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INTRODUCTION

Welcome to Og g D u dStaB\Vdars ®Character Generator and GM Tools for use with the Star Wars®
Role Playing game by Fantasy Flight GamesT! This software will allow you to create and maintain
characters, encounters, and adventuring groups , as well as allow you to add new items,

attachments, vehicles, and just about everything else that will, hopefully, make your enjoyment of

Star Wars® Role Playing that much better. Using this software, you can easily create = SWRP
characters, print out full character sheets, as well as maintain your starships and print encounter

sheets for play.

REQUIREMENTS

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

https://www.microsoft.com/net/downlo ad/framework

Just select the top -most .NET framework listed for download. You may already have this installed;

just check your GPrograms and Features@d control pan
available through Windows Update. Just verify t hat the framework being installed is not the

GClientd version. I't must be the complete . NET fra
properly.

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

For instructions on how to change languages, or cre ate your own language translations, see
Language, below.

WHAT YOU GET

9 Launcher Application (SWCharGenLauncher.exe) & The launcher makes it easier to access
the other three applications, and also gives you access to this document  and the FAQ
document . This should be the first application
this will launch automatically.

1 SW Character Generator (SWCharGen.exe) é The actual SW Character Generator
application , described below.

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


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

SW GM Tools (SWCharGenGMTools.exe)é Thi s appl ication all ows GMEs
manage adversaries, encounters, adventuring groups, and stock vehic les. You can print out
tracker sheets for any of these features to aid you in running SW  Roleplaying games.
Documents (Documents) € This folder contains a copy of this documentation, as well the
FAQ and the version history file:
o Documentation (SWCharGen Documentation.pdf) € This document. It contains
complete instructions on how to use all of the various features from all the
applications. If you still have questions, refer to the FAQ. If you rquestion still i s n Et
answered, you can post it on the FFG for um, or send me an email at
oggdude42@gmail.com .
o FAQ (SWCharGen FAQ.pdf) é A collection of Frequently Asked Questions that
should, hopefully, answer some of the questions you may have about the
applications.
0 Version Information (Version Info.txt) € A text file that lists all past and present
releases and the changes made to the applications for those releases.
Library Files (SWCharGenCitlLib.dll, SWCharGenLib.dll, Iconic.Zip.dll ) € These libraries
contain common code u sed by the applications. They must be present for the applications
to function.
TheData( Found i n t heé ThDsottwarg comeslwitheandmber of XML files
used by the application for character generation.
Imports & The software comes with afol der cal |l ed GI mpor tfelderswithat c ot
collections of adversaries , encounters, and other files that can be imported using the SW
GM Tools and SW Data Editor application s. These collections are as follows:
0 Age of Rebellion Coreé All adversaries from the Age of Rebellion Core Rulebook.
o Beyond the Rim ¢é All adversaries and encounters from the @eyond the Rim §
Adventure Module
o Chronicles of the Gatekeeper € All adversaries and encounters fromthe GChr oni cl es
of t he Ga Adedntare Moguled
0 CratesofKrayts € Cont ai ns adversaries and encounters
Kraytsg§ adventure found in the Edge of the E
o Dead inthe Water & Contains adversaries, encounters, and more fromthe GDead i n
the Water § adwantwiner itrheel Age of Rebellion GM
o Debts to Pay € Contains adversaries and encounters fromthe GDebt s t o Pay§
adventure included with the Edge of the Empi |

o Desperate Allies € Includes new droids rivals foundin the GDesper ate Al |l i es§
Diplom at Career Sourcebook.
o Disciplesof Harmony el ncl udes new droids found in the

Consular career sourcebook.
0 Edge of the Empire Coree This includes all adversaries from the Edge of the Empire
Core Rulebook (NOTE: These came stock and already installed with older releases of
the product. Newer releases will no longer have these adversaries installed by
defaul t. They can be installed using the GM
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Endless Vigilél ncl udes new droi ds f ountdelCareert he GEnd|
Sourcebook.

Enter the Unknown ¢ Includes the new droid rivals found in the GEnter the Unknown §
Explorer Career Sourcebook

Escape from Mos Shuuta € Contains all adversaries and stock vehicles for use with

the GEscape from Mo dour mthe AdeeftureBbok efrihe Hdgesof

the Empire Beginner Game. The files have been updated to use core rules.

Far Horizons é Includes the new droid rivals foundinthe GF ar Ho €dlonigi n s §
Career Sourcebook

Force and Destiny Beta é Adversaries fr om the Force and Destiny Beta Rulebook that

did not make it into the Core Rulebook , organized by category .

Force and Destiny Core é All adversaries from the Force and Destiny Core Rulebook,
organized by category .

Friends Like These e All adversaries, encoun ters, and stock vehicles from the

GFriends Like Thesed Adventure Modul e.

Hidden Depths é Cont ai ns adversaries and encounters

Depthsg adventure included with the Force an
The Jewel of Yavin & Contains all of the a dversaries, encounters, and a data set for
use with GThe Jewel of Yaving Adventure Modu

Keeping the Peace & Contains new droid adversaries found int he GKeeping the
Peaced Guardian Career Sourcebook.

Knights of Fate & Contains new droid adversariesfound i n t he GKni ghts ol
Warrior Career Sourcebook.

Language Data Sets é This directory contains importable language data sets. These

data sets contain customized data for a particular language and culture. Not every

item, or every part of an item, wil | necessarily be translated, but most common items

will have at least the name translated, plus the base description. Currently, this

directory contains a language data set for the neutral German language. This

language data set may be imported using the Data Editor.

Lessons from the Past é Contains adversaries and encounters for use with the

GLessons from the Pastg§ adventure, found in
Rulebook.

Long Arm of the Hutt é Contains all of the adversaries and stock vehicle s for use with

the GLong Ar m of dtehwe, dvaildble pr dowmload Bom &antasy

Flight Games.

Lords of Nal Hutta €& Contains all adversaries and modular encounters from the

Lords of Nal Hutta Source Book. Adversaries are organized by planet  or location.

Please see the READ ME.ixt file for details.

Lost Knowledge e Contains all of the adversaries, encounters, and a data set for use

with the GLost Knowledged adventure found in
Lure of the Lost € Contains all of the adversaries and encounters for use with the

GLure of the Lostgd bonus adventur e, availabl
Games.



Mask of the Pirate Queen & All adversaries and encounters fromthe GMask of t he
Pirate ARlueaterarModule

Mounta intop Rescue & Contains adversaries and encounters for use with the
GMountaintop Rescued adventure included with
Game.

Onslaught at Arda | é Contains all of the adversaries, encounters, stock vehicles, and
adatasetforuse wi t h the G&Onsl aught at Arda 1§ Adven
Operation: Shadowpoin t € Contains adversaries, encounters, and a data set with

custom vehicles for use with the GOperation:
Age of Rebellion Beginner Game. The data s et should be imported using the SW

Data Edito r application.

Operation: Shell Game é Contains encounters, a data set, and a stock vehicle for

use with the GOperation: Shell Gameg advent
rule book. The data set should be imported using the SW Data Editor application.

Perlemian Haul é Contains all of the adversaries and encounters you can add to your

custom data for use with the GPerlemian Haul
Age of Rebellion Core Rulebook.

Report Samples & Contains a number of sample reports that can be imported using

the Reports feature of the SW GM Tools application.

Rise of the Separatists e Contains adversaries and modular encounters for use with

the GRise of the Separatistsd sourcebook.

