This indicates that you may use up to that number of Force dice to augment a skill check.
If you have Force dice committed to other ongoing effects, or have used Force dice to activate some
other power, you may not be able to roll all of the indicated dice, if any.

2




EQUIPMENT

OWNED WEAPONS:

Equipment comes in three different types: weapons,
armor, and gear. The currently-displayed type of

Transfer ‘s Attachments

Name Oty Mods kquip Carry Show
Unarmed a =

Skill Dam Range Price i3
Ranged (Li..

1T?4Ha\dﬂutB\aster Rar\ged(Lj'. 6 Medium 350 . . .
etk B Rl 7 o 00 equipment (A) will show up on a dimmed button at
Model Q4 Quickfire Ranged(Li. 5  Short 250 . .
Rocrder  Rwedli 5 S 25 C the top. All the equipment of that type will be
Nefender Snorting Rlas. Ranged (I i 5 Medium A50
“ Al " Restricted " Unrestricted . . . . .
e [— .| D WIS G5 ©II® | displayed in the grid below (G). You can filter this
Filter by Type: A Types = Encumbrance: 0/7 )
G Fierbrsoures aisoress . equipment by the category drop-down, the type
FilterbyName: [~ d d th d d d t d .
o L rop-down, the source drop-down, and a typed-in
D E name filter, and by selecting restricted, unrestricted,
sDwags2 UNARMED (| and all equipment using the radio buttons (restricted
R equipment must be obtained on the black market).

« Qualities: Disorient 1, Knockdown,
Stun Setting

Below the list of available equipment (G) is a section
(B) containing a picture of the equipment (if

available), stats for the equipment, and a description of the equipment (or a page number, if the descriptions
haven’t been edited). The list to the right (C) shows all purchased equipment of the currently-displayed type.

ADDING EQUIPMENT

Two different buttons (D) allow you to add equipment to your character: “Add” and “Purchase”. “Add” will just
add the equipment to your character. Use this if your GM tells you that you have acquired this item for free or
as part of your starting items. “Purchase” will subtract the cost of the equipment from your credit total. This is
the normal way of acquiring equipment.

REMOVING EQUIPMENT

Likewise, owned equipment can be eliminated by clicking on the “Remove” or “Sell” buttons (E). “Remove” will
just delete the item from your inventory. “Sell” will allow you to sell the item and receive credits in return.

RENAMING EQUIPMENT

i = You may click the “Rename” button (C) to rename the selected owned
ENTER NEW NAME FOR ITEM: . . . . .
equipment. This name will show up instead of the base name in all sheets and

panes. To revert back to the original name, just click “Reset” in the rename

.
:

dialog.
ITEM NOTES
Each item or set of items in your inventory can have a note attached to it. e S 0 =
ENTER NOTES FOR ITEM: Force Pike
This note might mention a special feature, from where you obtained the Faund thi of f a dead gamorrean. It ets me add

[ADVANTAGE] to each combat check |

item, or anything else you might like to remember. To change notes, click
the “Notes” button (C). This will bring up the Modify Item Notes dialog.
Type your note in the top text box. The preview box below it will show you
what your note will look like. You can add tags to your note, including €D €©
special symbols and dice. Click “Change” when you’re done, or “Cancel” to cancel the chanée. An item’s note

PREVIEW:

Found this off of 2 dead gamorrean. It lets me add {} to each
combat check.




III

will be displayed in the “Special” column in the respective grid on the printed sheet, along with any other

information (qualities, attachments, etc).

SplitItem Stack == SPLIT AND COMBINE ITEMS

SPLITITEM STACK: 1 :‘ I
& T e These two buttons (C) are used to work with a “stack” of items. Items that can be

¥ EC S e stacked are any item that may have a quantity greater than one. Certain items, such as

€ @ | items with Hard Points, cannot be stacked.

Any item with a quantity greater than one may be split into more than one stack. Click the “Split” button while

such an item is selected. This brings up the Split Item Stack dialog. You have two options: split off the specified
number of items into a new stack, or evenly split the items into the specified number of stacks.

When you click the “Combine” button, all separate items of the same type will be combined into a single item
with the combined quantity.

BUYING OR SELLING EQUIPMENT

Purchase ltem ot

you will buy or sell the item for. This is always based on the listed price for the csz,:?:fng::fa;

When you buy or sell an item, a dialog will appear that allows you to select the price

‘g Buy at 25% Discount (19 Credits)
‘G Buy at Base Cost (25 Credits)

item. You may choose which standard percentage of this price to use, a custom

@ Buy at 25% Markup [31 Credits)
i@ Buy at 200% [Black Market) [0 Credits)

. @ Buyat Bk % (25 Credits)
end price yourself. o | e

QUANTITY: [T =

[~ Stack existing items together

percentage that you can select (between 1% and 500%), or you can just enter the

If the item being purchased can be stacked, you can specify the quantity of the item

that you wish to purchase. If you already have items of this type in your inventory, o« €

checking the “Stack existing items together” box will combine your new purchase
with your existing item.

EQUIPPED, CARRIED, AND SHOWN

Owned equipment also can have three different check boxes associated with it: “Equip,” “Carry,” and “Show.”
“Equip” indicates that the item is currently equipped by the character and is providing soak, defense, and any
benefits from attachments and mods. Items that are equipped are also automatically carried. Two pieces of
armor may be equipped at a time, and only a maximum of two weapons. Any number of gear items may be
equipped at the same time. The app doesn’t differentiate between one- and two-handed weapons, so do not
equip more than one two-handed weapon at a time, unless your GM allows it.

“Carry” means that a piece of equipment is carried with the character wherever he goes (as opposed to items
owned by the character but, say, stored in his ship or at his base), but is not being actively utilized. This means
that it contributes to encumbrance, but does not provide benefits, such as soak, defense, or any benefits from
attachments and mods that might apply to the final character calculations. Any number of items (weapons,
armor, or gear) may be carried. However, the encumbrance will add up and may eventually penalize the
character.

“Show” only applies to weapons and indicates that such weapons will be shown on page one of the character
sheet. You should check the “Show” box if this is a standard weapon that you always use. Weapons shown on



the first page will already have any added damage, range, and dice pool enhancements pre-calculated for
convenience. Keep in mind that a limited number of weapons will fit at the bottom of page one, so choose
which ones will be displayed wisely.

CRAFT ITEM

Clicking the “Craft Iltem” button will allow you to create a new piece of gear, a new weapon, or new armor, using
the game’s crafting rules, found in various source books. Please see the Crafting section, later in this chapter,
for details on how to craft items.

ADD COMPANION

Certain pieces of equipment (normally in the “Gear” section) represent creatures or adversaries that can be
transformed into a companion for the character. Forinstance, the “Riding Beasts” category contains inventory
“items” that also represent companions. When such an item is in your inventory, the “Add Companion” button
will become available. Clicking this button will create the companion and add it to the character’s
“Companions” tab. For more information on this, please see Companions, later in this chapter.

TWO-WEAPON SETS

Two-Weapon Sets. =)
If the character dual-wields two weapons, you can create two-weapon sets to TWOWEAPON SETS:
display on the first page of the character sheet by selecting the primary weapon | o= - |
and clicking the “Two-Weapon Sets” button (C). This
Secondary Weapon = il m
SELECT SECONDARY WEAPON: will bring up the Two-Weapon Sets dialog. From |
there, you can click “New” to add one or more of any - D
-

weapon in your inventory to act as a secondary

weapon. The Secondary Weapon dialog will appear that will list all other weapons in

UNARMED H

your inventory that are not currently selected for the primary weapon (the exception

o Rarity:o
R tgoged _| tothisisthe Unarmed “weapon”. Unarmed by be used with itself to create a two-
«» | weapon set). Choose one, and click “OK”. That weapon will now appear in the Two-

Weapon Sets dialog as a secondary weapon. If you want this set to be shown on the
first page of the character sheet, click the “Show” check box next to the listed secondary weapon. Clicking
“Modify” will allow you to change the secondary weapon, while clicking “Remove” will remove the secondary
weapon from the list.

When you’re finished configuring your sets, click “OK” to return to the Qi _Wods Equip_Held_Show
. 1

equipment pane. Any weapon in your inventory that is a primary weapon of a ‘
Unarme: d 1 - B @ B
two-weapon set will have the two-blaster icon displayed next to it.

On the first page of the character sheet, two-weapon sets will be displayed showing the primary and secondary
weapon’s names, both skills used (if different), both ranges (if different), both damage ratings, and both critical
A —— . ]
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ratings (again, if different). The dice pool will be configured using the two-weapon rules from the core rulebook
and will include any boosts, setbacks, advantages, or threats for the primary weapon, plus any advantages or

IM

threats added by the secondary weapon’s activation, if any, following a slash. The “Special” column will list the

qualities possessed by both weapons.

CHOOSE OPTIONS

This button (E) becomes enabled when have selected an owned item that has some sort of user choice involved.
This could come from the item or from an attachment. Clicking the button will take you through all choices that
you have for the item. For instance, if you’ve selected the armor “Cargo Clothing”, you'll be prompted to select
the items stored in your cargo clothing. For choices from attachments, this button will perform the same
function as the “Choose” button in the Item Attachment dialog.

ADD HARD POINTS 1

= | B H
If a character possesses a talent that allows adding hard points to items (such as
Intuitive Improvements), the “Add HP” button will appear below the owned E m
equipment grid. Clicking this button will allow you to add one hard point at a

time (to a maximum defined by the talent) to any piece of equipment.

Remember that you would normally have to make a skill check to do this, and as
always, you should ask your GM’s permission before adding hard points to items - Sell
in this manner.

REPAIR

Repair: All equipment in your inventory will have a repair state (C). The four equipment
Minor  Moderate m repair states are “None”, meaning it is in fully-working order, “Minor”, meaning
skill checks to use this item gain a setback die, “Moderate”, meaning skill checks to use this item get a difficulty
increase, and “Major”, meaning the item is unusable and its benefits are not applied. If a piece of equipment
gets damaged, click on the appropriate box so you can keep track of it for repair purposes. For shown weapons,
the dice pool is automatically calculated based on the repair state.

STAT BLOCKS S Save Item Stat Block TR — - z-_ @
SAMPLE STAT BLOCK IMAGE:
Clicking on the “Stat Block” button will display the Stat Block ot oo SO
Holdout Blaster QL {:F:: I:li:h:r
dialog, allowing you to save or copy an image containing a ﬁﬁﬁﬁé O Al Tert s tad ot |
. .. . . . . A W D W S Medum EdgeoftheEmpire =
graphical description of the item selected. This dialog is i
exactly the same as the Stat Block Dialog described in SW a» N
[ rane |
GM Tools. | o |
Background
Clear Background il
'
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ITEM ATTACHMENTS T x =)

CURRENT ATTACHMENTS: Hard Paints: 2/4
Some purchased equipment can have SELECT OPTIONAL MODS:
Name HP  Options Failed?
attachments. These can be purchased by Integrated Holsters 23 Add Clto Perceptianchecks tofindstored

ptionch > ks tofind stored

clicking the “Attachments” button (E) at the top A

right. If this button is dimmed, the currently

1
|

Haster Weaponup to Encumbrance 3 Mod
Hoster Weaponup to Encumbrance 3 Mod
Hoster Weaponup to Encumbrance 3 Mod
Innate Talent (Quick Draw) Mod

EEEN
NN

selected item in the owned item list does not
have any available attachments (probably I
because it has 0 hard points).

[ tew Yo, Renove J et ]

INTEGRATED HOLSTERS |

Heavy Battle Armor

To purchase these changes, it will cost:

E 300 Credits
I
L rinsh O Puchose J

(A), alist of any optional mods for the selected attachment (B), a description of the selected attachment (D),
and information about the item being modified and the associated cost (E).

Please see page 52 of the No Disintegrations
Sourcebook for details.

D

When purchasing attachments for an item, you

will be shown a dialog displaying a list of the

Source(s): No Disintegrations, Page 52

currently-purchased attachments the item has

e =% Toadd an attachment to this equipment, click the “New” button
(Name - Base Options B INTEGRATED HOLSTERS “||| (C). The Choose Attachment dialog will be displayed. Select the
Custom Fit 1 1
NN [ | ez ceejoce o2 fthe NaDisintegratons attachment you wish to add and click the “Choose” button.

Helmet Comlink 1 0 o . . .
e A S swetomnseien sz |l Only attachments that can be applied to your selected item will
D | B . . .
s i [ be displayed. You can also filter the attachments by its
Hard Points Required: 2
ilterby Name: | ase ications: 1 i i
e Base Modificati -ll| restricted setting or by entering any part of the name.
<

To remove an attachment, click the “Remove” button (C). To
revert back to the state the equipment was in before it was modified, click the “Reset” button (C).

Attachments may also have optional mods that may be purchased in addition to the base mods of the
attachments. To select an optional mod, check the box to the left of the mod in the Optional Mods list (B). That
affect will now be applied to the attachment. By the rules, adding a mod requires a Mechanics skill check. If the
check fails with a ¥, a mod slot may become useless (consult your GM). If this is the case, you may check the
“Failed” box to the right of the mod in order to keep track of which optional mod slots can no longer be used.

Any changes you make to modifications, either by adding, removing, or selecting and deselecting options, will
affect how much the changes will cost. The bottom right of the dialog (E) will show you how many credits your
changes will cost you. You do NOT get money back for removing attachments or mods, you are only charged for
adding additional attachments and mods.

To take the changes without spending credits (again, at the behest of your GM), click the “Finish” button (E). To
spend the listed credits for the changes you made, click the “Purchase” button (E). To cancel any changes made
to this equipment, click the “Cancel” button (E).

Special “Jury Rigged” Attachment

If you have selected the Jury Rigged talent, the Jury Rigged “attachment” will become available. As stated in the
rules, you can have one of these attachments per rank of Jury Rigged you purchased. This attachment costs no
credits and can be applied to either weapons or armor. If you remove a Jury Rigged attachment from one piece



of equipment, it becomes available for another piece. If you eliminate the talent that gives this benefit, the
attachment will automatically be removed from your equipment.

Maods with User Choice

. . . elect Items for Storage ==
Some item attachment mods, either base mods or optional mods, may e — 0

require a choice from the user. When purchasing an attachment with choices o

from one of its base mods, the appropriate user choice dialog will be
displayed when the attachment is first chosen and added to the purchased
attachment list (A). When purchasing an optional mod that requires a choice, |

You may choose 2 more item(s)

the appropriate user choice dialog will be displayed when the optional modis |
selected and/or deselected, depending on the mod (B). If, at any time, you C oncel
wish to make a change to any of your choices, click the “Choose” button at

the top right of the item attachment dialog.

TRANSFER

Transfer Equipment = .

|| TRANSFER FROM [ERIEHETIF I - TRANSFER TO CHARACTER "HUMAN You may also tranSfer any OWned eqUIpment to and
coromsE from a vehicle owned by the character, a group a

- e ythed group
| — e | Character belongs to, or a vehicle owned by any group
: oy s the character belongs to. To do this, click the
“Transfer” button (E) at the top right. This will bring up
| «» the transfer dialog. From here, you may select an
Filter by Category:  <all Categories> B

equipment source available to the character under
“Transfer From”. Clicking on “Weapons”, “Armor”, or “Gear” will filter by that type of equipment.

If one of the equipment sources happens to be a group, you will also have the option of transferring credits to
and from the character and the group. Once the transfer is completed, you will be asked to save the character
before the transfer can be completed.



Fo Rc E POWERS Description SELEGT FORCE POWER: (| PR TYP Ny - [7] Use Mentor Discmut(:ﬁ XP on basic power)
»

Force 'ta‘ing: 1

Minimum Force Rating: 1+
Background

Obligation /Muty

If you have purchased any specialization,

Morality

career, or ability that gives your character a Species

Career

I CONTROL: UPGRADE DIFFCULTY

ngoing efect: Cormit (3. Once per round, when anattack targets the Forceuser, he

I CONTROL SENSE THOUGHTS
.

enct (B The Force user serses the current thoughts of one Iving tardet with whors
sec.

Force rating, a new pane button will become o

. . . )
available named “Force Power”. This will — - I <=

™ N ]
sense's ongoing effects ma e
pen using Sense's ongaing fiects steadt of once.

Maotivations

bring you to a pane that looks very similar to

Skills

the specialization pane that contains tree ==

Sm— -

spand 5 inc gz by 2 D gers

layouts for the various Force powers you can

. . . . . Vehicles . ce
buy. Like specializations, each displayed = e S T
power upgrade, just as with talents, are D [T I
displayed either full color for an upgrade that X e

you can select, or dimmed if there is no

selected upgrade that is connected to it. Your current Force rating (A) is displayed in a panel on the left. A
combo box (B) contains all of the Force powers available to the character, based on the minimum Force rating
requirement listed below the combo box. Each power is listed with the number of abilities purchased in the
tree, so you can know at a glance which Force power trees have purchased abilities. To the right is a checkbox
(C) that can apply the mentor -5 XP discount to purchasing a power’s basic ability, as described in Force and
Destiny Beta Update #2. This discount is applied to individual powers, so if your group loses its mentor,
subsequent Force power purchases can be made without the discount.

Unlike specializations, you do not have to purchase Force power “trees”, only the individual upgrades on those
trees. So, if Force powers become available by purchasing “Force Sensitive Exile”, “Force Sensitive Emergent”,
or some other talent or ability that gives you a Force rating, all of the powers will be available to choose from.

Some species, such as droids, cannot possess a force rating, and therefore can never have Force powers. Other
species may have an innate Force rating, and so will always have access to Force powers.

SIGNATURE ABILITIES

SELECT SIGNATURE ABILITY:  Sudden Discovery (Frnger) - S G A new concept called “Signature Abilities”

became available in the “Enter the Unknown”
dm m) sourcebook, release at the end of 2013.

Signature abilities are career-specific abilities

Fre—— || P e | oy B © o Empeee=s o that can be attached to career specialization

trees that have had enough talents purchased

O = O = : to make them signature ability-ready. At the

for dataie, for daea, for datae, for daea,

time of this documentation’s writing, two

Vehicles

signature abilities are available for Explorers
only. You can, of course, create your own signature abilities and assign them to any career that you like.

Like Force Power, the Signature Ability button will only become available if you have or may purchase a
signature ability for your character. That means a signature ability must be available for your career, and you
must have the proper talents selected on one or more of your career-specific specialization trees.



The signature ability pane works similarly to the specialization or force power pane. After selecting the base
ability at the top, you may traverse the ability tree and select any other node that becomes available. The
benefits of these nodes are explained in the “Enter the Unknown” sourcebook.

To add a new signature ability, click the “Attach” button. This
button will “attach” a signature ability to a career-specific

specialization. From the attach dialog, select the available
signature ability on the left, and the specialization tree to

Attach Signature Ability =)
ATTACH SIGNATURE ABILITY: ATTACH TO CAREER SPECIALIZATION:
SucdenDicovery - T -
EXPLORER SIGNATURE ABILITY: SUDDEN DISCOVERY

attach this ability to on the right. Click “Attach” to gain the signature ability.

The Vehicle pane allows you to add or
purchase vehicles for your character,
including starships. The pane includes a list
of your currently-purchased vehicles, plus a
stat block, descriptions, and places to add a
name for your vehicle, update your vehicle’s

seuecrvemas:
e

Background Vehicle Model 3 [T22 ) 15 E : i

<NoName> YT-1300 Light Freighter
Dbligation/Duty
e
Y
sunoueTTe seeeo HAnDUNG
— YT-1300 LIGHT FREIGHTER
Career E
L =
dplei:\S\Es seepage 264 of the Edge of the Empire Core Rulebook for
Y .
Attachments m Source(s): Edge of the Empire Core Rulebook, Page 264
e —s
Y 5
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e QLTI @I (W72 asouttHisveics:
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- [ Export Stock Vehicle y
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Companions Craft Fortification Use Default -

ADD A VEHICLE

To add a vehicle, click the “New” button. This will bring up the
Vehicle purchase window. This window lists all of the available

vehicle models, including, again, a stat block, vehicle summary, and | B

buttons that allow you to add or purchase a vehicle. You can filter Ve B B ieuie 6o Ve
Filter by Category: Filter by Type:
the vehicle selections by its restricted (availability) setting, by [ e -

starship or non-starship vehicles, plus vehicle categories, types,

sources (the book or adventure in which the vehicle can be found),

or a typed-in model filter. You can also sort by model, category,

type, and price. Once you add or purchase a vehicle, it will appear

in your vehicle list and you will be able to edit the name,
description, and the vehicle’s portrait.

REMOVE OR SELL A VEHICLE

portrait, and add brief notes about your
vehicle. If you currently do not have any
vehicles, these areas are hidden.

Add Vehicle ; - -E‘

i SELECT VEHICLE MODEL: l

Model ~ Category Type Price

1L imper jes Repulsor... Land Vehicle Landspeeder 50000

ll 85Xs Odyssey Heavy Speed... Land Vehicle Speeder Bike 4500
| 8880 Luxury Landspeeder  Land vehicle Landspeeder 40000
A 5000

Land Vehicle, Wheeled ... Tunneling Vehicle

A a V... Armored Personn...
ol Bost

Unrestricted

All Sources

1-L IMPERIAL-SERIES REPULSOR TANK

Please see page 50 of the Stay on Target Sourcebook for detais.

Hull Type: Landspeeder
Categories: Land Vehicle
Maximum Altitude: 3 meters

Just like inventory items, vehicles can be sold for credits, or can be removed if your GM just had an Imperial Star
Destroyer blast it out of the cosmos. When you sell a vehicle, the standard discounts will be displayed, just like

for selling other items.



ATTACHMENTS

Vehicles can have vehicle-specific attachments, just like weapons and armor. To add or purchase attachments,
click the “Attachments” button. This will bring up the same Attachments dialog that you see for weapons and

Upgrade Wespon Systems - ¥ 27 @ . == armor,although different attachments will be displayed.
SELECT WEAPON SYSTEM:
No. Arc Weapon Count Upgraded UPGRADE WEAPONS
1 hd Turret Mounted Twin Light lon Ca... 2 No
2 Forward Mounted Twin Medium ... 2 Ne To upgrade your vehicle’s weapons, click the “Upgrade
3 Forward Mounted Twin ProtonT... 2 No . . .
I Weapons” button. This will bring up the Weapon Upgrade
| dialog.
ol ionalc ien ol ot In the grid, you'll see a list of the vehicle’s current weapon
0 Credits and 0 Hard Points .. . . .
o« D systems. If this is a new vehicle, you will see a list of the
[ Furchase ]

stock weapons that come with the vehicle.

A count of the weapon systems will be on the left, followed by the firing arc, a description of the weapon
system, the number of individual weapons included in this system via the Linked quality, and the weapon’s
upgrade status. At the bottom, you will see how much it will cost to save your changes, plus any hard point cost.

To upgrade an existing stock weapon, click “Upgrade”. To add a new weapon system, click “Add”. To remove an
upgraded weapon (which will then revert to its stock weapon system), click “Downgrade”. To remove a new
added weapon, click “Remove”. You cannot modify an upgraded weapon once it’s been upgraded; the weapon
can only be downgraded. However, after it is downgraded, it can, once again, be upgraded. New weapons
cannot be upgraded, they can only be removed and added again.

[ 2 or Upgrade Wea on ‘ ==
When you upgrade or add a weapon system, the TS -
UPGRADE WEAPON SYSTEM TO: FIRING ARCS: MOUNT:
Upgrade Weapon dialog will appear. This dialog j — g |
. ractable
allows you to choose your weapon system, plus edin Loser Caep b
. o . , . ineMissile Pac COUNT: [{ 5
various customization options. You will see a list of e — v searmonrd Linked #mar tham 1
¥ Dorsal
H H Missile Pack 0 0 =
available weapons to the left, which are already M e Tbe 0 0 ™ Ventral LOCATION:
. . T Point Defense Laser Cannon 5 3 Dorsal T
filtered based upon silhouette minimums. After you | T 7 2 J —
l Proton Bomb Release Chute 7 4 MEDIUM LASER L
choose your weapon, you may select one or more | oo ormennt sncher a oo CANNON
firing arcs that the weapon can reach. If a weapon is Please see page 230 of the Edge of the
| “ w Empire Core Rulebook, or page 240 of
turret-mounted, or retractable, check those boxes. the Age of Rebellion Core Rulebook, for

You can specify a location for the weapon, or just

keep it as “Unspecified”. Finally, if you want to purchase multiple weapons and link them together into a single
weapon system, you may choose up to 4 such weapons to do this with. Note, however, that the number here
represents the total number of weapons and NOT the “Linked” quality number. Thatis, “1” means just purchase
a single weapon, “2” means purchase two weapons and link them together with the “Linked 1” quality, “3”
means purchase three weapons and link them together with the “Linked 2” quality, etc.

