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 The galaxy Is In conflict. After years of growing tension, the worlds of the SEPARATIST ALLIANCE have seceded from the GALACTIC REPUBLIC . Under the leadership of the Jedi Knights, clone
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 k
 
 4
 
 r
 
 4
 
 n
 
 Away from the battlefields , Separatist diplomats and agents work to turn additional planets against
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 the Republic, and both sides seek alliances with neutral systems. _ Meanwhile , smugglers. 1
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 ~rtfH
 
 he refugees poured into the narrow mountain pass Sharp slopes of rock and scree rose around them , hemming them in and slowing their headlong flight. Parents, children, and neighbors began to struggle and claw, desperate to reach the dubious safety of the highland plateaus beyond.
 
 T
 
 ,
 
 Behind them , the valley bui ned. Smoke rose from the farming hamlets nestled into the curving banks of the alpine stream that once fed the small fields with a steady supply of water. Now, flames devoured tlie he I ds a nd the on c e - cl ear river ran b I ac k w iEh ash.
 
 -
 
 The Separatist tanks had swept up the valley at dawn floating ominously across lfie fields. There had been no demands, no explanations. They simply opened fire at the first buildings they saw. Behind them, bulky transports disgorged waves of battle drpids. The villagers were simple farmers, with only old hunting blasters. They fled the only way possible, toward the head of the valley and the winding pass ,
 
 .
 
 Taya winced as a flailing arm caught her across the side of the head. The young girl stumbled , but still managed to keep hold of her father ’s arm. Tam 's face was white with pain even as lie tried to keep up with his daughter. Ho had been laid up with fever for the past few weeks and the run to the pass drained him. Now, as they made their way over the raciocov ered ground, they were falling behind. ,
 
 ,
 
 J
 
 Taya ! " he gasped, " Leave me and go ! "
 
 She glanced back at him fiercely. No chancel Come "
 
 on. Dadl
 
 stubborn child! Get moving ! Your old man cart look after — aghl " " You
 
 Tam stumbled, his weight pulling them both down " Dad!" laya scrambled to her hands and knees. Her father was lying on the ground , writhing in agony. The burn of a blaster wound smoked in his leg. More blaster bolts flashed overhead. Down at the entrance of the pass. Taya could sec ranks of slender battle droids marching closer in perfect lockstep. They fired as they advanced. filling the air with crim son light. Taya frantically looked around her. The floor of the pass was dotted with massive boulders and debris. She grabbed her father by the shoulders and tried desperately to drag him into the shadow of tue nearest
 
 boulder.
 
 She opened her eyes to see a man in chipped and battered white plasteef armor holding her up. She couldn't see his face but the bold red lines on his helmeL gave it a- fearsome snarling aspect. But then ,
 
 bespoke and his voice was friendly reassuring ,
 
 ,
 
 ,
 
 Don ’t you worry, ma ’am. he said, as he gently pushed Taya into the shadow of the boulder next to where he d set Tam. "Well take things from here." "
 
 "
 
 '
 
 He stepped out from the boulder 's cover , unslinging a heavy blaster rifle as lie did The droids didn't realize lie was there until he opened fire.
 
 .
 
 Three droids blew apart as he swept the phalanx
 
 with tight, controlled bursts. The others panicked spraying the boulder and the pass with wild , inac curate shots. The trooper never flinched continuing Lo Calmly mow them down even as the remaining droids marched closer , and closer ... When the droids were only meters away, a brown ,
 
 ,
 
 robed figure suddenly sprinted past Taya and leapt over the trooper ' s head. With a brilliant Nash of green light , a volley of blaster bolts from the droids flew harmlessly away, deflected skyward. Another blaze of green , and the closest two droids collapsed into pieces. The final droid 's head exploded with a pinpoint strot from the trooper’s blaster, "
 
 The robed figure turned back , lowering her hood, and Taya was shocked to see a gsrJ no older than herself holding the hissing Jightsaber, She gave the trooper an impish grin. "Sorry I'm late , Drak! "
 
 He snorted good- naturedly. "I just expect you to show up after I've done all the heavy lifting. ” vWell , you are really good at it . " She nodded towards- Taya and her father. " Cover us for a moment ? I' m going to make sure they' re alright ."
 
 The trooper nodded and resumed firing. The girl crouched down next to Taya giving a quick nod before turning her attention to Tam , She pressed her hand to the wound on his log. The blood flow slowed, and Taya could see her father s face relax. ,
 
 '
 
 .
 
 “That
 
 should hold him until the medics arrive " the girl said. She stuck out her hand. “I' m Leh 'ahnyo Vas. Pleased to meet you . * '
 
 Taya tentatively took her hand, staring. " Are .. . are you a Jedi Knight?"
 
 Leh ahnyo grinned again. “ Me? No." She pointed up. " But my master is. " '
 
 More shots whipped past as she pulled , sobbing with the effort of shifting Tam 's unconscious form . A blaster bolt plucked at her tunic . Another burned across the flesh of her arm. The droids were dose now, but the bouldei was just out of reach laya dosed hei eyes, grabbed at her dad ' s arms, and pulled desperately ,
 
 Suddenly, she felt her father shift easily across the stone ground. Taken off - balance. Taya nearly pitched
 
 over on her back , only to be caught by a strong,
 
 .
 
 steady hand on her shoulder
 
 Taya looked up as the squadron of gunships howled over the mountain pass. The side doors of die lead gunship slid open , and Taya Could ju$l make out another brown- robed figure standing at the edge of the opening. The figure crouched, then leapt from the aircraft . Twin blue blades blazed into life as the figure dove, gracefully, into the hordes of battle droids at the mouth of the pass.
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 THE CLONE WARS HAVE BEGUN
 
 L
 
 gpl& xy in lurmoil! War has begun between the Galactic Republic anc the Confect tifacy or Wnoe pendent Systems. The Separatists led by the sinister Count Dooku and with a droid army tommended by the remorseless General Grievous, strike at Republic targets and -nnocent worlds across the galaxy. Et is up to Lhe defenders of the Republic the disciplined clones of the Grand Army, the noble Jedi , the resolute members of the Galactic Senate, and many others — to hold back the Separatists' merciless droid army and return peace to the galaxy.
 
 A
 
 ,
 
 SEPARATISTS allows players to re- create the heroic action and drama of the Clone Wars, raj mg their own stories against the backdrop of this monumental conflict PI aye rs may take on t he roles of the Republic 's defenders, including clones, Jedi, offi cers of the Republic Navy, and nepreseruadves In thj§ Gala cue Senate. They might instead assume the parts of scavengers, criminals, or pirates profiting from the chaos of war. or even agents of the Separatists working to undermine the Republic Whatever approach players choose, ihe _ ggy Clone Wars offer countless new opportunities for rotepieying end exciting action in the Star Wars gasaxy. RISE
 
 OF THE
 
 WHAT'S IN THIS BOOK? RISE or RHE SEPARATISTS S a sourcebook for Star Wbrs Rc I splaying cov ering the period that
 
 makes up roughly the first fiaii of the conflict known as the Clone Wars. This book includes mate rial for assisting CMs and players in running a campaign set during this time, with characters who are
 
 uniquely suited to the Clone Wars.
 
 -
 
 fti &E
 
 OF THE
 
 a con plete game, and reiebook ter either EDGE OF REBELLION, or FORCE AND DESTINY.
 
 SEPARATISTS
 
 S not
 
 :
 
 nlayers will need " he core THE
 
 EMPIRE . ACE
 
 OF
 
 Thus book can be used with any of the Star Vk&ra Rdlepfeyinggame lines, and as such , it contains some existing rules and other information riot present in all three games for the sake of completeness, This allows players with access to any one of I he three core rulebooks to make full use of the content RISE OF THE SEPARATISTS TJ S content is divided into four chapters, each foe .. sr - g on a different element of a Cione Wars campaign ,
 
 USING ICONIC NPCS
 
 CHAPTER !: HEROES OF THE REPUBLIC
 
 This chapter presents new character crest ion and advancement opiions For players, including new species, new universal specializations, anti two new careers. This chapter includes four new species par ticularly sui'ed to the Clone W,irs: clones, Geonosians,
 
 T
 
 Kenobi to General Grievous. Their profiles
 
 fa
 
 £ \ Finally, the Force powers Bind and \) Enhance allow Force-sensitive
 
 .
 
 offer representations of some dm not all of the important roles and abilities they had during this era. GMs are encouraged to mod ify profiles as needed for specific time frames and character situations , and for the needs of ongoing Campaigns, ,
 
 Kaminoans, and Umbarans, Two complete careers allow players to create char acters specific to this era as the defenders of the Republic Clone Soldiers and Jedi . Four new universal specializations can supplement any existing Star Wors Roleplaying career and help \ characters find their place in the Clone - \ Wars: the Force- Sensitive Outcast . Republic Navy Officer. Republic Representative, and Scavenger.
 
 his book contains information on many iconic Star Wars characters , from Obi - Wan
 
 r
 
 I nis chapter also features numerous vehicles of the era , including many of the iconic ships of the Republic Navy and Separatist Fleet , from the ubiquitous LA.AT - i gun ship to the gargantuan Lacrehufk -c fass battleship
 
 CHAPTER III: THE SPARK OF WAR
 
 t
 
 characters to utilize two of the abilities most common-
 
 ly employed by the Jecfc and their enemies .
 
 CHAPTER II: WEAPONS OF WAR
 
 In the second chapter players and GMs will find an assortment of weapr\ ons and gear used by ,
 
 A
 
 the Republic and its
 
 \ military as well as 1
 
 \
 
 by individuals oc the periphery of the war, These include
 
 \
 
 the blasters and
 
 \
 
 ordnance used by
 
 Clone and
 
 '
 
 L
 
 Soldiers. signa-
 
 me
 
 Lure lightsabers
 
 oftheJedi.
 
 The culmination of many complex factors, the Gone Wars are a conflict felt throughout the galaxy. This chapter explores the causes of the war and a more fraction of the countless battles th& Gone Wars encompass. H also looks at The organizations and functions of he Republic , including the Galactic Sen ate the Jedi Order, the Grand Army of the Republic ,
 
 '
 
 .
 
 and the- Republic Navy.
 
 Chapter III: The Spark of War presents; the Con federacy of Independent Systems in similar detail , including its droid army, fleet , and member worlds and organizations. Alongside this information are profiles for some of the most feared agents; of the CIS whom heroes might tece. including the notorious Count Do Oku and his deadly assassin Asa it Veniress. In addition to offering broad-reaching coverage of the Republic and Separatists, the chapter zooms in on foiif planets that play vital roles in the war , including serving as the sites of major battles and a i ; - hut - unknown skirmishes. Each planet — Na boo . Ceonosis, Kamino . and Tatooine —includes data and background information useful for GMs planning adventures, as well as a modular encounter that can fit into a larger adventure or form the basis of one.
 
 CHAPTER IV: CLONE WARS CAMPAIGNS The final chapter presents Game Masters with useful guidance and mles for running campaigns set dur ing the eady Clone Wars. GMs will find advice
 
 V ^
 
 Ak
 
 on incorporating different core rulebooks into a campaign complete with a look at ,
 
 N,
 
 hbw each of the three Star Kfars Roleplaying games influences the focus and tone of 3 campaign [ his sec tion delves into the options of using a single core rulebook or drawing from multiple books, examining the '
 
 ,
 
 benefits of each.
 
 \
 
 To shine heroes need equally memo radio villains. This chapter covers the topic of using nemeses in a campaign, including offering advice for ensuring those ad versa ries survive from one adventure to the next without frustrating players efforts. To help GMs create campaigns that capture the excitement of the Clone Wars, this chapter also includes advice on run ning a campaign in the stylo of a film serial the same approach used m ihc Gone television series and the Star kVfrns films. 1 his chapter offers tnfoi mation to help GMs portray 1 he sorts of battles and missions seen throughout Lhe Clone Wars, including rules for PCs leading squads and squadrons. Finally, a selection of adversary profiles provides GMs with the rules i hey need to pit: PCs against the countless droids of the Confederacy of ,
 
 Independent Systems .
 