Spark of Rebellion é Contains adversaries, encounters, and a dataset with new

speci es, weapons, vehicl es, and mor emadd o sup
supplement, based on the popul ar GStar War s:
Stay on Target é Contains all o f the droid and riding beast adversaries found in the

GStay on Target§ Ace Career Source Book
Strongholds of Resistance é Contains all of the adversaries and modular encounters

found in the GStrongholds of Resistamrysd Sou.
organized by planetary system, base, or location, while each modular encounter can

be found in the GModul ar Encounters@ directo
Suns of Fortune e Contains all of the adversaries , modular encounters, and custom

vehiclesf ound i n t heurGsSd nS oomkf Théimpott directory is

organized by planetary system and by modular encounter (including a directory for

the two new droid adversaries).

Takeover at Whisper Base é Contains all of the adversaries, encounters, and vehicles
forusewiththe GTakeover at Whisper Based adventur
Beginner Game Adventure Book.

Trouble Brewing € Contains all of the adversaries and two vehicles you can add to

your custom data for use with the BGbackafbl e B
the Edge of the Empire Core Rulebook.

Under a Black Sun e Includes adversaries, encounters, and sample stock characters

that came with the GUnder a Black Sung adven:



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



INSTALLATION

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

To install the software manually, download the ZIP archive for the current version, and then extract

all of the files into a created directory. Th en run the | auncher application.

version of the ZIP file can be found here.
WEB INSTALLATION

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

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

UPDATING PREVIOUS INSTALLS

How you upgrade depends, once again, on how y ou installed the software:

MANUAL UPDATE
| f youEve already installed the applicatijusideletand wan
all files in your current installation directory, and then extract all of the files from the latest ZIP
archive into that directory.
ThereEs one caveat to this: NOmTanktaledsnihe mstatiatioat your us
directory. Your user data should reside either in the default data folder, or a SEPARATEolder of
your choice. If your user data (Data Custom, Characters, Adversaries, etc) is in your installation
directory, now would be a good time to move it somewhere else. See the documentation on the
launcher, below, for details on how to specify your data fo Ider location.
WEB UPDATE
I f you have installed the software via the web inst
launcher will automatically check for updates each time it is run. If it finds updates, you will be
prompted to download them.  They will automatically be installed and the main launcher will be run
when completed.
INSTALLING ADVERSARIES AND ADVENTURE FILES
The installation comes with a number of i mportable

you will find additional adv ersaries, encounters, stock vehicles, and custom data sets that can be


http://bit.ly/15dSR5g
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imported for use with the product. A list of the various core rulebook adversaries, adventures, and
source books that are included may be found inthe  What You Get section.

Il f a set of imports contains a Gread meg§ text file,
import that set of files. Ingeneral , adversaries are imported using th
GAdversariesg§ pare, mpoaocdwent eiss ngg the Glmportd buttc
and stock vehicles are imported using the Gl mport§

SW GM Tools application. Data sets may be imported from the = SW Data Editor and should be t he
first thing that you import, if any exist for that set of files.

Note: The stock installation no longer contains any adversaries. Older versions of the software

had the Edge of the Empire Core Rulebook adversaries already in the Adversaries folder, but this is

no longerthecase. Al I adversaries for the core rulebooks ma)
folder.

BACKING UP DATA

It is probably a good idea to occasionally backup d
wi || ensure thatuanymitzends yYhwaEweters youEve create
corruption. The following folders inside your installation directory should be backed up:

1 DataCustoméThi s f ol der contains all changes and cust
main dat a, including descriptions, new or modified items, data sets, etc.
1 Characters e This folder contains all of your characters.

1 AdversarieséThi s f ol der contains all of the adversari
sources (such as the import folders that came with the product), or have created or modified
yourself.

M Encountersé Thi s f ol der contains al/l of the encounter
sources (such as the import folders that came with the product), or have created or modified
yourself.

T GroupséThis folder contains the adventuring groups

I StockVehiclesé Thi s f ol der contains al/l of tmhre stock ve
imported .

1 Languagesé Thi s f ol der contains any custom | porieg.uage |

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



LAUNCHING THE SOFTWARE

ST e g === To launch the software, eith er run the launcher application
- om , , , ,
A:fi'&"i'za (SWCharGenLauncher.exe?, if you installed V|.a the ZIP archive,
GENERATOR or use the link provided by the we
Ao GM TOOLS .
| e o v bring up the launcher.
Y !

I [« odit ind intain all of SW characts includi H .
m.““m"’ amecemide - From the launcher, you can do a variety of things:

I GM Tools Create, import and maintain adversaries, encounters, character I

| groups and stock vehicles.

Add descritions toal data, ar add or modity your aw specles, LAUNCH AN APPLICATION
re.

attachments, equipment, and mor

Data Editor
Trecsiiirers

SKIN STYLE:  Edgeofthe Empie " Age of Rebellion " Force and Destiny

o B CD | Three buttons in the main part of the window allow you to

| e w | lAUNCH the three main applications that come with the
\ re— software: the SW Character Generator , the SW GM Tools,
| I D €I . and the SW Data Editor . The launcher will stay in memory
- e ey | WHEN YOU run these programs, s o you can go back to it if you
''''''''' want to launch another one.
SKIN STYLE
A Star Wars Character Generator and GM Tools Launcher [E=m)
The original applications had their graphical interface |
designed to resemble the layout and colors in the original E“a‘i&a'i'za
Edge of the Empire Core Rulebook. With the release of the %{-.‘E“-.%'&?}
Age of Rebellion Core Rulebook and the Force and Destiny ,,:.,-;;::—-:6:
Core Rulebook, you may nowselect di f f er ent g sga [UpfmmEmm o oGSk omh oo m
to resemble the layout in each of the books. Sel ectini W) oG moimainssersares, encounrs,caracer
of the Empired will use the or (g8 grapcs, L owhi |
GAge of Rwllupdate thegnraghics and color scheme | svamsTvLE] e omeee  © s rnen 7 e o]
to resemble the Age of Rebellion Core Rulebook , and selecting | D & €D '
GFor ce an dvill Dpelatetthe grgpbics and color scheme | «<» e
to resemble the Force and Destiny Core Rulebook. The . —
selected skin will be used in all th ree of the main applications. |
VIEW THE DOCUMENTATION OR THE FAQ
Cl i cki mgiuctohssy ®r GFAQ§ buttons will | aunch the PDF f
FAQ file. Note that you need to have a PDF viewer, such as Acrobat Reader, installed to see these
files. Of course, if you didnEt halve it installed,

FORUM

Most of the discussion about the software can be found on the Fantasy Flight Games forums. Click
the GForum Paged to be brougdgonthesditivareect |y to the foru



OPEN FOLDERS

ThereEs two butto

ns that wi | |

open Explorer wi

folder and the data folder. In previous versions of the software, these were one in the same.

Starting with release 1.1.0.10, the

data folder now resides in an application data directory for the

Windows user currently logged in. This means that signing onto different Windows accounts will

allow you to have different data.

MORE OPTIONS

Star Wars Character Generator and GM Tools Launcher

STAR WARS
CHARACTER
GENERATOR
Ao GM TOOLS

For Use with Fantasy Flight Games'
STAR WARS Releplaying

KN

Create, modify, and maintain all of your SW characters, including
i igations, and vehicles.

Character Generator
Tieioii i) inventory,

GM Tools

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

Add descriptions to all data, or add or modify your own species,

Data Editor 2
attachments, equipment, and more.

SKIN STYLE: * Edge of the Empire

" Age of Rebellion " Force and Destiny

If you check the
GMor e
box, youEl |l
, more options at the
bottom of the dialog
that you can perform.
If you start the
launcher without any
| data, this check box

I More Options ¥

will automatically be

MORE OPTIONS

Data Info Clear Cache Portability
.
Current Culture (English (United States))

|

checked and
directed to perform a

data transfer in order

to getyourdataback. | f you
transfer . I f this is
can ignore the prompts.