There’s no added cost for firing arcs or for turret-mounted, retractable weapons, or location. When linking
weapons, you will be charged for each weapon in the weapon system, plus half again the price for the linking.
The total charges will show up on the Weapon Upgrade dialog as soon as you click “OK”. Any sort of linking will
cost a hard point (that is, replacing an existing weapon system with 2 or more linked weapons will cost 1 hard



point). To avoid linking charges and hard point costs, just purchase separate single weapon upgrades. Adding
weapon systems always costs a hard point, so if you have the cash, squeeze in as many linked weapons as you
can afford so the hard point isn’t wasted!

IMPORT, EXPORT, AND COPY

These buttons allow you to transfer your vehicles between installations of the generator, and to make copies of
existing vehicles. “Import” will add a previously-exported vehicle to your character, while “Export” will export a
copy of that vehicle to another file. Clicking “Copy” will duplicate the current vehicle in the list.

STOCK VEHICLE

e Sl =5 This button will bring up a dialog that will allow you to add or

& CEED @EED) T .
p—rt COCCD) &£ purchase a pre-made vehicle for your character. These stock
| BigBertha DP20 Gunship e . . X .
! =» $ vehicles can be created in the SW GM Tools application and
s e amexsmasionres - | @y already have names, descriptions, attachments, upgraded

g 257 of the Core Rulebook for etails.

weapons, etc. Having the capability of adding pre-made

vehicles can save time in creating the same, or similar vehicles,
multiple times for different characters.

When you select a stock vehicle for your character, a copy of the vehicle is made for your character. The stock
vehicle remains in SW GM Tools. Subsequent modifications to the vehicle in your character will have no effect
on the vehicle stored in SW GM Tools.

STAT BLOCK
S Ve et Do == The stat block feature allows you to export a description of the
—_ Format style vehicle as a PNG file, which can then be used in your own
& " Tt - publications. Clicking “Stat Block” will show the Stat Block Dialog, as
o — described in detail under SW GM Tools for adversaries. The “Display”
| Mot Oy - pane has two different options for vehicles, however. “All Details”
| S will include all information for the vehicle, including hull type,
| hyperdrive, cost, rarity, etc. “Weap/Attach Only” will only include
I

T Layorl svecn weapons and any attachments the vehicle has. Use the second

option for a more condensed stat block for the vehicle.



ORDNANCE

Some weapon systems on vehicles can fire various types of
ordnance, such as missiles or rockets. These weapons
generally have a profile that does not include weapon
damage, critical rating, and qualities. This is because you
purchase the ordnance separately. To do this, click the
“Ordnance” button. This will bring up an equipment dialog
that will allow you to add or purchase whatever types of
ordnance you have in data. This ordnance will show up on
the vehicle sheet under the weapons in order for you to
know what types and how many missiles you have on your
ship.

CRAFT FORTIFICATION

st e Ot ————— =)

'VEHICLE ORDNANCE: OWNED ORDNANCE: [ Attachments ]

Type
n Missile (Mini) Vehicle 4  short 400

Dam Range

Name aty

Vehicle Short 00

Vehicle Short 300 |_

Jammer Missile (Min)  Vehicle Close 400 L8 I

Unguided Rocket Vehicle 5 Short 300

© Al ) Restricted © Unrestricted
Filter by Category:  AllCategoriss <

Filter by Type: All Types -

CONCUSSION MISSILE (MINI)

. 8
2, Guided 3, Slow Firing 1

& |

The “Forged in Battle” source book allows a character to craft a fortification. Fortifications are created as
stationary vehicles and will appear in your vehicle list. Please see the Crafting section, below, for details.

(=] & i |

PRINTING YOUR VEHICLE

Click the “Print” button (the one next to the
vehicle portrait, not the one on top) to print your
currently-selected vehicle. Like for character
sheets and encounter trackers, this will bring up
the standard Print Preview dialog where you can
make any printer changes, or select full-color or
simplified versions of the vehicle sheet to print. All
pertinent information you’ll need to use the
vehicle during play is listed on the single-page
vehicle sheet, including weapons, attachments,
plus any innate talents supplied by attachments.

PORTRAITS

Each vehicle comes with its own portrait.
However, if you don’t like the default portrait, you

can always add your own. To do this, click “Select Portrait” button. This will bring up the same dialog you see
for character portraits, except instead of stock character portraits, you’ll see stock vehicle portraits. You can
load a portrait from disk or from a URL off the internet. You can right-click on the portrait to both copy and
cut/paste a portrait. Forinstance, you can find a portrait off the internet, right-click and copy the portrait, then
go to the SW Character Generator, right-click the portrait, and paste it.

Portraits can be any size, but to avoid scaling issues, please make sure that they are square in size. That is, the

height and width should be the same, or close to it.



COMPANIONS

Dls(rip(il‘m MODIFY COMPANIONS:
[ The Companions tab will bring up a list of
companions for the character. Companions use the
@  same standard “adversary” format as the SW GM
@D 750/5 application. Companions can be anything from
v pr— i - a sidekick, an employee of the character’s, a riding
W beast, favorite droid, or anything else. For basic
YOUNGKRAYT DRAGON "BOB" [RIVAL] E instructions on creating companions, please see the
. L Adversaries section in the GM Tools chapter.
VEhi(lEs

D o, s A, 2 Lotalloct 1 G

CRAFT DROID

Clicking this button will allow you to craft a droid companion. See the section on Crafting, below, for details.



CRAFTING

Starting with the “Special Modifications” source book, the SWRPG allows characters to craft a number of items,
including weapons, armor, gadgets, droids, and fortifications. The SW Character Generator allows a character to
craft any of these items through the Craft Item dialog.

Access to crafting can be found in a number of places associated with the type of crafting being done. There will
be a button for crafting at all of these locations:

\ Type \ What to Craft ‘ Location \
Craft Droid Droids Companions pane
Craft Item Any weapon, armor, gadget, or Equipment pane
other tool.
Craft Fortification Fortifications Vehicle pane

Crafting buttons will be displayed using a gold color for the text. Crafting is only available from the SW
Character Generator, not the SW GM Tools.

THE CRAFTING DIALOG

[

2 Craft Item

The basic Crafting dialog is designed in the fashion
of a wizard, much like the Inquisitor dialog.

WHAT ITEM DO YOU WANT TO CRAFT?
tem Tyoe: -

SELECT A TEMPLATE:
@ Template Name REINFORCED CLOTHING -~
Reinforced Clothing
Light Armor Easy (#) Mechanics or Survival Check required to create |

. thisitem. |=
Customizable Armor

Deflective Armor
Combat Armor

Segmented Armor Crafting Time (Hours): 2
Augmentative Armor

PROFILE:

RESULTS OF CRAFTING CHECK:

[~ Thisisacommissioned item

STEP10F3

Current Item:

REINFORCED CLOTHING

This is an armor template. Please enter the description of the finished -

armor here,

Material Cost: 25 I
Rarity: 0 I

corehd whd gbH ofiF |

STEP 1: WHAT DO YOU WANT TO CRAFT?

Wizards take you through various steps in the
creation process. At the bottom of the Craft Item
dialog is a description of the current item being
crafted (how it will look when finished), plus
buttons to navigate between the different steps.
Click “Finish” when you are finished with your new
item, or “Cancel” to quit the Craft Item dialog
without creating an item.

There are three steps to crafting:

In step 1, you select the type of item you wish to craft. This will bring up a list of templates to choose from.
Select the template you wish to use. The schematic icon ® will be next to any template for which you have a
schematic. Schematics can adjust the level of difficulty of the skill check required to craft the item. See the

Schematics section, below, for details.

Next to the template list is information on the selected template, including the difficulty of the skill check,
material cost, and crafting time, as well as a profile of the basic template. Above this is a button to manage

37



your schematics. If you select the proper schematic effect in step 2, schematics will be automatically created or
improved for your character. You can also create and edit your own schematics, assuming your GM allows it.
See Schematics, below, for more information.

Below the template list is an area that allows you to enter the results of the skill check for crafting this item.
Select the radio box indicating whether you rolled advantages or threat, then enter the number of each result
(advantage/threat, successes, triumph, and despair). The Craft Item dialog will keep track of these values when
you create your item and tell you how many of each you have left to spend, or how many you’ve overspent. You
can still select any appropriate effect, even if you do not have enough result symbols to do so; just make sure
your GM allows whatever effect you will add to your item.

Checking the “commissioned item” check box will affect the final selling price of the item. Commissioned items
sell for higher than items that are not commissioned.

STEP 2: CONSTRUCTION OPTIONS

[Keorier - =] |n this step, you select the various effects that are

to be added to the item. These effects can be

SELECT OPTIONS FOR CONSTRUCTION:

Options for: ° I . . . ;
positive or negative, depending upon the dice

Symbals EFffect Count =
j symbols spent on the effect. Selecting an effect

@ =
ordy Lightweight o
Gror Seslzble o will change the dice symbol display below the
L or @ Lessons Learned o i‘ X
o Extra Melee Defense o || effect list so you know how many of each you have
Gord Special Embellishment o - I left t d. Acai till ft it if
- 3 eft to spend. Again, you can still craft your item i
Lo o2 PRACTICE MAKES PERFECT P sain, y _y
483 o0 § e = you go over, as long as the GM allows it. If you
Ch_aracter learns somethingvaluab\_e and | | i i
gairs M on nextcheck withsame kil | have more symbols to spend, the count will be in
Note: In order to be flexible, you may select any available offect, even if you do not have the erafting
symbals to spend. However, always consuit your GM befare selecting any effect green. |f you have Spent more sym bOIS than you

STEP2OF2 | specified in Step 1, the count will be in red.

Current Item:

REINFORCED CLOTHING -~

. | O
This is an armor template. Please enter the description of the finished -

| been selected. Some effects can only be selected

Use the up/down controls under “Count” to
specify the number of times a particular effect has

a limited number of times.

Certain effects have a choice involved. Whenever such an effect is selected, the “Choose” button, below the
symbol counts, is enabled. Clicking this button will allow you to make the choice, or choices, for this effect.



STEP 3: DESCRIBE AND FINISH YOUR ITEM

[H3]Reinforced Clothing[h3]
This is an armor template. Please enter the description of the finished armor here.

ﬂ << Previous Next >>
This is an armor template. Please enter the description of the finished - -

e ————— T In step 3, you can select a name and a description
PLEASE NAME AND DESCRIEE YOUR ITEM: for your item. This is what the item will be called
ttem Name: L Print Summary | | in your inventory. You can also print out a
Description:

summary sheet for this crafting session. Note that
the only opportunity to print this sheet is during
the crafting session. After you are finished crafting

Preview: | the item, you can no longer print out this sheet.
REINFORCED CLOTHING

This is an armor template. Please enter the description of the finished armor here. The summa r‘y Sheet W||I give you information on
| the template used for the new item, the resulting
item, plus all of the effects that have been added

STEP30F3
to the item, as well as material costs and selling
Current Item:
REINFORCED CLOTHING price.

armor here. .

When you are finished with your crafted item, click the
“Finish” button. This will add your item to the appropriate list
for your character (Equipment for items, Companions for
droid, or Vehicles for fortifications.

OWNED ARMOR:
Name Soak  DOef Price i’ Name Qty Mods Equip Carry
Adverse Environmental Gear 1 0 500 Reinforced Clothing 1 0 o J |
Armored Clothing 1 1 1000
Armored Robes 2 1 4500
Concealing Robes 1 o 150
Heavy Battle Armor 2 1 5,000
Heavy Clothing 1 0 50
1 aminate 2 o 250 =l

~ an " Restricred  Unrestricted
. [ Notes J spic__ ¥ Combine }
Filter by Category:  A|| Categories -
_ Encumbrance: 0/7
Filter by Type:  A|[ Types =
Filter by Source:  A|| Sources = Repair:
FikerbyName: [ | e |
[ hid Y Purhose JuES Sot Bloc «=

Add Companion Craft Item

« Encumbrance: 1 (|| REINFORCED CLOTHING
+ Hard Points: 2
* Rarity:0 This is an armor template. Please enter N\ Y
« Price: 48 the description of the finished armor
« Categories: Half Body here.
* Soak: 1
« Ranged Def: 1 | |
L]
=

— T ——
REINFORCED CLOTHING REINFORCED CLOTHING

[ TV NE——
Materla Cost 25
Rarity. 0
 Crafing Tiee (Mours) 2
PROFILE:

r |




SCHEMATICS

CURRENTLY KNOWN SCHEMATICS:

Schematic Name Lvl Adjusted Check

Easy ({3} Mechanics or

Reinforced Clothing 1 Survival Check

Filter by Template Type: <All Types>

Filter by Name:

==  The Schematics dialog will list all of your schematics, including the
&= | level of the schematic, and the new difficulty of the skill check
because of the schematic. Click “New” to enter a new schematic, or
“Modify” to change an existing — -
schematic. From here, you can select CREATE OR MODIFY SCHEMATIC:
«» ' the schematic level. Each time you e
add a “schematic” improvement to an senematicLeve: 1 2

item due to the results of a skill check, any existing schematic of the same type

will be improved by one level.

SKILL ASSOCIATION

-
A Craftltem

WHAT ITEM DO YOU WANT TO CRAFT?
Item Type: Gadget -
SELECT A TEMPLATE:
Template Name
Simple Tool
Specialist Tool
Precision Instrument

RESULTS OF CRAFTING CHECK:

— If you craft a gadget, or choose an appropriate droid
D directive, you must choose skills to associate with the
item or droid. For gadgets, the item will be

] »

SIMPLETOOL considered the “right tool for the job” for this skill.

For droid directives, the droid will automatically get

Easy (#) Mechanics Check required ta create this item.

Material Cost: 50

R e Hours) i ranks in the selected skills. To change the skills later,
PROFILE: click the “Choose” button under the template

smu.(s). FOR THIS ITEM: description.

m d L g

description of the finished gadget here.

coceld whd ghd e Athletics
[~ Thisis a commissioned item
STEP10F3
Current Item:
SIMPLE TOOL

This is a gadget template. Examples include climbing gear, datapads, -

handscanners, medpacks, toolkits, and slicer gear. Please enter the

DROIDS

MonOTASH EASS'S (MiION]

Unlike other crafted items, droids g 2P ey o N

A A PLAYER CHOOSES TRAIT:
may select two different item types .
in step 1: the template for the Please see page 83 of the Special Modifications Sourcebook for

details

droid, and a droid directive. In step ' SourctsSpecil Modifcations,Pege 83
2, you may use the options drop |
down to select the type for which to |

select effects. Both profiles will be
displayed in the summary sheet.

Droids may also have personality traits. If you select a droid quirk effect, a
dialog will be displayed allowing you to select the personality trait to add to
your droid when you click the “Choose” button.

H0



THE CHARACTER SHEETS

The main point of this program is, of course, to generate a character sheet for
you. You can generate a character sheet at any time during the character
Unused XP: 110 generation process. To do so, click the “Print” button at the top left of the main
screen. This will bring up a dialog that allows you to choose some print options,
as well as choose which type of character sheet to print.

PRINT OPTIONS

rx Print Character Sheet - . ﬂ‘
STANDARD PRINT OPTIONS:

| ¥ Include Talent trees Print Standard

The five print options (which can also be selected from the

Options dialog, described above) give you the option to include

five additional types sheets with your standard character sheet.  Include Force power trees

By checking the option, you may choose to include any vehicle || e D e e = ,
. I¥ Include vehicles

your character owns, all of his talent trees for each purchased | & nctats Companions pact Op |

specialization, all purchased Force powers, all purchased m

Signature Abilities, and stat blocks for any companions.

STANDARD CHARACTER SHEET

Clicking “Print Standard” will bring up the Print Preview dialog with a standard multi-page character sheet. This
dialog also gives you the ability to print your character sheet, change page setup options, zoom the preview,

g : — = Select which page to preview, or close the dialog.

| The character sheet is split into four different types of pages, although
the actually number of pages in a character sheet depends upon the

amount of data being presented. Each page contains an identical
header that has general information such as character name, species,
career, and specializations, plus a footer that contains the page
number.

STATS, SKILLS, AND WEAPONS

The first page contains all of the character’s characteristics and attributes,

plus a section for keeping track of wound/strain and critical injuries. It

also contains all of the character’s skills, including the dice pool, and a list

of commonly-used weapons with all damage, range, and dice pool pre-

calculated. These displayed weapons are the ones with the “Shown”

checkbox checked in the Equipment pane.

a1



DESCRIPTION AND SOCIAL

The second page contains the character’s portrait and all descriptive
information, such as gender, age, height, build, hair, and eyes, and a
section for notable features. It will also display motivations, obligations,
duties, morality, and background, including the character’s story. This
information may be continued on multiple pages, depending on the

number of items being printed. The story can start on a new page, but
cannot be split between pages, and must fit onto a single page (this is a

summary, not a novel).

FEATURES, XP, AND ABILITIES

After the description and social pages come the features and ability
section. This starts with any special or optional species powers and how
XP is currently being used (including a space for writing XP earned during
an adventure). A list of all talents, force powers, and signature abilities
follows, and may continue on multiple pages. For talents, thisis a

summary of all of the various talents that you know from any source,
including specialization talents, talents from your species, or talents from

items and attachments. Ranks in these talents, including any descriptive

text that you might have entered, will show up here.

Force upgrades and signature abilities are displayed in a similar manner,

with multiple purchases showing up under “Purchased”. The Force Power
section will also have your current Force Rating, which will normally be 1,
unless you buy the single upgrade in the Force Sensitive Exile tree.

MONEY AND EQUIPMENT

The last section of the character sheet shows the character’s current

encumbrance, his current money (plus a section to record credits earned

through adventuring), and a complete list of all equipment owned, including

weapons, armor, gear, and vehicles.

Along with the equipment are designations as to whether the equipment is

equipped and/or held, the quantity of all equipment, plus a complete list of
all special abilities and upgrades contained in this equipment, including any
options selected. This section can span multiple pages if your character has
acquired a lot of equipment.



OPTIONAL SHEETS

You may optionally include vehicle sheets at the end of your character
sheet for any vehicle owned by your character. You may also optionally

include sheets that show trees for your specializations, force powers,
n

and signature abilities. You may select these options from the “Options
button at the top of the generator window.

THE “NOTES” SECTION

Some pages of the character sheet might have a “Notes” section at the
bottom, while others do not. Because the character sheet is split into

four sections, plus optional tree sheets, some sheets can end up with
extra space at the bottom. Rather than just keeping those sections

blank, the generator will add a “Notes” section to allow you to at least
make some good use out of the empty space.

Print Preview SHEET STYLES

. g |.‘ Ml > - Three different character sheet styles are available in the SW
! Character Generator: full color, full color no background, and

simplified. All of the examples above are full color. The simplified style is basically black and white and doesn’t

use as much printer ink, while the full color sheet with no background removes the datapad background graphic,
and also uses the same margins as the simplified sheet, while retaining full color in all graphics.

You can specify which sheet style to use by selecting the sheet style combo box at the top of the form.

COMPACT CHARACTER SHEETS

Compact character sheets are one-sheet versions of the standard
character sheet. Basically, all relevant information about the character
is summarized into a single sheet. In order to do this, not all
information about a character may be included. For instance, not all
talents might be displayed, or all Force powers, or equipment.

Compact sheets are handy for making pre-generated characters for
either convention runs, or for running one-shot adventures for your

friends. They may also be used as a quick-reference summary of a

character that has all required information on a single sheet at a
glance.

Basic information for the character is displayed at the top, including a
stat block, attributes, portrait, plus a list of all skills that currently have

ranks. As space permits, you may also find lists of talents, Force
abilities, obligation, duty, morality, weapons and equipment, plus the
character’s story, if there’s left over room. Many of these items can be found in either column, since the sheet
attempts to dynamically place the different parts into the layout.



At the bottom, you’ll find a key panel containing all symbols and dice used in the game. This can be handy for
new players, or players not as yet proficient with the dice mechanic. You may control whether or not this panel
is displayed in the Compact Sheet Options dialog.

Compact sheets use the same print preview dialog as standard character sheets (and all other printed sheets).

COMPACT SHEET OPTIONS

Compact haracter Shezt Ot ]

I COMPACT SHEET OPTIONS

A compact character sheet is a single-sheet representation of a character which
|| can be used as for quick reference, or as a simplified character sheet usable for
convention runs or one-shot adventures. You can choose certain items to

This dialog allows you to select which items to prioritize when creating

compact character sheets. Since space is limited on a single sheet, many

items that are printed on the standard character sheet must be e o v e remave ot s i 1o e vy o he s
removed in order for at least some items to be shown. In order to ST EELECHOBEICALIOMERIC SIe

Select up to five talents you would like Select up to wo obligation you would
to prioritize. like to prioritize.

somewhat control this process, you may choose “priority” items from [ .

the different categories. Basically, these selected few items will be e e e T
removed last, if at all, when the compact sheet decides which items to J—— . i

include, and which to leave out. You may select up to five talents, five seLec oeanemoniry:

Force powers, two each of obligations and duties, and four pieces of I A

gear (including armor). Weapons are automatically prioritized by [ ncuce symbel anddlce ey at e botom of the charace shee
whether or not they’ve been selected to be shown on the front of the «>»

standard character sheet. ——

Finally, there’s a check box that allows you to select whether or not to include the symbol and dice key at the
bottom of the page. If creating compact sheets for use in convention runs, or when the players are new to the
game, it might be handy to have a reference to dice mechanic. If the sheets are to be used by experienced
players, unchecking this selection will add a bit more room to the bottom of the sheet to fit in more information.



DATA EDITOR

Due to copyright and other legal constraints concerning the intellectual property rights of Fantasy Flight Games
and LucasArts/Disney (who own the rights to the Star Wars® franchise), actual descriptive text as found in the
core rulebooks and various supplements cannot be included in this application. Owning at least one the core
rulebooks is a prerequisite to using this application. The only descriptive text that this application comes with is
page number references where you can read the proper descriptive text in the appropriate core rulebook.

This does not mean that you can’t have all the copyrighted descriptive text in your own personal copy of this
character generator. It just means that you have to enter it yourself from your legally-purchased copy of a core
rulebook.

In order to facilitate this, the SW Data Editor allows you to enter in your own descriptions for all parts of the
generator’s data. This includes descriptive text for everything from characteristics, motivations, obligations, and
skills, to talents, careers, and specializations.

THE MAIN SCREEN

RS(arWarsData Editor =&
The main screen of the SW Data Editor has a SELECT DATASET: 0siuc- - [EDITOR HELP -
. 'I I k d f I th . t Attitug [~ MovesCopy Mode .m Remuve .m .m GENERAL GUIDELINES
similar look and feel as the main generator m
g [ X tone ] e e Enter indescriptions for allof the elementsinthe |
. LEA button panel to the left. The default descriptions
app. To the left (A) is a column of buttons t0 | s [ 557 ™=V XD CET @I D | i pmse rrbersherethees descripionsean
be found, aswell as the default title that is
. . N_—___tiEeerinmeg/ Cust? [ [ [ 5 displayed for that description, if any. Keep the
choose which type of data to edit. The type pyrades DescOnly  AEG Adverse Environmental Gear j default titlein place, if it exists, but remove the
DescOnl AC Al red Clothi page reference and add the actual text from your
. . . . Desconly  ARMRO. oo feeally purchased copy o the book Toenter.
 S— T i special formating and special characters, use the
of data currently being edited will have its R EE specil ormatingand specil chracters, e
 S— LT DescOnly  HC Heavy Clothing
H “« Y H H H X DICEAND SYMBOLS
button dimmed (“Armor” is being edited in Cosses Descony  LaM Lamioste o
P | S Filter by Source: iiterby Name: CLICK SYMBOLTOEERTWTQ
thIS example) 0 S <Al Sources> DESCRIPTION
o O pouniope @
) . X EDIT NAME: [ADVANTAGElor[AD] L}
The r|ght port|on Of the W|ndow (B) has a | [Adverse Environmental Gear [BOOST] or [BO] o
EDIT DESCRIPTION: [CHALLENGE] or[CH] @
H ni B [DARK] or [DA] ®
help window containing, amongst other ——— El [oshiin R4
Anyone traveling outside the civilized planets of the m OIFFICULTYlor D1 Y
H H H 1 | S— LT galaxy should make a point of packing some form of hostile or
things, a list of the various special tags Bt ottt L roxmonmosn o
) AN
. . .. PREVIEW: [FAILURE] or [FA] Y
supported by the descriptions. This is gone :
PP y p g ADVERSE ENVIRONMENTAL GEAR F [FORCE]or [FO] (C))
over in more details later on in this SIS ] | enctravetingcutsidethe vz psnetsofthe atay shoucmate | [ proricENCyiorner €y
apoint of packing some form of hostile environment gear. Clothing for
dOCUmen t | | hot. desert environments often include volumimous robes, goggles, - [REMSETBACK] or [RS] <

The middle part of the screen (C) contains the actual data, plus various backup, restore, and organizational tools.
Click the “Help” button to hide and show the help pane (B). Click the “Language” button to bring up the Select
Language dialog, as described in the Language section. Next comes a list of items that can be edited. In this
example, it contains all of the different types of armor available in the game. Due to the large number of items
in some lists, the list can be filtered by both source and by name. Select the source of the items to display using
the drop down list. Type any part of the name of an item to display using the “Filter by Name” text box.