 HOW TO USE THIS BOOK RISE or THE SEPARATISTS is a SUppletf ent for all three Star Wors Roleplaying games. That means a group can
 
 : use I fie cere i ijebopk 0 i EDGE OF THE EMPIRE , AGE Of REBELLION , or FORCE AND DESTINY , or any combination of core rulebooks. as the bas? s for a campaign set dur ing che first half of the Gone Wars. This book provides the content needed Lo set any Star Wan Roteplaying game during the Lurmoil of the early Clone Wars, the period depicted in Attack of the Clones and the Clone ,
 
 Wore animated Rim and series, Ail three Star Wfrrs Role playing games use lhe same core mechanics and are completely compatible, which allows this book to work equally well with any of them The choice of core rulebook affects the charac ter options available for players and the focus of the game, A campaign using RISE OF THE SEPARATISTS and FORCE AND DESTINY S we suited to a campaign $bout the struggle between the Jedi and the Sith, while one using AGE OF REBELLION has all the right tools for 3 campaign focused on military action tie tween the Grand Army of the Repubiic and the Separatist droid army.
 
 EMPIRE tends itself to a game about the criminal intrigues if the Hutt Cartels and Fyke Syn dicate, the adventures of pirates and scavengers profiting from ttie war . or even the lives of ordinary citizens trying to survive the conflict raging across the galaxy For more on the topic of using different Star Won Rol |playing games for a campaign set during the Gone Wars, see page 124. EDGE
 
 OF THE
 
 All careers and specializations from the three Star Wars Roieptayrng game lines are |USt as valid in a campaign set during the Clone Wars. At most certain narrative facets may need some minor adjustment . Likewise, the two new careers in RISE OF THE SEPARAT ISTS Clone Soldier and Jodi - - can ue used with any of the three core miebooksto create a character unique ly suited ter this ora . Players who select a career from EDGE OF THE EMPIRE AGE OF REBELLION or FORCE AND DESTINY can also | u e the new universal specializations and gear in this book to firmly plant their character in the events of the Clone Wkrs, ,
 
 -
 
 .
 
 For players and EMs, Rise OF THE SEPARATIST'S offers, plenty of information about the history of the Clone Wars, including ihe precipitating events of the conflict , ripmble early battles and events, and important char acter and locations. This helps place the
 
 new rules
 
 options and other material in this book in its proper content , setting the groundwork for a campaign dur ing the time penod of the early Clone Wars.
 
 k > he oCMsget the most out of lheir games. Chapter IV: Clone Wars Campaigns provides additional guidance to help GMs use this book with any Star Wars Rote playing core rulehook to set their cam pasgn during the early Clone Wars. Using the advice and new rules in this chapter in coniunction with Lite uackgroun content ano rules throughout RISE OF THE SEPARATISTS a CM car, create a campaign that rec reates the excitement of the Gone Wars and allows players to make the most of the options in this book.
 
 l '
 
 HEROIC- LEVEL PLAY characters seen in Star Wars: Episode IJ Attack of the Clones and in lhe Clone Wars Film and series are highly skilled and capable of amazing feats. Many of these characters have years or decades of experience under Lfcteir belts. Regardless of rank or age. however. Lfiese central characters demonstrate remarkable expertise in a broad array of Fields.
 
 T
 
 he
 
 While beginning characters created using any Star Wm ? ftoleplaying core mlebook are capable, they are not likely to measure up lo "
 
 lhe heroes of the Clone Wars seen on screen. Players and GMs who are interested in captur ing the capability and power of ihese characters should cons id ei creating characters with aesdi tional XP tin cl resources.
 
 Heroic - level ptay : s intended to depicl PTs with capabilities closer io those of the heroes of the Star Wats films and series. To ref loci this. PCs gain an extra 150 XP. These experience points cannot be spent on characteristics as they are * intended to reflect the character s training and experiences rather than inherent abilities. Play ers also may not purchase any skills above rank 3 while building their Heroic -level PC Further, characters constructed for this game play approach gain access to 9 , 000 credits ' worth of starting gear (this can include a vehi cle) . Of course , characters in die Grand Army of the Republic may receive additional equipment vehicles, and resources (see page 50) . '
 
 ,
 
 THE REPUBLIC
 
 JC-
 
 wm /
 
 *
 
 •
 
 ^
 
 ttpenerrce wh
 
 u i
 
 Jfs flyeryJlTFnrf .
 
 1
 
 rr
 
 l
 
 ^
 
 - Captain Ftex f
 
 +,
 
 *
 
 -
 
 r
 
 hapter I: Heroes of the Repybtfc includes new Chapter I also fire sent s two new carsa tmicitre- / options lor players Lo create characters uniquely Lo the Clone Wars period in Stor Wars ^ Roleplay: suited Lo Ehis time and its momentous events, Firsi , i n t h e Clone Soldier and the Jedi careers. Now the chapter presents four new species that am career specializations for each allow pia r to make particularly relevant to the Clone Wars, Clones are characters that are iconic without sacrificing indirnstantly m cognizable both foi Mieir shared visage viduality. The Clone Officer, Clone Pilot, and Clone and for their striking white armor Although clones Trooper specializations allow Clone Soldiers to spe are human, the it creation and uniquely focused tialize in particular aspects of warfare, ( he Knight training make them distinct from other humans and Rada wan specializations represent Jedi at dif The Cconosians play a vital part in the Clone Wars, ferent points rn their careers, yet both are potent , for without them, the Confederacy of Independent with their own strengths. Four new universal spe Systems would not have its massive droid army. Sim rializaftons can help characters of any career to Marly the Kaminoans created the clones that make find a clear place inihe events of the Clone Wars up the Grand Army of the Republic , and their oii o- Jhe Rorce-Sonsitive Outcast Republic Navy Officer, ing role In creating and training clones ensures tfieir p' Republic Representative, and Scavenger provide - nil kit ! d im par ranee. 1 he Umber ans are knowij for options - for PCs from the fringes ol society to the *^ their shadowy world and unique, advanced technol - heights of power. gy ; their homeworld of Umbara has been staunchly . An assortment of new skills and talents are avail ioyaf tcHhe Republic , yet the Umbarans arc known to these characters and are presented in detail across Pie gafaxy for having a duplicitous and able own sections. Finally the Iconic Force powers their in opportunist c nature. of Bmd and Enhance allow Jedi and Force -Sensitive Outcasts to perform the preternatural deeds for which they are known across the galaxy.
 
 -
 
 ^
 
 ^
 
 '
 
 ,
 
 .
 
 -
 
 ,
 
 ^
 
 -
 
 ,
 
 ,
 
 Of
 
 THF REPUBLIC
 
 "V j
 
 f
 
 NEW SPECIES he outbreak of the Gone Wars has forced worlds . across the galaxy to choose a side in the Many have found their homeworld engulfed in warfare, others have seen economic and social upheaval, and the few untouched by war still have had friends and loved ones swept up by the war machine. £ven worlds that have declared neutrality struggle to retain autono my when a Separatist fleet arrives in their system
 
 T
 
 conflict
 
 Although most governments have chosen sides, few species view the war with a monolithic lens. Atti tudes toward the conflict often fail predictably along lines of historical sirife and economic division with ihe majority of battles being fought in ilie historically struggling Outer Rim- arid Mid Rim. Nevertheless, the Gone Wars' ideological nature pits sibling against sibisng. friend against friend, and neighbor A&aifist neighbor. For most , the Gone Wars bring misery ; for some, however, they mean opportunity, a chance to xove themselves patriots, an excuse for profit , or a nope for freedom , The Ceonosians. Kaminoans. and Umbarans arc some of the species most impacted by and central to the Clone Wars, while ‘me clones of llie Grand Army of the Repuolic exist solely to rigid the war. While par ticularly appropriate for games set during the Clone Wars, these species can be used in any campaign
 
 Clone
 
 Kamlnoan
 
 The clones , bom and bred TO fight , could be seen as a single entity and even identify After all. the Kaminoans made them identical. Vet , life has a way of surprising even the most hardened cynic, and each and every done of the Grand Army has a voice. A & a l ive species , the Geonosians could also be mistaken for beings of a single mind and purpose. Vfel . underpinning their stratified society is a system of oppression and forced labor. If events had not pushed the aristocratic class toward the Separatists, the Republic might have had an opportunity to promote a more equal Geonostan society, The Kammoans share much with their clone ’children "' beyond a planet of Origin and 3 crucial role in the Clone Wars AEsoan engineered species, the Kami noons have a common sense of purpose. In workfng to better their people, individual Kammoans contribute to a long legacy of survival and prosperiiy, even as they try to balance their distrust of the galaxy with the desire to participate in it.
 
 .
 
 Lastly, i he Umbora ns may seem like minor players in galactic politics, but ihey hove played the political game far longer than the majority of the Republic ' s member systems. Urnbare has Lhus far demonstrated faultless ' oyaity to the Republic in the face of the Sep-
 
 aratist Crisis despite Umbarans' reputation for deceit and self -serving schemes. ,
 
 Ge- Dnosian.
 
 Umbaran
 
 While the Clone Ware divide the galaxy, a party of Player Characters may not exhibit the same stark divisions. Every clone, Geonosian, Kamirtoan, and Urn ba ran experiences strong social pressures to conform and submit to the status quo . but history describes individuals of moral and ethical character rising above the tide lo enact great change. Still, his. tory aiso Abounds with taic- s of terrible deeds that turned the galaxy toward darkness.
 
 CLONE Most citizens of the Galactic Republic regard clones as being synonymous with the Grand Army of rhe Republic . Considered to be as faceless, identical , ones emotionless as the members oF droid army they fight, clones know of Lheii origins and puipose. Rather than struggle against their destiny, most Republic clones fully accept their engineered life, ediebrating theii
 
 bonds of purpose and background. From a certain point of view, the clones of the Grand Army of rhe Republic have the strongest ethical fabric in the galaxy. They fight for a greater good: the safety and protection of the Galactic Republic . They writingly sacrifice themselves for - heir brothers-in- arms. The majority would never even consider betraying those ideals. Wat other sentient tan say that ? Physiology ^ Physi rally identical and based on the genetic template of bounty hunter Jango Feet , clones can be considered standard humans-chough they age at a vastly accelerated rate as a necessity for the area bon and sustainment of the fighting force When ,
 
 decanted , almost all clones share Jango Pete s black hair, dark - brown eye color , and olive sk in tone, Some genetic variants exist , although most are confined to Kamirto as case studie5“or embarrassments. Society: Genetically ta iored to' obedience and trained for loyalty, clones develop a sense of family with their peers and many of their commanders, who are like their brothers and wise elders. Even though Jetli Knights and Jed Masters serve as general and high - ranked commanders, shaping and aeeply affect ing the clones' fives, clones don’t consider them family. i:or example, even though it could be argued that Jedi Master ifo-Dyas was responsible for the clones' existence, the clones instead ccusEder the near - my biologized Jango Fett to be their father figure. Despite the common public perception, clones of the Grand Army do have in divider i rails and per sonal ! ies Most have " ldividua ! nicknames, and even done commanders identify each of their soldiers with particular skills a nil talents. After alt , if one clone soldier has shown competence in an ability, such as demolitions, his commander has CO, be able to idee tjfy and order him to perform that task . As sentient beings, the clones recognize not only their simtlialitres to PuL also their differences from each other; despite thete rigorous military training they ex pen once unintentional social pressures from their peejs both to conform and to stand out . A clone soldier who takes or- a reckless —but successful — action gets called " reckicss" by his peers. This gives him a reputaiion for recklessness, which, strangely enough , might compel the done to undertake further brash actions. Tee intensity of war exacerbates this tendency so the older and more seasoned a clone gets, the more per sonality quirks he develops.
 
