Vette [Rival]

Skilly: Athletics 1 (¢ @), Cool 2 ( ),
Knowledge (Underworld) 1 (¢ @), Ranged
(Light) 3 ( 9), Streetwise 2 (0 ©)
Talenty: Adwersory 1 (upgrade the difficulty
of ol combat chrecks against iy torget once)
Sniper Shot (perform a Manewnver to- increase
the weapows range by 1 range band, upgrade
the difficudty of the attack by 1)

True A (Perform a Manewwer to- gain the
benefits of aiming and. upgrade tie combat
check once)

Abilities: None

Equipment: Two Heanvy Blaster Pistoly
(Ranged [Light]; Damage 7, Range [Long], Crit
3, Stun Setting), 2 Frag Grenades (Ranged
[Light], Damage 8, Ranged [Shovrt], Crit4,
Blast 6, Lumited. Amumo- 1), Armored Clotiving
(+2 Souk, Defense 1, Superior Mod), Stumpack

Few people have seen asy muche of the galaxy
as Vette and few have had as Uittle control of
their desting. Vette was separated from her

fomily ot aw early age and sold to- a series of
minor crime lovds: When a legendary pirate
lovol wutterly destroyed her latest owner's
holdings, Vette and tHie other sloves were
gwven their chotice of freedom or joining wp to-
became a piroate, travelling thhe known worlds
and Learning to- get in and out of places she
wasnt alloweo.

Yeary later the piate mysteriowsly and
swddenly  released all of iy people from
service. Vette way left on Nowr Shaddaa wiere
she joined wp withe other young, Llealistic
Twileks and wsed her criminal apilities to
rol and ruin those wio explovted Rylotidy
cdtural  artifacts and  people.  An
uwnguencivoiple spork, Vette v older tian her
yearsy but far from mature, delighting n silly
pronks and alwayy ready to- lavgh at people
who- Hhink 100 much of Hhemselves:

Sunce jounuing wp witiv e Emperor’s Wratn,
Vette serves as o tension-beaker and o brake
to- e Wrativy extreme belonior. Vette serves
the Wrativ somewhat willingly, even thougih
tHe Wrativ has yet to- remove her shock collar,

Huttball Tactics: Vette s really into- playing
Huttball. Shell Hhwow herself into-the game
witiv wld abandon. Not afraiod to- blast
someone U her woy, Vette will be a feam—
player; passing, cotethving, running, or
dearing the way for her feam to- seore.
Inifiative Rolli (0 0 #) ¥HOOO



Jaesa Willsam [Rival]

Skillsy: Coordination 2 (
(00 9), Lightsaber 3 (
(000

Tolents: Adwersory 1 (wpgrade the difflenlty
of ol combat cirecks against Huy torget once)
Atavrw Techwdgue (When making Lightsabper
skill chnecks, use Agity instead of Braowl)
Unwrelenting Skeptic: When targeted by o
Deception check, antomatically add Y'Y to-
tHhe check:

Eovrce Rating 2

Abllities: Force Power Enpance (@, Gain 3% or
) o an Atlldetics, Coordination, or Plloting
(Planetory or Spoace) check, @: toke a Force
Leap action to- jump horizontolly or vertically
to- any location un short range,

Comuit O: Inerease Agility by 1)

Force Power Unleash  (11: make an Average
(# ¢) Duscipline check against o target at
Short range dealing 4 damage; | to- adel 2
damage to- attock:)

Eguipwment: Saberstoff (Lightsaber; Damage 6,
Range [Engaged], Crit 2, Breaci, Linked 1,
Sunder, Unwieldy 3), Robes (+2 Soak,
Superior), Sttmpack

9), Duscipline 2
), Vyguance 2

Born on the wylic planet of Alderaaw to-
servondty of Howse Organa, Jaesa Wllsaom wos
raased. v o Uife of relative privilege. Ay sihe got
older, Jaesa discovered that she possessed a
9t she could see the true natwre of anyone,

ariustocvat, she
Alderaan politics.

Dugusted witiv the deception, Jaesa grew tired
of Alderaon politicsy and began to- guestion
her futuwre. She met a Jedi Master wio- sensed
v Jaesa o strong covunection fo- tie Force, and
believed that withe the proper training she
codds become a powerful Jedi Jaesa leapt at
the opportunity to- see the galaxy and put her
faltiv e somethung  that  represented
everytiving Alderaon’s high sotiety wos not:

Jaesa initially held. to- the dealy of the Jedi
herself fully to- the Jedi code. AU that
changed when she met the Sitiv who would
eventually become tie Emperor’s Wrativ. Jaesa
Adiscovered  that Ues and treachery owe
everywhere, and Hrat the Sutiv wielded trese
tooly opendy. It was refresiving, and since Hen
Jaesa hay dedicated. herself to- the Dark Side,
serving as the Wratily apprentice.