DATA SETS

At the top of the middle section is a dropdown list containing all of your currently defined data sets, as well as
some buttons used to manipulate those data sets. A data set is just a group of custom data that is stored in its



own folder under “DataCustom”. The default selection for this is the actual “DataCustom” directory which was
used in earlier versions of the software exclusively.

ADDING A DATA SET

ieeam i &5 To add a new data set, click the “New” button. The New Data Set dialog will be

CREATE NEW DATA SET:

displayed. Type in the name of the new data set. This will create the required
directory under “DataCustom” and allow you to start adding custom items to the data

Create Language Data Set:
Arikaans s set. Forinstance, adding a data set called “My Mods” will create a folder under

Show only exisung languages “DataCustom” called “DataSet._ My Mods”. If this data set is selected, all changes you
I A language data set will only be loaded I

if the specified culture is the currently- i i in“ ”
ifthe specified culure s the make will appear in that folder and not in “DataCustom”.
compatible language. Also, when
exporting a language data set, the
custom language file can be included.

To create a language data set, check the “Create Language Data Set” box. This will
make your data set a language data set. Select the culture to use for this new
“ @ language data set. Using the example above, if you selected the neutral “Spanish”
culture, the name of the folder will be “DataSet_MyMods-Lang-es”. A language file

for the culture you select does not need to actually exist in the tools. However, if you want to only create a
language data set that corresponds to an available language file (selected by either the Launcher or the Data
Editor), just check the box for “Show only existing languages”. The drop-down list will then only show you
languages that already have translations.

Language data sets differ from standard data sets in that they are only loaded if your current culture is the same
as the data set’s culture. If an exact match can’t be made for your current culture, then language data sets that
are compatible with your culture (uses the same language) will be loaded. Exact matches take precedence, so
compatible language data sets will not be loaded if at least one language data set with an exact culture match is
found.

SELECTING A DATA SET

To select a data set, use the dropdown at the top to choose which data set you want to edit. While this data set
is selected, any data that you add, remove, or change will be done so from that data set. For instance, if you
select the “My Mods” data set, any changes you make will be made to that data set.

Once you select a data set, the item list will change to reflect what items you have in that data set. You may see
different items, or different descriptions for existing items, depending on what you’ve changed.

REMOVING A DATA SET

Clicking the “Remove” button at the top will remove your current data set. This is a permanent deletion, so
before you do so, you should have the data set backed up (see below) if you want to have access to it again.
Removing a data set will remove all changes you’ve made under that data set and remove it from the dropdown.
If you want that data set back again, you’ll need to either create it again or import it back into the system.

EXPORTING DATA SETS

Clicking the “Export” button at the top will allow you to export a copy of the current data set to a ZIP file,
including all directories, XML files, and images. This ZIP file can be given to someone else using the software to



import to his own data, or you can just keep it as an archive. Exporting a data set is a good way to share custom
data without having to write over someone else’s custom data stored in “DataCustom”.

IMPORTING DATA SETS

Clicking the “Import” button at the top will allow you to import a previously-exported data set. This ZIP archive
must contain a valid data set in the proper format, or the system will be unable to import it. Before the import
is performed, the SW Data Editor will check the current data with the data from the import to make sure all
references are still valid. For instance, if you exported your data set, then added a new skill, then used that skill
in a career from the default data set, or another data set, this career will now require that skill to be present. If
you try to replace your current data set with an exported one, and it doesn’t contain that skill, you will be
warned and told which items have a conflict (including the data set, if any, they belong to) and the import will
not take place. This prevents you from corrupting the data by importing old data.

MOVE/COPY MODE

By checking the “Move/Copy Mode” checkbox, the SW Data Editor will be put into a move/copy mode. The list
will show all custom data from all data sets, including the default custom data. All add, modify, and remove
functionality (including changing the description) will be disabled while in this mode. A check box will also
appear next to all custom items in the list.

When in move/copy mode, you can either move or copy items from one data set into another. To do this, select
the data set you wish to copy to. Then, in the list, check each item that you want to copy to the selected data
set. When you’re done, click either “Move to Current” or “Copy to Current”. “Move to Current” will move all
checked items from their current data set into the selected data set. Because these items will need to be
removed from their current data set, this function will automatically save all changes (you will be warned of this
fact before the operation occurs). When finished, the items will no longer be in their old data set, but will reside
in the selected data set, and all changes will be saved.

“Copy to Current” will make a copy of the checked items in the selected data set, but will also keep the item in
its current data set. When finished, the custom item will reside in both places. This operation does not
automatically save, so you will need to click the “Save” button when you’re ready.

Under most circumstances, you will want to use the “Move to Current” button to, for instance, move your
original custom data into one of the new named data sets to help better organize your data, or to prepare for it
to be given to someone else to import. However, if someone wants some of your data, but you really don’t care
about having it in its own data set, you could always create a temporary data set, copy (not move) the custom
items you want to give away, export the temporary data set to a ZIP file, then just remove the temporary data
set from your data. Because you performed a Copy, rather than a Move, your original custom data will still be
there.

ALL AND NONE

While in Move/Copy mode, these two buttons will either check all current items in the list (“All”), or uncheck all
current items in the list (“None”).
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CONFLICTING ITEMS IN DATA SETS

It is possible to have the same item of custom data existing in two or more data sets. This will not cause a
problem for the system, but it might cause confusion as to which data set the system is actually using. If an item
exists in both the default data set (“DataCustom”), as well as an added data set, the item in the added data set
will taken precedence, since it is merged with the main data after “DataCustom” is merged. If the same data
exists in two different added data sets, which one is used depends on which one is loaded last.

Again, having the same item in two different data sets won’t cause an issue, but if you want to make sure the
proper item is used, all other instances of it in other data sets should be removed.

BACKUP AND RESTORE

The SW Data Editor will now automate a task you’ve probably been performing by hand up until now: backing
up all of your data. As stated in the introduction, you should periodically perform a back up of all the data
you’ve entered into the system. The SW Data Editor will now perform this function for you.

FOLDERS NEEDING BACK-UP
The following folders will be backed up using the SW Data Editor’s back up functionality:

e DataCustom — This folder contains all changes and customizations that you’ve made to the main data,
including descriptions, new items, new talents, etc., plus all data sets.

e Characters — This folder contains all of your characters.

e Adversaries — This folder contains all of the adversaries you’ve either imported from other sources (such
as the import folders that came with the product), or have created or modified yourself.

e Groups — This folder contains the adventuring groups that you’ve created.

e StockVehicles — This folder contains all of the stock vehicles that you’ve created.

e Languages — This folder contains any customized language files that you’ve created.

BACKING UP YOUR DATA

Backup Data @

To back up your data, click the “Back Up” button above the data item list. This SELECT DATA TO BACKUP:

Adversaries

button will show you a dialog allowing you to choose which folders should be backed
Characters
up. The default is for all folders to be backed up. DataCustom
Encounters
Groups
StockVehicles
Languages

Check the box next to the folder to select that folder for back up. When you're

finished, click the “Back Up” button. You will be prompted for a name for your

backup, though it is suggested that you use the default name. The SW Data Editor
will then create a ZIP archive with your backed up data and display the archive for @
you to verify that it is correct.




RESTORING YOUR DATA

Restore Data =34] You can restore your data using a previously-saved backup ZIP archive. To restore your
SELECT DATA TORESTORE: data, click the “Restore” button above the data item list. You will be prompted to

Adversaries

Chorocters select a ZIP archive to restore. This archive must be in the proper format, and must

DataCustom

contain the various folders from a previous back up.

Once you’ve selected the back-up archive to restore, you will, again, be shown a

restore dialog that will allow you to choose which elements contained in the ZIP file to
restore. Only items that were backed up to the ZIP file will be shown.

After selecting which folders to restore, click the “Restore” button. Note that restoring from a back up will
remove all existing items in the restored folder. It is recommended that you perform a back up of your existing
data before restoring from another back up, just to make sure you don’t lose any information.

Once the restore is complete, the new data will be available for use, including information in your restored
custom data folder. Restoring custom data in this fashion will restore all of your custom data, including all data
sets, and will remove all previous custom data.

DATA ITEM LIST

The main part of the center section of the SW Data Editor is taken up by the data item list and the description
editor. The descriptions are actually edited in a text box. This contains straight text, plus any special tags that
are included with the text. In order to be sure that what you’re doing will look good in the generator, a preview
pane can be found below the text box that will display exactly what the text will look like.

Below the list are buttons that control how the data is being manipulated. When changes have been made, the
“Save” button will save the currently edited data back to disk. “Reset” will eliminate all changes that have not
been saved and revert the descriptions back to the original state. “Copy” will duplicate an existing entry.

CUSTOMIZING DATA

The remaining buttons allow you to customize the application’s data. “Add” will bring up a dialog that lets you
add a new item to the currently selected data type. In the example above, “Add” will add a new piece of armor.
“Modify” will allow you to modify any items (other than stock skills), including stock items. “Remove” will
remove an item, but only a custom item that you’ve previously entered. It will not remove stock items.

There are three types of custom data:

e Addedltem — An item that has been added to the existing data.
e Customltem — An item that has replaced an existing item.
e DescOnly — Like Customltem, but only the description and/or name has been replaced.

If you add a new item by clicking the “Add” button, “Addedltem” will be displayed in the “Cust?” column. If you
click “Modify” on a stock piece of data and modify it, “Customltem” will be displayed in the “Cust?” column. If
you modify an added item, it will remain as “Addedltem”. If you start typing in the description or name text
boxes, but don’t modify the item in any other way, “DescOnly” will be displayed in the “Cust?” column. If you
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delete the text from the name or description text boxes for base or “DescOnly” items, it will be replaced by the
base value. If both the name and description are the same as the base value, the “DescOnly” flag will be
removed and the item will revert to its base.

All custom data is stored in the “DataCustom” directory. All stock data installed with the application remains
untouched. If you remove a “Customltem”, it will actually revert back to the original item (after first asking if
you want to keep the description intact).

COMMON PROPERTIES

All items have a name, a key, and a source. The name is the short text name that will be displayed for the item.
The key is the internal key used by the generator to uniquely identify the item and to relate that item to other
parts of the applications. Keys can only be altered when you add an item, and any key entered must be unique
for that type of item. If an item is later modified, the key cannot be changed.

The source of an item is a short description of where the item came from. Sources are used in the generator to
limit displayed data to just particular GM-approved sources. Data from the core rulebook will always be
available no matter what. Some common sources will be will be “Age of Rebellion Beta”, “Enter the Unknown”,
and “Custom Data”. As more official sources become available, more sources will be created. You can, of
course, add your own source to any data that you add yourself (existing stock data cannot have its source
altered).

THE SOURCES CONTROL

User Data
The Sources control is common on all add/edit dialogs and $
allows you to select which sources an item belongs to. Any item
can belong to one or more sources, the default being “User
Data”. Anitem may also not have any sources.
(& ada v—— - ) To add a new source, click the “Add” button. To change an existing source,
AT T click the “Modify” button. In either case, the Add Source dialog will appear.
. || You may choose an existing source from the list, or enter a new source by

PAGE NUMBER (OPTIONAL): typing it in the space provided. If the source is a book or publication, you

— should enter a page number where the item may be found. This page

m @ number will be displayed with the source.

When adding a new source, the default “User Data” source will

automatically be removed. To remove the selected source, click the “Remove” button.



EQUIPMENT AND VEHICLE PROPERTIES

Armor, gear, vehicles, and weapons all have the following additional properties that are available from the

add/modify dialogs:

e Encumbrance — How much encumbrance the item contributes if it is being held by the character.

e Hard Points — The number of hard points available for attachments.
e  Price — The number of credits that this item costs.

e Rarity — The rarity of this item, on a scale from 0 to 10.

e Restricted — Whether or not the item’s availability is restricted.

e Categories — All items can belong to one or more categories. These categories are used for organizing

item attachments, as well as filtering items for purchase.

THE DIALOGS

ARMOR
A Add or Modify Custom Armor @
You can add your own armor types by clicking “Add” while editing armor | et e meanrn + o
. . . . . . SOAK: + PRICE: +
descriptions. Armor has the following unique characteristics: pEFENsE: 1 j Ry - o S

e Soak — The soak value that the armor gives you
e Defense — How much melee and ranged defense the armor

Full Body

contributes
| D

e  Built-In Mods — In some cases, armor can have special case I

mods, including ad hoc mods. Adding mods to armor functions [ ——

identically to adding mods to attachments (see Attachments,
below).
e Built-In Weapons — A piece of armor might be able to generate

BTl 4 of Rebellion Core Rulebook, Page 164

CATEGORIES:

Heavy

o

its own ad-hoc weapon that is only usable when the armor is

equipped. Or, it may give bonuses to Brawl, Melee, or other combat checks. This could be anything

from shoulder-mounted missile launchers, to power gauntlets that punch extra hard.

INNATE OR BUILT-IN WEAPONS

Armor, we well as several other editors, support the creation of special ad-hoc
weapons, or enhancements to existing weapons or attacks, when the items
are equipped and being used. For Armor, these weapons or attack
enhancements may be created using the “Built-In Weapons” control.

To create a built-in, or innate, weapon, click the “New” button. To modify an
existing weapon, click “Modify”. To remove an existing weapon, click
“Remove”.

When a weapon is modified or created, the “Add or Modify Built-In Weapons”
dialog is displayed. The weapon can be given a name, a combat skill is

Add or Modify Built-In Weapons m ==

NAME (OPTIONAL):

SKILL: srawl
RANGE: Default
BASE DAMAGE: o =
BONUS DAMAGE: o
BASE CRIT: o =
I CRIT BONUS: o
QUALITIES:
B Accurate Quality
B Auto-Fire Quality
W Blast Quality

B Breach Quality
B Burn Quality

[] Applies to all weapons using skill

[] Replaces "Unarmed"” weapon

selected for the weapon, plus any base damage, bonus damage, base and bonus critical value, and weapon




qualities. Bonus damage is added to the base damage of a weapon, or to the Brawn characteristic for unarmed

Brawl attacks. Bonus crit is subtracted from the base critical of a weapon or from 5, in the case of unarmed

Brawl attacks. If “Applies to all weapons using skill” is checked, then this is a weapon enhancement which

applies to all attacks using the selected skill. For instance, the Trandoshan’s claws modify all Brawl attacks,

including unarmed attacks, but is not a weapon in and of itself. Checking “Replaces ‘Unarmed’ weapon” means

that this is a replacement for the standard unarmed attack that all characters receive.

ATTITUDES

These represent a character’s attitude toward the Force. They are displayed
along with classes (Beginnings) and hooks (Reason for Adventure) on the
Background pane of the character generator. To add an attitude, just type in the

name of the attitude, or modify the name of an existing attitude.

& Add or Modify Base of Operation =) BAs Es
BASE NAME: |Homestead CREDIT COST: [50000 =]

BASE KEY: [HOMESTEAD OBLIGATION COST: [5 =

AVAILABLE FOCI:
Ce Shop (WORKCOMP)
I 0b (WORKMED)

(BASEENT)

EDIT NPCS: ¥ NPC per Group Member

,

N included in the list.
& AN © Minions Filter by Category:

" Rivals (" Nemeses Al Categories

Filter by Name: || I~ Mounts Only

Stat Block

| | documentation.

BASE FOCI

Base foci define the different types of foci that bases can have. Each
type of base (currently, homesteads and businesses) can have their
own list of foci that they support. Normally, a particular focus is
applied to a single base type, but you can define multiple types of
bases that use the same base focus.

A base focus gives members of a group a particular skill as a career
skill. Select a skill from the list, or select multiple skills to allow for a
choice of career skills for the base focus.

& Add or modify Background Attitude =

ATTITUDE NAME:
ATTITUDE KEY: |ANCIENTRELIGION

SOURCE:

Force and Destiny Core Rulebook, Page 46

SOuRce: EEIZZEZEE =D | Bases can be purchased for groups. There are currently a number of
| R —— . . . . .
@ different base types defined in various source material, but you can

create your own base types if you like. Bases consist of a cost in

credits and/or obligation, and a list of foci, as well as available

upgrades, that can be applied to this type of base. Foci and base

upgrades are defined in their own master tables. To differentiate

| @ | petween similarly-named foci and upgrades, the keys are also
«=»

Bases can also come with NPCs. To edit the NPCs, just add, edit, or
remove them from the list. The NPC editor is the same as used in the
Adversary editor in the SW GM Tools, described later in this

& Add or Modlify Base Focus 55

BASE FOCUS NAME:
BASE FOCUS KEY: [BASEFARM

SOURCE:  Cemesemywmryy

CAREER SKILL CHOICES:




BASE UPGRADE NAME:
BASE UPGRADE KEY: [HOMECORE

MAX PURCHASE COUNT: |5 32
MONTHLYPROFIT: [100 =

¥ Profitis Per-PC

RARITY DECREASE: |0 =

CREDIT COST: [2500

OBLIGATION COST: [ =]

SOURCE:

Far Horizons, Page 83

CAREER SKILL CHOICES:

UPGRADE OPTIONS:
a»

BASE UPGRADES

Purchased bases have a selection of upgrades available that add

more to the base. Each base type has a list of upgrades that are

supported by that type of base. A base upgrade has a cost in

either credits or obligation (the group selects which one when

purchased; Rebel base upgrades never cost obligation), a

maximum number of times an upgrade can be purchased, and

optionally, any monthly profits associated with the upgrade. If

profit is on a per-PC basis, check the option. If not, only this amount of profit will be applied. For Rebel bases,

an upgrade can also give the PCs a reduced rarity once per month
on purchased items. If this upgrade has this benefit, enter the
number of times rarity is decreased for each time the upgrade is

purchase.

Upgrades can also have multiple options to choose from. These will
be listed in the options list. Options can just consist of a name and
description, and optionally a count of the maximum number of
times the upgrade can be purchased with this option. Options can
also have NPCs associated with them. NPCs can be added just like
adding adversaries to SW GM Tools. When a group purchases a
particular upgrade with an NPC option, a copy of that NPC will be
added to the base’s NPC list. For more information on adding NPCs,

please see Adversaries.

Add or Modify Base Upgrade Option s
OPTION NAME: EIIE

EDIT DESCRIPTION:

The homestead gains an NPC pilot who
| can pilot ground or space vehicles for the
| party.

EDIT NPCS:

Adversary Name
NPC Pilot (R

- Category

Filter by Category:

All Categories

o Al
Rivals

Minions.
Nemeses

Filter by Name:

NPC PILOT [RIVAL]

Narme:
Type:

Power Level: 125

Rival

Reawm o Adilite - intallact

NPC Pilot

«—»

MAX PURCHASE COUNT: 1
PREVIEW:

The homestead gains an NPC pilot who can pilot
ground or space vehicles for the party.

Stat Block

Finally, a base upgrade can have a selection of career skills that are automatically granted to any PC in a group

that owns a base. Select any skills that will be available for career skills when the upgrade is purchased.

ot ot P—Y I == CAREERS
|| careEr NAME: SOURCE: i e L e [ il ]
| CAREERKEY: [ounT L Modity
[ Remove ]

CAREER SKILLS: Free Ranks: 4 A SPECIALIZATIONS:

Athl
Brawl

Ambassador

ATTRIBUTE BONUS:

0 = RangedDe: 0 =
0 Meleepe: 0 =
0 = ForceRating: 0 -

Wound:

have at least one selected specialization.

A career can also give attribute bonuses.

character will start out with a Force rating of 2.

values.

Careers consist of a list of selectable career skills, and a list of
selectable specializations. Normally, each career consists of
8 career skills and 3 specializations. However, you can select
| as many as you want. The only limit is that a career MUST

The value for Force

rating is static. Thatis, a Force rating of 2 means the

For the others, the values are added to the existing character



CLASS

A class, or social class, is part of the character’s background. It is shown on the CLASS NAME: [Immes.

Background pane of the character generator under “Beginnings” and represents SOURCE:

Edge of the Empire Core Rulebook, Page 37

a character’s origin. To add a class, simply enter in the name of the class, or |
modify the name of an existing class. You can then modify the description of the

class from the main window.

DROID TRAITS

& Add or Modify Droid Personality Trait =5

TRAIT NAME:
TRAIT KEY: [P0s1

SOURCE:

& 20d or Modity Social Clazs 10 ==

CLASS KEY: [MIDDLE

Crafted droids may have a number of personality traits. The generator comes
with all of the traits listed in the “Special Modifications” source book, but you can

o «=» | addyour own if you like. Traits can be either positive, costing positive dice

b ————— symbols, or negative, costing negative dice symbols. Select the type of the trait by
! v L e J clicking one of the two radio buttons.
DUTY

A Add or Modify Duty — =

.. . . . DUTY NAME:
Similar to Obligations (below), you can enter the name of duty, or modify an DUTY KEY: [ComTerTELLIGE
existing duty’s name. The description can then be modified from the main I EE—
window.
FORCE ABILITIES

T A o Moty Fore Aoy — &= Force abilities consist of the name, key, and any special
SOuRce: dice modifiers for skills. You can set the Force ability to
FORCE ABILITY KEY: add boost, remove setback, or use a Force power check
:.E.:\S,.E,'::i;mnm,_,: e T for any number of skills. The most common use for
| rerse Imtm . Force abilities is adding a Force power check to certain
Al General Skills | skills. When skills are selected for this, the skill’s dice
' P o mm pool will show a number of Force dice equal to the
character’s Force rating. How the Force dice are used

depends on the function of the Force ability. See Special Dice for Skills, below, for a complete explanation of the

skill dice functionality.

There is an optional Power field that, if entered, will show up in the Force Power editor to aid you in figuring out

which power similarly-named abilities go with. For instance, almost all powers have a “Range” or “Strength”

ability, and most have more than one ability called “Control”. You can use Power to help differentiate between

them by adding the name of the power they belong to. In the case of “Control”, of which several versions may

exist in a single tree, you can use Power to help differentiate between them. For instance, the first “Control”

ability in the “Move” power might have a Power value of “Move-1", or something similar. Power has no affect

on the SW Character Generator and is only useful for the Force Power editor.



FORCE POWERS

Add or Modify Force Power -Em o T »E =

e wranes || The Force Power editor is similar to the Specialization

| o -ﬂ- MIN FORCE RATING: [2 editor, but is more complex. Min Force Rating is the
@< minimum Force rating the character must have before this

ABILITIES:

power becomes available.

Battle Meditation Basic F ~ Battle Meditation Basic F

SPAN:

|

|

H leosr =1 cost ;] cost ;] cost. ;]

I ] [] [ 0 |l ABILITIES
|

|

Magnitude (attle Medit © Range (Battle Meditatio *
SPAN: | . H, B
cost: [ =] cost: [ =]

Control: Orders (attle . ~ Control: Orders (Battle \

sPaN: . : o l

cosm [ il = The ability tree for force powers has more to it than the

| | | I . e .
| | ramse oo e k oute et 3 I e e e o O corresponding talent tree for specializations. Individual
: coun ] o [ corm [ soum. [ abilities can actually span multiple columns in a force
| | I .
= = = power. If you set the span on a particular node of the tree
\ o D

to more than one, nodes to the right will become

disabled. They will also have their abilities, spans, and costs preset to the proper values for the force power to
work correctly in the SW Character Generator. You can also set the cost of each ability individually, since costs
are not row-dependent as they are in specialization trees.

CONNECTING LINES

Clicking the connecting lines will toggle them on or off. However, the lines work slightly different depending on
the span of an ability. Forinstance, to connect a spanned ability to another ability next to it, you must enable
the line after the spanned node, not after the last disabled node. As an example, say the first node on a row has
span 2. The second node will be disabled, and the third and fourth are available. To connect the first spanned
ability to the third node, you would actually enable the line after the first ability, not the second. This is because
the second node isn’t used by the generator in this situation, so any connecting line to the right of it will be

ignored.
GEAR
A Add or Modify Gear =X . . . .
GEAR NAME: EncuMBRANCE: 0 General gear has three special piece of information:
Il GEAR KEY: ’W HARD POINTS: 0
TYPE: Communications . PRICE: 25 =
RARITY: 0 |~ Restricted . P . . .
_ e Type — Which type of gear this is (Communications, Poisons,
SOURCE: Age of Rebellion Core Rulebook, Page 186
Edge of the ire Core Rulebook, Page 171 .
ore Rulebook, Page 180 Cybernetlcs, etC)
CATEGORIES:  @EENB  BUILTIN MoDs: e Built-In Mods — Any special type of modification that the item
- REmnvE .En
ey, contributes to the character. Common mods are for decreased, or
I [ Remove J

i increased, encumbrance, increased soak or defense, or additional
characteristics, skill bonuses, or talents. See Attachments, below, for

W
BUILT-IN WEAPONS:

[ ew ) details.
.
D e Built-In Weapons — These are any ad-hoc weapons that the gear

creates for the user, or enhancements to existing weapon attacks. Please

see Innate or Built-In Weapons for details.