 ^
 
 -
 
 ,
 
 ,
 
 EARNING A NAME ver y newly decanted done is given a num ber as Elieir identifier Two letters typically pre cede the number , such as in GC - 2324 {Clone Comm antler Cody ] and CT- 7 IS67 { Captain Rex ) . This sterile alphanumeric; combination becomes the core of each clone's identity through i lie majoiity oi rheir early training
 
 Most clones earn a nickname relatively early in their career. While they still rely upon their numeric designation to identify lhe ; i equip ment , receive communiques , and deal with official records, their: nickname soon becomes Iheir name for all unofficial business. Earning thou nickname is a nte of passage for each clone. Typically squad mates assigir a name when a peer's actions merit it . Sometimes the nickname is obvious , good examples being CT- SS 5 S 's nickname of " Lives and heavy weapons expert CT- 782's nickname of " Hevy. in other cases, the nicknames have more complicated stories. Sharing those sLories can provide insight into a clone s life, ,
 
 ”
 
 "
 
 '
 
 there personality, and even their desires
 
 Of course, the rare clones who escape the mill tary program accrue a haphazard education, usually focused on survival Nevertheless they retain many of their military hahits Despite their personality quirks and personal beliefs, these runaway clones stilt refer to their peers as "brothers. " ,
 
 Horneworld: All dones come from Kamino. and Official Republic documents likewise record it as the homewodci of each clone. Like any natural species, dones feel a greai regard for tbeir homework and are fiercely protective of it . As a : : engineered people in service to the Repub lic . dones of the Grand Army tend to see their fellow soldiers as family, dead comrades as ancestors, new recruits as descendants, Land their ships oi barracks as their peaces of work . Clones generally have little reason to return to Kamino , yet the word tome conjures thoughts of the planet, especially after the '
 
 -
 
 Separatists ' attempted invasion ,
 
 Language: Ge es speak Basic . the la guage of ; rte GaiacL :C Republic While they nave the capability to team new languages, military life restricts them for the most part to practical military knowledge. Contin ued exposure to other cultures may give them time 1
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 learn, but not enough to be fluent . Time in the field tends to peppe a clone 's language with military jar gon and slang, such as 'clankers or " rollers" [ for droids], ' pop pens" [grenades) , and ‘shinies' (rookies) , and acronyms such as BLOB , which means big lump on board "— or useless civilian and FIDO, which means “ forget it , drive on Life under the Republic: Most Republic clones don ' t inter act cfLen with the citizens they have sworn to protect. They may I speak with Jodi or with Republic government officials, but mostly tr > the context of receiving orders or mission briefings. Clone troopers live a regimented life in military bar racks at sector headquarters The Republic military even governs their recreation . scheduling games and competitions, both physical and intellectual. Study and additional ( earning focuses on combat tactics, strategy, military history and leadership . The learning programs include courses on military and civilian ethics and law to emphasize patriotism , loyalty, and civil ooedience rather than critical thinking oi legal interpretation to
 
 INHIBITOR CHIPS
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 SPECIES A E i L I T F E S
 
 epublic officials tare weil aiviire that. clones have been modified to tiehave less inde pendently than their template. However, unknown to the Republic . the clones , and the majority of their Kamiroan doners are the inhibitor chips installed in the part of each cloned brain that controls aggression. A chip , by modifying aggressive feelings manipulates Lhe clone's emotions regarding obedience and loyalty to those in authority and anger toward their enemies Being biological in composition, the chips suffer no vulnerability to EMP arad have a low chance of rejection by a clone’s immune system. Even with an advanced medical scan, a chip appears to be merely an enlarged gland E hat helps stimulate adrenaline producLion for energy and other hormones Lo legulate emotional stability, ,
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 Physiology: A winged, insectoid species, Ceonosia ns have a slim , humanoid build. Their chidnous skin ranges from red or orange tog-reen or blue in hue. and their limbs have addition at pnts conipa red to most humanoids. Depending on a Ceoimian 's caste, their wings may be vestigial or fully functional. Beyond this general form, the height look and structure of individual Geo no si ans varies. Compared to (host sen bents. Geonosians don ' t live long- with an average lifespan of sixty - five years - and they mature quickly. ,
 
 Geonosian hives vveicome physiological differences insofar as they might benefit Lhe hive. By modify ^ mg genetics, either through intentional engineering or select ve breeding, hives produce a wld |variety of near subspecies among their worker and warrior castes. These modification experiments, however, remain haphazard and prone to the whims of the aristocratic caste, Society : Gconosian society centers around their queens, their hives, and the castes yffitiin those hives. Offworiders generally don 't realize that Geonosians have a queen , and even fewer realize that they have multiple queens, sometimes many within & single nive. In some hives, the queen simply produces off spring and the aristocratic caste rules. In other hives, the queen acts behind the scenes, manipulating the Squabbling aristocrats desire for power in still other hives, the queen ruEes directly. Historically, the hives of Geonosis have fought each other for resources, territory sport, and politi cal power, When me Ceonosians began trading with offworlders, Lh is do nr petition was channeled into eco nomic and industrial — and sometimes open warfare The warrior caste bears rlie brunt ol the lighting though the survivors receive promises of promotion. Often , warriors also serve as police, protecting, but more often suppressing, their own hive .
 
 -
 
 Wound Threshold: LI + Brawn Strain Threshold: 11 + Willpower Starting Experience : I Q O X P
 
 Special Abiiities: Clones stari the game with one rank in Knowledge (Warfare) and one rank in Resilience. They stilt may not train these skills above rank 2 during character creation.
 
 ,
 
 Karri trio Training: Citifies start with one rank n the Physical Training talent .
 
 GEONOSIAN Mo species has changed the face of the galaxy and die
 
 Galactic Republic as much as the G#noslans white receiving so little recognition. Without trig oppressed labor of the Georgian worker caste, the Confederacy of Independent Systems wouldr i have thejr massive droid army Yet for ail their efforts, the Geonosians. aristocratic and worksi casLe alike; face occupation and loss of sovereignty under the Republic flag.
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 worker caste whose in embers tunc Li on as slaves, Geo nosign hives can produce ar incredible quantity of industrial goods , even changing their production focus within days. This dependence on an oppressed caste along with the planet 's remote Location in the Outer Rim. has kepi Geonosis from recek ingofficial ^presentation in the Galactic Repub lic . Many citizens of the Republic have no idea that their droids and other goods were built via Geonosian worker caste labor
 
 Language Gffworldersk.n@w GeonosianfejiVe- Mftid as a spoken language with clicks and low guttural notes Offworiders can learn hop to speak t . but Ceonosians also employ a full range of touches pheromones and body motions to communicate, This explains why some Geonosians come away from offworider conver sations with a completely different perception of what has transpired and it also explains how some Geonosians can communicate as if by telepathy.
 
 Throughout Geonosian history, the worker caste Lias repeatedly revolted against die oppression of the aristocracy. The warriors inevitably have countered with quick anu bloody suppression. When the war riors of a hive revolt , the hive's aristocrats have- been known to negotiate with other hives for reinforcements to quell their own populace.
 
 caste learn to understand and
 
 ,
 
 Horneworld: Geonosis lies m I he Ark - is sector oft he Outer Rim, .hear Tatooine. Its sun s heat and radiation tjlasts the land and massive sandstorms scour the harsh desert planet . Large, ho Ilowed out hive colo nies in giant spires dot the landscape anti offer respite from the radiation and heat . Tunnels worm through the planet , connecting hives and providing additional space for expansion or waging inter hive warfare. '
 
 ,
 
 -
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 Geonosis lias fifteen moons, whose gravitational pul ! causes die volcanic Activity on the planet , it also has a giant ring system , which formed recently enough“in terms of eons — that the Geonosian: have myths describing an angry universe destroying a moon to teach a weak species a Lesson on survival Because Geonosis lies outside Republic space , the Republic —including the Jedi — had no official standing to investigate the world in the years leading up to Ihe Clone Wars. Even had the Re public been aware of what was transpiring on Geonosis. it had no legal justification for enforcing regulations or otherwise interfering in the massive arms buildup the Ceono sians were undertaking at the behest of planets and
 
 .
 
 .
 
 ,
 
 ,
 
 ,
 
 On Geonosis. some members of tile aristocratic even speak Basic . Regardless of caste. Geonosians who venture out into ihe galaxy may eventually learn Basic , though they rarely speak 11 With this simpler language, Geonosia ns do not face Lhe same kinds of miscommunirat ions as with their native tongue.
 
 Life under the Republic : W: ife Ceo osis was die primary producer of droics for the Separatists' droid army, its lofty sat firmly with the Confederacy of Independent Systems. For the lower ca$tesL life became more brutal and oppressive. For the upper castes, theii wealth and influence only increased After the Second Battle or Geonosis. however the planet comes under Republic control and occupation. '
 
 ,
 
 The Republic remains less concerned with gover nance anu more with occupation to keep the planet away from Separatist hands . Some hives eagerly aid theRepudlk n ordei to gam power in the new regime Other hives go into hiding hoping for this conflict to pass. A few plan insurrection, but only if they believe they can come out on top . ,
 
 Most citizens of the Republic associate the droid army with the public face of the Separatist Alliance, but few know wfraL species constructed them As a result , those relatively Few free Geonosians wandering the galaxy face little prejudice, at least not for their people ' s part in the Clone Wars.
 
 SPECIES ABILITIES
 
 corporations that would soon secede.
 
 l
 
 A
 
 BRAIN WORMS
 
 he creation of Karina the Great , the setrel leader of the 5 taiga sin hive, brain worms insert themselves into a Geonosian brainstem to control lhe motor functions of the host . Queen Karina uses these children " to reani mate slain Geonosians. as their neurological physiology allows theii bodies to coiiLinue being viable even when higher brain functions have been destroyed. Their bodies, however, continue Ed decay. Even more horrifying, brain worms can take over a living body, n effect hosts become prisoners in their own flesh Luckily, the brain worms hibernate and may even rite in extreme cold , returning con trol back to the host.
 
 T
 
 "
 
 ,
 
 Brawn
 
 Wound Threshold: 9 -
 
 * Strain Threshold: 9 *
 
 Willpower * Starting Experience: I 4 0 XP
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 Special Abilities: Geo ’ osians begin witf one rank in a skill of their choice. They still may not train this skill above rank 3 at character creation, Industrious : A Gepnosiffi who provides ass is tance adds to : he chock, m addition to the normal benefits of assistance, and lhe Geanosiari
 
 -
 
 heals 1 strain,
 
 -
 
 -
 
 Winge d; Geonosia ns ca n fly, {See t he Flyrng side !» in Chapter VI: Conflict and Combat ill any Slur Wars Roleplaying core ruiebook. ) '
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 KAM NOAN Secretive ar- d unknown, Karo moans launched themselves into galactic history — or infamy — by single - h andedfy crea ting the Grand Army of th e R ep ublic. While they have been ascending polirically snd financially. many Kaminoans feel their people have gone too far too soon by getting involved in galactic affairs. The flo odi n g of t heir p!a net ages ago ieo the Kam i n o ans to engineer a means of survival They constructed spires and towers anchored to the ground - later, tke sea floor [hey created gene banks ro preserve tne land-based soecies. Finally, they turned to genetic manipulation not only to adapt Lhei: flora and fau na to this new environment , but to modify their own genebes to inhabn: their altered worto . As isolationists, the Kaminoan political class invit ed only specific and wealthy offworlc! individuals to visit Lheii homeworld for the purposes of trade in exchange for the science and resources | t main tain life on Kamino , they offered their biological anti genetic artistry. One such service was cloning. When Jedi Master SiifO’Dyas contacted Kamino with a bold proposal to produce a fudfr army of done soidiers, th |Kaminon ns debated the wisdom of such a project. Creating a whole army for the Galactic Republic would shine a spotlight onto the planet . Vet . the income would provide for their itomeworld for generations to come and would secure the Kamino 3ns an influential seat in. the Galactic Senate — on their own reruns, In the end. the Kamrnoans did what they have always done- adapt. And thus, the history of [ fie galaxy changed forever. '
 
 ,
 
 HEROES OF THE REPUBLIC
 
 Physiology ^ Taller chan the averaSI human. Kartimo am tend Co be slim, with a distinctive “tonga ! ed neck
 
 a iid oblong heari M a le Korninoa ns are ide n 11 fiab le by the finlik s crest stop their head The species' large, dark eyes with while pupils have the ability to pick out subtle variations in hue and even to see into the ultraviolet end of the spectrum. For this reason , Kami noans favor white in rheii clothing and architecture since " while to th®m contains a multitude of hues. Societyr Although \ i is a planned society, Ksmirroan culture possesses a surprising amounL of flexibility and uncertainty. Kamnoans genetically engineer and plan their offspring’s lives and Futures. Their children
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 ISOLATIONISTS At the lime of their great flood, Kam moans Hhad not developed sophisticated spader travel technology and Lite Galactic Ref mb Ire had only just started their great expansion into the SEice . Kaminoans did the calculus and felt that the risk of being colonized as a result of petitioning foi aid from the distant Republic , as well as the likely costs in resourc es and cultural change were worse than the risks posed by modifying their planet and genetic code. Though the Kaminoans survived and continue to thrive, that decision has left them with a residual distrust toward offers of offworid help. Kaminoans do not necessarily view their species as superior , but they see other worlds as a distract ion. Many believe that every thing they need is on Kami no itself . ,
 
 j
 
 enter society in she role assigned to them taking an occupation based on their genetic "destiny."
 