DATA INFO

Clicki t he

ng

you have stored there.

DATA LOCATION

Starting with Release 1.1.0.10, the character generator stores data in a standardized place for
ea f the software. However, there may be times when you want to store your data in a

particular location. This could be the case if you're using a file sharing site, such as DropBosx, for
your data in order to share it with your players, and you want to set it to the local path the site uses
to sync your files.
This window will allow you to choose where your data should be located. If you select the first
option, the location will be reset to the default. If you select the second option, you will be able to
choose a location to store your data.
No files are moved or removed during this process, but you may need to use the Transfer utility to
copy your files from the original data location to the new one you select here.

" use the Standard Data Location

(¥ Select Your Own Data Location:

[” make path relative to install drive

used

the first t

DATA PATH

Clicki

ng

t he

Opti or

S

Star Wars Character Generator and GM Tools Launcher

= | |

1

oOoLS
S,
LA S

N

[T AR ¢/cate, modify, and maintain all of your $W characters, including
LIWESIILFREl inventol ligati and vehicles.

GM Tools

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

Data Editor Add descriptions to all data, or add or modify your awn species,
atta

chments, equipment, and more.
SKIN STYLE: ' Edge of the Empire

" Age of Rebellion ¢ Force and Destiny

CID @ I G CID G

More Options V'

O u E I I Monzbﬂ@s

| €T

Release 2.0.2.1 Current Culture (English (United States))

I

previous

G D a t ring up anfindogmatimu diatogtellingw i |
you where your data location is and how many files of the various types |

versions

me youEve instal

operformia e

Data Info g o e

[

‘ﬁ‘ The data directory is:

- - (‘BEFS\PEU\ Parkhurst\AppData\Roaming\SWCharGen

GDhata Pathg

Location dialog. This dialog allows you to changet he location
in which your data is stored. In most cases, leaving it as the

default d i

rectory

is fine. YoucEl

having separate data stored for each user of the software

(using different login IDs for Windows). However, there

may

be times when you want to specify exactly where your data is

being

stored.

One common Si

a file sharing site like DropBox to share your data amongst your players. If you install the

Dr opBox

9

soft war e, sync toldeEthat shaye ¢xactly whabyoushbve on DropBox and

ndows

soft

ed

button

al

tuat

Wi
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allow you to add or remove files from that location and have it automatically synchronize with

DropBox on the web. If your players also install the DropBox software, they will be able to access

the same data on their systems.

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

provided, or yc€hooamdiclhbiut¢k omhe oGbring

|l ocati on. I f the chosen | ocation
allowed to change the location until you choose a valid path.

If you wish to make the data directory relative to the drive on which you installed the applications,
check the box under the data path text box. This will remove the drive designator from the path.
When the generator sees a data path without a drive designator, it will use th

install drive. This feature can be useful if you want to make a portable installation. For more

information on portability, see  Portability , below.

When you have a valid path selected, or havechosen t o use t he

GCancel g to cancel changing your

TRANSFER DATA

Because of the change in the data directory, you will need to transfer
your existing data to the new location if you used versions of the
software priorto 1.1.0.10 , or i f youEve chosen

location for your data . To performatransfer, ¢l i ck the GTran

Datag buunhder GMore Optionsg .in the

The transfer dialog explains what you need to do and why you nee d

dat a

TRANSFER DATA

ing data (in the old location)?

| a d‘:uh::éf o @cfor?

to doit. You do, however, have two options during the transfer:  Archive existing data (the data at

the old location) and archive current data (the data at your new location). Checking the first option

will save your existing (old) data in a ZIP archi ve for safe keeping. At a future time, this archive can

be used with the SW Data EditorEs Re st o r E€hedkiagihe secand option will save your
current (new) data in a ZIP archive. The current data is the data found in the new location. So, if
which can also be used by
the Restore feature . The transfer process removes your current data before transferring your old

you ran the software and created new data, it can be saved in a ZIP file

data to the new |l ocation, s ocuirehtdataowil bedostn E t

us e

up a dialog t

not a valid pa

applicati onEs

default | ocatio
| ocati on.

t his

Click the GTransferd but Yo wil firsbbe preamptedoto selectthe éocation ans f er
for the installation directory that contains your data. This is the folder where the software was
originally installed and which contain the old DataCustom, Characters, Adversaries, etc., directories

that contain your data.  You will then be prompted to select the location for your

you chose those options. You will only be prompted for this if the locatio

The transfer process will then remove your current data (giving you a warning
original data to the new data folder . The transfer dialog will then be closed and all of your data will

be where it should be t he next time you run any of the apps.

10
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CLEAR CACHE

“*| starting with release 1.1.1.0, the applications will now cache
ottt e | aVETSATiES, encounters, groups, characters, and stock vehicles
... nadatabase o quck elieval. There may be imes, however,
PR e S e eSS\ han you want to clear out the cache and re -cache those items
[ CocheTable | in a new database. To do that, cli
This wild bring up the Clear Cache
- > items of each type you have cached, and be allowed to remove
| — Ithedatabas.ebycl [ ckiAng GCIf:ar Cache@, or r
--_ by c¢clicking GCancel §. I f the cache
is empty, a message box will be displayed instead, informing you of this. If the cache is empty,
YOUuEI Il stildl b e emoveigihyoutsbdesire.pt i on t o r
A cleared cache will be re -created the next time you run the SW Character Generator or the SW
GM Tools.
PORTABILITY
Normally, the Star Wars Character Generator is installed on  [zewi, ST &9
a desktop computer's hard drive. However, there ma y be mesmwars,cmm-rszg:mﬂﬂ:%mm;-;smnat;nuf;;fh
times when you wish to create a portable install, perhaps Mvmmmwmyﬁ
installing the generator on a thumb drive  or portable hard wmﬁ
drive that can be plugged into any computer. :::'siaazé.«:%555:555-:2:::m:.;:.;;:55&.25?.5:‘55::-“«%‘5:fﬁ'ffffﬁ“f:sfﬂ‘f::ffhm
To change the appsE portabili 1ywsmtramys click |the G
button. Not e: Thei GPoy§ button wil! rn“
accessible if the apps were installed manually. If the web
install was used, you cannot ¢ reate a portable install unless you separately download and install
the product using the manual ZIP file.
To enable portability, check or uncheck the box at the bottom and hit OK. When in portability
mode, t he application s' work directory will become the install directory, so your settings won't be
confined to a single user on a single machine, and will be available to the app lications on any
computer on which it is run.
When switching to portability mode, it is probably a good idea to keep your original settings file
|l ocated in your computerEs application data directo
install of the generator . To remove this file when setting portability mode, uncheck the second
check box.

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

device where the applications are installed.
(such as with thumb drives), you should also make your data path
the option below the folder path in the Data Location dialog).
informati on.
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- —
Select Language =)

SELECT LANGUAGE:

LANGUAGE
Clicking the GLanguaged button wi | 1P=tedetePegsw y ou |t o se
the tools. Note that the language used effects the text displayed in

[] Use characteristics and skills from translations

the various forms and controls, as well as the text of the printed e et o ot g

! be found, the default English (United States) will be used.
pages. It does not include maste r data items, such as species, | TE = =D
vehicles, careers, etc. There are three exceptions to this:

characteristics, skills, and item descriptors are translated to the selected language. If you have
made custom changes to these items using the Data Editor, then those changes will take
precedence over the text found in language translation.