HOOKS

3K £id or modity Background Hook =
4 HDOKNAME:
Hooks, or background hooks, are part of a character’s background and are oK NAME
displayed in the Background pane of the character generator under “Reason For SOURCE:

Adventure”. To add a background hook, simply enter in the name of the hook, \
or modify the name of an existing hook. You can then modify the description of
the hook from the main window.

Edge of the Empire Core Rulebook, Page 37

ITEM ATTACHMENTS

ATTACHMENT FOR:  Weapon - VEHICLE-ONLY OPTIONS:

ATTACHMENT SUMMARY:

A Add or Modify Irem Attachment o] . . . .
R The Item Attachment editor is one of the more complex editors in
| ATTACHMENT KEY: jAUGSPN the SW Data Editor tool. This editor allows you to add or modify

SOURCE: P
Edge of the Empire Core Rulebook, Page 188

an item attachment. Item attachments can be applied to any
equipment and vehicles. They augment the function of those
items in some way, adding benefits to the character, as well as

HARD POINTS: 2 =
PRICE: 1750 =

i e e B B

EETIEE e possible limitations. Item attachments have the following special
MOD PRICE OVERRIDE: 0 =]
MIN. ENCUMBRANCE: 0 =] Cra information:
[ MAX. ENCUMBRANCE: 0 =] Min. Enc. Copacity: 0 =]
i RARITY: 4 = :in.Ssi!ll;‘uuzttt::l E i I
o e s o it e | e Attachment For — Item attachments must be configured
ARMOR-ONLY OPTIONS:

Lightsaber Crystal [

for use with a particular type of equipment, or vehicles. Select
the equipment type that the attachment applies to here (Armor,

Rarity: 4
Price: 1,750

M Hard Points Required: 2
| | Base Modifications:

« 1Damage +1 Mod
« Add Mto all Mechanics checkswhen -

Gear, Weapons, Vehicles, etc.). Changing this value will remove
all category, skill, item type, and item limits, as well as mods, as

these are defined for each type of equipment.

Hard Points — This is the number of hard points required to install this attachment. The specified type of
equipment must have at least this number of hard points available before this attachment can be
applied to it.

Attachment Encumbrance — Normally, attachments don’t add to the encumbrance of an item. But
some do. Enter any encumbrance value here.

Mod Price Override — Each optional mod (described in the “Base and Added Mods” point below)
generally has a fixed cost to apply its functionality to the attachment. For standard gear, this is 100
credits for the first, 200 for the second, etc. Vehicles cost 10 times that amount. However, if you're
creating a special type of attachment, you can override that standard pricing structure by entering a
non-zero value here. For instance, the modular backpack allows for the attachment of special pouches
that add more encumbrance threshold to the backpack. As this is not a standard attachment, the
override value for this attachment is 15, which is the cost of each additional pouch.

Min/Max Encumbrance — These two values can limit what items the attachment can be applied to
based upon the item’s encumbrance. Any item encumbrance lower than the minimum or higher than
the maximum will not be able to use this attachment. A zero value means that the limit will not be
applied for that option.



Armor-Only Options — If the “Attachment For” drop down is set to Armor, ARMOR-ONLY OPTIONS:

these options will become available. An armor attachment may be set to Min- Sosl

Max. Soak:

require a minimum or maximum soak value for the armor, or a minimum or Min. Defense:

b L L [

Max. Defense:

maximum defense value. A value of zero for any of these options means
that the limitation will not be applied.
Vehicle-Only Options — If the “Attachment For” drop down is set to Vehicle, VEHICLE-ONLY OPTIONS:

these options will become available. Check each option as they apply for :: :z; ::‘:;:r\;:f;dfi“

this attachment. If one of the “Multiply Price by” options is checked, the I Muliply Price by Silhouette
. . N . ™ Muliply Price by Passengers

base price of the attachment is multiplied by the silhouette or passenger I Muliply Price by Weapan

Beamdrill -

capacity to get the actual price. If the attachment works only on a range of

ey .. . Min. Enc. Capacity: (0 il
encumbrance capacities, set the minimum and maximum allowed (zero for Min. Sbouetze: 0 <
these values indicates no limit). pe=Silhoicue D (5]

Jury Rigged Checkbox — If this box is checked, this attachment becomes a

“Jury Rigged” attachment, available only if ranks in the “Jury Rigged” talent have been selected. You will
then have the option to apply the standard “Jury Rigged” mods to the item, or to apply the mods from
this attachment.

Lightsaber Crystal Checkbox — If this attachment is meant to be a lightsaber crystal, make sure to check
this check box. Lightsaber crystals are handled a bit differently from other attachments.

Limits — Clicking the “Limits” button will bring up the Limits dialog. ATty P —— =
imi H H CATEGORYLIMITS: (TH) SKILLLIMITS: T«

Attachments support four types of limitations for where this careeon ) )

attachment can be applied. Each limit type uses “or” logic. That Cr—

is, if the item meets the requirement of any of the limitations,
then the attachment can be used. “Category Limits” limits the
item to one that belongs to the specified categories. “Skill Limits” TEMTYPELMITS:  @EITR ITEMLIMITS: (s

L. Bravling - EZTD  Renesade’ Heavy Biaster - (SN
only apply to weapons, and limits the weapon to those that uses CE—

the specified skills. “Item Type Limits” limits the attachment to
items of the specified types (such as “Energy Weapons”). Finally, |

“Item Limits” allows you to limit the attachment to particular 3 «< «©© )
items.
Mods/Weapons — Clicking the “Mods/Weapons” button will bring immmiwwm ===
up the Mods and Weapons dialog. From here, you can selelct t.he m °Dsue -
base and added mods for the attachment, as well as any built-in e _pimush.y
weapons for this attachment. Base mods are active once you
install the attachment. Added mods can be optionally applied
after the attachment is installed. Added mods will appear as BUILT-IN WEARONS:
check boxes in the item customization window. Built-in weapons
are any ad-hoc weapons that the item attachment creates for the D
user, or enhancements to existing weapon attacks. Please see |
Innate or Built-In Weapons for details. |

: o |

57



MOD EDITOR

or i ttach mant—u
A& Add or Modify Attachment Mod

¥ Al
COUNT: 1 =
I Count should replace any existing quality

Quality will be granted. If quality exists, will
replace if count is greater.

[~ Apply to Weapon Modifier Index 0o

Computers

SPECIAL DICE FOR SKILLS:
Add Boost

All Combat Skills
All General Ski

All Knowledge Ski.. 1 BR
Astrogation r B

Check last If skill must be ranked

When you add or modify a mod, a dialog appears that

SELECT STANDARD MOD: INNATE SKILLS: X
R oozt o BO allows you to select a particular mod and the mod’s

alents ualities letics . . .
e [ = g = count. You can filter on which type of mod to display by
I~ skills I Force Abilities E!Z'(:m " E,;, E
m o Bo B

checking one or more of the six check boxes below the
drop down. If the mod adds a skill, you may also choose
whether to make the skill a career skill, or to add to the
skill only if it is already ranked.

Below the count are various options for the mod.

ENTERADHOCMOD BESCRIPTION WERE:  PREVEW: Normally, a quality added by a mod will add its count
value to any existing quality, or just grant the quality if it
doesn’t not exist. For the first check box, a quality can

o« be set to replace any existing quality on the item, rather

than add to it. For the second check box, the quality
will replace an existing quality if the count value is higher than the existing quality. For the third check box, the
quality will be applied to a built-in weapon, rather than to the item itself. The index is the order of any built-in
weapons, with zero being the first built-in weapon.

If you enter something into the ad-hoc description, the selected mod will not be used and the mod becomes ad-
hoc, only displaying the effect’s description and optionally applying special dice modifiers. The ad-hoc
description can contain substitution items, such as [BOOST], and can even contain HTML. The preview panel will
show what the final display will look like.

INNATE SKILLS

Some attachments will supply an entity, such as a droid brain, that has its own innate skills. These skills can be
used for a number of tasks, such as piloting or astrogation. If an attachment supplies one of these innate skills,
choose the skill(s) from the list, then choose the rank for that skill, and the ability score used for that skill.
Similar innate skills are added up from the various mods on an attachment to come up with the final dice pool
for that skill. In other words, multiple mods can contribute to an innate skill on an attachment.

SPECIAL DICE FOR SKILLS

SPECIAL DICE FOR SKILLS:
Add Boost -

The Mod Editor, as well as several other editors such as Force Abilities and
Species Options, can also modify the dice pool of skills with special dice and
symbols. These include adding boost or setback dice, adding advantage or threat
symbols, removing setback dice, adding success, allowing a skill to benefit from a

Athletics

Brawl

Charm

Force power check, and upgrading skills. These modifications can be seen in the

Coercion

e BT P re e dice pool of the skill in question either in the generator or on the character sheet
as a number of boost die symbols B, setback die symbols ®, remove setback symbols B, advantage symbols &,
threat symbols*®, success symbols ¥, or Force die symbols O, as well as upgrade the ability of a check. You can
select which option is being configured by clicking on the drop-down and selecting which type of die or symbol

to add.



For “Add Boost”, “Add Setback”, “Add Advantage”, “Add Threat”, “Add Success”, “Remove Setback”, or
“Upgrade Ability”, you can check a skill or skill category, then use the up/down arrows to select the number of
dice or symbols to add or remove, or the number of times to upgrade a skill. When selecting a category, the
dice will be configured for all skills in that category. The count for these fields will be applied for each instance
of the mod that is selected. In other words, if you select two boost dice for a particular skill in this mod, and the
mod is applied three different times, that would produce six total boost dice. Checking the last column indicates
that the skill must be ranked in order to gain benefits from the particular dice modifier.

For “Add Force”, you select the skill or category of skills to apply a Force check to. There is no count for Force
dice, since you can always apply up to your Force rating in dice to the skill check, but there is still a “Ranked”
checkbox, indicating that the Force dice can only be applied if the skill is ranked. The number of Force dice that
will appear in the skill’s dice pool will be equal to your Force rating. The actual number of dice that you can
apply to the skill follows the standard rules for making a Force power check. That s, any Force die that you have
committed to an ongoing effect cannot be applied, nor can any dice that you have already used for another
Force power check. The actual use of the light and dark pips should be defined in the description for the mod or
Force ability that these dice are configured for.

MORALITY

dd o Modify Moral . =
MORALITY NAME: [T

Morality consists of a required name and key, a source, and whether or not the

| MORRUTYREY b morality is a Strength or a Weakness. If Strength is selected, a default Weakness
Bl T | pair must be selected as well. For this reason, it is better to add custom
L Remove ]

Weaknesses first, then add custom Strengths.

DEFAULT PAIRED WEAKNESS: Anger -
ALTERNATIVE PAIRS: The selected paired weakness of a strength is the default weakness for this
Pair Identifier Weakness L fid . .
Keeng e Pesce  Recksres strength. However, alternate strength/weakness pairs can be specified. For
Savage Spirits Recklessness m

instance, various Force and Destiny source books could have a strength/weakness
chart that differs from the chart found in the Force and Destiny Core Rulebook.

When a morality strength is added to a character, a different weakness would be

paired with it, other than the default weakness.

To support this feature, a list of alternate pairings may be added to a strength. These | woraiiypair =)
pairings consist of an identifier (generally, the name of a source book) and a PAIRING IDENTIFIER
reference to the weakness. To add an alternate pair, click the Add button. To modify :Ei:.:::s

an existing alternate pair, click the Modify button. The Morality Pair dialog will be <None> -
displayed, allowing you to select the identifier (or type in a new one), and the “ I

alternate weakness. Some alternate pairing charts might remove an inappropriate

strength/weakness pair. If this is the case, select “<None>" as the weakness and the pai} will not show up when
adding a new morality pair in the character generator.



MOTIVATIONS

Motivations are entered in by name. Additionally, each motivation can have a
more specific motivation that further defines it. To choose a specific motivation to
associate with this motivation, click the checkbox next to it in the list.

MOTIVATIONS (SPECIFIC)

& Add or Modify Specific Motivation =)

SPECIFIC MOTIVATION NAME:
SPECIFIC MOTIVATION KEY: [AMEFRIEND
SOURCE:

Edge of the Empire Core Rulebook, Page 95 [ A ]

I D

I [SiEen]
MOTIVATION (OPTIONAL): |[Ambition

Specific motivations consist of a name, a key,
and a source. You can optionally enter in the
name of the parent Motivation, which would be

K oy Nl . a— =
MOTIVATION NAME: [
MOTIVATION KEY: [ame

SOURCE:

Edze of the Empire Core Rulebook, Page 95
5

SPECIFIC MOTIVATIONS:

ien

the Motivation that the Specific Motivation is

meant for. This does not associate it with the Motivation (you do that using

the Motivation editor), but will group the Specific Motivation with others of

the same value in the list displayed in the Motivation editor.

OBLIGATIONS

% Add or Modify Obligation =

OBLIGATION NAME:
OBLIGATION KEY: [A0D

SOURCE:
Edge of the Empire Core Rulebook, Page 39

SIGNATURE ABILITIES

The Signature Abilities editor functions
similarly to the Force Powers editor,
except signature abilities only have
three node rows. For each node,
select the ability node to use, the span
of the column, and the cost. Currently,
the top row only contains the basic
ability, which has a span of 4, so this is

automatically selected when you

obligation from the main window.

To add an obligation, simply enter in the name of the obligation, or modify the
name of an existing obligation. You can then modify the description of the

A idd or Modity Signsture ABTE. M e f e X e 3 ‘ ==
NAME: KEY: ABILITY NODES:
[piplomatic Solution [pIPLomATICSOL
SOURCE: Diplomatic Solution B2 = Diplomatic Solution Bz Diplomatic Selution Bz Diplomatic Solution Ba
Desperate Allies, Page 38 T | s - SPAN: |o SPAN: |o o
cost: [ = cost: [ o cost: [ o cost: [ o
REQUIRED BOTTOM ROW TALENTS: Change Skill (Coercion  ~ Reduce Setback (Diplo ~ Boost Allies (Diplomati - Change Skill (Leadersh  ~
[[Col1 MCol2 [ Col3 ¥ Cold SRAIE] ] sean: [ EEas) ., o SPAN: , .
cost: [ <] cosT: [ 5] cosT: [ 5] cosT: [ <]
ASSOCIATED CAREERS:
Activation (Diplomatic  ~ Reduce Difficulty (Dipl Destiny (Diplomatic So - Boost Alles (Diplomati
sean: | sean: |, . sean: | SPaN: |
cost: [ 1] cost: [ 5] cost: [ 3] cosT: [ 1]

create a new ability. Like Force Powers and Specializations, you can turn on or off the lines connecting the

nodes to show purchase flow. See Force Powers, above, for more details.

Additionally, each signature ability can only be applied to career specializations that have had certain bottom-

row talents purchases. The required talents are specified by checking the appropriate column checkbox. For

instance, if a signature ability can only be applied to a specialization where the talents on the bottom row in the

second and fourth columns have been purchased, then check “Col 2” and “Col 4”.




Finally, select each career that can be associated with this signature ability. You will only be able to use this

signature ability when you select one of those careers, and it can only be attached to specializations that belong

to the chosen career.

SIGNATURE ABILITY NODES

POWER (OPTIONAL):
Sudden Discovery

SPECIAL DICE FOR SKILLS:
Add Boost

All Combat Skills L
Al Ger
AllKnG

e Like Talents and Force Abilities, Signature Ability Nodes are the
nter the Unknown, Page . . . epegs . ..
FORCE ABILITY IEY: S e=» items that are used in Signature Abilities. New signature ability
FUBDISCaASIC o

nodes can be created using the Signature Ability Node editor.

Signature ability nodes consist of the name, key, and any special
dice modifiers for skills. You can set the Signature ability node to
add boost, remove setback, use a Force power check, and a number

of other special dice features for any number of skills. The most common use for Signature ability nodes would
be to add boost dice or remove setback dice for particular skills. See Special Dice for Skills, below, for a
complete explanation of the skill dice functionality.

Additionally, there’s an optional Signature Ability field that, if entered, will show up in the Signature Abilities
editor to aid you in figuring out which ability similarly-named nodes go with. You can use this field to help
differentiate between your nodes by adding the name of the ability they belong to. The Signature Ability field
has no affect on the SW Character Generator and is only useful for the Signature Abilities editor.

SKILLS

You can add new skills that the generator will include with the character, but you
cannot modify existing stock skills. Skills have only two characteristics, other

than its name and key:

o Type — What type of skill this is. There are only three types of skills: . |
General, Combat, and Knowledge.
e Base Char —This is the characteristic used as a basis for the skill. Skills

& Add or Modify Custom Skill |

SKILLNAME: [Z5
SKILLKEY: [BRawL

SOURCE:

TYPE: Combat
BASE CHAR: Brawn

can be based off of any of the six characteristics.



SPECIALIZATIONS

3K cd or Modty Speciatization

NAME: [FEE

TALENTS:

Fle (WL Bl o cc o ndi Destiny Core Rulebook, Page 99

SPECIALIZATION CAREER SKILLS:

Astrogation
Athletics
Brawl
Charm
Coercion
Computers.

KEY: [AGGRES

ATTRIBUTE BONUS:

0 | RangedDef: 0 =
0 = Meleepef: 0 =

Soak: 0 | ForceRating: 0

Wound:

Strain:

I Universal Specialization

Intimidating

- [ Flausible Denisbility

Sl

- [ Toughened

1 1 ] 1
Fearsome - Hll intimidating - I Frey on the Weak ~ [ Sense Advantage

1 1 | 1
Fearsome - Hl Territy ~ [ crippling Blow -~ Ml Toughened

1 1 ] 1
Grit - Il Terrify (improved) [ Prey onthe weak + [ weroic Fortitude

| 1 1 1
Force Rating - Hll Feersome - Il Dedication - [ Ageinst All Odds

D €

CONNECTING LINES

Specializations consist of a name, a list of skills that you can
choose for specialization career skills (normally, four skills are
chosen here, but any number or none can be selected), a check
box to make this specialization universal (like Force-Sensitive
Exile; it's not a career specialization, but costs the same as
one), and a grid work of talents.

TALENTS

The bottom half of the dialog consists of five rows of four
dropdown lists containing talent names. These rows and
talents correspond to the rows and talents in the
specialization’s talent tree, as displayed in the generator. Just
select the talent you want for each location.

Additionally, you’ll notice black lines attaching each location in the grid to the ones next to it. These correspond

to the direction you need to go to get access to those talents. The top row of talents is automatically accessible,

but all other rows must have a line leading to it from a previously-selected talent in order to be able to select it.

When the line is black, that means a direction is configured and is connecting the two talents. If the line is an

outline, that means no direction exists between those two talents. You can toggle between having a direction

line and removing a direction line by clicking on the line in the panel. Be careful when selecting direction lines;

it’s possible to cut a talent off so that you can never access it, depending on which lines you choose.

SPECIES

Species can be rather complex to add, since they have a lot
of different options. The main Species edit window has I
places to enter starting characteristics and attributes, I
including starting XP, starting Force rating, and an
adjustment to the number of cybernetics the species can use
(currently used by the Gank species). You can also select any
skills or talents the species always starts with. Skills have a
“Career?” checkbox. When this is checked, this skill
becomes a career skill. If you just want to add a skill as a
career skill, but with no starting rank, check the “Careers?”

checkbox and set the rank to 0.

Some species cannot use force powers, such as Droids. If

& Add or Modify Species 55
SPECIES NAME: [FEE;  SOURCE: I
SPECIES KEY: [aQua Dangerous Covenants, Page 19 [ nid ]
[ty
I™ This species cannot use Force powers [ Remove ]
OPTION CHOICES: INNATE WEAPONS:
BRAWN: [3 =]
I AGILITY: [2 5] amD aED
I INTELLECT: [1 =] [ Modify ] [ Modify ]
| connme 5 o D |
I WILLPOWER: [2 =
PRESENCE: [; =
I WOUND: [11 =
| STRAIN: [s =]
STARTING XP: [50 =
SUB-SPECIES: i
| FORCE RATING: [0 =]
| craeanusr. 5 a»
I Skills - CAREER? TALENTS: Eala
: Qe L Remove
I W
il
All Terrain Driver I
Ambush h
Coercion Anatomy Lessons i
f

this species cannot use force powers, check to “cannot use force powers” check box. If a species has innate



weapons, or weapon enhancements, such as the Trandoshan claw attack, or the Ithorian bellow attack, they can
be added using the “Innate Weapons” feature. Please see Innate or Built-In Weapons for details on how to use

this feature.

OPTION CHOICES

Cupioie J concel

Add or Modify Species Option Choice - @1
CHOICE NAME: Skills
OPTIONS:
| =
LI Additional Career Skills
\

Species also have optional, or special, features that can be added
using the “Option Choice” feature. All option choices are displayed
inagrid.

Option choices can add a variety of features to a species. They can
be just a textual description of some feature or some new rule for a
species. They can also optionally add skills or talents to a species.
Or, they can add additional skill training. Option choices can have a
number of options to choose from, or it can contain just a single
option. Single options are always available to the species.

When you add an option choice, another dialog will appear

allowing you to name the choice and to add options. The name of the option choice will appear in the option
buttons on the species pane of the generator, so keep it short. Since there are only three such buttons, you are

limited to adding three option choices.

OPTIONS

From the Option Choice dialog, you may add options to your fm"f;,; s, m?
choice. The options dialog allows you to give a name for the el

option (which will appear in the dropdown list in the species

pane), define skills and talents for this option, enter a
description for this option, including a preview panel (you can |
add special icons and formatting options to the description, the .
same way you do it on the main window), give bonus starting XP |
or remove starting XP, add special dice for skills, and specify any
skill training. Skill ranks added from here will show up under EDIT DESCRIPTION: PREVIEW:
“Species” in the skill pane. Talents gained through such options underviater
will appear on page 3 of the character sheet, just like regular :
species talents. The “Acquisition” column will show that it came

|| SPECIAL DICE FOR SKILLS:

| Checi tast fsici musse be ranicea

All Aqualish are capable of breathing [l Aqualishare capable of breathing underwater.

from a species option, rather than just being innate to the species itself.

Skill training allows you to add the option of receiving additional ranks in career, non-career, or specialization

skills when creating your character. Non-career training works the same as for humans; a grid allowing you to

choose non-career skills will appear in the options panel on the species pane. Career and Specialization training
works the same way it does for droids; instead of 4 career and 2 specialization skill ranks, you can add additional

ranks for these two features and the new count will appear on the career pane.



Some option choices might change the starting XP of the species, such as the Dressellian’s ability to understand
technology. If an option choice adds starting XP to the species, enter a positive value for “XP Bonus/Cost”. If an
option choice removes starting XP from the species, enter a negative value for “XP Bonus/Cost”.

You also have the option to add boost dice, remove setback dice, or use a Force power check for any number of
skills. The most common use for species options would be to add boost dice or remove setback dice for
particular skills. See Special Dice for Skills, below, for a complete explanation of the skill dice functionality.

If you want to add a special feature with just a text description, add the description and do not check any skills
or talents, special skill dice, or create any training entries.

SUB-SPECIES

A Add or Modify Sub-Species = . . . .
T e Some species, such as Droids and Aqualish, have sub-species.
Sub-species are exactly like species, except that you can select
| . . .
) certain aspects of a sub-species to be added to the primary
BRAWN: ’?’_Ei"l"":‘ OPTION CHOICES: INNATE WEAPONS: X § . .
i aquTy: 3 - «<e @B species to create a final, complete species. Forinstance, you
| NTELECT:R = - .
D - o May want all members of a species to have Brawn 2 and
WILLPOWER: 2 = I . .
| eresence:p o - Intellect 3, but only one sub-species to have Cunning 3 and a
WOUND: (10 ™
| STRAIN: [ - | talent bonus.
I STARTING XP: |10 DESCRIPTION:
| Force RATING: [5 = - m
i = Coveants Sascebok for el | The Sub-Species dialog is almost identical to the main species
Skills - CAREER? TALENTS: i
' B g s PREVIEW: | dialog, and performs much of the same function. Any skills,

Please see page 20 of the Dangerous
Covenants Sourcebook for details.

talents, option choices, and innate weapons included here will

I Charm
I Coercion

be added to any existing items in the main species. To replace

| any characteristics in the main species with changes in the

sub-species, just check the check box under “Override” and next to the characteristic or attribute you wish to
use and this value will override the value on the main species. Characteristics and attribute that do not have this
box checked will not be used and will retain the value from the main species.