 SPECIES ABILITIES
 
 ,
 
 Vet . within this structured society is a great deal of vanatton Some Kammoans believe that their genetic destiny lies in engineering a perfect Kaminoan, and engage in lively debates on what that actually means. Others develop a certain fascination whh genetic anomalies and what it means to 'deviate' from a genetic pla - To the average Kammoan , genetics, destiny. and the future are inseparable.
 
 Wound Threshold: 9 + Brawn
 
 * Strain Threshold; 10 + Willpower Starting Experience; 100 XP
 
 ince fed
 
 Special Abilities; KaminoSps begin tie game with one rank in Medicine. They still may not train Medicine above rank 2 dm mg character creation, They also start the game with one rank in trie Researcher talent.
 
 Homeworlct ; Kaminp a tempeste climate , with land, ice caps, oceans, and variable weathe : At the end of on \ ce age and the Ioss of Us ice capsr Kami no became an aquattc planet . The increase in thermal energy also caused he near constant high winds and thunderstorms that span the planet to l his day.
 
 -
 
 Scattered across the world, Kammoan cities are anchored to the ocean Moor, rising high above the sur face so that the Kam moans can harness power from the wind fed collect frefe rainwater. Even power is generated by lightning strikes and stored iif independent energy cores.
 
 The location of Kaminp was removed from astronavigabon charts as part of the Kammoans ' arrangement with Jedi Master SifoDyas Regardless of ihis acceptance of commerce with orfworlders ami their new seat in the Senate, the majority of Kaminoans still har bor strong isolationist tendencies. Now that they haveinfluence in the Senate, the Kaminoans have ambitious plans to establish their own clone sec u my force using the template from the Republic 's clone army, in order to ensure that they are able to maintain any level of isolation they choose. Language; Most Kaminoans speak Kaminoan and nothing else. Those who deal with offworiders learn Basic: in fact , they have been engineered and taught to interact with offworldcrs not only in Basic but in other languages as well. Those few whG leave the ho m eworld — usually exceptional polyglots and poly mat hs-understand and ap precise the wide, confusing, and vital diversity of languages and cul tures. In general, however, Kaminoans who speak Basic tend to use measured and formal words and phrases, careful noL to revest loo much about their horneworld or themselves. Life under the Republic: Kamino teeters on the edge of a cultural shift While the Kanin nans' deci sion to emerge from isolation was noL made JjghLly, it still requires time to genetically engineer a generation better suited for open participation in the Galactic Republic . Those who have personally adapted to this new way: of life travel out into 1 he galaxy to learn more about their place in me wider scheme of things, but the majority of Kaminoans si ill act as if { here were no wider galaxy in the first place.
 
 Expressionless: Kaminoans add
 
 to all Charm checks they make. Other characters add to all Social skill checks they make when targeting
 
 Kaminoans.
 
 UMBARAN The Umoaran people have had a contentious history with the Galactic Republic. Members of Lhe Republic since its founding they nave a long tradition of partic ipating in galactic politics. Never afraid to break away from [ he majority however, they have always priori ,
 
 ,
 
 tized Urnbars over the Republic. Umbarans' political history has caused many other species LO consider them mysterious, deceitful, conniving, and untrust worthy. and to cal! them the Shadow People" behind their back . Some believe Utnbarans have powers to control others’ minds, and beings of most species admit to feehng unsettled in their presence '
 
 nearwljft pale skin that has a faint tint of blue or purple to it. They naturally have pale hair, out Umbaran custom is to shave the head bald. Theii eyes tend to have white or pale irises, again with d faint tint of color, usually gray or blue Umbarans can see into the ultraviolet end of - he spectrum and have adapted to low Tight conditions, yet they are not greatly uncomfortable in bright artificial light. Prolonged exposure to sunlight, however , causes Umbatons to suffer irritability and short -term memory loss, similar to sleep deprivation in humans. Several hours in complete darkless usually! resets their physi ology Bioiuminescent lights do not affect Urnharass this way, and sunl .ghr. screened through transparisteel doesn 't affect them as harshly as raw sunlight . Society: Trie Umbaran caste system; is often believed to be rigid and complicated by outsiders, but their society actually allows a remarkable amount of social mobility. Still . Umbaranscan fall more easily than they can rise. This system has more than a hundred tiers and tides and families can shift their social status with eriougn popular support , political maneuver ing wealth, influence, or even through marriage. Of Course more nefarious methods, such as blackmai : Physiology: Umbarans
 
 are
 
 tmmfes
 
 ,
 
 .
 
 ,
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 assassination and bribery, h$v$ been known to occur . Some Urnbaton sociologists and historians believe that this porousness in the social structure means that in a few hundred years, references to the caste system will disappear altogether. Although caste titles and names still appear in legal documents, no one truly mows or enforces them However an ambitious Urnbaton might not be above using a caste title as an insult or in sycophantic praise. ,
 
 This kind of culture might explain the Limhatofis' attitude toward galactic politics. A change in position isn ' t a betrayal, but merely a decision to better one's status. A fall in power isn t £ disaster . but 3 setback to recover from. And a political victory isn't the time to celebrate but rather serves as an incentive to keep uushing, for one never knt>ws when one s fortunes are about to turn. Homeworld: Ujirbara lies in the CtifOst Nebula of the Expansion Region. Shrouded In clouds and perpetual night, the planet s surface receives no light from its sun. and the nebuia’s gases eno dusi envelop the '
 
 ,
 
 '
 
 '
 
 entire system. Nevertheless, Umbara teems with countless types of Nora and fauna —including plenty of the largo and hostile variety. Quite a of the ’world 's plants and
 
 fop
 
 animats possess a form of chemical luminescence, a common evolutionary adaptation to either attract the at te n t ion o f prey o r seare of f predators. Fu r some spe cies, this luminescence produces enough light for a creature to see its surroundings.
 
 .
 
 Language. Umbaran, also called Umbanese is the spoken and written - anguage of the Umbarans. In the written language, each number and letter is inscribed within a closed circle, and punctuation within half circles Most Umbarans also learn Basic as a matter
 
 PRESSURE SUITS n a recent technological innovation . Umba ran sotdiers on their homeworld wear suit ; lillet ] with a pressurized green gas. Ship and* rank pilots sit til cockpits filled with die same substance. This gas provides various breath able confounds dint reduce panic and fear responses as well as improving cognitive
 
 I
 
 focus . It increases Umbarains' adrenaline while suppressi 11 g oLhei symptoms of anxiety such as increased heart rate rapid breathing and jit ter in ess, The pressure both improves the gas exchange rate in the lungs and serves as a mild shock buffer to absorb impacts and kinetic projectiles. So far. held tests have proven the pressurized gas effective, ,
 
 ,
 
 r
 
 soft negotiation tactics that S’ave become increasingly common in galactic politics. Umbara 's advanced tech noEogica base has given the world great influence in the Republic and fostered a strong economy. ,
 
 Umbarans who have! offwoild face some discrimina The Urnbaton re pu tat ion for deceit predisposes many beings toward having a negative view of them. Marty species find the appearance and miannerisms of Urnbarans to be somewhat sinister, further strengthening such sen time ms. By and large, however, most Umbarans who travel off world are more than savvy tion
 
 enough to overcome such preconceptions and sue* ceed in matters both business and political even if
 
 —
 
 that does require some liberties with the truth,
 
 SPECIE5 ABILITIES
 
 .
 
 of course.
 
 In a remnant of the baroque caste system , various social groups give certain common words slightly different pronunciations. Even the written language has minor variations that add serifs or tiny line strokes, or rotate letters a few degrees. Offworlders generally don t perceive these differences, but astute Umbarans and those obsessed wim lineage can identify the speaker 's or writer 's caste relatively quickly.
 
 Wound Threshold: 10 + Brawn Strain Threshold: 10 4- Willpower
 
 '
 
 Life under the Republic : Umbara has beer. a staunchly loyalist vvorid from the beginning of the Clone Wars, Senator Mee Deechi aggressively advo cated for ^creased military spending m me :ace of I he Separatist threat , and is harshly criLical of Senators m the pacifist taction, wiio seek a peaceful resolution to ilie conflict. According to him , a stance that sup ports any form of acquiescence to the Separatists ' demands is unpatriotic at best.
 
 Umbara's commitment to the Republic may stem from the similarities between the Umbaran culture of political subterfuge and unchecked ambition and what many others consider to be die worst aspects of corruption m me Republic . Umbara 's government has mastered the necessary bribery, blackmail, and other
 
 HEROES OFTKk rtEPUHLlC
 
 Starting Experience: I 00 XP
 
 Special Abilities: iJrnbatons begin the game with one rank in Deception. They still may not train Deception above rank 2 during character creation.
 
 Entrancing Gaze : U nbatons add Deception, and Negotiation checks.
 
 .
 
 to Charm
 
 Shadow Dweller: When making ski! checks. im nosed duo to Umoatons remove up 10 darkness. Umbarans add to al checks they direct make while in bright natural light , kuch
 
 sunlight.
 
 NEW CAREERS AND SPECIALIZATIONS he following both new careers Trulesnew the same tor careers and KCtaiizsticng described in the pages present universal specializations. These follow
 
 and
 
 .Sfitfr lYors Rofeplaying core ojlebooks.
 
 playgre in a
 
 campaign set during tap Cone Wars should have access to these new options, as well as the options ir EDCE OF IHF EMPIRE, Act OF REEULLJON . nd FORCE AND DCSTINV V he GM $ discretion som< options from those game Itnes may be unavailable during their Clone Wars campaign
 
 NEW CAREERS Rtsr OF THE SEPARATISTS presents two new pa rests uniquely suited to campaigns set during the Clone Wars: the Gone Soldier and the Jedi. Each of ;hese careers includes specializations representing narrow roles, many of which directly equaLe to In game titles and positions. The Clone Soldier and Jedi careers described below are complete careers that togeth -
 
 -
 
 ,
 
 NEW UNIVERSAL
 
 SPECIALIZATIONS This section also presents lour new universal spe rializations; Force -Sensitive Outcast , Republic Navy Officer, Repub Ik Representative, and Scavenger These universal specializations are designed to be used with ifie careers presented in the Star Wars
 
 Roleplaying core lutobooks. The careers in these hooks present a broad range of character types, prac - Clone Wars lically all of which are just as releva nr in| campaign The universal specializations m Rise OF THE SEPARATISTS h iVe a grower focus and are ideal for representing certain character archetypes unique to
 
 the era of the Clone Wars, 1 he experience cost to take a universal spetializa Eton is 10 XP times the total number of specializations that me character would have after adding the new specialize io While this means that a
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 lone Soldiers' initial training is narrowly focused to deliver the tools they need as soldiers in the Grand Army of the Republic, Due to their accelerated, synthetic growth cycle arid rapid I raining program, they begin With the career skills Athletics Brawl Cool Discipline . Medicine . Ranged ( Heavy ) Ranged ( Light] and Vigilance A Clone Soldier automatically gains a rank in foilrdf these skills without spending experience. They receive a discount: when spending experience points for advancement on any of the eight career sKilis.
 
 C
 
 .
 
