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CAMPAIGN EXPERIENCE POINTS

# #

Skills marked with ¹ can be used normally even if the character has zero (0) skill ranks.

Skills marked with � are cross-class skills.

* Use of this skill earns a Dark Side Point.    **Light side skill

Favor owed to her from: Twilight may use the Noble's 

   Chancellor Palpatine

   Meeka the Hutt (x2)

favor ability when dealing with

the Twi'lek Vida clan.

Signet Ring (Clan Vida) 0

Rhinsome Tracking Corp Suresnoop 1 BlasTech DL-18 1

0.5

Medpac 1 BlasTech DL-18 1
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CHA +5 = 4 + 1 + 0

� Battlemind CON +2 = 1 + 1 + 0

� Drain Energy¹ * CON +1 = 1 + 0 + 0

� Empathy¹ WIS +10 = 1 + 9 + 0

� Enhance Ability¹ CON +2 = 1 + 1 + 0

� Enhance Senses¹ WIS +2 = 1 + 1 + 0

� Farseeing WIS +8 = 1 + 7 + 0

� Fear¹ * WIS +1 = 1 + 0 + 0

� Force Defense¹ CHA +4 = 4 + 0 + 0

� Force Grip¹ INT +1 = 1 + 0 + 0

� Force Light¹ ** WIS +2 = 1 + 1 + 0

� Force Lightning¹ * INT +1 = 1 + 0 + 0

� Force Stealth¹ CHA +4 = 4 + 0 + 0

� Force Strike¹ INT +1 = 1 + 0 + 0

� Friendship CHA +5 = 4 + 1 + 0

� Heal Another¹ ** WIS +2 = 1 + 1 + 0

� Heal Self¹ CHA +5 = 4 + 1 + 0

� Illusion CHA +10 = 4 + 6 + 0

� Move Object¹ INT +6 = 1 + 5 + 0

� Plant Surge** INT +2 = 1 + 1 + 0

� See Force¹ WIS +9 = 1 + 8 + 0

� Telepathy¹ WIS +2 = 1 + 1 + 0
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--House Rules--

• Ambidexterity 3.5: All character get the Ambidexterity feat for free if they have the Two-Weapon 

Fighting feat.

• Weapon Finesse 3.5: Weapon Finesse applies to all weapons instead of a specific weapon as 

per D&D 3.5

• Super Tech Specialists: 6 + Int skill points per level, rather than 4 + Int

--Feats--

 Ambidexterity, Exotic Weapon Proficiency(Lightsaber, Lightsaber, Double), Force-Sensitive

(Free at 1st Level), Trustworthy, Two-Weapon Fighting, Weapon Finesse(Lightsaber), Weapon 

Focus(Lightsaber), Alter(Taken at Level 4), Control(Taken at Level 3), Lightsaber Defense,

 Sense(Taken at Level 1),

• Proficient with simple weapons, and blaster pistols and Exotic Weapon Proficiency: Lightsaber. 

• Bonus Feat (Force Training): At 1st, 3rd and 4th level, the Jedi Consular gains one feat

  from the following list:

     Alter, Control, Sense

  Choose Force Training on the Feat Tab to choose your feats.

• Deflect (Defense +2): This ability grants a bonus to the Jedi's Defense. It requires an

  activated lightsaber, and uses the Jedi's move action for the round following it's use.

  The Jedi can declare it's use after an attacker chooses the Jedi as a target, but

  before rolls are made. The bonus is added to Defense for the entire round.

• Bonus Feat: At 2nd, 11th and 16th level, the Jedi Consular gains a bonus feat from

  the following list:

     Alertness, Aware, Cautious, Compassion, Combat Expertise, Fame, Persuasive,

                     Superior Expertise, Agile Riposte, Sharp-Eyed, Trustworthy.

• Deflect (Attack -3): This allows the Jedi to redirect blaster attacks with their activated

  lightsaber. It costs the Jedi their next rounds move action and they can deflect and

  redirect with up to 5 attacks per round. The attack must miss the Jedi by 5 or less.

  This can be combined with Jedi Defense at no extra cost. When a blaster bolt misses

  by 5 or less, the Jedi can redirect the attack to anyone within 1 range increment of the

  Jedi. They make an attack using their lightsaber attack bonus and taking the attack

  penalty above to the attack. Use the blasters range increment and damage.

• Deflect (Extend Defense): Your Deflect (Defense) now can be

  extended to cover anyone within 2m of you. This grants a Defense bonus to anyone

  you choose within 2m .

Twi'light CLASS ABILITIES (continued)

HOUSE RULES & FEATS

• Increase Lightsaber Damage: The Jedi gains +1d8 damage to all their lightsaber

  attacks.

• Block: The Jedi can use the Defense ability even without an activated lightsaber. They

  must have an armored gauntlet or some other protective gear or object that can

  withstand a blaster bolt or use a Force Point. They cannot extend this to others, but

  all other rules apply. Any character with a +2 Deflect bonus automatically gains this

  ability.

• Automatic Increase in Lightsaber Abilities: Your Defense, Attack and Lightsaber

  damage will increase automatically in this class at a new progression.

• Bonus Feat (Force Training): At 1st level the Jedi Scholar gains the Alter feat as a

  bonus feat.

• Scholarly Knowledge (+6): You gain your Scholarly Knowledge bonus to all of your

  Knowledge checks.

• Direct (+4): You can attempt an Intelligence Check (DC 15 + the number of characters

  directed) to increase the circumstance bonus of cooperation by your Direct bonus.

  You must direct as along as the task takes to complete. This ability doesn't stack

  with the Noble's Command ability.

• Record Jedi Holocron: You can add information to an existing holocron.

• Jedi Knight: A Jedi Scholar gains a bonus knight feat upon reaching a 7th level Jedi

  which is chosen from the following list:

         Burst of Speed, Force Mastery, Force Mind, Knight Defense, Knight Mind,

                  Knight Speed, Lightsaber Defense, Skill Emphasis (any).

CLASS ABILITIES

RACE ABILITIES

• -2 Wisdom, +2 Charisma

• Base land speed of 10 meters.

• Space/Reach: 2m/2m

• Low-Light Vision

• Favored Class: Any

• +1 species bonus on Fortitude saves
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