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

Asosie i i TUTTISEES T yse an existing translation, se
'sTAR WARS . A . .
@@iagg‘c‘;gg the following Languagedg) . This wi
S language file tha t already exists on your system. Besides US
ansGM TOOLS guag y your syst
rr v o Y English, three other languages come stock with the tools:
PR -
. , ___ I French, German, and Spanish.
O i W .

| T S o Again, if you have already made custom versions of your
Daten Editor Fiige Beschreibungen zu allen Daten hinzu, oder erstelle oder R . .
T oA, characteristics and skills, those will be used by default. If you
STIL: * Am Randedes Imperiums  { Zeitalter der Rebellion {~ Macht und Schicksal
T T . would rather use the versmn found in the translation fllgs, .
= womme Check the GUse characteristics and

check box.

'WEITERE OPTIONEN

I oeer o T e een T pocatis 3 , A . ,
W vacerpiad 1 soache | Click GOKg§ to save your selection,

e == settings. This will return you to the Launcher. The image
shows the Launcher using the built -in German translation. To edit an existing language, or create a
new | anguage translation, click the GEditgd§ button.

EDIT TRANSLATIONS

Clicking the GEditg but%

select dialog will bring up the Edit Tra nslations | == ™" aEDCD s
dialog. From this dialog, you can edit existing | BT R B —
translations, create new translations, or - ient s
import and export your translation files. | P v

| v vowss Ransoty oot
To edit an existing language, select the | loeman  roiossome cormsames. s i
language from the drop -down list on the left. [ o«

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

12



There are over 3,700 phrases for all of the tools. For convenience, these are organized by a
GSource g . A s 0 u rlcepumerationaor doraerother setob raldted translations. To
select a particular source to translate, select the source from the drop  -down list on the right.

To edi't a transl ati on, click the phrase undamew GNew
translation there. For convenience, the original text is shown to the left. If the original phrase
contains a number in curly brackets (such as G{O0}§
the phrase. These are used to substitute some other text,  which should be obvious by looking at
the original text. They can be placed anywhere in
in numerical order (depending on the grammar of the language), but they must continue to exist in
the new phrase. Likewi se, i f the original phrase contains a s
die symbol, or G[TR]§ for a triumph symbol, those s
Chooss Lonavos Py T Pe = grammar, in the new phrase.
CHOOSE LANGUAGE:

* To create a |l anguage fil eAdfdgr batrn ew

Azans (SoutAfca) = at the top. This will display the New Translation dialog. Select the
f Avanten oaniay i | culture you wish to use from the list. If this is going to be a

S— — generic translation for a particular language, select a neutral

e (Eopte) et cul ture. In the i mage ¢af X hwolled the

e e o neutral culture, uahhi |Aef(@@A)feodidkesaa ns ( S

e o : culture -specific translation using the dialect of Afrikaans common

Base TF oF Wch}H TRANSLATION: to South Africa.
| engiin (Uniced states :
“ @ | By default, the new translation file will be based off of the original
— English translations. If you would rather use another existing

translatlon file for the base translation, select that translation from the drop -down list at the
bottom. For instance, if you want to create a German language translation specific to the dialect
spoken i n Switzerland, you would choose GGer man ( Swi't

GGer mang f r edawn tishse yodr origipal phrase text would already be translated using
the included German translation.

To export a language file, clickt he GExport§ button at the top of the
will save off the XML file containing the transl ati
and select the language file to import. You will be prompted if the language cultu  re already exists.

To remove a custom language file, select the language from the dialog on the left and click

GRemoveg. Note that this ONLY removes custom trans
removed and will continue to be available for se lection.
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THE CHARACTER GENERATOR

The primary applicatio

n StaroMarfs® Role Rlayimg chamacters isetlee t SWn g

Character Generator app. Using this application, you can create and maintain all of the player

characters that are played

in your campaign. To create and maintain adversaries, you should use

the SW GM Tools, described later in this documentation.

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

will be displayed at any one time, depending on

which has been selected. Finally, at the bottom right

THE MAIN SCREEN

(D) is a summary of your character so far,

including name, species, specialization, attributes, including soak and wounds, and his current
characteristics. You may see this information change on -the-fly as you modify your character.

TOP BUTTONS

At the top of the
DONATE
r}.!;Dmte! ‘ﬂ‘

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

SW Data Editor , ar

oggduded42@gmail.com any Support | can get

Click email o copy to clipboard

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

This button describes how to support my programming efforts for this
generator through PayPal. The generator, including the

SW GM Tools and

e freeware, but i f prgcae f
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OPTIONS

This button brings up the Options dialog. The main part of the dialog F
consists of the source list. All of the data contained in the generator e EIEE T
comes from various source materials, as well as from the core S
ruleboo ks. Core rulebook sources are displayed at the top of the list. f':?:n::u'ftmr;cmeew
At east one GCorefl source MBET b orde
Character Generator to have a usable set of data (you will not be
all owed to deselect all G C odeselért S 0 Wk €n@sS ) . You | can
any of the other sources you want displayed. Doing so will not affect E:EEEEEZ:i:'iﬁ'ffilf:i’f;;'i%‘mM
your current character, but it will affect what information is displayed E;::gumw*‘h'whm:%mm
in the generator. You can also change various other settings for the e e corm metween version changes
f Gl ncl ud e §Chseock the boxesyfar the items that you «»
want included when printing your character sheet.
T GAll ow GMéWhemtsliecked, this enables the GGM Gr
the Description pane.
1 GKeep cache bet we e g Wheaaves & mew versibneohtite gendrator is
installed, the current cache file is automatically removed. This is to prevent possible issues
where cached characters, adversaries, and the like may have an outdated image in the
cache database. If you have a large number of char acters or adversaries, caching them
might take some time. If you do not appear to have any issues with this, the generator can
be set to keep the cache. If, at a later time, an issue does crop up, you can still clear the
cache from the launcher applicati on.
¥ Glgnore Obligati on s & &Vhenchacged she gereratoriwitiignosethe o n s §
starting obligation size rule. Normally, you can only gain optional benefits for extra
obligation if it is under the selected starting size. With this checke d, all extra obligation will
be considered.
f Glgnore Force rating reéWhancheekedeall tharécens caMaceess! i t y §
the Morality pane. Normally, only characters with a Force rating can access Morality.
1 GUse Alternat i veonieeBy defadtehe Gamdratoudaleulates defense using
the latest method as outlined by the developers.  As of November of 2017, this method has
changed to use the best base defense, along with any items, talents, etc., that increase
defense. Using the alternate method (which was the default method previously) , only a
single item of a particular Gsource@d can contr.i
the default defense calculation, all equipped items that increase defense will be used for the
final defense calculation. Both methods now also rely on a defense maximum which, by
default, is four. This can be changed using GM Grants.
T GAllow Universal St & When ohgcked, xha@dteasican sedett a univessdal

specialization as their starting specialization. Note, however, that universal specializations
are still not considered as career specializations for adding Signature Abilities.

15



PRINT

This button will print your character sheet. More details for this
Character Sheets.

SAVE

This button will save your current character.

since the last time it was saved or loaded.