 ,
 
 A CLONE SOLDIER'S ROLE Clone Soldiers form the backbone of the Grand Army of the Republic . They serve in
 
 practically every bat -
 
 tle held i ole. fighting as infantry, lead' ing as officers, H and flying as pilots, in addition co fulfilling both mundane and eso ,
 
 L
 
 PP
 
 1
 
 responsibilities These soldiers snare their genetic identity, their ori gins, anti iheir core training However they all have distinct experiences and personal responsibilities, These slight te make them variations are retogmzable individuals who man teric
 
 ,
 
 engjigh
 
 '
 
 age to secure ihei : the vast army.
 
 own niches within
 
 The clones' shared traits are a powerful asset to me individual 4 soldiers and the army as a whole. | They are universally competed in those areas nequirec for them to be effective soldiers. They have a baseline level ol training that is fcxiremdy consistent , so that the comma nders-including clones' Jedi. career military officers, and other cloncs“can reliably expect i I them to perform as planned in ihe I field Further, ihe flexibility inher I eni to their organic makeup grants I a significant advantage against I their m ost common opp on ants the droids of the Separatist army ,
 
 CLONE SOLDIER STORIES For Rtst OF THE SEPARATISTS < -irnpaigns, groups are like* ly to include more L han one Player Character f ol lowing the Clone Soldier career These heroes represent the core of the vast Crane Army of the Republic; Because of this, players may be concerned that creating A dis : inctive character could be challenging. From a purely mechanical perspect. ve, these heroes have access to specializations that make each individual unique, as wen as the option to take distinctive selections pi talents and skills. More .mportantly, each clone does nave a different personality. This is reflected in their ambitions and their goals, beyond just Lheir role as a soldier. Players of a Gone So dier are encouraged to note t hei r c one’s goa I s a nd in tern sts du r ing c reation including through their choice of Motivation - so that mese can be brought into play over the course of the campaign. The following are some suggested starting points for Clone Soldier characters' stories Individuality! Clofte Solders continually see themselves in their comrades. As they are strongwilled individuals this challenges Lhem to forge distinct identities, Unique acts of heroism , unusu al interests, or novel insights and discoveries all oFfer ways to set a particular done apari from his peers. Finding and seizing such opportunities is a vital part of each Clone Soldier s ife. Dedication; Cond - ticncd loyalty lo ihe Republic is integmI to CloneSoldier traini%At man y times throughout i heir careers. Goiie Soldiers may face the temptation to turn away from Ltieii dubjt iey might face overwhelming odds, encounters gen erous bribe, or even have to turn their back on a friend in order to Fulfill a responsibility. Self-Sacrifice : f- ven hmug " Clone Soldiers are each a distinct sentient bBng, they recognize that their sacrifice may be necessary lo secure a vie tory for fhe Republic These soldiers are wiiiing to pay any cost in order to complete their assigned tasks- eve n iho ugh t he cost may be grievou s per -
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 sona I injury or even death.
 
 CLONE OFFICER ,
 
 ^
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 A done srgjgant manages a single squad of nine troopers. In this i ole. they develop a close relationship working with the members of the squad. They learn the particular knacks of each done in their unit and recognize which troopers are best suited for particular tasks. Sergeants see the same action as the rest of their sew ad, so they are often at the front lines. Clone
 
 leutenants assume resptHbility for a pia cl one ca pta i ns take c harge .
 
 too n of four sq ua ds whi 1 e
 
 of a company that includes four platoons. As the level of responsibility increases, so do the expects tions for Clone Officers to operate independently of direct ovdrsfght. Missions often require units to oper ate in isolation from the larger command Structure for extended periods Clone commander is the highest rank norm ally assigned to a Clone Officer within the GAR . These clones command full regiments of sixteen companies They in turn answer r 0 a Jedi general, and they may work c lose ly w ith a Jedi comma nd er. Initially, Clone Officers wore color - based arm arid chest idenbhers on their uniforms. Sergeants wore ,
 
 maroon, and com . manders yellow. This enabled every Clone Trooper quickly identify 1 heir officers in : he heat of battle even when support systems were down . As ihe wer has progressed , however enemy Units have exploited thi easy recognition, and the Jedi have encouraged Clone Officers to uniquely identify themselves. Con sequently, armor markings are becoming more oersona : , and ihe standard schemes are likely to soon largely abandoned pesto lieutenants blue, captains
 
 Every military organization depends upon its officers function effectively, m most armies this starts with noncommissioned officers, who work directly with line mf jury and ex lends fo the highest ranking generals, who devise Lhe force 's tactics and strategies. Sometimes, an officer needs to be a friend to the sol biers lor whom they are responsible, Ai other times, the officer represents a supreme authority, one who can tolerate no dissension. In the Grand Army of the Republic . Clone Officers assume all but the very high est level of responsibility for their fellow clones, and every officer is a career soldier io
 
 Cl ne Officer receive Cool. Leadership Knowlinti Knowledge [ Warfare) as afaicnal career skills. Characters who select ibis as |n§ special izat io n in ay ch oose wo pf these ' :^ 1 r skills and gain one free rank in each without spend ing starting experience. Officers need to recognize trouble a; its eariiesi signs and react calmly to it, They also need their soldiers to believe that they have already foreseen every possible complication and have appropriate plans Lo respond to each . A thor ough familiarity with the army s standard tactics and the capabilities of the units tender their command are critical for implementing the appropriate strategy. The Grand Army of the Republic (GARI includes Clone Officers at a range of ranks, based upon their level of responsibility. In some instances, clones are promoted based upon their oerformance. but this is not always the case. Due to the differences in training and the constant need for Clone Officers, many Clone Officers are trained to oerform at a higher rank from the time they are decanted edge [Outer Rim )
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 HEROES OF THE REPUBLIC RIFE OF SEPARATIST!
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 CLONE PILOT
 
 CLONE TROOPER
 
 Inter planetary conflict inevitably brings battles to the upper atmosphere anj the void of space. Cap: tal ships play a prominent role in these battles, hut large wings of karfighteg |are a vital part of every conflict. These specialized ships exploit their smaller pro hie and variations in armament to avoid detection while occupying a variety of roles. Military i ran sports deploy from capital ships — often through active war zones In the company of starfighter screens — to deiiv er troops and Equipment to a planet’s surface, where clones can engage the enemy
 
 Standard infantry make up the largest portion of the soldiers in almost every a my. Their units handle the direct, persona! con flic ton the surface of every battleM.elti, whether t ^rat battlefied is on the ground , under the sea. ot within the confines of a space siation . Because the Clone Troopers — the infantry —represent ihe from line of i he Grand Army of v: e Republic , : heir basic level of competency defines the army's capabill Lies. In order for the army to be able to overcome its foes quickly and effectively, every Clone Trooper must
 
 be more capable than the rank and file of the Sepa ratists' droid aimies.
 
 Every Clone Soldier has the rudimentary knowt edge required to pilot repulsorlift vehicles, walkers. and sui .' iighters. How eve basic skip a I cm - are inadequate for success in a combat environment . To
 
 Clone Troopers receive Gunnery . Perception Ranged ( Heavy], and Resilience os agdiEional career skills. Characters who select this as their start mg specialization may choose two of Lhcse skills and gain one free rank in each wiihoiji. spending starting
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 address this some Clone Soldiers receive additional training in the Clone Pilot specialization and are inducted into the Republic Navy branch of the Grand Army of the Republic . Cone Pilots receive Gunnery Mechanics Pilot' ing [Planetary) , ano Piloting (Spate) as additiona career skiiEs. Characters who select this as ' heir start ing specialization may choose two oT these skills anti gain one free rank in each without spending starting experience. A degree or familiarity with these skills is vital for any Gland Soldier to survive as a starfighrei pilot . While any battlefield is profoundly dangerous, the vacuum oi space adds significant risks that are ,
 
 experience These expand upon the core skills thai a soldier needs to succeed in basic battlefield situ at ions. While not every Clone trooper masters all of them they are expected to have some level or com peterigy so that they can effectively engage in batdo under diverse conditions. ,
 
 This specialization provides a versatile se( of skills that are valuable to every Gone Soldier A back ground as a member of the infantry provides a Clone Onicer with a better understanding of the soldiers he commands. Similarly, mlanLry experience gives a Gone Pilot some familiarity with the risks faced by soldiers on the ground , which is ugeful for providing air support or extraction . The Clone Irooper specialization encompasses a range of mom specific roles Some of these are devot ed to particular environmenial conditions including the combat roles of cold assault trooper. SCUBA trooper, and Galactic Marine. Qthei Clone Troopers,
 
 not present during typical planetary conflicts. Additljnal training mitigates some of Those dangers but can never completely eliminate them.
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 Clone Pilots serve as members or a squadron under the command of a Clone Officer , who has also mastered the skills of a pilot . A squadron is typical ly assigned a particular type of craft , although this can change based on mission requirements. Clone Pilots are sometimes reassigned to o - her squadrons in which they are expected to fly other craft Conse quently. their training includes exposure to a range of starfighters, speeders, and walkers.
 
 ,
 
 including paratroopers, flame tappers. and medics, nave more extensive training to work with particular equipment $oltilers who exhibit pariicular skills in service might be selected for advanced training within that skill sot. including ARC troopers, scout troopers, and special ops clone troopers. While distinctive equipment characterizes each of these different com -
 
 Typical starfighter assignments include the Repub lic Z - 95 Headhunter starfighter the V 19 Torrent starfighter. and the ARC- 170 starfigjhlfr Those Clone Pilots assigned to transport duty typically fly LOW Altitude Assault Transports (LAATs) or Wu-class attack shuttles. Collectively, these spacecraft represent the core of the Republic Navy 's smaller craft.
 
 .
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 bat and support roles, I he training to use that gear
 
 and work under extreme situations is also critical to success within these niches Even within a unit soldiers assume particular responsibilities. Often, one trooper is assigned to car ry a heavier weapon — such as the 1-6 rotary blaster camion — while others might wield alternative tools,, such as explosives, communications gear, a medpac , or oi her equipment necessary to complete the mission at hand Typically, Clone Troopers receive particular training to make use of any non -standard equipment they carry. However. Clone Troopers with ,
 
 Some Clone Pilots are assigned to operate vehi cles that work more closely with ground units. These include AT- RT and AT- TE walkers, end BAR® speeders, among others. Notably, these craft are not normally under the oversight of the Republic Navy branch of the GAR As such, Gone Pilots assigned to them do not fen under the oversight of the naval chain of com mand. leaving [ hem far less likely to pilot slaughters.
 
 less specialized training might redistribute such gear over the course of a mission.
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 FORCE POWER: ENHANCE I hose strong in the Force can allow it to flow through them , responding to their own intent and movement in order to enhance the actions of Chelr body. Wirn the assistance of the Force they can leap seemingly impossible distances, move faster than otherwise nos slble. and demonstrate physical strength far in excess of their normal abilities. Most Force users find it a rel atively simple thing to use the Force to overcome their own physical limitations and shr ug off the effects of fatigue. With a little practice, a Force user con achieve uncanny acts of agility and acrobatics aIlow rig the Force to suffuse Iheir movements and imbue Them with sirength and elegance. ,
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 Enhance- allows Force users to perform athletic feats beyond the original scope of their naiural abilities. The basic power has one way of spending Force points.
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 UPGRADES Upgrade to Enhance work in two distinct ways Force users may choose to use ihe power to improve their natural abilities, enhancing existing, skills and evert mproving their bodies physical characteristics using the Force. Alternatively, Forte users can employ the power to achieve physical feats not otherwise achievable by other beings leaping long distances or
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 Control Upgrade: The user gains the ability to use Enhance with the Coordination skill . Control Upgrade: Enhance can be used with the Piloting (Planetary) skill. Control Upgrade: Enhance can be used with the Pilot ing (Space) skill. Control Upgrade: This power gains the ongo ing effect : Commit . The Force user increases their Agility characteristic by 1 (to a maximum of 6) . Control Upgrade: Enhance can be used with the Resilience skill,
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 Control Upgrade: This power gains the ongoing effect: Commit ft . The Force user increases their Brawn character istic by I [ to a maximum of 6) . Control Upgrade: The user can take a Force Leap action to make an Enhance power check. They may spend I to jump horizontally to any location within short range They can use this to leap over obsta cles or impassable terrain but cannot leap directly vertically, The user may not activate this multiple times
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 Control Upgrade: When taking a Force Leap action , ihe user can leap to any location in range vertically as well as horizontally. Control Upgrade: The user only needs to use a maneuver to perform a Force Leap , instead of an action ,
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 cross the galaxy, Hie soldiers of the ( lone Wars n Fight with Wasters and cannons repulsortanks and starships, and even feremonui pikes and lightsabers. The outbreak of war on Such a scale inevitably spurs not only production but also innovation in weapon and vehicle technologies. While the Confederacy of Independent Systems has had years to prepare its armories and outfit its died tloops for ’or, the Republic was caught largely unprepared for hostilities save lor the fortuitous and mystcn pus Kaminoan development oF the clone army. ,
 
 ,
 
 .
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 Chapter Eh Weapons of War provides players and GMs with the standard -issue arms and armor oF the Grand Army of the Republic , as well as a selecWion of weapon attachments some clone troopers Jiigln use - to customize their equipment. The Jedi are known for their use of lightsabers, distinctive and elegant weapons, of which this chapter covers several basic types and components. Of course, mili tary forces rely on a broad range of support gear to succeed on the battlefield, and this chapter covers a
 
 selection of standard gear For ihe Republic 's forces. Finally, a broad array of vehicles and starships , from starfighterstocapihTlships representsthosecom mcniy used by the Republic and the Confederacy of Independent Systems,
 
 .
 