TALENTS

Talents can be very complex to add, but normally, each
talent just has a game play effect, rather than a character
effect. That means most will only consist of descriptive
text. However, various character-modifying conditions can
be applied to talents as well.

Under the name, you can choose what the activation is for
the talent. This is basically what sort of action it takes to
use, or whether or not it’s passive (the effect is always
available). Next, you can check the Ranked check box if
you can purchase multiple ranks of the talent to get
additional affect from it.

Under most circumstances, that’s where you can stop

K Aetd or Modity Taent

TALENT NAME: [[EEEEnS

TALENT KEY: [ARM

ion Core Rulebook, Page 142
132

DAMAGE BONUS:

ACTIVATION:

Passive

[~ Ranked
I~ Force Talent

ATTRIBUTE BONUS/MISC: CHOOSE SKILLS:

Add Attachment Mod Discount:

[~ Jury-Rigged
Conflice:

0 =

o o

Applies to These Skills:

Wound: 0 | Ranged Def: 0 = ||sucount: 0 =]
Strain 0 | Melee Def: o H
Soak: 1 - ForceRatingi 0 =
Epraris |¥ Wearing Armor
SoakAtieast 0
[~ Raise a Characteristic by: o 4
Add Hard Points to an Item: o 4
Raise Hard Points with Check (ma: 0

per Skill Rank
Talent Rank

SPECIAL DICE FOR SKILLS:

CAREER SKILLS:

SKILL CHARACTERISTIC:

SPECIAL DICE FOR SKILLS:
Add Boost

€ Anysian
@ Skills Of ThisType: | General

# These Skills Become Career Skills:

entering talent information. However, to support all talents in the Core Rulebook, there are additional

capabilities you can configure. These capabilities are organized into six different panes on the talents dialog.

DAMAGE BONUS

DAMAGE BONUS:

Applies to These SKills:
Brawl
Gunnery
Lightsaber
Melee

Ranged (Heavy)

ATTRIBUTE BONUS

Talents can also add to your attributes (Grit and Toughened, as two

examples). In the second pane, choose how much to add of each attribute.

You can also select from two requirements: whether or not the character

needs to have armor equipped (like the Armor Master talent), and whether

that armor’s soak value is a certain amount (Improved Armor Master). If the

requirements are met, the attribute bonuses are applied. You can also

choose to raise a user-selectable characteristic (similar to the Dedication

talent). You will be prompted with a dialog box to choose the characteristic when you select this talent. You
may also mimic the Tinkerer talent and add hard points to an item by selecting the next check box. The last

damage is applied to. Only combat skills are listed here.

On the first pane, if you want to have the talent give a damage bonus in combat (such
Bonus: © [5 as for Feral Strength), you enter the amount of the bonus, plus check which skills the

ATTRIBUTE BONUS/MISCG:
Wound: o ~| Ranged Def: 0 <
Strain: o 5 Melee Def: N
Soak: ] < Force Rating: 0 <

Reguirements:
Soak At Least:

[ Wearing Armor

o

I

|| Raise a Characteristic by:
Add Hard Points to an ltem:
Raise Hard Points with Check (max):

o

o

a

A [ [

check box will display a button on the equipment pane to that will allow you to add an HP to an item after

making a skill check (make sure you get your GM’s permission before using this ability). The maximum number

of HPs you can add to the item is selected from the numeric up/down control. Intuitive Improvements uses this

feature.



CHOOSE SKILLS

CHOOSE SKILLS: In the third pane over, you can choose skills. What you do with the skills that have
_5"‘:;:’”;":“_°T * X been selected is up to the individual talent. Enter the number of skills that may be
ills is Type: Combat <
© Skills From This List: chosen under Skill Count. Then, either select a category of skill to choose from, or

-

W Astrogation B check however many skills you want to form a list to choose from. An example of

B Athletics
B Brawl i the former is Deadly Accuracy, where you select a combat skill to add damage to.

Smooth Talker is an example of the latter, where you choose one skill from a pre-
defined selection of social skills. In either case, this talent will cause you to be
prompted to choose skills whenever the talent is selected, or whenever you click on the “Play” button in the

[ Add Damage per Skill Rank
[] Add Skill per Talent Rank

corner of the talent’s panel in the generator. You may also have the talent add damage to weapons that use the
selected skill. This option will add damage to any weapon that uses the selected skill equal to the basic ranks in
the skill. Finally, you can have the user select a number of skills to be applied to the talent equal to the ranks
you have in this talent. The Deadly Accuracy talent uses both of these options.

CAREER SKILLS
CAREER SKILLS:

A talent can also add to career skills, in the fourth pane. There’s two ways of =
" Choose Career Skills: ] =
doing this. Either the talent allows the selection of a number of non-career £ Aoy st

skills that will become career skills (the top option, such as for the Well

Rounded talent), or you may specify individual skills that will become career

{+ Skills Of This Type: General

* These Skills Become Career Skills:
Astrogation

skills, if they are not already (such as for the Insight talent). In the first case, Athletics

Brawl
Charm

selecting the talent will display a dialog box allowing you to choose your new

career skills. To be able to select any skill, select the “Any Skill” option. To be
limited to selecting skills of a particular type, select the “Skills Of This Type” option and select which type of skill

to allow.
SPECIAL DICE FOR SKILLS

SEECIALDICERORSNRITES: This pane uses the same method for applying special dice to skill checks as

Add Boost g does the Mod Editor, Species option editor, and Force Ability editor. From
W All Combat Skills

here, you can add boost dice to, remove setback dice from, or apply Force

W All General Skills

B Al Knowledge Skills 1 power checks to the dice pool of the selected skills or skill categories. In the
B Astrogation example above, the Researcher talent allows you to remove a setback die from

GCheck last if skill must be ranked

all knowledge skills. For more information on this functionality, see Special

Dice for Skills under the Mod Editor, above. TS A TR T S T 1T
CHANGE SKILL CHARACTERISTIC

Finally, the last pane gives the talent the ability to change which characteristic you
use as the basis for a particular skill. This is used in the various Force technique
talents found in Force and Destiny. Select a skill, and then select one of the six
characteristics. When you have selected such a talent, a new button will appear [ New
on the specialization pane that will allow you to choose which characteristic to

use for an affected skill. The same skill may be configured multiple times with different characteristics.




VEHICLES

& Add or Modify Vehicle 5
|| VEHICLE NAME: SOURCE:
VEHICLEKEY: [0 R [ add ]
i e
SILHOUETTE: 4 - [ todiy ]
(| SPEED: 3 = [ Remove ]
| HANDLING: -1 -+ HYPERDRIVE: 20 =|Primary 120 = Backup
FOREDEF: 1 | SENSOR RANGE: Short .
AFTDEF: 1 j ENCUMCAP: 165 =] [ starship
PORTDEF: 0 - PASSENGERS: 6 =] ¥ NaviComputer
5""‘“"“:::::2 j CREW: [One P, One Co-Pilt, One Engincer
T 2 STARFIGHTERS:
15

CONSUMABLES: |Two Months

SYSTEM STRAIN:

Lt

HARD POINTS: 6 -
PRICE: 100000 = TYPE: Freighter
RARITY: 4 <] I Restricted MASSIVE: 0 = [ single-Pilot Craft

MAX ALTITUDE:

Il

|

|

|

I CLASSIFICATION: Normal Vehicle
I BUILT-IN ATTACHMENTS: CATEGORIES: m BUILT-IN MODS:
|

|

|

|

|

Amphibious Modification Air Vehicle [ Remove [ New
ANQ 3.6 Tracking Comp.
: ey
Starship
STOCK WEAPON SYSTEMS:
Er— -
1 Dorsal Turret Mounted Medium Laser Cannon Modify INNATE WEAPONS:
I 1 Ventral Turret Mounted Medium Laser Cannon m m
-

Vehicles have quite a number of properties, which are
explained in the rule book. Not all fields need to be filled
out. Forinstance, “Max Altitude” is only relevant for
airspeeders or other atmospheric craft, while
“Starfighters” would only come in place on large ships with
fighter bays. Such fields, if left blank, will not show up on
the vehicle sheets. The two hyperdrive classes can be in
increments of 0.1, though the up/down controls will
change them 1 class at a time. You can, however, click the
number and type in a decimal value if, say, your starship
has a hyperdrive class of .5 or 1.2. “Classification” is
normally set to “Normal Vehicle”. However, if this vehicle
represents a structure or riding mount, select one of those
options. Classification affects how a vehicle is displayed
and printed. Changing this setting will also change the
appearance of a few labels in the editor. For instance, Fore

and Aft defense become Ranged and Melee defense when a structure or riding mount is selected.

BUILT-IN ATTACHMENTS

Vehicles can come standard with certain attachments. Choose which attachments will be included standard

with the vehicle by checking the box next to the name in the list. Built-in attachments cannot have optional

mods; only attachments with just base mods are included in the list. Normal requirements for the attachment

are ignored in the editor to allow the GM to override certain constraints.

BUILT-IN MODS

You may add mods to a vehicle just like for a piece of gear. Any vehicle-specific mod can be added, as well as

ad-hoc mods. Generally, mods that directly modify a vehicle characteristic, such as adding system strain or hull

trauma, should not be added here, since you can just adjust the property directly. However, some vehicles have

additional rules associated with it due to some special ability. In those instances, adding an ad-hoc mod can

describe how this ability works. Mods will be displayed as “Vehicle Features” on the vehicle sheet.

USING VEHICLES AND MINIONS

Smaller vehicles can be used in encounters as minions, with an approprite minion adversary, as described on

page 238 of the CRB. Such vehicles only have one crew member (the pilot/driver) and are normally limited to

starfighters, swoops, and speeder. To designate a vehicle as a small, one-pilot vehicle usable as a minion in

encounters, check the “Single-Pilot Craft” checkbox.

67



VEHICLE WEAPONS

Vehicles can also have stock weapons. These weapons are i e o e SuSNERa B
SELECT VEHICLE WEAPON: FIRING ARCS: MOUNT:
configured very similarly to the way vehicle weapons are upgraded in | e - [ e |a |
. Mass-Driver Cannon 7 3 g :f:n I” Retractable
the SW Character Generator. You choose the type of vehicle Y - @ smwoa | COUNT: [
weapon, which firing arcs it supports, mount type, if any, and the | et o 3 |Cum
number of Weapon SyStemS of thIS type I Display all Gunnery weapons MEDIUM LASER CANNON |
QUALITY OVERRIDES: Please see page 2300f the Edge of the | = |

Empire Core Rulebook, or page 2400f
the Age of Rebellion Core Rulebook, for

Linked Quality
details. I

. . . M Limited Ammo Quali
You can also choose any weapon quality overrides. These overrides B ety i
"Age of Rebellion Core Rulebook, Page 240

= Raritv;4 L

and Limited Ammo quality, if linking a weapon with limited ammo. Giving a weapon a Linked 1 quality will turn

are added onto or replace any existing weapon qualities. The most

common use for quality overrides is for adding the Linked quality, e

itinto a “Twin” weapon, Linked 2 into a “Triple”, Linked 3 into a “Quad”, and anything above that into a “Multi”.
When linking weapons that already have limited ammo (such as a concussion missile launcher), override the
Limited Ammo quality by doubling the stock value for each level of Linked. The Linked and Limited Ammo
qualities at shown at the top of the list for convenience.

VEHICLE ACTIONS

A had ooty Veide Ao S L
ACTION NAME: [E7EAVTES  SILHOUETTELIMITS: Sihi - to Sih4
ACTION KEY: |EVASMAN SPEED LIMITS: Speed3 =~ to Unlimited ~

ACTOMTYEE [ = during vehicle combat. The editor comes with all standard vehicle

SOURCE:

Vehicle Actions are maneuvers and actions that can be performed

combat actions as defined in the core rulebook and in the Age of

Rebellion rulebook. However, you can always add your own

ASSOCIATED SKILLS:

¥ Pilot Only | actions.

¥ Stays active for an amount of time

¥ Requires a speed characteristic of 1+

G Pl X tone § Actions are used in encounters when you include a vehicle and

want to populate various positions on a ship. Vehicle Positions
(below) consist of one or more actions that the position can fulfill.

A Vehicle action consists of the name of the action, the type of action (action or maneuver), whether or not the
action can only be performed by the pilot, and any associated skills that can be used to perform the action. Not
all actions will have associated skills.

You can also limit the availability of an action be entering in silhouette and speed limits. Only vehicles that meet
those requirements will have the action available in any defined position the action belongs to. If the limitation
is open-ended either on the high or low limit, just select “Unlimited”. For instance, if an action can be
performed only for ships with a silhouette of 5 or greater, enter “5” for the low limit, and “Unlimited” for the
high limit. If an action can be performed only for ships with a speed of 2 or under, enter “Unlimited” for the low
limit and “2” for the high limit.

Checking the “Stays active” check box means that this action puts the vehicle into a particular “mode” that can
stay active over the course of a round or multiple rounds. As such, these actions are displayed in the “Vehicle
Actions” section of the vehicle sheet so that they can be kept track of easily. “Stay on Target” is an example of
such an action. Check the last option if the action requires a non-stationary vehicle (that is, a vehicle with a
speed rating of 1+).



VEHICLE POSITIONS

Vehicle Positions are position titles that can be assigned to adversaries in an ool [
X . POSITION NAME: [SETGreey
encounter. They represent the job that the adversary performs during combat. B o

SOURCE:

Each position includes at least one vehicle action. On the encounter sheet, each
assigned position will be displayed along with the adversary assigned, and a list of
actions that the adversary can perform, along with the appropriate skill check dice.

Enter a name for the position, and check all actions that the position would
normally fulfill. You can re-use actions in multiple positions. Since positions have
been created for the generator, they normally do not have a source. However, if

you want to add your own position, feel free to give it a source.

WEAPONS
X Addor Mod\nyeay;Dn P — @_; . . . . .
Each weapon has the following unique characteristics:
| WEAPON KEY:[quickrre IR
SKILL: Ranged (Light . . . . P .
e e Skill - The skill associated with this item. Only combat skills
ADD DAMAGE: 0 = . . .
o . o —— and Mechanics (for explosives) can be chosen.
I - e Damage — How much damage this weapon causes.
SILH HIGH: 0 = ®Venideony Blaster Pistol i et
ENCUMBRANCE: 1 e Normally, this is not used for melee weapons.
HARD POINTS: 0 = Ranved =l
PRICE:250 = — isi i
I By I . e Add Damage — This is how much damage this weapon adds
I~ Restricted I P
| uaumes: [Cev ) on top of some other base. Normally, this is only used for melee
i - Modify

Prenore ) weapons, and this value is added to the character’s Brawn to get
actual damage.

e Crit—The number of advantages required to get a critical

o €D E
:

S injury with this weapon
e Range — The range band this weapon can be used in.

o Type — Which type of weapon this is (energy, melee, thrown, etc). If this is a vehicle weapon, select
“Vehicle”.

e Silh Low and High — For vehicle weapons only, these values can limit the weapon’s purchase to a vehicle
of a particular size. Zero means no limit.

e Qualities — A list of qualities that this weapon comes with stock. Sharp weapons may have the pierce or
vicious qualities, while grenades may have the Limited Ammo and Blast qualities.

e (Categories — A list of categories that this weapon belongs to. Categories are used to organize the
weapon, as well as determine which attachments can be used by this weapon.

e  Built-In Mods — Weapons can have mods, such as innate talents, increased or reduced range, etc., plus
ad-hoc mods that can describe special features of the weapon. See the Mod Editor section for more
details.

If a weapon is ordnance (that is, it's a missile or something similar that is used by a vehicle), check the ordnance
check box. If the weapon is a melee weapon that does not add Brawn to its damage, check the “Do not add
Brawn” check box.



TAGS

As you know, descriptive text in the various core and sourcebooks has a particular look and feel. This includes
standard formatting, such as bold and italic text, but also includes special symbols for dice and dice pips, such as
success, advantage, ability, boost, etc. The descriptive text just wouldn’t be the same if you couldn’t include
these symbols.

In order to include these symbols, you may add special “tags” to  EbiT DESCRIPTION:
your descriptive text. A list of these tags is located in the help

. . . Once per session, may make a [B]Hard
section of the editor window. Tags are entered as normal text ([DIFFICULTY][ DIFFICULTY ][ DIFFICULTY]) Mechanics

surrounded by square bracket characters [ ]. You'll see the final ~ heckb]

to cause one targeted device to spontaneously fail.
outcome of these tags by looking at the preview pane.

For instance, consider the displayed descriptive text. It contains

a skill check description. All skill check descriptions in the PREVIEW:

rulebook are in bold and contain the difficulty of the check, Once per session, may make a Hard (4 4 4 ) Mechanics ‘
including the difficulty dice required for this check. So, the text check to cause one targeted device to spontaneously fai.
that describes the check is surrounded by bold tags [B] and [b],

and contain three tags to add the difficulty die [DIFFICULTY].

The preview will show the final outcome of this text after it is -

processed.
EQUIPMENT IMAGES

One item not covered in the SW Data Editor is item images. Each item that can be purchased through the
Equipment pane can have its own image. These images can be found in the “Equipmentimages” directory under
“Data”, “DataCustom”, and any Data Set directory. I've only included images that | added myself from various
web sources. Images from the rulebook are not included for copyright reasons.

The format for equipment images must be PNG, as the generator looks for that extension when it loads the
image. The file name of the image reflects which item the image is for. The file name is in the following format:

[type][key].png

Where [type] is either “Weapon”, “Armor”, or “Gear”, and [key] is the key value of the item. This value can be
seen when the descriptions are being edited, or you can get them directly from the XML file. As an example, an
image for the Light Blaster Pistol would be called “WeaponBLASTLT.png”.

SIZES

The size of all equipment images should be 252 pixels wide by 132 pixels high (don’t ask, it’s just what it came
out to be). The generator archive should include a file called “BlankGearPanel.png” which can be used as a basis
for all equipment images. | would recommend using black-and-white line drawings with an alpha channel so
that the background can be deleted. Then, resize the image so that it can fit into the above size. If you don’t
have a decent paint program, | recommend downloading GIMP. It’s free, very powerful, and works on a variety
of platforms.
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LOCATION

When adding your own custom equipment images, copy them to the “DataCustom\Equipmentimages” directory
if working with the default Data Set, or in the “DataCustom\DataSet_[Data Set Name]\Equipmentimages”
directory if you want to include this image in a Data Set. If the directory doesn’t exist, just create it. Equipment
images in these directories take precedence over images found in “Data\Equipmentimages”, so you can even
replace existing images with your own.

SPECIES IMAGES

Another item not covered in the SW Data Editor is species images. Each species that you can choose from the
Species pane has an associated image that is displayed. These images are also available on the Description pane
under “Stock Images”. These images can be found in the “Speciesimages” directory under “Data” and
“DataCustom”.

The format for species images must be PNG, as the generator looks for that extension when it loads the image.
The file name of the image reflects which species the image is for. The file name is in the following format:

[key].png

Where [key] is the key value of the species. This value can be seen when the descriptions are being edited, or
you can get them directly from the XML file. As an example, an image for humans would be called
“HUMAN.png”.

SIZES

The size for species images can vary, but they should be no more than 125 pixels high, and no more than 125
pixels in width. The image is centered in the picture box, so if your portrait doesn’t fit, the edges will be cut off.
You can do a web search to get a portrait of your species (Star Wars is very popular and you can find lots of
pictures of Star Wars characters just about everywhere). A white background works best, but you can use any
picture you like. Once you have your picture, resize it to fit the requirements and save it as a PNG file.

LOCATION

When adding your own custom species images, copy them to the “DataCustom\Speciesimages” directory if
working with the default Data Set, or in the “DataCustom\DataSet_[Data Set Name]\Specieslmages” directory if
you want to include this image in a Data Set. If the directory doesn’t exist, just create it. Species images in these
directories take precedence over images found in “Data\ Specieslmages”, so you can even replace existing
images with your own.

VEHICLE IMAGES

Each vehicle that you can purchase also has an associated image that becomes the stock portrait for that
vehicle. These images can be found in the “Vehiclelmages” directory off of “Data” and “DataCustom”.
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The format for vehicle images must be PNG. The file name is in the following format:
[key].png
Where [key] is the key value for the vehicle.
SIZES
Vehicle images can be of any size, but they should be square. That is, the width and height should be the same.
LOCATION

When adding your own custom vehicle images, copy them to the “DataCustom\Vehiclelmages” directory if
working with the default Data Set, or in the “DataCustom\DataSet_/[Data Set Name]\Vehiclelmages” directory if
you want to include this image in a Data Set. If the directory doesn’t exist, just create it. Vehicle images in these
directories take precedence over images found in “Data\ Vehiclelmages”, so you can even replace existing
images with your own.

VEHICLE SILHOUETTES

Vehicles also have an associated silhouette picture stored in “VehicleSilhouettes” under “Data” and
“DataCustom”, also using the vehicle key as a name. This is a gray top-down outline of the vehicle and is used to
represent the ship in the defense shield arc diagram. These images are generally 500x500, but can be smaller.
The ship fill color is RGB 112,112,112 with a 10 pixel-wide white border, feathered by 5 pixels. The border and
feathering is based on a 500x500 image, so if you make it smaller, you’ll need to adjust the border by the same
ratio.

LOCATION

When adding your own custom vehicle silhouette images, copy them to the “DataCustom\VehicleSilhouettes”
directory if working with the default Data Set, or in the “DataCustom\DataSet_[Data Set
Name]\VehicleSilhouettes” directory if you want to include this image in a Data Set. If the directory doesn’t
exist, just create it. Vehicle silhouette images in these directories take precedence over images found in “Data\
VehicleSilhouettes”, so you can even replace existing images with your own.
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GM TOOLS

The SW GM Tools executable contains a collection of tools that the GM may find useful. You can bring up the
SW GM Tools by clicking the “GM Tools” button from the launcher, or by running the “SWCharGenGMTools”
executable.

THE LOAD WINDOW

. The first thing you’ll see when you run SW GM Tools is the load window.
%:;-ggu The load window will show you which type of item (adversary, encounter,
,,";.,';,"’..':;"““\Qi/ etc) is being loaded, along with a progress bar showing how far along the
mADINGADVERSARYDEﬁCr:. load is.
NNEEENEERNEEN
e The first time through, this may take awhile, depending on how many

adversaries, encounters, etc., you currently have defined in SW GM Tools. However, subsequent loads will be
much quicker due to the caching mechanism used by the apps. For instance, when you first run SW GM Tools,
you’ll see “Caching Item...” above the progress bar. The next time you run the program, you’ll only see this if
something new happened between the last time you ran SW GM Tools, such as adding or modifying a character.
Loading the cached data will probably take 1/10" or less time than loading uncached data. So, if it seems like
it's taking forever to load, fear not; the next load will be much quicker!

THE MAIN SCREEN

The main screen is designed the same way as the SW Character Generator and the SW Data Editor. It currently
contains five main buttons on the left, one for Adversaries, one for Encounters, one for Groups, another for
Stock Vehicles, and a final one for Print Trees. Like the SW Character Generator, the SW GM Tools is divided into
different panes, accessible by clicking the buttons on the left side of the window.

ADVERSARIES
% Star Wars GM Tools 2 Y anaTara——— - e — | B b
The Adversaries pane displays a list of all [ oot
current adversaries. The list can be sorted on B =
. Encounters Adversary Name ~ Cateqary ]
either adversary name or category, or you can B Y et —>
Debts to Pay M
filter the list by adversary type (minion, rival, StaceVetices i, L e |
) Spieler Character
or nemesis), by category, or by typing in a SR o S g «»
- “ ;:‘m i FillerthEatwnrv: o : m
name filter. You can also check the “Mounts e C e .
4 . Filter by Name: " Mounts Only
Only” check box to show only adversaries that = |
L. "FLAT TOP" DUM-4 PIT DROID [RIVAL] 3 m I
can be converted to riding mounts. rame ot Top UM 4P Do |
Tyve R |
Power Level 181
Below the list is a summary of the selected 5
adversary. To the right is a column of buttons

used to manipulate the adversaries.

To modify the current adversary, click “Modify”, or double-click on the adversary. This will bring up the
Add/Modify Adversary dialog (below). “Remove” will delete the current adversary, “New” will create a new
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adversary (bringing up the Add/Modify Adversary window yet again), while “Import” and “Export” can be used
to save copies of adversaries to share with others. If you want to copy an adversary, click the “Copy” button and
the currently-selected adversary will be duplicated in the list. “Stat Block” will bring up another dialog that will
allow you to create a graphical stat block for an adversary, which can then be imported into your own document
(see Stat Block Dialog, below, for details). This is extremely useful if you are creating your own adventures. The
“Inquisitor” button will bring up another dialog that will allow you to create Inquisitor nemesis adversaries in a
manner similar to what is found in the Force and Destiny Core Rulebook (see Inquisitors, below, for details).
Finally, the “Create Mount” button will convert mount-type adversaries into their equivalent vehicle, adding
them to Stock Vehicles.

