Star Wars Fact Sheet

Changes in Combat Rules

No attacks of Opportunity:  Once a character enters a threatened square, they must stop all movement.

Distances:  All distances are done in meters instead of feet.  Instead of your character taking a 5-foot step, they now take a 2-meter step.

Armor vs. No Armor:  All character classes have a natural defensive bonus.  This bonus can only be used when your character is not wearing any armor.  You might notice that your natural defensive bonus is higher than most armors.  The only real advantage to wearing armor is protection from the elements, including space.  Just like in D&D you must be proficient with armor to avoid any armor check penalties to all actions requiring any movement.

What are these Vitality Points?

Ever wonder why Luke doesn’t drop from taking a single blow from a blaster, yet he takes down stormtrooper after stormtrooper?  Well all heroic classes get vitality points.  These points represent the number of near misses your character takes before taking any real damage.  The number of vitality points your character gets depends on their class.  The use of any force powers requires the character to spend some of their vitality points.  Because of this, Jedi who are in a lot of combat must be careful in using their force abilities.  Once all your vitality points are spent, your character must make a fortitude saving throw to avoid being fatigued.  Also once your character is out of vitality points you begin loosing wound points.  What are wound points?  Check out the next paragraph.

What are these Wound Points?

These represent your basic life force.  Your wound points are equal to your constitution.  They never go up in level, and your class has no bearing on them.  Once these are gone, your character makes a save vs. instant death.  You do not go to negative amounts of wound points.  If your character succeeds in their save, they do not make another check against dying for another hour!

What are these Force Points?

If your character performs a heroic action, or every time they go up one level they earn a force point.  A force point represents your character being able to make a brief connection to the force and move like a Jedi.  You spend the Force Point at the beginning of the round.  Then you choose which side of the force would you like to make a connection with.  The light side or the dark side, then you roll the appropriate number of dice.  This roll is added to all actions taken until your next initiative.

What are these Dark Side Points?

Whenever your character uses a force point from the dark side, or whenever they perform an evil action, your character earns a dark side point.  When your dark side points equal half your wisdom, your character is going down the path of the dark side.  When they equal your wisdom score, your character has become complete evil and is now an NPC for the GM.  I request that during this game none of you exceed gaining 3 dark side points.  I do not wish to deal with this aspect of the game at this time.

Jedi Philosophies

Jedi are very similar to Paladins from D&D.  They can not ever willingly perform an evil action without earning a Dark Side Point.  They also do not use their force abilities needlessly.  The only use them when absolutely necessary.

Game World

This adventure will take place around the same time as Star Wars Episode 1: The Phantom Menace.  Jedi are revered guardians of the universe, and are feared warriors.  When a Jedi draws their lightsaber, everyone is aware that the Jedi means business.

Critical Hits and Fumbles

A natural 20 will still continue to count as a 30, and a natural 1 will continue to count as –10.