 -
 
 The equipment and vehicles in this chapter are particularly suited to games set during the Clone Wars, as they comprise assets employed by the major Mrtinns ns well as some items more appropri ate for outlaws and others operating on the Fringes
 
 of the war All equipment an< j vehicles ttom the Star Wars Role playing care r ult 'hooks can be used withnut difficulty EH a Campaign set during tfre Clone Wars. These include additional gear suitable for Jedir Clone Soldiers, nnef Republic officials , as well as many items suitable for Scavengers, Force- Sensitive Outcasts , and others who exist outside the official command structure. OF course. GMs and players may wish to avoid using those items or vehicles that are not developed until after the Clone Wars ,
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 RESOURCES OF THE REPUBLIC EMPIRE ACE
 
 REBELLION and FORCE AND DESTINY campaign set Jyrfig Che reign of the Empire the Piayer Characters must contend ivlth iimiied resources and a necessity for discretion . Mer |payout to ihe next, cenaries and criminals live from on the soldiers of the Rebel Alliance frost make ail iheii limited resources count , arid Force users must avoid attracting the attention of the Empire.
 
 I
 
 n EDCE
 
 OF THE
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 For Clone Wars ca mpai gns in wh ic h Lh e PCs sei ve t he Republic — whether in the Grand Army of the Republic . as Jedi. or as part of the Galactic Senate — this is not the case. The Republic provides its clone troop ers with the weapons and equipment needed for their missions including high- grade military equipment that would be illegal trot Vo mention prohibitively ex pen sive — to common civ zens. Most Senators are wealthy in their own right , and have access to the resources of the Senate, as welt. And whiie Jech are above attach mem to material goods, the Order provides them with ail necessities, as well as any starships ami specialized ,
 
 he prices unri rarities MI tills chapter rep resen L ' he avails bilily of items during the Clone Wars, and the GM should consider modifying them as seems appropriate it their game takes place during the Galactic Civil War [the default time F ame for the Star VMfrs Roleplaying lines]. In particular Iightsabers and lightsaber crystals are restricted goods during the reign of the Empire. GMs should also consider increas ing the cost of these items to represent their drastically increased rarity after the destruc -
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 equipment needed for Jedi business. Thrs is all to say that PCs working on behalf of the Republic do not need to concern themselves with the cost to upkeep a starship , or saving their credits to afford a netter Waster, Thar doesn 't mean these char acters don't ever deal with credits — clone troopers in the Grand Army of ihe Republic receive regular pay. and .Jedi often use discretionary credits to purchase information or goods In pursuit of a mission. How ever. these characters should n$Jt need to concern themselves with making money in the same way as Scavengers, outlaws, and other fringens. Generally, when Piayer Character Clone Soldiers or Jedi conduct a mission officially sanctioned by the CAR or Jedi Order their organizations should provide any equipment or vehicles necessary for the mission For examples OT typical equip mem issued for differ out types of missions see Table 2 1: Special Issue Equipment . Additionally tf a mission takes a unit ,
 
 1
 
 ,
 
 -
 
 GALACTIC ECONOMICS
 
 tion of the Jedi Order. into a hostile environment , they should receive rhe use er sc n^ qj
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 trooper ?
 
 NEW WEAPONS eapons, of course, are fundamental 10 rhe war efforts oi both the Republic and the Confederacy of iride |jenden ! Systems. Most weapons used by mili tary forces are standardized such as the countless DC- 3 5 blaster rifles manufactured for the Grand Army of 1 he Re public . Still, special forces, veterans, an d oth ers sometimes use specialized or even unique weapons.
 
 Ul
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 ,
 
 and at closer ranges it can destroy Eight I y armored vehicles. It rarely overheats or needs to be reloaded, is extremely reliable, and can be serviced with ihe bare minimum of tools In the held. Many clone marksmen have adopted ii as their primary weapon, fitting it with long-range optical systems and gyrostabilhi tion units to increase combat effectiveness,
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 RANGED WEAPONS
 
 DC 1SA BLASTER CARBINE ESIasTecn s DC - ISA blaster carbine is the CARs stan dard-issue carbine EL very clone, from the greenest re emit to the most seasoned special operator, can use the DC - 15 A from ihe moment they are decant ed. A ighter, shorter - sanged cousin of the heavy and cantankerous DC- 15. trie DC- 1 SA ?s accurate, easy to handle, and as reliable as a chrono . '
 
 While most Jedi are content with their gh - sabers the clone troopers of the Grand Army of the Republic have access to a wide variety of weapons. Everything born blaster pistols to shoulder - fired missile launch ,
 
 -
 
 ers can be found in the CAR s armories, and each clone is trained in the use of a variety of weapons. '
 
 '
 
 DC- 15 BLASTER RIFLE
 
 ihe DC l 5 was. before the introduction of the Dt I r> A carbine, the standard issue fongarm of the CAR . Roughly as long as a clone is tall these weapons are heavy, poorly balanced, and extremely difficult tc use anywhere but in a wide open battlefield. They tend Lo suffer beam cohesion issues after sustained fire, which negatively affects their shod - to medium - range accuracy and they are generally unpleasant weapons ,
 
 to deal with on a daily basts.
 
 Despite these glaring flaws, the DC - 15 remains surprisingly popurar among ihe clone ranks for one Simple reason: raw power. The DC - IS is one of the most powerful heavy blaster dries in currem use It can punch through laminate armor aL 1.000 meters.
 
 .
 
 Q.
 
 « gp
 
 DC- 17 HAND BLASTER The standard-issue sidearm of the CAR , BiasTech 's DC 17 1$ one of the most rugged and reliable btaster pistols produced. Typically issued to vehicle crews, pisweajfon teams, and officers, these heavy tols pack incredible stopping power into a relatively snuall pac kage. T hey are Iigf i Ewe igh t a n d we 11 ba I a need . and they nave a very respectable rate of fire. Recent ly, ARC troopers and other special forces teems have taken to carrying the DC - 1 7 as a backup weapon and for dose quarters combat. @ @ in add on to Care Masters may spend ) 5? to make a DC- 17 run out of ammo during combat.
 
 blaster
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 : DC- 15 Blaster Rifle
 
 2-6 F-otary Blaster Cannon
 
 E3
 
 iiinnif imiiiiii
 
 imimmimim
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 Z- S ROTARY BLASTER CANNON
 
 The Z - 6 rotary plaster cannon is an exceptionally potent heavy squad support weapon built for the GAR rjy RlasTech. Heavy, loud, and difficult to master , the weapon consists of six separate blaster barrel s ihai rotate around a central assembly. When activated the barrels spin at thousands of revolutions pro minute, providing a higher rate of fire and more destructive power in a Imaller; more convenient package than a standard heavy repeating blaster. The downside to an this power is heat The Z - 6 generates an immense amount of heat with continuous hre. and more than one oversea I ous gunner has destroyed their Weapon and suffered serious burns in the process. This weapon can only be used with its Auto- fire item quifiily atL .ve. The CM may spinel 0r i§i $5; from any combat check made with this weapon to have it overheat . When trie weapon overheats, the wrelder suffers 2 strain, and the weapon becomes damaged one step from undamaged to minor, minor to meder atevor moderate to major (sci - Table 5 -4: Repairing
 
 and explosives. Below is a list of common grenades, , and other higm> destrtlcttve weapons com found monly in the GAR .
 
 launchers
 
 AP- M1 ARMOR PIERCING GRENADE
 
 '
 
 ,
 
 ^
 
 ,
 
 Gear in am core ml ebook ].
 
 .
 
 The A R M S can be thrown like a Standard grenade or placed and held in position by an integral chemi cal adhesive system. This makes them well suited for precision demolition work as well as anti - vehicle am.i arnnor use. BT X 42 HEAVY FLAME PROJECTOR
 
 The QT X - 42 heavy! flame projectoi. from RlasTech , is
 
 one of the most destructive ano terrifying weapons in the GAR 's arsenal. Carried by specially trained clone Flame hoopers this weapon is used primarily against massed, unarmored opponents in an anti - personnel role. Et is also well suited to clearing rooms and bunkers . denying areas, and destroying enemy materiel. ,
 
 EXPLOSIVES AND ORDNANCE Sometimes on the battlefield, a job calls for more firepower than what a blaster can provide is those ,
 
 cases, cfone trooper squads break
 
 Men Sonn 's AP- MI armor piercing grenade is designed TO give the common foot soldier light arttiarmoi capabilities in the held Roughly the size of a clone 's fist , the AP Ml consists of a small shaped Charge core encased in a plasteei casing. When it detonates, the grenade produces a highly focused blast - hat can crack open even the toughest aimoi
 
 out the ordnance
 
 TABLE Z ~ Z: RANGED WEAPONS am Erit Range Skill Name
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 I. ike most flame projectors, the X 42 can he as dangerous to Friends as to enemies and ftps a nasty
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 enemies behind heavy cover Primarily a support weapon, the CAR usually deploys the JO I behind the
 
 STANDARD LOAD OUT
 
 front lines.
 
 he clones of the Grand Army of the Repub lic live for their duty, and the Republic provides them with not only all the basic necessities, but also the equipment they need to pursue I hat duty Clone Soldiers generally have no need to worry about credits. 01 about
 
 T
 
 The weapon consists of hree parts- the launcher, a heavy bipod, and the ammunition magazine — and is operated by a specially trained mortar team. A mortar team consists of three clones: one to carry the
 
 ‘
 
 weapon, one to carry the bipod , and one to carry the
 
 ammo . Wording together, a mortar team can keep up an ;ncredible rate of fire, and a good mortar team con he a trooper squad's best friend in the field.
 
 the cost of weapons and ammunition.
 
 Before beginning play, a starting Clone Sol dier character may spend i GGG credits of their starting funds to obtain Phase i done trooper armor a DC- 15 blaster rifle or DC lbA blaster carbine an M3 combat knife and three EMP grenades. This does not mean the character actually exchanged credits for the equipment, but presents the time and ^ energy the character put into their training and familiarization with the gear in place of other pursuits, which might have earned them credits or experience points.
 
 .
 
 The Model 201 can only be used at medium range or further due to the arc of its shells.
 
 ,
 
 ,
 
 ,
 
 RPS *G ROCKET LAUNCHER
 
 Built by Sienar. the RPS - 6 JS the CAR S primary iifantryportable shoulder bred missile launcher. A flexible, versatile weapon , the RPS- 6 can fire a variety of different missives, from frag and armor piercing to pifcms and EKlP missiles Equipped with a sophisticated optics system arid fed from a seven-round magazine ( he RPS '6 is highly effective against both ground and air targets in the hands of a well-trained
 
 .
 
 ,
 
 reputation for overheating or even exploding when
 
 damaged
 
 clone
 
 Came Masters can spend ® to cause the weapon to overheat, leaving a inoperable for rvee turns, or & to have the weapon explode. An explod ing X - 42 deals full damage to the user and Blast damage to anything engaged with them
 
 trooper.
 
 If attacking a target of silhouette 1. oi greater, an RPS-6 adds il the user performs an aim maneuver .
 
 MELEE WEAPONS
 
 .
 