16
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THE PANES

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

CHARACTERS
SeLEeTenaRReTES This pane contains a list of all saved characters. The
ks Fal' Gmpaian i portrait and basic information about the character is
coL e meres - @I displayed below the character list.
Dash Zanik <No Campaign> m
DDHMHwh ";‘Z;:gw Various options are available via buttons to the right of the
Fiter oy Campoign: <A1l Campaigns> » !ist. GSelectd will open the sel e
Chida rase GRem@gvei | | permanently remove the
cwl.k'y H from the | ist. GNewd wi(kplacingener a't
ons: Schler, Force SansueEle the one currently in memory) . Gl mport§ and GExp
’ allow you to export a character that another user of the
software can thenimportinto hi s | i st . GCop yué [

duplicate of your character if you might want to test changes e
without modifying your original character. GShor t cut
create a shortcut for your character on the desktop. You can
launch this shortcut to automatically bri  ng up the character generator with that character already

loaded. You may also filter which characters are displ a
down list. The characters will be filtered by which campaign they belong to.

augch Chir'da P'assik in OggDude's Star Wars Character Generator

DESCRIPTION

This pane contains basic descriptive information

about your character, including name, player,

campaign (used for filtering in the Character

pane), gender, features, etc. You may also select

a portrait for your character which will be

displayed in your character sheet. You may

choose from a stock portrait (the same portraits

used in the Species pane), a local file path to a

picture, or a URL pointing to a picture. Any valid

picture type should be usable, including JPEG, PNG, Bitmaps, and GIF. Alternatively, you can

right -click on the portrait and paste a bitmap that you have already copied to the clipboard. If you

want to use a picture you find on the web, justright cl i ck t he picture in your b
|l mage to Cl i pbodickthdpprtra heni ni ghe generator and sel ec

| E]

Chir'da P'assik
r
e

%N i
& " )
- '

Right Click Portrait for More Options

e
iolet

Earned XP: 250

Total Credits: so0

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

17



AWARD ["Award XP and Credits T il
. Please enter the XP and Credits I ~
You may also award XP and credits byEre®™Trng|the G
will save you from doing the math when you change the values by hand. Awarded XP- o -
Simply enter the number of XP and credits from the dialog and click Awarded Credits: o
G Aavr d XBP.and credit awarded will be added to the current totals. m @
GM GRANTS
A GM Grants X The GGM Gr ant Sg b
B will be shown if you have
[~ Character startswitha FnrﬁeRaﬂngufE [~ Brawn from Talents Increases Wound I~ Willpower from Talents Increases Strain the Optlon Selected |n the
Maximum Defense (0 for no max):[4 = . . R .
Free Specializations: m;‘.iﬁ“’&, Free Skills: Career? Free Talents: G O p t Lons g d Ia I o g ’
Advisor Astrogation Adversary : button will bring up the
Advocate Athletics = Against All Odds )
Ag.gressor Brawl E Aggress.iveNegntiatinrs GM Grants dlalog that
Agrtatu.r C"laﬂ’lll = AlchemnclaIAr‘.ts .
= o H He will allow you to select
-~ .
& e . g certai n non-standard
Fiizer: | Filar: e options and benefits that
F.recspec_iaﬁm_um: m'ﬂbem-dto!hg aharacter Free sh_'Hs indmbommh_gf.ree ranks in a skitl, as well ;_rree talents m'.’fbeadﬂeg'wuh- character atomatically .
Spcoiaties i bty et o ety e il i geanting coreer amivn the ot e il armiedarent: s et it te st wme | the GM may decide to
remain on the charactey, but will cost experience. Tolents  retained for those ranks. if you don't want this 1o existing ranks. Any coices for taients, if availabie, can A
purchased from free specalizations are NOT free. ﬂ.}ﬂo{m:;{t:ﬂurrh&sermﬁsma.:f)mmsommm be made by clicking the “Choose” button. G g r a n t g y O u r C h a r
These grants will be
Use these options ONLY with the permission of your GM! Stored Wlth you r

character and will be
active as long as the GM Grants option is selected

The first grant, if checked, will give your character a free Force Rating. This grant works the same
as similar Force Rating gains available from careers and specializations: it does not add to the
charact er Es ,Hutgrantsea F&RRee Ratimyg. You may grant up to a Force Rating of 5 using
the numeric up/down control.

Two other grants let you select how Brawn and Willpower received from Talents (such as

Dedication) affectt he characterEs Wound and Strain threshol ds
will also increase Wound and St rain. If unchecked, only starting Brawn and Willpower will be used

for these attributes.

You may also grant your character free specialization s. Just go through the list and check off the
trees that the character will receive for free. If you already ha ve a particular tree, it will be shown
with a check mark on the right. A free tree will not count against your XP usage, although any
talents selected from the tree will cost XP as usual. If a previously -checked tree is unchecked, and
your character alre ady has that tree, it will remain with the character, but will now cost XP. Free
trees cannot be removed from your character. If you want to remove a free tree, you must first
uncheck the tree in the free specialization list, and then remove the tree fro  m the Specialization
pane of the character generator.
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You may grant a character free ranks in skills, or even make certain skills career skills. Just select
a skill, change how many (if any) free ranks to give, and check whether or not this skill becomes  a
new career sKill.

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

Below the grids are text boxes that allow you to filter what is shown in the grid. Just type a
portion of the name of the specialization, skill, or talent that you want displayed and the rest will
be hidden.

Click GGrant § wh eandtyequantsanll be afidedta ysun eharacter. If you wi  sh to
save the grants, but do not want them applied to yo
Clicking GResetd wildl remove all configured grants

GCancel § to cancel the -cahdrevgretemtp theprevieudstatet .o gr ant s

BACKGROUND
BEGINNINGS: The Down and Out - | sTORY:
bow AND oUT g - Here you can generate a background for your
Peams e et e om s b character. There are three standard aspects to
e e e et omensordenons. . .
s haracirstrsou nowing it e s st bt and. this: Beginnings (where your character came
ATTITUDE TOWARD FORCE: An Ancient Religion
- from), Attitude Toward the Force (how your
character views the Force; ma y be eliminated if
not appropriate for the character), and Reason for
REASON FOR ADVENTURE: Opportunity Knocks - ) .
SrORTUIEY HOGKS - Adventure (why your character decided on a life of
e R : adventure and travel). A description of these
i i M b . I ,
e iio. A Lo st s b boed e - - selections is displayed below the drop down lists.
To theright is a sectionwhereyou can write a short story about your
This is only intended as a s ummaepthstoriesslyooldlbe char act e
created elsewhere, such as in a word processor.
OBLIGATIONS/DUTIES SELECT  Oblgation - wotEs:

Type = Chir'da has vawad to discover the meaning behind her empathic Force pawers =
and to find a Jedi master, if one still exists, to help her hone her abilities.
Oath

Here you can add, select, change, and remove various :
obligations (from Edge of the Empire) and duties (from
Age of Rebellion) for your character. Each obligation
and duty has a size, as well as a section for adding
notes describing the particulars of that obligation  or

OATH

Please see page 39 of the Core Aulebook for detals.

0 Credits [+5 Obligation)

duty. All of this information will be displayed in your

character sheet. To switch between obligations and
duties, just select the one you want from the drop down list  at the top of the pane .

The GRandom@ b sdarandom ohligation or duty owith the sam e size as your starting
size. Any existing obligation or duty will first be removed. If two are randomly picked, the starting
size will be divided between them.
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OBLIGATION AND DUTY OPTIONS

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

To use the options, first select the starting obligation or duty size, based on the size of your

adventuring group and the instructions of your GM . The generator will then figure out which

options, if any, are available for you to select. For obligations, options will be made available when

youEve selected enough additional obligations above
madeavai | abl e when youEre removed enough duty bel ow t|

Once youEve selected your options, theyEIlIIl remain s
in the future. However, if you deselect an option and that option is no longer available du e to the

current size of your obligation or duty, you will not be able to select it again until there is a change

in size that will allow it.

MORALITY

SELECT MORALITY: NOTES:

In Force and Destiny, your character may have a

value called Morality. By default, each Force -

sensitive character will have Morality, assuming

youEve selected thG@reForce an
- Rulebook source. However, you may select an

— oyt s option to allow any character to use the Morality

Light-Side Force User

HATRED (WEAKNESS) H
MARALITY ADTINNE ( g meChar”C
Pleasa see page 50 of the Force and Destiny Core Rulebook for details.