ADD/MODIFY ADVERSARY DIALOG

The Add/Modify Adversary dialog allows you to
NAME: make any changes to or add new adversaries.
TYPE: Rival -
. Like the main window, this dialog also has a row
Skills/Talents/Force CATEGORY: Stay on Target - Riding Beasts - . L.
p— of buttons to the left that selects individual panes

e e [ in the main window. You can access this dialog

caonimo S e by clicking on either “New” or “Modify” in the
“Adversaries” pane of the main tools window.
.

o The Adversary dialog looks very similar to the SW
«<D» Character Generator, which makes sense
considering adversaries are nothing but
simplified characters. On the bottom, you’ll see a

Skills:
Brawl 2(00@4), Cool 1 (O9), Perception 1(O),
Stealth 3(0O00)

familiar stat block with the adversary’s current

Talents:
Domesticable 1 - Downgrade the difficulty of checksto e

stats, along with a summary list of the
adversary’s abilities and equipment.

One item of interest is “Power Level”, as displayed in the box above the stat block. This is nothing more than a
rough estimate of the amount of XP it would take to build a character similar to the adversary. Of course,
adversaries have different rules, so some license has been used in creating the final “power level” value.
However, you can still use “Power Level” as a basic gauge for determining how powerful an enemy is, with the
higher the number, the more deadly the adversary will be.

DESCRIPTION

From this pane, you can enter in the name of the adversary, the type of adversary it is (minion, rival, or
nemesis), and a category. A list of current categories can be selected, or you can type in your own new
category. Below Category is a check box indicating whether or not this adversary can be converted to a riding
mount. A riding mount is a vehicle version of the adversary. By clicking the “Create Mount” button from the
main adversary pane, a riding mount will be converted into a vehicle and added to stock vehicles automatically.

You can also enter a description for this adversary here. This follows the same rules as description editing in the
SW Data Editor, and all special tags apply. The preview box will show how the description will show up later.
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CHARACTERISTICS

A Add o Modify Adw P lac o= « e . .
— The characteristics pane is, once again, very
Descrption CHARACTERISTIC | I similar to the same pane in the SW Character
— "~ e nerator. B here are | r f
Skllh/‘h m .®° Please see page 16 of the Core Rulebook for details. Ge e ato. . e“:ause t e e‘a e ess Sou ces? .
] .@ cha;acterlsn;s in adl\:ersarles, the characteristic
[ cospnen ] — window is a bit smaller.
amen [ 0G0}
arem 1] .®° Character rules do not necessarily apply to
M) Custom Weapons .
" (] .®° adversaries, so you can add as many
| —"!In'giinv et
] .@Bg characteristic points to the adversary as is
«<» required. You can even remove points past zero-

purchased if need be, as long as the final
characteristic is at least 1.

] Skills: & Cracian Thumber
|| Brawl 2009 9). Cool 1 (O @), Perception 1(049), =]

|| steaith 3(000) e

- Stay on Target - Ri.

|| Talents:
| Domesticable 1 - D: the difficulty of checksto - 2

SKILLS/TALENTS/FORCE

- e ek e R - aaaaaeee
This pane allows you to pick skills, talents, and
force powers for the adversary. They are the Descpton Tarnc: TaLENTS:

]

same skills, talents, and force powers that you

select for your characters, but with some

T

different rules. First, while characters have ALL | giETe=m
skills (even if they don’t necessarily have ranks | SEEE e I
in them), adversaries only have a select number
of skills. These are selected by checking the
skill. Skills that are not checked will not show e

«<<=»

up with the rival. Second, while you can select
starting rank in skills for rivals and nemeses,

£
T

3 Name: Cracian Thumber
| Brawl 2(50 9 @). Cool 1 (D), Perception 1(O9),
| stealth 3(O00)

only pick the skill and not the rank. Also, the - G sty o

force power pane Wi” Only Show up if you've ‘VDomestitableerownradethedifﬁtu\t of checksto RANCES QLT

minions do not have ranks in skills, so you can

Type: Rival

given the adversary a force rating, either through talents or through the Attribute pane.

To make selection of skills, talents, and Force abilities easier, you can type a filter for each one. Only items
containing the text you typed in their names will be displayed.

75



SPECIAL ABILITIES
 — s

bl
£
z
I
&
4
i

PRy =)

TrwestxirirL

SPECIAL ABILITIES: ABILTYNAME: [
@I E=oITDESCRIPTION:
N tteedinimed/

PREVIEW:

Custom Armor
Tracd AT

SPECIAL DICE FOR SKILLS:

Custom Items
T

Custom Weapons.

Attributes
Trwedrairied

il

[ sks:
| Braw 2(00® @), Cool 1 (O ), Perception 1(O9),
] Stealth 3(0O00)

e Cracian Thumber

Rival

= Stayon Target-Ri.. Somr

i
|| Talents:

I

wnurm srrum mmz .lE
RANGED [T N

|| Domesticable 1 - Downgrade the difficulty of checks to 2

selections on the name of the ability you’re looking for.

Special abilities can also apply special dice to skill rolls for the adversary. You have
the option of adding boost dice, removing setback dice, and applying a Force power
check to any number of skills or skill categories. Please see the Special Dice for Skills

section in the SW Data Editor documentation for details.

EQUIPMENT

« Type:Energy Weapon
« Categories: Blaster, Blaster Pistol,

punch. What the sacrifice most is
range, dueto their short barreland

Holdout Blaster, Pistol, Ranged

»
=

|| Brawi 20004 9),Cool 1 (09, Perception 1(O9), E
] steaitn 2000 1

|| Talents:
o N

1 - Downgrade the difficulty of checksto train__~

» Damage: 5 ~| Lpercention

TR - s - e
e GITED GTED ovneoweseons:
Chararteristics Name Skill Dam Range Price EJMN Name Oty Mods
= Holdout Blaster Ranged-L. 5 Short 200
T —— TT24Holdout Blaster  Ranged-L.. 6 Medium 350
— Dieeinimen/ Military Holdout Blaster Ranged - L. 6 Short 500
g Variable Holdout Blaster Ranged-L.. 7  Short 400
ampCial Abilities Model Q4 Quickfire Ranged-L. 5  Short 250
12 Defender Ranged-L.. 5  Short 25
DNefender Sportine Rlas... Ranzed - | 5 Medium 450 l‘
“ Al © Restricted  Unrestricted
Rename
LT Ty [—  Rename L Notes L _spiit L Combine ]
Filter by Type: A Types
I
I % Filter by Source: Al Sources . Add HP
Filter by Name:
(l_ Custom w:anns
| -« St o
I Attributes
i
« Encumbrance: 1 F HOLDOUT PISTOL *,
« Hard Points: 1
 Rarity: 4 =|[ | The smallest of blasters are easy to
« Price: 200 conceal but still pack a powerful

lesser charge. And Ml to acharacter's

Name: Cracian Thumber

Type: Rival

Category: Stay on Target-Ri..

PowerLul: 211
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Some adversaries have special abilities that are
not skills, talents, or force powers. These are
generally just descriptive text that explains any
special behavior of the adversary. From here, you
can enter the name of such an ability, plus
descriptive text for that ability. You can have as
many of these special abilities as you like.

If you do not wish to type in an ability that you
know exists in another adversary, click the
“Insert” button. A dialog will appear allowing you
to select an ability from some other adversary in

==

the adversary list. Ko opeco

SELECT SPECIALABILITY:
You can filter the [len ey R

Allelochemical Transmitters  Test Whatever B
Allelochemical Transmitters  Varannis, Black Sun Underboss
Alliance Leader Rebel Cell Leader

Alliance Leager
Ammonia Breather
Amphibious
Amphibious

General Ran Nisll
Gand Findsman

Kaadu

Aiwha £

Kaadu may breathe underwater without penalty and never suffer
movement penalties for traveling throughwater.

The Equipment pane is very similar to the
Equipment pane in the SW Character Generator.
Adversaries do not have credits to spend, so all
equipment can only be added and not
purchased. Other than that, this pane works
identically to the Equipment pane in the SW
Character Generator.



CUSTOM ARMOR

Many adversaries have armor, or some sort of
protective items, that are not part of the stock
equipment list. For these cases, you can
create your own armor for the adversary. To
create custom armor for your adversary, just
click the “New” button, then give a name, a
soak value, and a defense value for the armor.
The soak and defense will automatically be
applied to the soak, melee defense, and
ranged defense value for the adversary.

Similar to Special Abilities, clicking the “Insert”
button will allow you to insert a piece of
custom armor that has already been added to
other saved adversaries.

CUSTOM ITEMS

CUSTOM ITEMS: ITEMNAME: [
e
o
=T
.

Custom Armor

Custom Weanns
— T

Skills: - Name: Cracian Thumber
Brawl 2 (OO $), Cool 1 (D), Perception 1(O9),
|| Stealth 3(OOO)

K]

Type: Rival

Category: Stay on Target - Ri..

|| Talents: )
| L Domesticable 1 - Downgrade the difficulty of checksto train - | ikl

e e e

e
CUSTOM ARMOR: ARMOR NAME:
-0 =

@ o
— Lieiiirmis) DEFENSE: 0 =
—

T T

SE(iaIAhiIi(iEs

| Equipment

Custom Items
—rTT

il Custom Weanns

Attributes
TR

"]

Skills: 4| Name: Cracian Thumber 4 S &
Brawl 2(00® 9, Cool 1(O9). Perception 1(OP). | Ty Rival \ \ v
|| stealth 3(000) s aounc Junroues

i Category: Stay on Target-Ri.. T wouno NG stean UG otrense -
o : Lolo) 5 )
| L Domesticable 1 - Downgrade the difficulty of checksto train - | (ki M

Adversaries can sometimes have weird stuff
that isn’t part of the standard equipment list.
You can enter items like that in the Custom
Items pane. Custom items are just a name,
although they do support tags and HTML.




CUSTOM WEAPONS

K add or Moty s D |

- I Showall

CUSTOM WEAPONS: 'WEAPON NAME: |Claws
SKILL: Brawl
Tail 5 5
-
CRIT: 2
Special Abilities RANGE: Engaged
Equipment "
e
L
[ Attributes
|
| Update

'} Skills:

Brawl 2(Q0 ¢ $), Cool 1(O9), Perception 1(O$),
Stealth 3 (OO0

i

Name:  Cracian Thumber

) Type: Rival

Categary

Stay on Target -Ri..

|| Tatents:
| Domesticable 1 - Do

PowerLvl: 211

de the difficulty of checks to train__~

by just creating a custom weapon for the adversary.

Adversaries can also have strange weapons that
are not available for the characters. These
weapons can be created in the Custom Weapons
pane. This pane looks very similar to the Edit
Weapon dialog from the SW Data Editor, and
basically the same information can be entered.
The only real difference is that more than just
standard weapon qualities can be selected from
the Qualities list. Other item descriptors also
show up, since some adversaries have special
abilities, or attachment-like attributes added
onto their weapons. These are some of the
descriptors that are used by attachments, so you
can get the same basic benefit from attachments

You can filter the qualities list by typing in part of a quality’s name in the filter text box.

ATTRIBUTES
N s - e
BASE  CHAR TALENTS ITEM BUY FINAL
DEDEeOe
e [C)]eCGe
e CIEEEeCe
i f"“' [1[e][e]le] .®
CEEEe™e
CDEEee

'] Skills:

Brawl 2(00% ¢), Cool 1 (O 9), Perception 1(09),
Stealth 3(000)

i

Name: Cracian Thumber

E Type: Rival

Category

Stayon Target-Ri..

|| Tatents:
L Domesticable 1 - D

the difficulty of checks to train _ ~ b il

0}0]
) )

This pane looks similar to the Characteristics
pane, except it allows you to edit the
adversary’s attributes. This includes wound,
strain, soak, defense, and force rating. Just like
the SW Character Generator, the SW GM Tools
will keep track of various sources for adversary
attributes, as displayed on this pane. However,
sometimes you just want a particular attribute
to be a particular value for the bad guys. That’s
why you can edit attribute values, instead of
just accumulating them in the proper way, as
characters do.

Like characteristics, you can actually negatively

“purchase” attribute points in order to lower an attribute that the generator has correctly figured, but you feel
may be too high. Similarly, if your characteristics and equipment just aren’t raising your adversary’s soak value
to where you want it, just raise it here and don’t worry about the armor.
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STAT BLOCK DIALOG

From the Adversary pane of the main window is a button called
“Stat Block.” This button brings up the Stat Block dialog that

allows you to export an adversary as a graphical formatted image.

You might want to do this is you are creating your own adventure
and would like an easy way to include various NPC’s without
having to type them all in. Inserting adversaries as a graphic
image is simple, and the images generated are large enough to
print properly, if resized down in a word processor.

The Stat Block dialog has a sample image to the left, and

& Save Adversary Stat Block -.h@
SAMPLE STAT BLOCK IMAGE:
Format Style
Cracian Thumber [Rival]  Graphical ; (R
ojojofojoio il e
- o Stat Block Style:
—= == p e ]
\ ? 3.“& - ) Sige;  Medium Edgeof the Empire  +
e Display Colors
 EnemyType S N
™ With Strain e N
Background
Clear Background
I Select Background

customization features to the right. The sample image is a shrunken copy of the graphic that will eventually be

created, and is there to show you what it will look like. Again, the final image will be much larger than the one

being displayed.

Five different options determine what the final stat block graphic will look like.

FORMAT

The Stat block generator includes two different formats for the created stat blocks.
“Graphical” uses the standard graphics for characteristics and attributes. “All Text”
replaces them with just text, similar to the way adversaries were presented in the

“Long Arm of the Hutt” adventure.

You may also change text size from this panel. This is the size of the main body of
text located under the stats at the top. Text size ranges from tiny to extra large. If
your adversary (or vehicle) is complex and takes up a lot of vertical space, try setting
the text size smaller in order to have it display in a more compact fashion. Likewise,
simpler adversaries and vehicles might look better with larger text.

STYLE

Security Droid [Rival]

;@-‘. @ ®‘® ®u®

2 . 12 .
Skills:

Aanged - Lght 300 3 ) vighance 3 (5
&

!
Ablittles:
rald - Joes not need ta brezthe, eat, or drink
2rd can surlve 11 VaCLJIT of Undeniater.
mrIune b polsars or texins.
Weapons:
Zoaster MIstol- SKIE Rarged- Ugnt {2 O @)

Range: Medlum, Damage: &, Crits U140,
Quallties: 5un Setting

ar- SKill: Hanged - Light { 5 T 4 ),
Range: short, Damage: -, Crit: - Qualltles:
=nznzra s, Lmied Amma 1

stat blocks.
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Security Drola [Rival]

Sklllsz
Fanged -1 ight (4343 ), Vilones 3 (€3 &

+)
Aplitles:
i

Like the final printed character sheet and encounter tracker, you can use both full
----- color and simplified graphics for creating a stat block. This option only really
comes into play when “Graphical” is chosen as a format. Using simplified style, the
graphics are there, but become basic black and white and shades of gray. When
using full color, you can also choose the style of the stat block to match the format
used by the three SW games. Each game has slightly different coloring for their




DISPLAY

The Core Rulebook gives you an option of keeping track of strain or not for minions
and rivals. By checking “With Strain”, you’ll force the stat block generator to show
strain, regardless of the adversary’s type.

COLORS

you do not have a background image selected.

BACKGROUND

Here’s where you can include a background graphic on your stat block. This can be
any image file. “Layout” let’s you set how the image is transferred to the stat block.
Layout can be “None” (image is used as-is and is might be cropped if it’s bigger than
the stat block), “Title” (image will constantly repeat itself if it is smaller than the stat
block), “Center” (image will be centered on the stat block), “Zoom” (image will be
enlarged within the stat block), or “Stretch” (image will be stretched to exactly fit

within the stat block). When a background image is selected, the background color of

the adversary summary becomes a “transparent” color so that you can see through

Antiquated Battle Droid [Minion]

Abllities:

Drold - Does not need to breathe, eat, or drink
el L survive i vacuurn or undenvaler.
Immiune o poisons or toxins.

Waapons:

Blaster Rifle - Skill: Ranged - Heavy (& )
Ranges Long, Damage: 9, Crit: LU,
Qualities: Stun Setting

Here you can change the “Fore” color (color for all of the text on the page, except
for text that’s part of any graphic element), the “back” color (background color for
the stat block), and the fore color for the adversary’s name, since it can be a different
color from the rest of the text. Note that background color only comes into play if

ittle Droid [Mini

ojojojojojo
il )

Skills:
Ranged - Heavy (& ¢}
Abllities:

‘Drold - Does not need to breathe, eat, or drink
and can survive in vacuum or undenwaler.
Immune o paisons or boxins.

ns:
Blaster Rifie - Skill: Ranged - Heavy (# §)
Range: Long, Damage: 9, Crit: LU,
Qualities: Stun Setting

to the background. Because of this, if you make the background and foreground colors the same, the summary

text will disappear. Several common stat block background images have been included in the “Stat Block

Sample Backgrounds” directory.

BUTTONS

Clicking “Copy” will copy the completed stat block image to the clipboard. You can then pasteitinto a

document or paint program. “Save” will save the image in any standard format, including PNG, bitmap, JPEG,

etc. “Close” will close the dialog and return to the main tools application.
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In addition to any created or imported adversaries, the — guemmmm soorrsoversancs

H H H H “« . ” 2
adversary list will also contain special “adversaries S " D
based upon the characters you currently have defined @&»
in the SW Character Generator. These PC adversaries —_—— - mm
are generated automatically when you start the SW T | <
GM Tools and are based off of what each character
would look like if it were created as an adversary.
These PC adversaries all have a category of “Player

Characters” so they may be easily filtered.

You can use a PC adversary in your encounters just like any other adversary, or you can create stat blocks for
them. You just cannot modify or remove these adversaries. If a PCis changed in the SW Character Generator,
those changes will automatically show up in their adversary counterparts. That means if you make a change,
you can reprint an encounter to which a PC adversary belongs, and automatically get the latest and correct stats.

INQUISITORS

Clicking the “Inquisitors” button will bring up the Create Inquisitor dialog. Creating Inquisitors is detailed in the
Force and Destiny Core Rulebook. The same steps found in the rulebook are used here to help you generate an
Inquisitor nemesis for your games.

The Create Inquisitor dialog is broken down into four steps. You can go to the next step by clicking the “Next”
button, or to a previous step by clicking the “Previous” button. Click “Cancel” to cancel the Inquisitor creation
process.

When you are finished, click the “Finished” button. This will add a new nemesis adversary to your adversary list
for the Inquisitor you just created. The created Inquisitor is a normal nemesis-level adversary and can be
modified, removed, copied, and used in encounters.



STEP 1: NAME AND CHARACTERISTICS

The first step to creating an Inquisitor is to give it a name and
set its characteristics. Nemeses have a standard set of
characteristic values that can be assigned to whatever
characteristics you like. Each value can be used only once, so if
you want to add more to a particular characteristic, you can do
it after the creation process by editing the created Inquisitor
adversary.

Create Inguisitor

INQUISITOR NAME:

New Inquisitor

ASSIGN CHARACTERISTIC VALUES:

NOTE: You may change characteristic values later using the Adversary Editor.

STEP 1 OF 4

ot e

To assign one of the pre-determined values to a characteristic, use the combo box for that characteristic and
select the value you want. If the value is used by another characteristic, then that other characteristic will

automatically be assigned another unused value.

Once you have the name and characteristic values of your Inquisitor, hit the “Next” button.

STEP 2: SKILLS

The next step allows you to choose skills for your Inquisitor.
There are two sections: one for combat skills, and the other
for skill packages.

Each Inquisitor is allowed three different combat skills: a
primary, which has a rank of 4, a secondary, with a rank of 3,
and a tertiary skill with a rank of 2. Assign which combat skills
go with which skill level.

Create Inquisitor

===

CHOOSE COMBAT SKILLS:
Primary (Rank 4): Y -
Secondary (Rank 3):  Gunnery -

Tertiary (Rank 2):  Lightsaber

<< Previous Finish

NOTE: You may change or add to skills later using the Adversary Editor.

CHOOSE GENERAL SKILL PACKAGE:

The Acolyte

THE ACOLYTE

The Acolyte receives the following skills:
Deception(& @ @), Discipline (O &
O @), Leadership (O &), Perception (
OO @) survival (O & O), Vigilance (
oCc0)

STEP 20F 4

Inquisitors also get a range of general and knowledge skills based around archetypes known as “packages”. Each
package has its own set of skills and skill ranks. Selecting the package from the dropdown will display all of the
skills received, including what the pool for those skills will look like for the selected characteristic values.

Once you have selected your Inquisitor’s skills, click the “Next” button.

STEP 3: TALENTS AND ABILITIES

The next step allows you to choose talents and special abilities
for your Inquisitor. You can select talents from a pre-selected
list which includes appropriate ranks. Up to two talents may
be selected for your Inquisitor.

Up to two abilities may also be selected for your Inquisitor.
These are a combination of special abilities and Force powers.
Selecting a Force power will automatically give your Inquisitor

Create Inquisitor

CHOOSE UP TO TWO TALENTS:
Crippling Blow
Drive Back
Parry (Improved)
Intense Focus
Lethal Blows 2
Parry 4

LETHAL BLOWS

Add +10 per rank of Lethal Blows to any
Critical Injury results infliced on opponents.

NOTE: Youmay change or add o talents o abilities later using the Adversary Editor.

CHOOSE UP TO TWO ABILITIES:
Imperial Valor

Intimidatingn Presence

Harm (Force Power)

Unleash (Force Power)

Move (Force Power)

HARM (FORCE POWER)

E > 4 [t

As an action, the Inquisitor may make a
Force power check against one engaged
target. He may spend (B to inflict wounds

eaual to Intellect. ignoring soak. The

STEP 3 OF 4

a Force rating of 3. Once you have selected your Inquisitor’s talents and abilities, click the “Next” button.



STEP 4: EQUIPMENT

The final step is to select appropriate equipment for your
Inquisitor. Again, a limited amount of equipment is made
available for this step. If you selected Lightsaber as a combat
skill, you may want to give your Inquisitor a lightsaber or two,
or possibly a double-bladed lightsaber. If you selected more
conventional combat skills, you could give him a blaster, or
maybe an electrostaff. Armored robes or clothing may also be
given to round our your Inquisitor’s defenses. Any amount of

Create Inquisitor

===

B < Basic Lightsaber

B < DoubleBladed Lightsaber

B Electrostaff
W P Heavy Blaster Rifle

B 7% Heavy Blaster Pistol
W P Heavy Blaster Pistol

i Armored Clothing

B & Armored Robes

NOTE: You may change or add equipment fater using the Adversary Editor. STEP 4 OF 4

ARMORED CLOTHING |

This category of armor covers light vests,
Jackets, or pants plated with plastoid or
ceramic pads, sometimes with mesh energy-
dispersion layers. This armor type is very
light, but covers the most important vital
organs. These plates are mostly
undetectable as long as the clothing is

reasonably bulky. An Average (4 @)

equipment from this list may be given to your Inquisitor. And, again, more may be added later using the

Adversary editor.

FINISH UP AND SAVE

Once your Inquisitor is the way you want him to be, just click the “Finished” button. This will generate your

Inquisitor using the information you provided, and save him into the Adversary list. He is now regular nemesis-

level adversary that can be changed just like any other adversary in your list (other than PC adversaries, of

course).
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CREATE ENCOUNTERS:

Name ~ Campaign
Enc 3: Hunters & Hunted

Enc5: The Bridge

Enc X

Adventure

ENC 3; HUNTERS & HUNTED

Adversaries:

« Honter [Rival] Count:5)

Last Updated: Monday, August 17, 2015 4:09 PM

Filter by Campaign: Filter by Adventure:
At campoigrs - T

ENCOUNTERS

Clicking on the “Encounters” button from the main tools
window will bring you to the Encounters pane. From
here, you can add and modify encounters, and print an
encounter tracking sheet.

An encounter is a group of one or more adversaries,
along with a count of the number of enemies in each
group, as well as how the enemy will be presented. This

pane presents a list of saved encounters, as well as standard buttons to manipulate these encounters. You can
filter displayed encounters by campaign and adventure by using the two combo boxes at the bottom of the list.

ENCOUNTER DIALOG

Clicking on “New” or “Modify” brings up the Encounter dialog. This dialog allows you to add or modify an

encounter.

Like some of the other more complex dialogs, the Encounter dialog consists of multiple panes. Each pane allows
you to edit a specific aspect of the encounter.