 Sometimes an enemy is loo close for blasters, or a
 
 Ml< M EMP GRENADE
 
 Built by SorqSfjpb
 
 '
 
 trooper needs to make a kill as cleanly and quietly as possi ble. M e lee wea po ns- blades. t run c heons, and so on are the right choice in such cases.
 
 specifically tor - the
 
 CAR. the Mk N BMP grenade is the latest word in anti droid weapons. The size of a standard irag grenade an EMP grenade releases a powerful electromagnetic pulse when it detonates, instead of explosive force This pulse in ca pacitates droids and can knock out even hardened electronic systems
 
 —
 
 -
 
 ,
 
 M3 BULWARK BLAST SHIELD Typically carried by riot or military police or security in particularly rowdy ports, blast shields are as much a weapofij as a protective device Roughly as tail as a full- grown clone, the 1 5 Bulwark is a curved sheet of reinforced plasted that can be strapped to one arm . A small, narrow viewport is sot in the top of the shield , which allows the user to see while using si. Thanks to its shap£ and the in he rent strength of plasteel, the Bulwark can shrug off most smali - arms and light blaster rifle fire as well as shrapnel and splinters from grenades and other explosive devices. ,
 
 ^
 
 MODEL 201 MORTAR SYSTEM The Model 201 mortar is a porta ole light artillery system used by specialized clone artillery troopers. Built by Merr - Sonn, the Model ? 0 l is a smoothbore . . eap on that uses ar : electromagnetic mass driver system to launch large -Caliber She! s over tong distances, The shells are fired in an arc instead of a direct line, which makes the 201 the weapon of choice for striking
 
 -
 
 -
 
 -
 
 ,
 
 '
 
 TABLE Z - 3 : MELEE WEAPONS Skill Name Dam Erit Range M5 Bui wa rfc. Blast
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 Enctim HP Price
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 LIGHTSABERS l he ligMcsaber is the ancient weapon of the Jed Order and a powerful symbol of :he Republic 's legendary guardians and peacekeepers, Each lightsaber is indi vidually construed by a rising Pacta wan in a rite oi passage. The heart of a iigfitseber is its kyher crystal the only material in the galaxy able to focus the naming plasma energies of the lighisaber. Exceedingly rare lightsabers are seen only in the hands or Jedi and a scant few other Force users —including the Sith. '
 
 .
 
 Although there are many different types of light sabers. for rules purposes, any weapon hat is listed in this Lightsaners section is considered a lightsaber | 1ightsabers in this book vary from Note that ih | those presented ACE OF REBELLION and EDGE OF THE tMPrRE L e volume controls are similar ly adjiListable, suitable fo : addresses to small, private ,
 
 megacaster
 
 '
 
 audiences or vast populist rallies.
 
 ,
 
 A Jedi uiility belt contains a three - day supply of food capsules, an emergency medpac , a tight saber maintenance kit a slim: glow rod. a comiink . and an aquata breather A number or empty pouches are concealed along the belt ' s interior side, allowing the wearer to hide small items fn addition, a standard lightsaber can be securely hung from the belt for easy access A Jedi utility belt also increases the wearer ' s encumbrance threshold by 1 . ,
 
 LIGHTEABER MAINTENANCE KIT
 
 Manufactured to the specifications of the Jedi Order, am ! often customized by individual Jedi. a lightsabe< maintenance kit is a compact device containing a '
 
 number of useful tools. Tnougn designed primarily to ass&L in iightsaber maintenance and repair, many pf the tools can also be employed to conduct minor repairs on smalt mechanical and electronic irons.
 
 In addition to Counting as a tool kit for the purposes of being able to perform most Mechanics checks (see Chapter V: Gear and Equipment in any core rule book ] , a bghtsaber maintenance kit adds automatic O t; checks to Liuil- i modify or repair lightsabcrs.
 
 -
 
 ,
 
 REPUBLIC INSIGNIA
 
 Clone troopers. Mavy officers, and even Jedi who have served with distinction in the various theaters of the Clone Wars may he nominated for awards to recognize their vaioi and service. Unlike the most prestigious honors, which must be ratified by the Sen ate. combat medals and service insignia are granted directly by the Grand Army of the Republic and tts commanders, who take care to recognize exceptional service promptly Most such awards are simple med als designed to be clipped onto a uniform or formal clothing. Clone troopers have been known to attach theirs to the inside oT their armor on combat missions, and while the Jedi Council frowns on the implied attach men i to an award, some Jedi Knights have been known = o affix theirs tdBtheir robes
 
 WEAPONS OF WAR
 
 fciit OF THE MPflHATLsn
 
 A
 
 100
 
 Dcstro - 6 Demolition Change
 
 750
 
 5
 
 Republic Seals of Service canhot be purchased on the open markei Instead, the seals are awarded by a Sensorial committee for exemplary sem® to rhe Republic. The rarity In Table 2 -6 : Gear and ' Equipment indicates he [ ' lalive infrequency of encountering these seals.
 
 eoo
 
 3
 
 X 5 R HEAVY DEMOLITIONS KIT
 
 TABLE 2- G ; GEAR AND EQUIPMENT Price Encum Rarity Item
 
 ^ .^qutta Breatiwr
 
 0
 
 7
 
 Jed i Utility Belt
 
 800
 
 o
 
 7
 
 Ligfirsaber Maintenance Kit
 
 400
 
 7
 
 7
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 0
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 Special
 
 Q
 
 9
 
 X 5 R Heavy Demolitions Kt :
 
 I .OOP
 
 4
 
 6
 
 ^
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 Repu&l hisigftiaiR
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 Specie
 
 A character with one or more Republic insigpta adds to checks made to impress or persuade dBier characters baseti on :heir past sendee-. Ar the GM 's discretion, a character with an exceptional number of insignia might receive an additional don such checks. Genuine Republic insignia cannot be purchased on the open market . as each represents honor granted for a specific owner 's accomplishments. However, black - market replicas can be found. If a black - market Per replica is examined; a suedlssfo Hard rat . ception check eveal £ the fake The first vajjjjje listed is that of a counterfeit Insignia, and the second indicates the general rarity of encountering in&igniaf The listed cost is for a stolen or counterfoil insignia .
 
 The heavy carbo- plas case of art XSR heavy demo litions kit is filled with precision timers, remote detonators, and other vital tools of the trade lor a dedicated explosives expert . Additionally, It contains 3 heavily shielded and signal-proof compeltment large enough Lo store a half - dozen thermal detonators or a pair of larger demolition charges. 1 he numerous tools wilhin the kit can assist a user in sett ng or dis arming explosives, and the precise measurements and modulation made possible by the equipment reduce the risk of catastrophic errors. However , the full kil s unwieldy, and it requires significant space and attention to use. The user of an X 5 R Kit gains On on Mechanics checks to prepare «$, or disarm explosives In addi ' ion. once per session, a character using an XGR can or LO to @ i§) (q ) latter canceling remove one dice Symbols but before resolving rhe effect ? from: a Mechanics check dealing with explosives. ,
 
 ^
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 REPUBLIC SEAL OF SERVICE Republic Seal of Service refers IO a number of similar awards granted to those who have proven themselves to be exemplars of the Republic 's deals and paragons of service and duty Some of the most famous awards are ihe Star of Coruscant comhat medal ; the Order of Ch andilia, offered to diplomats, and the lifesaving physicians. Such honors Kirn bis Award and awards typically take the form of a small statu ette or medallion In addition to conveying status and prestige each award is fitted with a special tran sponder identifying the award and its bearer as well as details of ihe bearer 's accomplishments. The tran sponder's signals include verification codes common to ail Republic databases, making,a presented award instantly recognizable as proof of identity. ,
 
 fir
 
 ,
 
 Characters who have been awarded a Republic Seal of Service add & to all checks involving formal Republic proceedings, proof of identity, or verification of past actions. Presenting a Seal of Service may also upgrade the ability of checks th |character makes to impress or persuade those loyal to the Republic, at the GM's discretion Republic Seal of Service
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 NEW ATTACHMENTS rven within tftej well - reflated Grand Army traplJdliC, soldiers modify factory - standard
 
 of the equipment to better suit die task at hand usually with permission . Outside the GAR . customization of weap ons and armor = s wen more commonplace, such as among smugglers and criminals as well as homestead
 
 -
 
 era just looking For some protection.
 
 '
 
 -
 
 WEAPON ATTACHMENTS While most of the weapons and munitions nianu teamed For the Clone Wars are mass- produced to common specifications, there arc always beings who are not satisfied with standard issue. Elite troops can requisition modification kits and advanced gear , while outlaws and fringers rarely care for standardization.
 
 ASCENSION GUN Ascension gun$ are cools used to traverse difficult . From steep cliffs to urban battlefields. Th frame resembles a gun barrel , but instead oF a biaster boli. it fires a grappling hook and tether that can latch onto most surfaces then reel in the gun and its bearer with a localized nepulsar field. Some variations of the ascension gun also use magnetized grapnels that can stick to sheer surfaces. " Ascension gun' is something of a misnomer, often used to refer not oniy to the a teach men t. but to mo defied blasters. Models Include: SoroSuub 5- A Grappling Launcher. environments
 
 |
 
 .
 
 Base Modifiers: The user can Fire the ascension gun at ar- one her point within medium rat gc with a- - Easy ( ) Ranged [Light ] or Coordination check . the GMs discretion, aiming for a precise placement or r
 
 +
 
 attaching a grapnel to certain surfaces might add one or moreH to the check Once the grapnel is in place the wearer cao activate the ropulsor field to ascenc
 
 one range band toward it every round. Modification Options: I Atid-Qfp. < hecks t \ fire the gur Mod, I Increase ascensio : speed by one range band Mod. Hard Points Required: I Price : 500 credits.
 
 ascension
 
 AUGMENTED VIBRO - MOTOR The cutting edge of a vibro weapon 's blade as made many Limes more dangerous than that of a standard blade by the powe|of the weapon s rapid vibro- motor, which turns the wieltier's slightest motion into a power ful and potentially lethal stroke. Naturally, those who Favor suer weapons often look to the vibro motor first when modifying their weapon . Enhancing the output oF a vibro weapon ' s motor can make the weapon even more powerful, capable of shearing through armored plating with ease -- provided the wielder can control the weapon 's mono active motions. This attachment can be installed on any vibro weapon. Models Include: Various types. Base Modifiers: the weapon!base dam age by i . Grants the weapon the Cumbersome| quality or increases its existing Cumbersome rating by I1 , Modification Options: I Damage + 1 Mod. I Item Quality ( Vicious + 1 ) Mod. i Decrease the weapon 's Cumbersome quality by l Mod. Hard Points Required: 2. Price : 500 < redits
 
 '
 
 fncriises
 
 CLONE FIRING KEY
 
 One of the early initiatives the Kami naans considered when developing equipment for the clone troopers was to code [ Heir equipment specifically to the c one genetic sequence, to prevent looting and sabotage. The notion was eventually abandoned as an unnec essary cost . despite the savings from having a single genetic sequence shared across an intira army but prototypes of the technology were made. In some cases, clone firing keys have been commissioned For clone units operating deep behind enemy lines. A weapon with this system installed roads the genetic sequence of the combatant hotding it and does not fire unless the sequence matches that of an authorizes wielder normally, a clone. This attachment can be installed on any personal blaster weapon. Models Include: Proprietary Kaminoan design,
 
 TABLE Z - 7: WEAPON ATTACHMENTS
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 Base Modifiers: The weapon fur i ( ns on 'y in : re hards of a c onfe Modification Options: 1 reprogram authorized user genetir sequence (choose one non - clone character)
 
 Mod. Hard Points Required: 1 Price: 250 < redit 
ase damage to 6 and critical rating to 2 ant: thi Hgfit$a$er gains the Breach I an Sunoor item dualities. If the crystal is ever removed the light -
 
 Ranges | ,
 
 saber loses these qualities and reverts to its previous base damage and critical rating. Modification Options: 2 Item 0,? alir \ IVicious + 1 } Mods, 4 Damage -r I Mods. 1 Decrease the weapon 's critical rating by I Loa minimum of 1 Mod . Hard Points Required: 2 .
 
 Price: ),000 credits IONIZING EMITTER MATRIX
 
 LIGHTSABER
 
 ATTACHMENTS Some of Lhe most diverse customNations can be found among the Jedi. whose unique irgfttsabers reflect the personality of their wield er. The Clone Wars have test ed the Jedi in ways unheard of for millennia , spurring a degree of innovation among some Jedi .
 