Hutthball Tactics: A Little less entivusiastic to-
play thaw Vetter, Jaesa none te lessy plays tive
gome to- win. She takes tihe role of a blocker
or ntferceptor; dearing the pativ for otiversy
and blosting opponents whew the opportunity
allows:

Initiative Roll: (1 € @) ¥ QOQU



Malavai Quinn [Rival]

Skilly: Atidetics 1 (0 @), Discipline 1 (0 ¢ 4),
Leadersivip 2 ( ¢), Medicine 3 ( ),
Ranged (Light) 2 (0 © @), Vigllance 1 (0 4 ¢)

Talenty: Adwersary 1 (wpgrade Hie difficulty
of ol combat checks against iy torget once)
Stumpack Speciolizotion 2 (Stimpacks heal an
extro 2 pointy of damage)

Abilities: None

Equipment: Blaster Pustol (Ranged [Light];
Damage 6, Range [Long], Crit 3, St Setting),
Carbonite Thrower (Ranged [Light], Damage
5, Range [Short], Crit 4, Stun Damage,
Engnare 2, Limifed Amumo- 5, spend @ to-
Stagger torget for 1 rownd), Armored Clotiving
(+2 Souk, Defense 1, Superior Mod), 3
Stumpacks, Medical Kit

Intelligent;  distinguished and  competent,
Malovai  Quinn s the epitome  of
professionalism within the Imperial military.
A career soldier, Quinm has always held tHhe
Sithv Udeals of ovder and stabllity v high
regavds, and views the Republic ay a chaotic
and wstable Huweat: From Wiy first day as a
cadet, Quinmn hag been driven by a steadfast
belief that he could help Uft He Empive to-
greatness, and he s wlling to- go- to- great
lengtig to- see tihat the Empire’s enemies are
ervsheok

Quinn pridey himself on
corrying owt iy ovoers,
ande U guick to- Huust
blame on himself for
even  the wmwmost  wunor
evrvor.  However, while
other Offteery are
concerned  only witiv
dimbing  thuwoughy  the
romksy of the Imperial
milifary, Quinwy  flrst
and only desive i the
sueceess of Hhe mission: Yet for all the victories
that he hay orvchestrated for Hie Empire,
Quinm remaing a lowly Llewtenant wio
confuunes to- serve the greater goods of tihe
Empire.

Huttball Tactics: Quinn has very Little desive
to- play Huttball and have the success of his
mission hang i Uy outcome. Regardless, he
carbonite thuwower to- keep Wiz allies up and
moving and iy opponents down and frozem.
Inifiative Roll: (¢ ) XXQOOP (Quinn
wlll spend the Triwmpiv to- upgrade iy first
kil chrecks e e maten)



Lt. Pierce [Rival]

Skilly: Athletics 2 (¢ € @), Brawl 2 (00 @),
Cool 1 (0 @), Knowledge (Warfare) 2 ( ),
Ranged (Hearvy) 3 ( ), Restlience 1

(0 09), Vyglance 1 (0 4 ¢)

Talents: Adwersary 1 (wpgrade the diffienlty
of ol combat chrecks against iy torget once)
lnvyproved lngpiving Rivetorie (as an action,
may make an Average (@ @) Leadersivip
Check. Eaciv 38 removes 1 stroiw or one wotno
from one ally at Short Range. Eaciv 3
removes an additional strain or wound from
an affected ally. AW affected allies ado M to-
ol checks for 2 rounds).

Point Blank 2 (add 2 damage to- one it of
suecessful Ranged, (Heany) skidl check at
Engaged ov Short range)

Ablities: None

Equipment: Blaster Rifle (Ranged [Heavy];
Damage 9, Range [Long], Crit 3, Stun Setting),
Heavy Battle Armor (+2 Soak, Defense 1,
Superior Mod), Stmpack

Ambitions, rutiless, and wierly loyal fo- Hhe
Empire, Liewtfenant Plece has garnered o
reputation among iy fellow soldiery ay botiv o
fearlessy warrior and an ambitions profligote.
A child of the Imperial world of Ziost, Plerce
alwayy enwvisioned himself as a decovated
hero- to- e Empire wiro- wowld walk onto- the
most violently dangerous bottlefields n the
golaxy and lay waste to- the opposition

Plerce's wmilitary career &  marked by
commendations of brovery, oy well o
reprimoands for acty of recklessness. Plerce’s
smecess rate remaing among the highest u tire
Imperial militory, thowgh he o known for
often (gnoring ovdery and faking reckless risks
to- complete iy mission. Althouwghv Plerce
possesses o blatont disregard for Hhe chain of
landed im tive command of a small growp of
elite Black Ops specialists:

While his recklessness has stunted higy cimby
up the Imperial chain of command, Plerce
often called on to- take on tie most dangerouns

the enemy. For Liewfenant Plerce, tivat works
out for him just fine — for nows

Huttboll Tactics: Plerce i all over the
Huttball match and s excited to-play of

HeW play wp the scoring aspect; the tactical
challenge, and the viclows brutality of the
game. He will punchy, kick, shoot, stab, and
burn Wiy way nto- the endzone to- score for it
feam, using his lnspiring Rhetoric to- pusiv his
teammates to- win
Initlative  Rolls
FRQ

(7690)

Broonmark [Rival]




Skills: Brown 2 ( 49), Coerce 2 ( 4.
Melee 2 ( 4 9), Knowledge (Xenology) 2

(0 0), Perception 2 (0 0), Vigllance 1 (£ ¢ ¢)
Talents: Adwersary 1 (upgrade the diffiendty
of all combat checks against tiis target once)
Feral Strengtiv 3 (Add 3 to- one it of
suecessful attocks made using Brawl or Melee)
Knockdown (Spend @ on a successful melee
combat check to- knock Hie taurget prone)
Abilities:

Eguipment: Vibro-sword (Melee, Damage 9,
Range [Engaged], Crit 2, Defersive 1, Plerce
2, Vichows 1), Padded Armor (+3 Soak,
Superior Mod), Stimpack

Althoughv they are rorely seen awny from
their homeworld, the Talz are generally
recogndized Huoughouwt the galawy as kind-
hearted and gente creatunres. Broonmark sy
nothing Uke your typical Talz. Early un his
childiood, Broovwmark witnessed his fativer
be mawled by one of Alzor Iy many
predotors. But rativer thaw grieve at the loss of
his fotiver, Broonmark was ashamed ot his
fother for being too weak to fends off the
creature. Ay he grews so- dide iy need: for
violence. Soon Broowmark began to- hant un
secret;, savoring the rwshv he felt from each
kadd.

Ay iy need to- commit violence grews so- diol
iy proficiency. Whew representatives of the
Republic milifory come to- recrvit Talz to- joun
their elife commandos, Broonmark was the

furst too volunteer. He guickly became an
umportont asset to- the Republic, and rose to-
become tihe leader of the Republicdy Talz
vietories: But the more he fought, He move iy
desivre to- kil grew: Hiy ovdery became wmore
ruthdess, and soon the Talz wnder iy
command: rose wp against him, nerrowly
escaping ovrest: Now- wanted by the Republic,
Broovwmark ity down the Talz that he once

commanded, demoanding they pay for their
betrayal.

Huwttball Tackies: Broovwmark doeswt
winderstond Huttball. He Uikes that the game
allows i to- vt the opposing players, but
doeswt grasp Hhe point to- the game beyono
that: He may even get confused if he getsy the
ball and thuwow U to- an opposing player,
becawse e tHhunks his team gets more points
that way.

Initiative Roll: (1 @ @) Fe3x QO



Treek [Rival] Hhe greatest defeat (s to- be forgotten. She will
do whatever U toakes to- ensre her name ano
deeds will be celebrated long after she iy gone.

Skills: Coerce 2 (00 4), Cool 2 (00 6),
Perception 1 (© 4 4), Ranged: (Heavy) 3

( )

Talents: Adwersary 1 (upgrade tive diffienlty
of all combart chrecks against Hiiy torget once)
Stumpoack Specialist 2 (When using o
stimpack heal 2 extra wounoy)

Ablites: Sihouette O, Remove B from all
Pevception checks

Equipment: Bowceaster (Ranged [Hearvy];
Damage 11, Range [Mediwm], Crit 3,
Knotckdown, Plerce 2) witv Auto—-Recocker
Mot and Accelerator Endrhancement (+1
damage, 2 Plerce mody), Padded Armor (+2
Souk), 4 Stumpacks

Hutthall Tactics: Treek doesw’t quite get the
game, but she gets untfo- U as Hhe game
progresses. Shell stort ot really enjoying the
abp ity to- blast opponents, bt wiren she
notices that the scoring B the way fo- win, she
will groaifote towoards helping her team scove.
Initiotive Rolls (4 ¢ 9) QOO

Treek B an enthusiastic warrior who- defied
her primitive tribesy rigld cwstomsy to- seek
adwenture among the stars. Dussatisfled withv
the peaceful and quiet waysy of her people,
Treek s defermined fo- achieve greot thvings
witiv her Ufe. She trowelsy the galaxy as o
mercenory soldier, olwaysy ow the hunt for
new- horizony and. epic challenges to- conguer.
Despite hailing from a  techunologically -
arcihadic planet and species, Treek has adapted
guickly  too  civilized  space.  Treek
unconcerned withe material possessions or
personal power. Her only goal s to- forge o
legacy tiat will outlive her. [n Treekls mind,