DESCRIPTION

The Description pane allows you to enter

a name for the encounter, the campaign

the encounter belongs to, the name of

the adventure, the location where the

encounter will take place, and any
information that you may need to

reference for this encounter.

Information may include tags and HTML

and will be displayed under the main

header on the first page of the encounter

sheet, if text has been entered.

Add or Modify Encounter

T

Vehicles

Rosters

ENGOUNTER INFORMATION:

This one encounter contains all the players involved with the Imperial arrival. Things =
could go different ways:<UL><li>They could attack the lance at the gate. Use Alsen

and first lance</li><li>They could follow the Imperials and attack at their ship. Use |

Alsen and both lances, with theISB pilot on the [1]Deep Dark[i]</li><li>The Rodians
can joinin (or start) a fight and attack both the PCs and the Imperialss/li><li>The
survivors can also get involved«</li></UL>

Encounter Name: [ttt

Campaign:

Adventure: B PREVIEW:

([ =l Cholganna
e [ 2ol This one encounter contains all the players involved with the Imperial arrival. Things could

godifferent ways:

[

+ They could attackthe lance at the gate. Use Alsen and first lance
« They could follow the Imperials and attack at their ship. Use Alsen and bothlances,
withthe I58 pilot on the Deep Dark "




ADVERSARIES

Add or Modify Encounter
Paae—— e —

==

AVAILABLE ADVERSARIES:

CURRENT ADVERSARIES:

Adversary Name Group” [

158 Supervisor Cal Alsen (Rival)

Description
Adversary Name ~ Category
"Too Low" Talo (Rival) Beyond the Rim

Probe Droid (Rival)

[ >

Vehicles

ArskSeries Beyond the Rim

Deep Dark Scout Imnpar(Mmmn) 5
Deep Dark Scout Trooper (Mini 5
imperial Navy Filot (Rival) 1

Yav Viyar (Rival)

Arboreal Octopus ( Beyond the Rim
B1Series Battle Droid (Minion)

Bark Rat (Minion)

Rosters
\ S—

Beyond the Rim
Beyond the Rim

<< Remove

Beyond the Rim

=

Captain Rel Harsol (Nemesis) Yiyar Clan Member (Minior)

Captain Shorwarr (Rival) Beyond the Rim

S

Trandoshan Mercenary (Rival)

o Bevond the Rim
Filter by Category:

Beyond the Rim

Cantain Rel Harsol (Nemesis)

© All *) Minions.

O Rivals ) Nemeses

ALTERNATE NAME: Gatelance
"TOO LOW" TALO [RIVAL]

Name:
Type:
Power Level:

"Too Low" Talo
Rival
224

Brawn 2 Agility 2 Intellect 2

This pane allows you to select the
adversary groups that will be part of this
encounter. To the left, you'll see a list of
adversaries. To the right, you’ll see a list
containing the adversaries that are
currently part of your encounter. Clicking
the “Add >>" button will add an adversary
from the left list to the right list. The “<<
Remove” button will remove an adversary

from the right list.

At the bottom of the adversary list is a text box titled “Alternate Name”. This is a short name or description of
the adversary currently selected in the right-hand grid. If you give an adversary an alternate name, it will
appear, in parentheses, at the front of the adversary’s name on the encounter sheet. For instance, if you gave a
group of bark rats the alternate name of “Group A”, the name would appear as “(Group A) Bark Rat [Minion]” on

the encounter sheet.

Additionally, the right list contains a checkbox and a count. The checkbox is only for minions and determines
whether or not the minion group should be treated as a group (checked), or individually as rivals (unchecked).
The count displays a numeric up/down control allowing you to change the number of enemies in the group.
Nemeses only ever come one to a group, so if you want more than one of the same type of nemesis in the

encounter, they’ll need to be in a separate group.

VEHICLES

82 Add or Modify Encounter

Vehicles

The Vehicles pane allows you to add

Adversaries

any number of vehicles to the

Vehicle
Little Guy

encounter. The Vehicles pane works
Big Bertha

| Rosters
 Sm— T

identically to the Vehicles pane in the
generator. You may add new vehicles
or stock vehicles, and then customize
them as you see fit. For a full

description of this feature, see the [ updare

Vehicles pane description for the SW
Character Generator.

Model
Cloakshape Fighter
DP20 Gunship

CLOAKSHAPE FIGHTER |&

Please see page 254 of the Core Rulebook for detals.

Hull Type: Starfighter
VEHICLE NAME:
Little Guy
ABOUT THIS VEHICLE:
This is my starfighter.




ROSTERS

Add or Modify Encounter
— e —

[ R
S 1
Vehicle
— Aratech 74.2 Speeder Bike

Aratech 74-Z Speeder Bike
Aratech 74-Z Speeder Bike

ALTERNATE NAME:  AtCste

Skywatcher.Class Deep Space Scout ...

SELECT POSITION:

Minion? Position Adversary
N o
)

least one vehicle.

within parentheses at the start of the roster’s vehicle name on the encounter sheet.

This pane allows you to edit vehicle rosters

of various adversaries from the encounter

This pane is only available if you have

for this encounter. A vehicle roster consists

| being assigned to different vehicle positions.

selected at least one adversary group AND at

As with adversaries, rosters can also have an
alternate name. This name will also appear

To create a roster, select one of the vehicles from the list to the left. Any defined positions for that vehicle will

then appear in the list to the right. Click the “New” button to create a new position, or click the “Modify” button

to edit an existing position. “Remove” will remove the position from the vehicle’s roster.

The add/modify roster position dialog is used when you
create or modify a roster position. The list on the left will
display all of the available vehicle positions to create.
These positions include gunner positions for each
individual weapon in a vehicle’s weapon systems. Gunner
positions can only be filled once and will not be displayed
here if a position for it has already been created. To the
right is a list of available adversaries who can be assigned
to the selected position. Adversaries can be assigned to
multiple positions, but only on the same vehicle. You

Akt on ity e ostin S

[

CHOOSE POSITON:

Position
Pilot
Co-Pilot
Navigator
Engineer

Actions
Copilot

Plot Course

Tactician Fire Discipline

Ordinance Spoof Missiles

PILOT

Maneuvers, Stay on Target, Punch It

Piloting - Space

Accelerate/Decelerate, ...

Maneuvers: Accelerate/Decelerate, Fly/Drive, Evasive

Actions: Gain the Advantage - Piloting - Planetary,

Boost Shields, Manual R... |
Communica... Jamming, Scan the Ene...

CHOOSE ADVERSARY:

- No. Adversary
1 Imperial Navy Pilot

3 Yiyar Salvage Tech

IMPERIAL NAVY PILOT

Skills:
Guln:ery 2(O O @) Piloting - Space 2 (O O @),
vigiance 1 (O )

Talents:

Eull Throttle - Please see page 135 of the Core Rulebook

For dataile

«»

cannot have the same adversary assigned to positions on different ships. If you’re modifying a position, the left

list cannot be modified; you can only modify which adversary has been assigned to that position.

For larger capital ships, the sheer number weapons can be a bit daunting when it comes to assigning gunners. In

cases like these, it might be easier to just assign one weapon to an adversary, and then just assume that all of

the other guns are also being manned by the same type of adversary. However, you can assign all individual

weapons if you like, as long as all assignments for a particular weapon system will fit on a single page in the

encounter sheet.

i A
Minion Group for Roster _’ =]

MINION VEHICLES AND ROSTERS

SELECT MINION GROUP FOR ROSTER:

Position
Military Starfighter Pilot

Used?
No

-

Some vehicles may have a checkbox next to them in the Roster pane under

option enabled, AND if you have at least one minion adversary group in the

the encounter. After checking the box, you will be shown a dialog allowing
you to choose a minion group to assign to the minion vehicle. If a minion

“Minion?” This checkbox will appear if the vehicle has the “Single-Pilot Craft”

encounter. Checking this box will cause this vehicle to follow minion rules for



group is being used by other roster positions in other vehicles, it will be indicated next to the group. Select the
minion group you want to assign to this vehicle and click “Add”. If the minion group is being used by other
roster positions, you will be warned of this; selecting such a minion group will cause any other positions that
include this minion group to be removed from all other rosters. Once you have assigned a minion group to a
minion vehicle, that group becomes unavailable for assignments to any other roster positions.

You cannot assign positions to minion vehicles; the “New”, “Modify”, and “Remove” buttons will be disabled.
Positions are assigned automatically to minion vehicles, each using the minion adversary. The automatic
positions include pilot, plus one gunner position for each weapon system.

ENCOUNTER TRACKER

Clicking on “Print” from the encounter pane of the main tools window will bring up the encounter tracker
preview dialog. Encounter trackers are a simply way of keeping track of enemies in a combat situation and will
hopefully make combat go smoother. Normally, a tracker sheet is printed and the GM can use it to mark on or
off wounds, conditions, and other bits of information as the encounter progresses. Putting the encounter
tracker into a plastic sheet protector and using a wet- or dry-erase marker facilitates reuse of the sheet.

PRINT DIALOG

Select Print Encounter Options &25d)  \When you print an encounter, you will be presented with a dialog to
[ Include Adversaries Include Vehicles allow you to select which features of the encounter to print. You may
Include Vehicle Rosters Include Initiative I . . . . . . .
T — PC Slots: 6 include a list of adversaries, along with their tracker information, a

I roster list for the various vehicles in the encounter, include printed
f m m copies of the vehicles so you don’t have to print them separately, and

select wether or not to include an initiative tracker. The initiative

tracker will include slots for each encounter group, plus whatever you select under “PC Slots” (this should have
the number of PCs that will in the encounter). At least one option must be selected. Selecting “Include
Adversary Description” will include an adversary’s description whenever it is displayed. Leaving this unchecked
(the default setting) will not show the adversary’s description.

BASIC FEATURES

All encounter pages will have an encounter summary at the top. This
includes basic information such as the encounter name, campaign,

adventure, and location. Below this, on the first page, will be a section

for encounter information, if you entered any. If not, this section will

not be shown.

Next comes the initiative tracker, assuming you have it enabled from

o | ooooo

2| zazzz

6| ooooo B
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2| 33322 H
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the print dialog. This will be displayed on the first sheet only. The
initiative tracker allows you to track both player and adversary initiative for the encounter. It contains room
enough for all adversary groups, plus whatever extra “PC Slots” you selected in the print dialog. In the first
panel, write down the number of triumphs, successes, and advantages that both you and the players roll for
their characters at the start of the encounter. Then, using the order of precedence, check off which slots belong
to which groups, starting with the roll with the highest number of triumphs, then successes, then advantages.

87



During the encounter, you can also put a tick under “Next” when a slot is used so you can keep track of which

slot you’re on, plus put other ticks below the panels to keep track of your current round.

Additionally, some pages will not be completely filled with
adversary or roster information. This is because some adversaries
or rosters may not fit on the current page, and the items that are
on the page don’t fill it completely. In cases like these, a “Notes”
section will be displayed, if room allows. You can use the “Notes”

sections to make notes during an encounter.

ADVERSARY GROUP FEATURES

Adversary group pages display the various adversary groups that you have selected for this encounter. Each

type of adversary (minion, rival, or nemesis) is displayed in a slightly different format, but do have common

features.

BASIC TRACKING OPTIONS

All three types of adversaries, while having slightly different trackers, all have common features to their

trackers. They all have similar areas for keeping track of wound, strain, and various conditions during combat.

EMENT CTH

EFFECTS
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Each box represents a single wound or strain. As the adversary takes damage or strain, these can be marked off.

When the last one is marked off, the adversary is dead or incapacitated. “Enemy” and “Others” represent

additional dice that are added to combat checks (blue boosts, black setbacks, and purple difficulties). Each

check box represents a die of that type to add. The section under “Enemy” represents dice that are added to

the actual adversary. Forinstance, if a blue boost check box is checked, it means that the enemy gets a boost

added to his rolls. The section under “Others” contains die rolls that apply to those that are attacking this

enemy (in general, the PC’s). For instance, if a purple difficulty is checked, it means that an attacker will have an

increase in difficulty when they attack this adversary. This would be the case if the adversary has the Adversary

talent.

The “Effects” section contains check boxes for various conditions and effects that apply to this enemy. The icons

represent one of six different effects, as described in the key at the bottom of the sheet. Similarly, “Crits”

contains an area to keep track of critical hits. Just write in the d100 roll in the space provided, and check off the

severity of the critical hit by selecting the proper lozenge.

The icons represent the following different conditions and effects:

KEY, Cover Prone . Incapacitated @ Staggered Disoniented Immobilized . Cntical Injury



MINIONS

CSA Security Police [Mmlon]

Minions are unique amongst adversaries

because an entire minion group can be

Shelllsz
treated as a single enemy in order to simplify OO LT i)
L. . . Truncheen  skill: Melee ( §p 4 ) Range: [ngzged, Damage: 4, crit: Y3 470 43 3 0}, qualities: Disarient 2
combat. Minion groups contain only a smgle Riat G - Skill: Kenged - Heavy (4§ ), Range: Mocium, Damage: 7, crlt: LFAHE, Qualitias: Auta kre, stun setting

Armor
imate - Soalke

tracker row that contains no columns for

WOUNDS REMAINING

starting shill rank of 4. Skl mni equaks mmiaer of

wound or strain. Instead, a separate panel
exists that keeps track of group wound. For

every multiple of the minion’s wound, a
circle check box replaces the square. When

a circle is checked, it means that one minion
has been killed. You can keep track of the current number of minions by using the next section of the panel.
Just check the circle on the right side whenever you check a circle on the wound section. When the last circle
has been checked, the group has been defeated.

RIVALS
CSA Sec""tv SRR _ _ 7 Rivals don’t have a separate wound panel because each
- rival is treated individually. One tracker row exists for
EE%QTB"33.;?:?3’2’8"3"3’”"““""“““O @)1ee3(0 O @ ) Rarged sy (OO Ranged each rival in the group, including a number to keep track
Ao g e ok o el of the individual rival. Rival tracker rows also do not
"mmqﬁ(oo.wzdmg T T — contain strain, as rivals do not suffer strain (they suffer

Riul caz - Skills Reangrercl - Heay (O O Ranges Mectiiom, Damage: 7, Critn CPEE, Qualities: Ao Firs, Slun Seliing

wound instead).

EMEMY OTHERS EFFECTS CRITS

R Rl Sy sl | P

mialul |infalal |
nooenone CEICERCER M o000 ) .
aislal= Elmelulo) s ol ylal | | trackers on the current page, the tracker will continue

—_— C000
SES:EEE : OF3OF¥CF3 @ ... onthe next page, headed by the name and stat block.
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If a rival group is too large to fit all of its individual

NEMESES

CSA Vlceprex [Nemesis]

Nemeses are always treated

individually, so only one tracker row e

. Chanm 3 (OO ’ ’}, coenion (00 @ $ e (OO ‘ ‘], D el e 7 (0 40 ’]_.Ir.u:ﬂr.\hi'.:.‘-‘(o O @
exists per group TraCker rows also & 1, nezotiation 3( 0 O O L cducation 3{ 3 OO g ouermm2 (O O § §)

Tabants:
conta | n both Wwou nd an d stra | n, as Advarsary 1 - Plaase sea page 132 of the Cora Rulebook for detalls.

Scathing Tirade (mproved) Flease see page 122 of the Core Rulebook for details,

H il i eelorie (lenpnereeel] = Plisase see pege 137 ol e Cone Bufebook Tor deladls
nemeses are basically NPC tamphing Abetonie (mnorsed) - P Pege 137 of the: Corr Rukebaak for del

Waapons:
Ieldout Blzster - Skill: Ranged - Light (4 € ) Range: Short, Damage: 5, Crit UFUBCHCE, Qualities: Stun Satting
characters. armars
Parsonal Deflector Shield - Meles Defense: &, Ranged Defense: 2
WOUND STRAIN




STANDARD ROSTER

Roster pages consist of the rosters created DP20 Gunship "Big Bertha’

L . & rore —rour —staoonn w1 MY wor
for each vehicle in the encounter. Roster 2| 2|21 l 5 )| ss [ 30 ]

SILHOUETTE SPEED HANDLING

entries consist of the name or type of the
vehicle, and a summarized stat block for
the vehicle for quick reference, similar to

adversaries, including trackers for hull
Positions:

trauma, system strain, component hits, and  riotlmperisl naval officer ) - maneuvers: Acceerate/vecelerate, riyorive A _ _
Engineer (Imperial Naval Officer 2) - Actions: Boost Shields - Mechanics (@ 4 ), Manual Repairs - Athletics (@ € ), Damage Control - Mechanics ( €
L2

critical hits. Following the vehicle summary

iS a pos |t| on rOSte r. Th | S roste r cons | Sts Of a Turret Mounted Twin Light Turbolaser (Fire Arc: All; Damage: 9; Critical: {2 {2 {}; Range: Medium; Qualities: Breach 2, Slow Firing 1, Linked 1)
[Bllimperial Naval Officer 3 - Gunnery (¢ ¢ €)
I |St Of s h | p pOS |t| on S, a I o ng Wlth a dve rsa ri es Port Mounted Concussion Missile Launcher (Fire Arc: Port; Damage: 6; Critical: {3 '3 {}; Range: Short; Qualities: Blast 4, Breach 4, Guided 3,

Limited Ammo 6, Slow Firing 1)

assigned, actions that are part of the Ilirperel v Oifer s “Cumers (9.8 )
position, and any skill pools that can be used to perform those actions.

Following the position roster is the gunner roster. This section is organized by weapon systems on the vehicle,
along with which adversary has been assigned to each individual weapon in the weapon system. Weapons are
organized two across. If a weapon system cannot fit on the current page, the roster will be continued on the
following pages.

MINION ROSTER

Cloakshape Fighter "Little Guy" [Minion] If hicle h b defined

@ @ @ a venicle has been denined as a
o|-|-—-1]0 3 10 minion, its roster’s stat block will

OTAL MINION HULL TRAUMA VEHICLES REMAINING cha nge. System strain is removed and
oooonoon 03020100

a minion tracker for hull trauma,

O oooon
OO0OoO0oO00oOoOoOoOonoo

similar to the wound tracker for

minion adversaries, will be used. Also,
Positions:

Pilot (Military Staﬁ‘ght’er P’Hot - Maneuvers: Accelerate/Decelerate, Fly/Drive, Evasive Maneuvers, Stay on Target, Punch It, Actions: Gain the Advantage pOS |t| ons an d g unners wi I I be ass |g n ed
- Piloting - Space ( )

to the minion adversary as a whole,
Forward Mounted Twin Light Laser Cannon (Fire Arc: Forward; Damage: 5; Critical: L4 Range: Close; Qualities: Linked 1) rathe r tha n tO | n d |V|d ua I adve rsa I’ies.

MJI\'tary Starfighter Pilot - Gunnery (@ @ ¢)
Forward Mounted Twin Concussion Missile Launcher (Fire Arc: Forward; Damage: &; Critical: 42} {2 £'}; Range: Short; Qualities: Blast 4, Breach 4,
Guided 3, Limited Ammo 6, Slow Firing 1, Linked 1)

MJI\'tary starfighter Pilot - Gunnery (@ @ €)



SIMPLIFIED TRACKERS

Like the character sheet, there is also a simplified version of
the encounter tracker (accessible through the “Sheet Style”
combo at the top of the print preview dialog). This sheet
contains all of the same information as the full color sheet,
but uses much less ink. Simplified encounter trackers also
have more room for encounter groups and rosters, since
they don’t have background images and more of the sheet
can be used. As such, they may print using fewer pieces of
paper, since more groups and rosters may be able to fit
onto a single sheet.

FULL COLOR, NO BACKGROUND

A compromise between the Full Color style and the
Simplified style is the Full Color, No Background style. This
style prints the same color information as Full Color, but
does not include the datapad background. Because of this,
it can print more information per sheet, and since the
datapad graphic uses most of the color ink, it is still fairly
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kind when it comes to ink usage. Some people may prefer this style to either of the other two styles, as it’s
visually-appealing, is more efficient with space than Full Color, and uses much less color ink than Full Color
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(though a bit more than Simplified style).




GROUPS

The third feature of the SW GM Tools is the group editor, accessible by clicking the “Group” button. Groups are
adventuring groups. They are a collection of characters, equipment, vehicles, plus some other information.
Characters can belong to multiple groups. The Group pane displays any groups you have assembled, plus a
summary of its members and an emblem for the group, if any.

Click on New to add a new group, Modify to modify an existing group, Remove to remove a group, or Print to
print a group sheet.

GROUP DIALOG

The Group dialog allows you to add or modify all of the attributes of a group. It consists of three panes,
Description, Characters, and Obligation. At the bottom is a summary of the group, including members and the
emblem, if any. Clicking Add or Update will save the changes you’ve made, and Cancel will cancel any changes.

DESCRIPTION

The Description pane allows you to enter a name for the

group (Rosco’s Roughriders, Death Squad, Saturday

Night Gang, whatever), add or select a campaign for the
group, enter a base of operations (planet, town, building,

ship, anything you like), the number of credits owned by

the group, manage contribution ranks to the Rebellion,
and a short note about the group. Contribution ranks

may be automatically applied if the Group dialog sees

that group duty exceeds 100 by clicking the “Advance”

Members:

button, or may be changed manually. If the group owns pbrrag e .

any bases, such as homesteads or businesses, that earn a

monthly income, you can add a number of months-worth of income by setting the months, then clicking the
“Add Income” button. Likewise, if a group owns a Rebel base that lowers the rarity of purchased items (once
per PC, per month), the amount lowered is shown here. If the group has an emblem, check the checkbox. You
can select any image as an emblem for your group. Like other portraits, right-clicking on the emblem will allow
you to copy and paste an image from the clipboard, or you can click the Select Emblem button for more
flexibility. The SW GM Tools comes with a generic set of stock emblems you can choose from, or you can load
an emblem from disk or the web.



CHARACTERS e v ey G )
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CuRRENT MEMBERS:

This pane allows you to select which characters belong to

the group. All of the characters created by the generator will
show up here. Select a character from the left grid and click
“Add” to add it to the group. Select a member in the right

ROUGH RIDERS

Members:

grid and click “Remove” to remove it from the group. To
select multiple characters to add or remove, check the check

boxes next to their names in either grid. When boxes are

ROUGH RIDERS

checked, only those characters will be added or removed. R ——

To toggle the checked status of all members of the group,
click the “Toggle All” button. Double-clicking on a character in either grid will add/remove that character from
the clicked grid.

You can also award XP and credits to characters in the member’s grid. To do this, either select a character, or
check whichever characters you wish, and then click the “Award” button. The same Award dialog is displayed as
when you click “Award” from the description pane of the character generator. The entered XP and credits will
be awarded to all selected characters.

RESOURCES

The Resources pane allows you to manage resources that you
gained during the creation of your group. Each core rulebook
(Edge of the Empire, Age of Rebellion, and Force and Destiny)
gives PC groups a choice of starting resources. This
information can be found at the end of the character
generation chapter of each core rulebook.

To give your group resources, first select the campaign type
from the combo box at the top of the pane. You will select

from one of the three core rulebooks. Once the campaign

type has been selected, you’ll be presented a list of possible resources to include with your group.

Edge of the Empire allows you to either select a starship
from the choices presented in the core rulebook
(Wayfarer, YT-1300, or Firespray), or any other ship valued
at under 120,000 credits, or add a homestead or business

to your group. Starship selections will be available in the
combo box on the resources panel. .

Age of Rebellion allows you to choose from either a
Lambda-class shuttle, a squadron of Y-Wing starfighters, or

a Rebel base.




M«W =% Finally, Force and Destiny allows you to choose between

a starship (a G9 Rigger, or any other starship valued at
MOTES: under 60,000 credits), a holocron, or a mentor.

® Jedi Holocron
© Starship
@ Mentor

AR

T

Information on the chosen resource is displayed under
o
<D

G9 RIGGER LIGHT FREIGHTER £

“Resource Information” on the resource panel. In
addition, you can describe your resource in the Notes

Please see page 188 of the Force and Destiny
Beta Rulebook for detalls.

section to the right.

After selecting your resource, you can click the “Validate
Resource” button make sure you’re group is taking
advantage of the selected resource. If you’ve selected a starship, and the starship is not currently part of the
group’s vehicles, you'll be given the option of adding it. If you've selected a squadron of Y-Wings, you’ll be given
the option of adding a Y-Wing starfighter for each of your group members, if they do not currently exist in your
group’s vehicles. If you've selected a base from Edge of the Empire, and your group currently doesn’t have a
base, you’ll be presented with the base creation dialog and then be allowed to edit your homestead or business.
If you've selected Rebel base from Age of Rebellion, and your group currently doesn’t have a Rebel base (though
it may have a business or homestead), you’ll be presented with the base creation dialog and then be allowed to
edit your new Rebel base. Finally, you can have the selected holocron be added to your group’s inventory, if it
does not already exist. Other resources, such as the mentor or the base, are narrative only and are

Members:

‘ Rovon moers

automatically validated.