Morality consists of a single value (A) which
determines how fa r into the light or dark sides of the Force you have moved, a title (B) determined
from the morality value, and one or more Strength and Weakness pairs (C). When you add a
morality pair, you will first choose the Strength. This will automatically choose the corresponding
Weakness for that Strength. You can, however, choose your own Weakness if you so desire. You
may also have more than one morality pair.

The Force and Destiny Core Rulebook contains standard strength/weakness morality pairings.

When you add a New morality, or a Random morality, the strength will be added with its paired

weakness. Some source books (such as the GKeeping
characters) may contain alternate pairings that can be used instead of the default found in the Core

Rulebook, including possible omissions or additions of different strengths. To select one of these
alternate pairing, use the GAlternate Pairsg (E) dr
currently selected strengths and weaknes ses and is only used when adding a New or Random

strength.
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MORALITY OPTIONS

As with Obligation and Duty, you have the option of starting out with more XP or credits, and you
can also start with your morality value at a higher or lower value. You may selec t an option from
the GMorality Optionsgd drop down (D), or just

SPECIES

SELECT SPECIES:
.

Species Options -
« Wound Threshold: 10 + Brawn ‘ ‘

This pane allows you to select your species,
including any options that might be available for
your species. Some species have a number of

[y W G

« Strain Threshold: 10 + Willpower
« Starting Experience: 110 XP

SELECT NON-CAREER SKILLS: + Spedial Abilities: m . . .

5 e B gdd:wihcwskw"h | different options to choose from. These will be

n At B ovans B shown as buttons (A)i n t he GSpeci
B Coercion Please see page 48 of the Core Rulebook for details.

panel. If only one option is available, it will be

the only one present in the dropdown list.

Humans can also select non -career skills to gain
ranks i n. To the ri gfht
the species (B), including starting stats, starting
values and experience, a portrait showing a typical example of the species, plus any informative

text that has been entered in by you (as in this example) , or a page number reference to the
species.

M Computers

Yo

SUB-SPECIES

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

species is select amciesy 0 Uekdsdes S €€ T N $g sSelill o =
. . Y 0 () olvjvioiolo
drop down which lists the available sub -species o omsreciee.

from which to choose. Different sub -species can EEI - | : Sib-svecles:ure

s Wound Threshold: 11 + Brawn

>

+ Strain Threshold: 8 + Willpower

give you different options to select from, Seepage 20 of Dangerous Covenants « Starting Experience: g0 XP

sourcebeok for details s Skills: Brawl 1

Athletics

+ Special Abilities: ~
Species Options AQUALISH
skills, and different special abilities. When your The Aqualsh are usked bipeds rom the planet Ando whose
aquatic mammals. Aqualish had 2 reputation for being nasty,
crude and aggressive, and generally pursued off-world
your character Sheet, your sub _SpecieS, if one rank in Athletics. ;hebmnstim‘amuus such Aqualish was the smuggler Ponda
aba.
the Aqualish people are made up of three distinct races which
included the Aquala, the Ualaq and the Quara. Although they

including different skill selections, non -career ———— ——
X . A ) appearance combined aspects of arachnids and pinniped
species is displayed, either on the screen or on -
Quara may begin the game with one careers as mercenaries, bounty hunters, and pirates. One of
EXiStS, WI” be In ClUded neXt tO It- Physiology: An amphibious species native to the planet Ando,
all had their differences, their baseline genetic structurewas

CAREER

SELECT CAREER:

This pane allows you to select your career, starting
e -

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

COLONIST

SELECT STARTING SPECIALIZATION:

Scholar

SCHOLAR — THE GIFT OF KNOWLEDGE

the ide of 2 Scholar
t seem 2 bit odd, If
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CHARACTERISTICS

e e wn v el o | enmmeremsne e | THiS pane allows you to purchase extra characteristics.

(] (=] =] (=] [=] @SQ ona According to the rulebook, this should only be done
[ZIE]EIE]EI@%Q when first creating your <charac
EEAGREE @ in the program that prevents you from changing your
EEEEEOSES starting characteristics later on. Totheleft (A), youE]l |
FEEEEOSES see all of the base values of each characteristic from

Binjoinin OO — 5 1 whichever source they come from (species, talents,

attachments, items, or cybernetics ). Hit the plus and
minus buttons (B) to add or subtract from t he characteristic to get the final value. Note that your

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

INJURIES

Certain critical injuries or other actions during play s e s e o e CHARACTERISTIC: v
may, unfortunately, lower one or more of your FEEEECGS
characteristics. To lower a characteristic, check the Bininininlo): /AN

box next to GAllow adding olCE RV
This will display the Injury column in the characteristics 1 E1E EE O] 2 8 fd
pane. Note: Do NOT click the minus buttons under Binininiolo)- At 0
GBuyg§ to lower a characteri i [ I QRya8(G haracter
generation is completed. Doing so will refund XP, and

will not allow a characteristic to be lowered more than its base value before purchases

Characteristics lowered by i njury do not refund XP and should be signified by using the Injury

column.

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

This pane will display all of your currently - D | | ||
purchased specialization trees. When a : ) - "
talent is brightly colored (A), it may be = D

selected by clicking in the empty square at o e oo el

the top left. When a talent is dimmed (B),

it cannot be selected un til a talent that [mson 3

remove [ll per rank and decrease 1 Choose 1 knowledge siill pend ) to ‘Once per session, may re-rollany 1 Choose sny 2 siilk. They permanently

difficulty from checks to bresk codes or | g@in rank insuccesses. knowriedge check.

connects to it is first selected. If you T

deselect a talent farther up the tree, all dependent talents will automatically become deselected
and any XP returned . Bonus career skills for this specialization (E) are listed at the top.

TALENT OPTIONS

Most talents will only give some circumstantial in  -game benefit. Others will immediately add to a
skill or attribute. Still others allow you to choose special options. These talents will have a white

Gpl ayd button t o tgael Elickg\ddn this button tvikbrirg apasdialég that will
allow you to make the specific choice. For instance, the Well-Rounded talent ©allows you to choose
two skills to become career skills. By clicking on the play button for this talent, adi  alog will appear
allowing you to select the desired career skills. Similar dialogs will allow you to select skills
characteristics , or items, depending on the talent.

There are currently six types of talent options:

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

Choose Characteristic ==

I
CHOOSE CHARACTERISTIC:

[Brawn hd

BRAWN

Please see page 16 of the Core Rulebook for
details.
i

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

| - - B J
1 Skill Choice (e.g., Knowledge Specialization) é Select skills for a particular purpose.

Choase Skl

!
!
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9 Skill Characteristic (e.g., lightsaber techniques) € Select a different characteristic to be used

Choose Skill Characteristic

==

| SELECT SKILL:

Lightsaber N

Presence

CHOOSE CHARACTERISTIC FOR SKILL:

| for a skill.

1 Item Modification (e.g., Tinkerer) e Select an item to modify in some way.

D

9 Signature Vehicle (e.g., Signature Vehicle) & Select a signature vehicle for your Rigger

Choose Signature Vehide . W

ﬁ'

‘ FIRESPRAY PATROL CRAFT |_

specialization.