HK-51 [Nemesis]

Wound Strain

Value Threshold Threshold

Skills: Browl 3 ( 9), Cotrrcion 3 (0 4 4),
Computery 3 ( $), Gunery 3 ( ),
Mechanicsy 3 (¢ 0 @), Ranged (Light) 5

( ¢ 4), Ranged (Heavy) 4 ( 4,
Stealtiv 2 ( ¢), Vigllance 2 (@)

Talenty: Adversary 2 (wpgrade the diffiendty
of all combart checks against iy target twice),
Bavroge 3 (add 3 to-the damage of all
Guuinnery or Ranged attacks at Long or
Extreme range)

Pount Blank 3 (add 3 damage to- all Rangeo
(heany) or Ranged. (Light) attacks made at
Shovt or Engaged ronge)

Abulities: Droid (does not need to- breatire, eat,
underwater. lmmune to- polsons and toxing.
Equipment: Sniper Blaster Rifle (Ranged
[Heavy]; Damage 10, Range [Extreme], Crit 3,
Accwrate 2, Stun-setting, Cumbersome 2) witiv
Mavksman Barrel ( 2 Accwrate Mods), Left
arm mounted Heavy Blaster pistol (Ranged
[Light]; Damage 7, Range [Medivwm], Crit 3,
Stun Setting), Mownted Heanvy Battle Armor
(+2 Souk, Defense 1, Superior Mod)

lmperial ossossing spend years training to-
develop the steel nerves requived for Hreinr
work, but HK-51 comes witihv such features
pre~unstolled. Like the previouns models in tive
HK line, including tHre legendary HK-47 of

thought for earning credity or achieving fame
and glory. To- HK-51, ovrganics are primorily
fargets; there b no value n cowrfing their
approvel. The only exception fo- sy rule
for the lncky man or woman wio he calls
'Master'. HK-51 s progrommed. witiv complex
fail-safes that place loyalty to- his Master at
much  higher priovity even tHun o self-
presevvation.



Emperor’ s Wrath [Enhanced Nemesis]

Threshold  Theresiold

Skls: Atihdetics 1 ( 909), Cotrclon 2

(00 9), Cool 2 (00 @), Coordination 1

(0 4049), Discipline 3 ( ), Knowledge
(Love) 3 (00 @), Lightsaber 4 ( 4,
Pevception 2 ( ¢), Plloting (Space) 2

( ¢49) Ralience 2 ( 4), Vigdance 2
(006

Tolents: Adversory 2 (wpgrade the difflenlty
of all combat checks agoinst His target twice)
Atarw Techwdgue (When making Lightsabper
skl ehecks, use Aglity nstead of Brawl)
Hawk Bat Swoop: Lightsaber combat check
against target within Short range, adding O
no- greater than Force Rating. Spend | to-
engage target and spend | to-add a to- e
check:

Saber Thaow: (make a Lightsaber combat
check ay a ronged attock ot a torget witivin
mediumm range, adding O wo greater than
Force Rating. Must spend | to- succed to- it
fourget, spend || o hhave weapow return fo-
hand.)

Uncanny Reactions 2 (oo lM to- all
Vigilance Checks)

Eorce Roting 4

Abllities: Force Power Bind (I: ummobhilize a
tavget ot short range wntill end of wser’s next
turn If wser wsed any @ to-genevate |, the
fourget also- suffery 1 wound per!| spent
noring souk,

Force Power Enpance (I, Gain 3¢ or £} on anv
Athletics, Brawl, Coordination, Plloting
(Planetory or Space), or Resilience chrecks, | :
take a Force Leap action to jumye hovizontally
or verfically to- any location un short range)
Commit O: Inerease Brawn by 1,

Comumit O: Inerease Aglity by 1

The Emperor’s Wrativ hay risen thuougl Hhe
ranks of the Sitiv Lovoy to- serve as a divect
expression of the Emperor’'s will. A combat
monster, the Wrativ darty in and attocks withv
viclows ferotity. A true servant of the Dark,
Sude, the Wrativ does not think twice abowt
wsing the weak ay distractions to- manipulate
the Jedi

Eguipment: Two Lightsabery (Lightsaber;
Dawmage 6, Range [Engaged], Crit 2, Breaci 1,
Sunder, Viclows 1), Sttiv Light Battle Armor
(+2 Sovk, Defense 1, Cortosis Mod), two-
Stumpacks, Cybernetic Armg (Modh V), lmplant

Armovr