OBLIGATION/DUTY -
This pane allows you to create obligation and duty for i s S Qeutiands

the group. Like characters, groups can have their own am )

collective obligation and duty. This pane works the F

same as the corresponding pane in the SW Character

Generator, except groups do not have obligation or FED S

duty options. Select obligation or duty from the drop =

down at the top. Add a new obligation or duty with «»

the New button, select the type of obligation or duty T | [e—

from the drop down in the list, and enter any notes m:.,hgs]d‘ .

specific to the obligation or duty.




INVENTORY
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ROUGH RIDERS Lampaign.
Primary Base:
Members: Uedits.
» Lowhhrick [Wilma Antilles)

Again, the Vehicles pane works identically to the
Vehicles pane in the SW Character Generator. You
can add or purchase vehicles that belong to the
group as a whole. You can select a stock vehicle, or
create and customize your own. If you selected a
starship as your starting resource, and then validated
it, the starship will appear here.

BASES
'« Add or Modty Adventuring Group —
P - ‘
- PURCHASED BASES: ‘
T o<
T <
Dbligation /Duty “

Vehicles

00|

Cancel

&=

ROUGH RIDERS

bre

Campaige

Primary Base
Crea

Members:

Iate

Pash [Bob Fett] - Human
Total XP: 360

The Inventory pane allows you to add or purchase
group equipment. This pane works identically to the
Equipment pane in the SW Character Generator. You
can even purchase attachments for the group’s
inventory items. Clicking the “Transfer” button allows
the group to transfer inventory to and from characters
that belong to the group, as well as vehicles owned by
the group.

x““mw “
TR e
Rough Riders's Starship Firespray Patrol Craft
FIRESPRAY PATROL CRAFT -
1 Please see page 255 of the Edge of the Empire Core Rulebook for
details.
[\ — T
Il W m Sourcels) Edge of the Empive Core Rudebook, Page 255
- e
w VEHICLE NAME:
«@m» GG ABOUT THIS VEHICLE:
m  The Rough Riders started their adventures In this starship.
ROUGH RIDERS
Members:
ol illes]

The Bases pane allows you to create and manage
homesteads and businesses, as defined in the Far
Horizons sourcebook, as well as Rebel bases, as
described in the Desperate Allies sourcebook. Bases
can provide a “home base” for the group, as well as
provide income and services, and give the group access
to a variety of NPC characters that can use their various
expertise to the group’s advantage. A group can have
as many bases as they can afford, and can start with a
base using resources from Edge of the Empire and Age
of Rebellion.
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To create a new base, click the “New” button. This will bring you —
. . CHOOSE BASE TYPE: ;
to the base creation dialog and allow you to select the base type CE—
. GHOOSE BASE FOGUS: Nu(.a campaigns work thematically with tt @ solate
plus a focus for the base, which depends on the base type. Once erteraimnt o] [l

regroup between adventures and be a part of a

the type and focus are selected, they cannot be changed later.
Click “Purchase” to purchase the base using your group’s credits,
or click “Add” to add a base, if your GM allows. Besides costing
credits, bases may add obligation to the group due to upkeep and o urchase base, il

the responsibility of running the base, as well as dealing with the 50,000 Credits + S Obligation
bases various NPCs. Obligation incurred by a base will appear in D D =
the group’s obligation list.

ENTERTAINMENT

Please see page 84 of the Far Horizons Sourcebook
for details.

Fen p == Once you have a base, you can click the “Modify” button to make changes to the
‘ : ' base using the Modify Base dialog, including describing it, adding upgrades and
=] NPCs, and maintaining inventory. “Remove” will remove a base from the group,

and “Print” will print up a base sheet for use during et
. . . SELECT BASE PRINT OPTIONS:

play. When printing a base, you can optionally Bl ncude PG @ ncude Purchass

. . Include NPC Descriptions

include inventory (weapons, armor, and gear) and oy gD

NPC stat blocks. There is also an option to include an

NPC’s description, when NPCs are included on the sheet.

|
[ |

To select a portrait for your base, click the “Select Portrait” button to bring up a dialog to select a portrait, or

right-click the portrait and select “Paste” if you have saved an image to your clipboard. Click “Use Default” to
use the default image for the base type and focus.

MODIFY BASE DIALOG

** The Modify Base dialog allows you to customize your base
o ey with various descriptive text, base upgrades, NPCs, and
. inventory. The Modify Base dialog will automatically be
i displayed when you create your base. You can also select the

base from the grid and either click the “Modify” button, or
double-click on the grid entry, to bring up the Modify Base
dialog. Like other editing dialogs, the Modify Base dialog has

various panes that can be selected to make changes to your

MEL'S CANTINA (BUSINESS
ENTERTAINMENT)

base. A summary of your base is displayed at the bottom of
the Modify Base dialog.

Upgrades NoUpgraces

DESCRIPTION

The Description pane allows you to enter a name for your base, the location for your base, and select a career
skill. Each base type and focus gives all group members access to a different career skill, and sometimes allows
you to choose from a list of career skills that can be used to run your homestead or business. You can also enter
a description of your business, which will be displayed on the base sheet.



UPGRADES

Bases can be upgraded, as per the rules outlined in Far Horizons and Desperate Allies. Each base can have a

number upgrades that give added benefits to owning the

base. Additionally, some upgrades can be purchased more cuRRENY breRARES: 7/4 Puchased

I Name ~ Option
improve Security Electronic Locks

<
=

them. The number of times a particular upgrade is
purchased, along with the maximum number of upgrades of P
that type that can be purchased, is listed right above the [y

upgrade grid. To remove an existing upgrade, click the | .do.,m

than once, and can have different options associated with

IMPROVE SECURITY

« Electronic Locks - All buiklings gain efectronic locks that

“Remove” button. To add an upgrade, click the “New” | PR

check.

button. This will bring up a dialog allowing you to select o a— !
e i
shady deals, and, If you're not carful, a
vibroblade in the back.

which upgrade to add to your base, and allow you to select

'Add Upgrade to Bass W W =)

I SELECT UPGRADE:

I e for an upgrade, if multiple options are available, and an option must

an option, if options are available. Only one option can be selected

be selected. Options cannot be selected twice for the same type of

I spe

Wholasale Pricas

upgrade; if you have already selected an upgrade with a particular

option, adding another upgrade of the same type will not allow you

e Ta purchase this upgrade, It will st

o O to select the option again. Once you’ve selected the upgrade and
sl | I option, click “Purchase” to buy the upgrade using either your group’s
e e || D @D ! . o . .
Tnarard(# & @)Compuers «—» credits, or by accruing group obligation (depending on the option

selected by the radio buttons), or click “Add” to add the upgrade, if your GM allows.

NPCS
DG - =] Bases can employ a number of NPC workers. Certain
LN Vot Bt upgrades will provide such NPCs, but you can also add
Upgrades Adversary Name ~ Category
o RS oy your own NPCs if your GM allows. The NPC pane allows
ixveatary «<> you to manage these NPCs.
= [ import _
=B Mty ooy [ Exgort ) The NPC pane functions almost identically to the
Py ene Adversary pane in the main SW GM Tools window. The
SECURITY DROID [RIVAL] Sl Stat Block . . ) . .
e ol | list will display all NPC adversaries that you have either
power e - created, or have been assigned due to the purchase of an

...... ~ Aditinn < tnrallacs

MEL'S CANTINA BUSINESS ." mae o upgrade. NPCs assigned by an upgrade can be modified,

Type: Business | Entertainment

ENTERTAINMENT)

NPLs: 1
Mel's is a hive of scum and villiany from

s mortesremams, RN but cannot be removed. NPCs that you add yourself can

shady deals, and, if you're not carful, a Upgrades: improve Security (4]
vibroblade in the back.

be modified and removed as needed. See Adversaries for

details on creating NPC adversaries.

S7



INVENTORY

Bases can contain their own inventory. Inventory works
identically to every other inventory pane in the
applications. When transferring items, bases can select
all characters and vehicles associated with the group
they belong to as transfer sources, as well as other
group bases and the group itself.

GROUP SHEET

=)
f SELECT WHICH MEMBERS TO INCLUDE IN
GROUP SHEET:

I Group Member |
Lowhhrick

-
Select Group Members

Nox-42 n
Oskara |
Pash

Include Obligation
Include Duty/Contribution

Show Zero-Sized Duty
Include Morality [Z] Include Destiny Pool
Show member details

< <D

group sheet. If you select to include duty, you also

options. You may
Include Purchases
Include Vehicles
Include Bases

optionally include
obligation, duty,

(
| morality, and
| equipment on the

have an option to show zero-sized duty. This can be
handy when you want to see what your group’s duty
is, even if it can’t be triggered due to its size reverting
to zero (perhaps after an increase in contribution).
Selecting “Show member details” will include a
member’s stat block along with the character’s name,
species, and career. You may also opt to include full
vehicle sheets at the end of the group sheet foe each
vehicle owned by the group, or a destiny tracker at the
bottom of the first page. If you have another means of
tracking destiny (such as using chits), deselecting the
destiny pool option will give you more room on the
group sheet.

The sheet itself consists of a summary at the top, a list
of members, and the group’s emblem, if any.
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Description
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Upgrades
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Er\(umbu-\(e 2 COMLINK (LONG RANGE)

A common device found across the

galaxy, comlinks come in a variety of
forms depending on ther function and
user. Each allows for the audio messaging
between two parties, though advanced

- models can transmit to multiple sers or

Obligation: 5
Upgrades: imrove

Clicking Print from the Group pane in the main SW GM Tools window will allow
you to print up a group sheet. This sheet is useful for the GM for tracking
obligation, duty, morality, inventory, and destiny.

Clicking on Print will first bring up a dialog with print options. You can select
| which members of the group you want included on his group sheet, since not
all members will necessarily be part of an adventure, plus several other print
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Following that will be whatever options you’ve selected to be printed. This may include obligation and duty
charts. The obligation and duty charts include obligation and duty from the group, as well as from all members
on the sheet. The d100 die roll for triggering a particular obligation or duty is also shown, along with the notes
on the nature of the obligation or duty. If an obligation or duty is triggered, just check the box next to it. If
doubles are rolled, check the box at the bottom of the respective chart.

At the bottom of the first page is a simple destiny pool tracker. Just mark the check boxes next to the light or
dark pips to keep track of what the current destiny pool looks like.

Following the obligation and duty charts will be inventory lists, if that option was selected. Both charts, and all
inventory lists (armor, gear, weapons, and vehicles) will automatically flow to additional pages if the current
page is too small to hold them all.

If the vehicles option was selected, vehicle sheets will be added at the end of the group sheets for each vehicle
owned by the group.

STOCK VEHICLES

4 SW GM Tools - e C et

a [ The Stock Vehicles pane is for creating pre-made vehicles
@

(o broups [ venicie

that can be used throughout the rest of the application

suite. Any sections of the applications that support
T vehicles will allow pre-made stock vehicles to be included
. so you aren’t forced to create custom vehicles for each
/(% P2 vencre nau: | instance. Using this feature, you can create a number of
f"g‘ PR customized vehicles that see a lot of use during your

adventures. When it comes to adding vehicles to a

character, or an encounter, or a group, you can just add

the stock vehicle. Once added, the stock vehicle becomes just a regular customizable vehicle. Any
customizations done on such vehicles will not affect the original stock vehicle, as only copies of it are used.

The Stock Vehicle pane should already be familiar to you if you’ve added vehicles in other parts of the
application. The only difference is that the “Stock Vehicle” button is not displayed and any vehicle created using
this mechanism, or customizations done to it, can only be added and not purchased. Other than that, it works
identically to the other vehicle panes.



PRINT TREES

Star Wars Roleplaying uses various trees for acquiring
special abilities for characters. These include talent trees,
Force power trees, and Signature Ability trees. These
trees can be traversed and abilities selected using the
character generator, and there’s also options for including |
printed versions of the trees when printing character
sheets. These trees will be already filled-out for your
character.

However, it may be useful to have printed versions of the

.« SW GM Tools

— =

basic trees to use as reference for various aspects of the

game. This is where Print Trees comes in. This feature allows you to print reference versions of any available
tree. These printed trees are not associated with any particular character, and include titles and keys to help

with using them as an added resource for your games.

Clicking the “Print Trees” button from the main window will display the Print Trees pane. From here, you can
select which trees you’d like to print. Two lists are displayed, one for specializations, and the other for Force
powers. Clicking one of the two “Toggle All” buttons will select or deselect all items displayed in the lists.

SPECIALIZATION (TALENT) TREES

To select a talent tree for a particular specialization, first

SELECT CAREER:

select the career from the dropdown (A). Universal talent

<Universals

A

trees (such as Force-Sensitive Emergent or Recruit) can

be selected from the first entry in the dropdown. From
the first displayed list (B), check all of the specializations
you wish to print.

SIGNATURE ABILITIES

If a selected career has any Signature Abilities associated
with it, the Signature Ability checkbox (C) will be enabled
below the specialization list. Checking it will also print a
copy of that career’s Signature Abilities.

B Eorce Sansitve Exile

B Recruit

SELECT SPECIALIZATIONS: D

B Force Sensitive Emergent




SELECT FORCE POWERS: @) FORCE POWER TREES

M Aid The second list (D) contains all available Force powers.
B Battle Meditation Checking a box will select that power for printing.

Bind

Enhance

Foresee

Heal/Harm

Influence

PRINTING SELECTED TREES

To print all of the selected trees, click the “Print Selected”
button. This will bring up a standard print preview dialog
with all appropriate features. Each tree will be on a separate

page, except for Signature Abilities. Both Signature Abilities
will be displayed on the same page.




REPORTS

=== The Star Wars Character Generator contains hundreds of
items of data that is used when generating characters.
This data includes species, careers, specializations,

roups
Stock Vehicles
T

=

g | motivations, weapons, armor, and a lot more. The
«<» ' Reports pane allows you to generate reports on this data.
«<D \

[ e J
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Filter by Collection: A Collctions
Filter by Name:

The reports are user-defined and can include any type of
data, including custom items.

ol : Clicking the “Reports” button will bring up the Reports
pane. From this pane, you can print reports, or create
new reports. A few sample reports exist in the “Imports/Report Samples” directory that comes with the
generator. The displayed reports can be filtered on a data collection that is uses, or you can filter by part of the
name of the report. Existing reports can be edited by clicking “Modify” (or double-clicking on the desired report
in the list). “Remove” will remove the selected report. “New” will create a new report. “Print” will print a
report. “Import” and “Export” can be used to share reports with other users. “Copy” will make a copy of a

report and allow you to make changes to the new report.
THE REPORTS DIALOG

Clicking “New” or “Modify” (or double-clicking an existing report in CTm - )
the list) will bring up the Reports dialog. This dialog allows you to it s,

edit an existing report, or create a new report. The Report dialog is a e =i
“wizard” that goes through a five-step process to define the type of
report you wish to create. You may navigate through these steps by
using the “Previous” and “Next” buttons. Clicking “Finish” will save
the report and exit the dialog, while “Cancel” will cancel any changes
you’ve made to the report. The “Previous”, “Next”, and “Finish”
buttons will only be available if you’ve properly configured the report

so that you may go to the next or previous step, or if the report is

STEP10FS
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ready to use.
STEP 1 - SELECT COLLECTION TYPE

The first thing you need to do when creating a report is to select the type of collection you wish to use. There

are three types of collections you can report on:

e An Individual Collection — You may select an individual data collection from the list to the right. All
properties of this collection will be available for your report.

e Basic Data — This type of collection uses just the basic properties of a data collection, including name,
description, and source. Because all collections are based on these properties, you can select more than
one collection to report on.

e Inventory Items — Certain collections, including weapons, armor, gear, and vehicles, use a standard set
of properties just for inventory items. Because these properties are the same for all inventory



collections, they can be used to generate a report based upon generic inventory properties, such as
type, category, price, hard points, mods, etc.

To select or unselect all available collections (except in the case of an individual collection; only one of those
may be selected), click the “Select All” or “Unselect All” buttons.

When you’ve selected how you want to use collections, click the “Next” button to go to step 2.

STEP 2 - DEFINE COLUMNS

SELECT COLUNNS FOR THIS REPORT:

Property Name:

(s
{ProperyName __________|id

T
Name Column Width (%): 1.0
HemTy

Column Header:

Column Justification: st

Column Text Font: - {{EELIT
Column Header Font: (ST
Column Text Format:

Column Sort: | None

Resize/Reposition Columns: As Portrait © As Landscape
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Step 2 allows you to configure how your report will look when it’s
printed. A report consists of a grid containing a number of
columns for displaying various properties of the report. Each
column has a number of settings that determine how they will
look in the final report.

A sample grid is displayed below the column list. This is what the
grid will look like when you generate the report. Clicking “As
Portrait” or “As Landscape” will display the grid proportional to
the page orientation chosen. This page orientation will also be the
default orientation when you go to print the report.

To include a column in the report, click the “Add” button. The property may be selected from the “Property
Name” drop-down list. Other settings may be made for this property:

e Column Header — The name displayed in the header for this column.

e Column Width — The width of the column, as a percentage of the total width of the grid. The unused
percentage of space is displayed to the right. Clicking the “<>" button will automatically adjust the
current column to use whatever remains of the grid width, or will shrink the current column so that the
total used percentage for all columns is 100%.

e Column Justification — You may display a column either left-, center-, or right-justified.
e Column Text Font — This is the font used for the actual displayed data of a column. Click the “Change”

button to change the font.

e Column Header Font — This is the font used to display the header text at the top of the column. Click
the “Change” button to change the font.

e Column Text Format — This is for applying simple formatting to the displayed column information. For

instance, to display a numeric field using the “x,xxx” format, you can use “N0O”.

e Column Sort — A column may be set to sort itself either ascending or descending. For text columns, the
sort is alphabetical (A to Z for ascending, or Z to A for descending). For numeric columns, the sort will be

numeric.

Clicking the “Remove” button on the left will remove the currently-selected column. Clicking the up and down

buttons to the left of the list will change the order in which the columns are displayed.



Alternatively, you can use the displayed sample grid the reorder columns by clicking the column and dragging it
to another position. You can also visually change the width of a column by moving the mouse to a column
boundary on the sample grid and dragging it left or right when the double-arrow icon is displayed.

When the columns are arranged to your liking, click the “Next” button to go to step 3.

STEP 3 - DEFINE FILTER

HOW DO YOU WISH TO FILTER YOUR REPORT?

When you create a report, many times you will wish to only

include certain data items based upon a filter. This step allows you | = o Platiare )
WeaponModifiers Any Damage GreaterThan 2|

to define the filter to use. To include all data items, select the “No

Filtering” radio button. To define a filter for your report, select the

“Use the following filter” radio button.

The filtering system uses an English-like syntax to apply a “true or
false” result to a particular data item. If the filter result is “true”,
the item is included in the report. If the result is “false”, the item
is not included.

rget
usi True) And (Handing GresterThan 1) STEP3OF5

-
< € O

Filters are binary expressions, starting with a property or expression as the first operand, followed by an
operator, and concluded with another property or expression as a second operand. The operators that are
available are based upon the properties or expressions used.

To make creating filters as easy as possible, three lists are included below the filter string. The first is a list of all
available properties (or combinations of properties) that can be used as the first operand. The second list will be
the suggested operators that can be used with this operand. The third list contains sample results that can be
used for the expression. Double-clicking on any of the list will automatically insert the selection into the filter
string. Of course, you can also type the filter by hand, once you get used to the syntax.

Numeric Expressions — Numeric expressions can be used with numeric operands. To test if two operands are
equal, use the “Equal” operator. To test if they are not equal, use the “NotEqual” operand. Likewise,
“LessThan”, “GreaterThan”, “LessThanOrEqual”, or “GreaterThanOrEqual” can be used. For example, to include
items with a Critical rating less than 3:

Crit LessThan 3

String Expressions — String expressions can use “Equal” or “NotEqual” to do string comparisons. They can also
use the “Contains” operator to test whether or not a string contains a sub-string, or the “StartsWith” and
“EndsWith” operators to test if the string starts with or ends with another string. String literals that contain
more than one word must be surrounded by quotations. For example, to test whether or not a weapon is a
vehicle weapon:

Type Equal Vehicle
To test whether or not a vehicle is a light freighter, you could use the following filter:

Type Contains “Light Freighter”

fosd



List Expressions — Some properties are lists of other properties. For instance, “WeaponModifiers” for inventory
items contains a list of innate weapons that are created when the item is equipped. Say, you want to include an
item that contains a weapon modifier with an innate weapon that does 2 or more damage. You could use
something like this:

WeaponModifiers Any Damage GreaterThan 2

The “Any” operator will test if any item in that list tests true for the expression defined in the right operand
(“Damage GreaterThan 2”). In this case, the “Damage” property belongs to a “WeaponMaodifier” item that is
contained in the “WeaponModifiers” list, rather than a property of the data item itself. You can also use the
“TrueForAll” operator to test whether or not a particular condition is true for all items in the list.

Logical Operators — Filters can also combine expressions using logical operators, such as “Or” and “And”. For
instance, to combine the last two examples:

Name Contains “Freighter” And WeaponModifiers Any Damage GreaterThan 2
To force precedence in the expression, you can use parentheses to group expressions together. For instance:
(Name Contains “Freighter”) And (WeaponModifiers Any Damage GreaterThan 2)

This forces the first expression operand and last expression operand to be evaluated before applying the “And”
operator. Note that the filter expressions use a standard precedence for various operators, so unless you want
to override the precedence, or to make a filter clearer to understand, you don’t need to include parentheses.

Operator Precedence — Below is order of precedence, from greatest to least, of the standard operators:

e Parentheses

o Multiply, Divide

e Add, Subtract

e lessThan, LessThanOrEqual, GreaterThan, GreaterThanOrEqual

e Equal

e NotEqual

e Any, Contains, TrueForAll, StartsWith, EndsWith
e And

e Or

e Any other operator has lowest precedence

Filters can be as simple or as complex as you want them to be. To test whether the syntax of your filter is
correct, click the “Validate” button. To perform an actual test on the filter, click the “Test” button. The “Test”
button will validate the filter, and return the number of items in the currently-selected collections that match
the criteria of your filter.



STEP 4 - GROUPS

ables, based upon the collection

In separate tables, based upon the value of a property:

OPTIONAL GROUP TITLE:

1o} Use Filter Text

{0} may be included to represent the name of the
collection for the second option.
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Step 4 allows you to configure how you want your report grouped.
There are three choices for grouping:

e ASingle Table — The report items belong to the same
table. The table will be split between pages, but all data will be
part of one contiguous list of items.

e Separate Tables based on Collection — This will break
down the report based upon the selected collections. For instance,
if you chose inventory items and selected armor, gear, and
weapons, all items will be grouped by whether or not they are a
piece of armor, a weapon, or a gear item. You cannot choose this

option if you are reporting off of just a single collection.

e Separate Tables based on Property — This allows you to group items based upon the value of a

particular property. The report will consist of a number of tables equally the unique values for a

property. You may choose the property to use from the drop down list to the right. For example, if you

want to report on weapons, you could group by the “Type” property to have separate tables for “Energy

Weapon”, “Slugthrower”, “Explosives/Other”, etc.

You can also optionally select a title for each group, or the title for your single group. Click the button to use the

filter string as your group title. To include the name of the collection, put the string “{0}’ somewhere in the title

text.

STEP 5 - NAME AND TITLE

Finally, in step 5, you can give the report a name, and optionally
include a title for the report that is displayed on the first page.

Normally, page numbers are included at the bottom of the report,
starting at page 1. If you do not want to include page numbers,
uncheck the box. If you want the page numbering to start at
something other than 1, include an offset. For instance, 0 will
start on page 1, while 10 will start on page 11.

WHAT IS THE NAME OF THIS REPORT?

[Egupmen]

OPTIONAL REPORT TITLE:

Consolidated Equipment List

Include Page Numbers
Page Number Offset:

Click "Finish", below, to save the report.

STEP50F5

Next >>

When you are finished, click the “Finish” button to save the report.



CONCLUSION

That about wraps up this documentation file. If you have any questions, | should be able to be found on the
Fantasy Flight Games Community Forum. Or, you can email me at oggdude42@gmail.com.

DISCLAIMER

I make no claims, promises, or guarantees about the absolute accuracy, completeness, or adequacy of the
contents of these applications, or the applications’ data, and expressly disclaim liability for errors and omissions
in the contents of these applications, or their data. No warranty of any kind, implied, expressed, or statutory,
including but not limited to the warranties of non-infringement of third party rights, title, merchantability, and
fitness for a particular purpose, is given with respect to the contents of these applications, or their data.
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