 FUSION SHUNT A light saber is more than jusi a weapon . I ( is a syrm bol. a badge ol office - and a tool. When -'ts wielder is faced with a situation that recicures that latter approach, a lightsnbercan carve through obstacles or debris toe lea r a path forward. Some Jec - modify their Nghtsaber 's power output to allow a secondary Ius ion shunt " mode for the blade, amplifying the power and onofile of the blade. The wielder must take great care to keep the blade s motions precise as the energy pours forth from the emitter while the shunt is active. '
 
 Few droids can stand up to a lighisaber, but some i eavi? y reinforced droid models have been known to : fighi though trie destruction of their limbs and even some of LHEIR core syste m s to ac hieve iheir object ives. Some Jedi have taken to tuning their lightsabers spe cifically to deal wiEh these foes, the better to bring the war to a close by disabling the droid armies. With the right modifications, a iightsaber can be made to emit a low -level ion pulse as ii strikes, although such modulation reduces its overall energy output Models bicfude: None. 's base damage by Base Modifiers: ! crease 2 when largeiing druids and vehicles, but decrease base damage by i against organic and oiher targets Modification Options: None. Hard Points Required: 2 . Price: 4 ,000 cred : 
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 Hull Type /Class: Shuttle /Shearyj/pede- dass. Manufacturen Hapr Cha.i Engineering. Hyperdrive: Puffery : Class I Backup Class K Navicomputer: Yes.
 
 ADDITIONAL RULES
 
 Discord Missile Launcher: So mo vulture oroids oquippoo with missiles sporimg a payload of buz 2 droids. This missile launcher has the follow mg profile: [Fire Arc Forward : Damage - . Critical S ; Range |5 hort |; Guided 3 , Limited Ammo 3 , Linked I , Slow - Firing I ) , A discord missile launcher inllias no damage: instead, a success!uI hiL deploys one buzz o oid : see page 141| engaged with ;he target per ft on the combat check ,
 
 -
 
 art
 
 Sensor Range: Short Ship's Complement; One pilot one co- pilot , one comms operator and one engineer. Encumbrance Capacity: 130 . thout passengers) Passenger Capacity: 8 . Consumables : Two months. Prke / Rarity: 1 20.000 credits'6 Customization Hard Points; 2 , Weapons: None: ,
 
 -
 
 VULTURE- CLASS DROID STAR FIGHTER Officially designated the Variable Geometry Self Propelled Bottle Droid Mk I the Vultnre-ciass droid starfightei is the most common aerospace superiority fighter in the OS's arsenal Littie more than a gloried combat remote, the IMure- dass dro;d storfignter is controlled by a central computer aboard its mother ship . While the vuHure droid is deadly, its centr|fl com mand protocols and low - intelligence droid brain tends to cause it to follow the same attack patterns over and over again making it relatively Simula to counter Equipped with a mix of blaster cannons and concussion missile launchers vulture droids are formidably if somewhat predictable, foes. In addit. on to possessing very real flying prowess, vulture droias can also transform into a kind of four - 1 egged walker for patro? duties and to provide fire support for battle droid
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 Battle DroidyWjftune-cfass. Manufacturer: HaorC -' all Engineering , Hyperdrive: None. IVavlcomputer: None. Sensor Range: Close. Ship's Complement: None, Encumbrance Capacity: 0 Passenger Capacity: 0 . Consumables: None. Price.' Rarity: 40.000 credits. - 5 Customization hard Points: 0 Weapons : forward - mounted twin heavy blaster can non (Fire Arc Forward ; Damage 5 . Critical 4 , Range [ Closet ; Linked I). Forward -mounted twin concussion missile launcher [Fire Arc Forward; Damage 0: Critical 3 : Range {Shorfj: BIOSL 4 Broach 4 , Guided 3 . Limited Ammo i 2 . Linked 1 . Slow -Firing I }.
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 Hull Type ' Class: Variable Geometry Seit - Pf opelled
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 Variable Geometry: A vulture droid can change between its starfighter and walker configurations as a maneuver, In ir £ walker tonrigtiration, a vulture droid 's speed becomes 2 and it can cling to starship hulls or scale sheer surfaces, A vulture droid m its walker COnfiguiation can attack using its legs, with the foil ow ing profile [ " his weapon uses personal scale) : (Brawlf Damage 9 : Critical 4 ; Range |Engageb] , Ensnare 1 ,
 
 Knockdown )
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 REPUBLIC Z-9 S HEADHUNTER A joint venture between Incom and Sub pro. the Z - 95 is the Republic Navy s primary mulli - role starftghter The Z 95 Headhunter was designed specifically for die Navy to take advantage of clone pilots' physical and menta ; capabilities. ILis fast and agile, while its proton torpedo launchers give the fighter a punch well out of proportion to its Size. So s ^ccessfu : has the Z -95 Headhunter been that Incom engineers have 3;ready begun work on a mass-market variant and plan to use- the design as the basis for future projects. '
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 ICIosel ; Linked 1 ],
 
 Forward‘mounted twin proton torpedo launcher (Fire Arc Forward: Damage 8; {Critical 2; Range (Short]; Blast 6 . Breach 6. Guided 2 , Limited Ammo 8. Linked I , Slow Firing 3 ) .
 
 CRUISERS AND
 
 TRANSPORTS
 
 Cruisers make up the backbone of the Republic Navy. Rather than indicating a specific type of ship huli cruiser ” is a catchall term for a collec Lion of corvette- , frigate-, and cruiser - sized ships that fill a number of roles throughout the Navy. "
 
 ARQUITEN5 - CLASS LIGHT CRUISER Arejiuterrs-dass light cruisers are yet another ship class rushed into service by the Republic Navy since the outbreak of the Clone Wars. Designed and built at Kuat Drive Yards. ArquitenS ' class ships are small, fast , surprisingly powerful escort cruisers. True all-purpose vessels. Arqtiit&pst class ships are used to escort convoys: support larger, heavier ships like carriers and battleships; cruise pickets; and serve in other roles that require small size and high maneuverahiliLy. These vessels are most often deployed as part of a carrier battle group centered around a l/enofcr-class Star Destroyer, inhere they screen fighters and provide extra protection for the carrier. Ancjy /terts - tlass ships have a broad, flat , kiteshaped hull , a KDY design motif shared in part by the Venator and Acciamatof - class ships to which they are related. Three powerful thrusters are mounted horizontally aft, and a pair of circular dock ing bays one port and one starboard — provides easy handling of smaller vessels like starfighters . gunboats, transports, and the like. The forward third of the cruisers hull is split into twin spars, and a squat, rectangular bridge tower rs mounted just forward of the engines. They are. overall , fast and dashing- looking ships liiat are dearly a product of KDY 's design bureau.
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 Hull Type /Class: Multi- Role Starfighter/Z-95, Manufacturer; InconVSubpro,
 
 Hyperdrive; None. Navi computer ; None. Sertsor Range: Close. Ship’s Complement: One pilot.
 
 Encumbrance Capacity: 9. Passenger Capacity : 0 , Consumables: One day. Price / Rarity: 75 ,000 creditS/ 5 . Customisation Hard Points: 2 Weapons: Wingtip- mounted twin light laser cannon (Fire Arc Forward; Damage 5, Critical 5; Range
 
 .
 
 For armament . Arquite.r >$- class cruisers carry a variety of energy weapons and ordnance. The main weapon system is a pair of dorsal , turret - mounted light turbolaser batteries flanking the bridge , and another matching pair mounted beneath them on the ventral hull. Two heavy quad laser batteries are mounted port and starboard which gives the ship respectable ami - fighter and light anti ship capabili Lies. Arquilen$ are also equipped with a quartet of ordnance launchers mounted in the bow, which are typically loaded with concussion missiles buL can fire any standard Republic Navy missile or torpedo. ,
 
 Since their introduction , the AfQttiteftS‘ C \ as& cruisers have proven an excellent addition to the Republic Navy 's inventory. They are highly respected among hotti tw own crews and the aev:s of enemy ships that nave fought and lost to them 5
 
 45 Hul] Type - Cl ass ; Light Capper flj y/r (? fl5- dass Manufacturer : Kuat Drive \krds. Hyperdrive: Primary glas Backup: Class 12 , NavicompLiter: Yes. Sensor Range: Medium . Ship 's Complement : 100 officers, enlisted crew, and pilots- . Vehicle Complement: Assorted landspeeders. small shuttles, and ship' s boats. Encumbrance Capacity: 1.300 . Passenger Capacity: T 00 Consumables: Three months Price / Rarity: 4 OOO 000 credits (RJ : Customization Hard Points: 7 . Weapons: Two dorsal and two ventral retractable tur ret -mounted twin light turbolaser batteries (Fire An: Alt Dorsal or All Ventral; Damage 9. C iii ; al 5 Range (Medium|; Breach 2 . Linked l . Slow Firing I ] Two portend two sea rboard ret racta bie quad he avy laser cannons [Fire Arc Port or Starboard; Damage 6 ; Critical 3 ; Range (5hort|; Linked 3]. Four forward- mounted concussion misssle launch ers [Fire Arc Forward ; Damage 5 ; Critical 3 : Range IShoni Bias: 4 . Breach 4, Gvdeo .3 . Lirhitt&l Afrimo 5 , Linked 3 , Slow Firing 1 ) .
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 CONSULAR - CLASS LIGHT CRUISER
 
 The pmsutojjttffss is a iamily of lighr cruisers designed b ) Co resign Engineering Corporation for use by the Republic Diplomatic Corps. A long, elegant vessel with a bluff bow and a wasp worsted cross sec tion, the Carjsu/ar-class cmiser cuts a striking figure. As a part of the RDC, Consu/ar-class vessels are unarmed and wear the deep scarier livery of that ordei. VIPs are transported in a lavishly appointed modular saion pod slung beneath the ship's flight deck. This salon is divided into luxurious state rooms, a common room , and the necessary galleys and refreshers to keep a small group of powerful , impor tant people happy and comfortable for quite a while.
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 Hull Type / Class: Light Cfuiser/CoflSutaf class Manufacturer : Corcllia; Erigf rjng C: i portion Hyperdrive: Primary : Cass 2 , Backup: Class 14 .
 
 ^
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 Navicomputer : Yes Sensor Range: Extreme.
 
 Ship 's Complement : One ship's captain one pilot,. one co- pilot, one navigator, one comms operator four ,
 
 enfijneers
 
 Encumbrance Capacity: | configuration. Passenger Capacity: figuration .
 
 ^
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 Consumables : pne year Price, Rarity: 3.00( 3 £®krf dils 5 Customisation Hard Points : Weapons: None.
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 CHARGER C7Q COMBAT REFIT t the beginning of the Clone Wars , the Repub lic Navy found itself woefully unprepared for such a dangerous and all - consuming conflict . As the war gains momentum the Republic is trying frantically to provide the Navy with ships and starfighters. It is doing so by rushing longabandoned or partially built ship classes into production and by retrofitting existing Ships for combat . The Consularc\ ass was chosen for a refit thanks to Its speed and durability, and the Charger c7Q was born. ,
 
 Weapons: One port and one starboard dorsal turret -mounted twin heavy laser cannon ( Fire Arc Dorsal Port or Starboard: Damage 6: Criti cal 3; Range |Short]; Linked 1). One port and: one starboard ventral turret mounted twin heavy laser cannon ( Fire Arc Ventral Pori or Starboard: Damage 6 : Critical 3: Range [Short|; Linked 1 ) . Forward mounted twin light lasei cannon - Arc Forward: Damage 5 ; Critical 3 : Range jCloseh Linked I ). Dorsal turret-mounted quad laser cannon [ Fire Arc All Dorsal; Damage b ; Critical 5 , Range (Close!: Accurate ! Linked 3 ) . Forward - mounted twin concussion missile launchers (Fire Arc Forward: Damage 6 : Critical 3: Range [Short ] , Blast 4 , Breach 4 , Cuided .3 , Limited Ammo 3, Linked I . Slow - Firing I }.
 
 ,
 
 Sourced from the Republic Diplomatic Corps,
 
 ,
 
 the ships chosen have been outfit Led with thicker armor , sturdier shields* and an array of energy weapons and ordnance launchers, mak ing them into superb scout and picket ships. COHSUfar - class cruisers that have undergone the Charger c 70 refit have the following profile changes:
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 MUNIFICENT - ZIASS HEAVY FRIGATE
 
 -
 
 Often referred to as ' ducket cruisarsT Munificent class frigates arc powerful multi - role ships used With great effect by the CIS psyy Fast * lightjy armored and almost laughably overgunned, Wun/ficerR -class frigates are designed to operate in squadrons with smail -ship support to rake down larger capita ! ships. To this end, they mount a large array of turbolasers son cannons, flak cannons, and ordnance launchers. Deadly and efficient they are among the most feared ships in the Confederacy navy. Munificent shreds in an instant .
 
 TABLE 2- 5: FLAK CANNONS Name Range Oam Crit Qualities Liftrtl Flak
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