ACQUIRING NEW SPECIALIZATIONS

. Choose Specaization T 1 =

| ADwEW SPECIALIZATION:

u Archaeologist (Explorer) *  ARCHAEOLOGIST

o Shaw enly Career Specialimtisns

Shaw Nen-Career Specialimtions

N Shaw avers

|

al Specialtrtions

Show Al Specializmisans

XPLOST: 20
CURRENT XP: 205

Plaase see page 25 of Enter the Unknown for detai

i

t he

You may purchase additional specialization trees by clicking on
GPurchase§

D). t Thiedispleyd thetAdddNew o p

specialization selected and previous specializations that you have already purcha

appear
selected specialization, or close the window if you change your mind.

t he

MOTIVATIONS

NOTES:
Chirdaws

new purchase

wi ||

This pane allows you to add, select, and remove y o u r

at

t he

Specialization dialog. The specializations that appear in the drop

| down list are based on the filte r selected below it. There are four

filter options: career specializations, non -career specializations,

universal specializations, or all specializations. Depending on the
sed, the cost of

bottom of t

he d

character

motivations. The character sheet will display up to three different
motivations. Each motivation has two parts, the type and the
specific motivation. Changing the type will automatically update the

list of specific motivations as well.

GNot es §

secti

24

on

Each motivation
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also has a
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affectsy our character. Again, keep in mind that the
character sheet is limited .

Clicking the GRandom§ but orgou asperithe CRBe Ang existng mot i vat i

motivations will first be removed. If two motivations are randomly selected, they will both be
different.

SKILLS

This pane contains a list of all available skills that

you may choose for your character. A chec kbox (A)
will appear next to any career skills (which cost less
experience). If a skill has purchased ranks, then a
dropdown wi | | apParaeemnundanm
This allows you to select how many of these ranks

were purchased when the skill was a n on-career skill, just in case a change to the character made it
a career skill later on (see the next section, below, for a full explanation) . A dropdown list (C)is
available for each skill which allows you to change the number of purchased skill ranks f  or each
skill. Keep in mind that no skill rank can ever get above 5, so this dropdown will have a varying
number of possible ranks to choose from. Also, changes in skill ranks from other parts of the
generator may affect the number of ranks you can buy, which might cause you to suddenly get an
increase in experience points if a purchased skill rank needs to be eliminated in order to keep a

CHARM (PR) skill down to 5 ranks or less.  The sources for various skill ranks can be

ot RS2 seen in a tool tip by hovering over the sk ill. Finally, the Dice Pool (D) will

This skill's ranks come fromthe following: | SNOW Youwhat y our di ce pool should |l ook 1ike.
Species 1 . . .
Career 1 below, for explanations of the various symbles displayed here.

NON-CAREER SKILLS AND XP

When you buy ranks in a non -career skill, it costs 5XP mo re per rank. However, if you later

purchase a specialization , base, talent, item, etc., that turns a non -career skill into a career skill,

the ranks that youEve already bought should stil!]
however, will be at the new, lower cost.

I n the Skills pane of t hQargeeenredr actool rdommuyii @apeadiftohpe GNo n

ranks have been purchased in that skill (the ranks need to actually be purchased, i.e., cost XP; free
ranks donEt c¢ ou mdp-ddwo will atlolv iyos jo set how rhamay pdrchased ranks should
be considered non -career ranks.

Under normal circumstances, Yy oows,lsiocathachafatterneed t o
generator will keep track of all of this for you . However, older characters may need some of their

skills adjusted to reflect non -career purchases before they purchased a specialization. Also, if a

skill becomes a career skill,andyou | ower t he @Giewo sefithem dackagain, this may

cause the skill to lose non -careerranks, whi ch means youEIl|l need te add
down.
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DICE POOL SYMBOLS

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

» Each ability die symbol represents the number of ability dice you may roll for a skill check.
Ability
. Each proficiency die symbol represents the number of proficiency dice you may roll for a
Proficiency skill check. You will see proficiency dice when you have ranks in a skill.
Certain abilities, equipment, and talents allow you to  add boosts to particular skill checks.
Boost Each boost die symbol represents the number of boost dice you may roll for a skill check.
Certain abilities, equipment, and talents allow you to remove setback from particular skill
Remove checks. Each remove setback symbol represents the number of setback dice that may be
Setback removed when you make a skill check. If there are more remove setback symbols than you

have setback dice for your check, the remainder is ignored.

Add Setback

Certain abilities and equipment might require you to add setback to  particular skill checks.
Each setback symbol represents the number of setback dice that must be added when you
make a skill check. If you have both added setback and removed setback for the skill, they
will cancel out and the remainder of the higher count will be applied

Add Success

Certain abilities, equipment, and talents may allow you to add automatic success to the
result of particular skill checks. Each success symbol represents the number of success es
you may add to a skill check.

3 R 0 O00¢

Certain abilities, equipment, and talents allow you to add  advantage to result of particular

Add skill checks. Each advantage symbol represents the number of advantage you may add to a
Advantage | il check.
- Certain abilities, equipment, and talents  might require you to add threat to result of
(9) Add Thre at particular skill checks. Each threat symbol represents the number of threat you must add

to a skill check.

Cancel Threat

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

allow you to cancel the effect of threats generated

Certain conditions and equipment mig ht require you to increase the difficulty of particular

Increase _ ; e . o ;
@ ippe skill checks. Each increase difficulty symbol represents the number of times the difficulty is
Difficulty increased.
Certain conditions, equipment, and talents might allow you to decrease the difficulty of
Decrease - . e .
ifficul particular skill ch ecks. Each decrease difficulty symbol represents the number of times the
Difficulty difficulty is decreased.
U Certain equipment might require you to upgrade the difficulty of skill checks. Each upgrade
pgrade - . o - .
ifficul difficulty symbol represents the number of times to upgrade the difficulty. Difficulty is
Difficulty upgraded only after it is increased or decreased.
D Certain equipment and talents might allow you to downgrade the difficulty of skill checks.
owngrade o .
Difficul Each downgrade difficulty symbol represen ts the number of times to downgrade the
Ifmculty difficulty. Difficulty is downgraded only after it is increased or decreased.
Certain Force power abilities allow you to augment  particular skills with a Force power
check. Force power checks consist of on e Force die for each point of Force Rating the
Force-sensitive character possesses. When such an ability applie s to a skill, you will see
O Force one Force die symbol for each point of Force Rating. This indicates that you may use  upto

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

OWNED WEAPONS:

Equipment comes in three diff erent types:

Transfer @ Attachments

rescr. s svo 200 |t memssissE | weapons, armor, and gear. The currently -
TT24 Holdout Blaster Ranged(Li. 6 Medium 350 . . .
Voo ottt Bser FargedllL. 7 St 400 displayed type of equipment (A) will show up on
Model Q4 Quickfire Ranged(Li.. 5 Short 250 . .
N e NPT N C a dimmed button at the top.  All the equipment
“ Al " Restricted " Unrestricted . . . .
i e [ .| I SIS GETS X | of that type will be displayed in the grid below
Filterby TVpe: | Types - Encumbrance: 077 . . .
(G Ficernysoures: 150 . (G). You can filter this equipment by the

FilterbyName: [

Y o — category drop -down, the type drop -down, the
D E source drop -down, and a typed -in name filter ,

ooz UNARMED || and by selecting restricted, unrestricted, and all
« Critical: L3430 . . . .
LBt Koo equipment using the radio buttons (restricted
Stun Setting . .
* equipment must be obtained on the black

market). Below the list of available equip ment

(G)is a section (B) containing a picture of the equipment (if available), stats for the equipment, and

a description of the equipment (or a page number, i
to the right (C)shows all purchased equipmen t of the current ly-displayed type.

ADDING EQUIPMENT

Two different buttons (D)al | ow you to add equi pment to your <char
GAddg will just add the equipment to your character
acquiredthi s item for free or as part of your starting

equipment from your credit total. This is the normal way of acquiring equipment.

REMOVING EQUIPMENT

Likewise, owned equipment can be eliminated by clickingont he GRemoved§ or (ESel | § ¢
GRemoved will just delete the item from your invent
receive credits in return.

RENAMING EQUIPMENT

T “=l You may click t heotoGdRame theselgctedawhet o n
ENTER NEW NAME FOR ITEM: . . ) . )
equipment. This name will show up instead of the base name in all
sheets and panes. To revert back to ¢t
: O |
' in the rename dialog.
ITEM NOTES
Each item or set of items in your inventory can have a note ooyt S
ENTER NOTES FORITEM: [orce Pike
attached to it. This note might mention a special feature, from Found this off ofa dead gamorrean. It lets me add
[ADVANTAGE] to each combat check|

where you obtained the item, or anything else you might like to _ |
remember. To changenot e s , click the Tidwlt es E::ﬂpﬂagadgam;,eanqmneadd A
bring up the Modify Item Notes dialog. Type your note in the top e

text box. The previ ew box below it will show you what your note @ =5

wi || l ook Iike. You can add tags to your note, inc
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A~

when youEre done, or GCancel d to cancel the change.
GSpeci al @ therespactivengrid onthe printed sheet, along with any other information
(qualities, attachments, etc).

Spit Tem tack IS EES) SPLIT AND COMBINE ITEMS
SPLITITEMSTACK: 1 j .
RN These two buttons ©ar e used to work with a Gstackyg
£ Spiitoff to this many stacks be stacked are any item that may have a quant ity greater than one. Certain
€2 €CE | items, such as items with Hard Points, cannot be stacked.

Any item with a quantity greater than one may be sp
button while such an item is selected. This brings up the Split Item Stack dialog. You have two

options: split off the specified number of items into a new stack, or evenly split the items into the

specified number of stacks.

When you click the GCombined button, all separate i
single item with the combined quantity.

BUYING OR SELLING EQUIPMENT

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

select the price you will buy or sell the item for. This is always based on c::?ii:‘(\::n::::d)
the listed price for the item. You m ay choose which standard percentage M

of this price to use, a custom percentage that you can select (between 1%

¥ Buy at Base Cost [25 Credits)

@ Buy at 25% Markup [31 Lredits)
i@ Buy at 200% [Black Market) [50 Credits)

9 i 1 @ Buy at % [25 Credits)
and 500%), or you can just enter the end price  yourself. PR

If the item being purchased can be stacked, you can specify the quantity dummmel: =
of the item that you wish to purchase. If you already have items of this o« €
type in your inventory, checking the GStack existin

will combine your new purchase with your existing item.

EQUIPPED, CARRIED, AND SHOWN

Owned equipment also can have three diff erent check boxes associated with it: ~ G&quip,§ &arry,§

and Bhow.§ Gquipgindicates that the item is currently equipped by the character and is providing

soak, defense, and any benefits from attachments and mods.  Items that are equipped are also

autom atically carried. Two pieces of armor may be equipped at a time, and only a maximum of

two weapons. Any number of gear items may be equipped atthe sametime. The app doesnkEt
differentiate between one - and two -handed weapons, so do not equip more than o ne two-handed

weapon at a time , unless your GM allows it .

&arrygmeans that a piece of equipment is carried with the character wherever he goes (as

opposed to items owned by the character but, say, stored in his ship  or at his base ), but is not
being acti vely utilized . This means that it contributes to encumbrance, but does not provide
benefits, such as soak, defense, or any benefits from attachments and mods that  might apply to the
final character calculations. Any number of items (weapons, armor, or ge ar) may be carried.
However, the encumbrance will add up and may eventually penalize the character.
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GShdpwonly applies to weapons and indicates that suc
character shee t . You shoul dj chhoexc ki afstdmedrd @Sapon that you always

use. Weapons shown on the first page will already have any added damage, range, and dice pool

enhancements pre -calculated for convenience. Keep in mind that a limited number of weapons will

fit at the bottom of page on e, so choose which ones will be displayed wisely.

CRAFT ITEM
Clicking the GCraft Itemd button will allow you to
ar mor , using the gameEs crafting rules, Craftimgnd i n v a

section, later in this chapter, for details on how to craft items.

ADD COMPANION

Certain pieces of equipment (normally in the GGear §
can be transformed into a companion for the ch aracter. For instance, the GRi di
contains inventory Gi tcampanidns.tWhersuch nstem isireypur e s e n t

invent or y ConpinongGddud t on wi | | become avail abl e. Cl i ¢
companion andadd it to the characterEs GCompanionsg tab.

see Companions, later in this chapter.

TWO-WEAPON SETS

. Two-Weapon Sets S5
If the character dual -wields two weapons, you can create two -weapon TWO-WEAPON SETS:
sets to display on t he first page of the character sheet by selecting the r——— > |
e PTrimary weapon andWeapon c kKT g G o
SELECT SECONDARY WEAPON: Set s g @ uThig W)IIrIDrIng up the Two - I
i i
G Weapon Sets dialog. From there, you can click o D
| T ———

GNewd to add one or morle—of—any—weapon i

your inventory to act as a secondary weapon. The Secondary Weapon
dialog will appear that will list all other weapons in your inventory that are
mngesngged .| not currently selected for the primary weapon (the exception to this is the

e = Unar med Gweapong. Unar med begatiboeweapsne d wi |
set). Choose one, and click GOKg. T-Weapon @etsaliplagras wi | |
a secondary weapon. If you want this set to be shown on the first page of the ¢ haracter sheet, click
the GShohweck box nexdondarnyphewdadapdre.d s@l icking GModi f
change the secondary weapon, while clicking GRemove
list.

UNARMED |

When youEre finished conf togturntothe
equipment pane . Any weapon in your inventory that is a primary
weapon of a t wo-weapon set will have the two -blaster icon displayed
next to it.

oldout Blaster

On the first page of the character sheet, two -weapon sets will be displayed showing the primary
and secondary weédhmskllsused (ihdifeneny, both ranges (if different), both
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damage ratings, and both critical ratings (again, if different). The dice pool will be configured using
the two -weapon rules from the core rulebook and will include any boosts, setbacks, advantages, or

WEAPON NAME SKILL RANGE DAM CRITICAL DICE POOL SPECIAL
. YOO

Stun Settin

threats for the primary weapon, plus any advantages or threats added by the secondary weapon Es
activaton, i f any, following a slash. The GSpecial g col
weapons.

CHOOSE OPTIONS

This button (E) becomes enabled w hen have selected an owned item that has some sort of user
choice involved. This could come from the item or from an attachment. Clicking the button will

take you through all choices that you have for the
GCargo Clothingg, youEll b e p ingounrargodlothting. FereHoieest t h e
from attachment s, this button wild/ perfor mitemhe s ame

Attachment dialog.

ADD HARD POINTS o HH

If a character possesses a talent that allows adding hard points to

items (such as I ntuitive ImprovememmAdd HP

appear below the owned equipment grid. Clicking this button will
allow you to add one hard point at atim e (to a maximum defined by
the talent) to any piece of equipment. Remember that you would

normally have to make a skill check to do this, and as always, you [ sen ]

should ask your GMEs permission before adding hard
this manner.

REPAIR

Repair: All equipment in your inventory will have a repair state @ The four

Winer Moderate m A Save Ttem Stat Block — . W T E

equi pment repair states ar|cAMENGHEE: meaning i is i

Format Style

fulywor ki ng order, Ghlicmckstg, |[meani.ng. | o e

P ‘
Al Text =i

use this item gain a setbackdie , GModer at e §|, gﬁmﬁﬁ PO [l |

Size: Edgeof the Empire  ~

meaning skill checks to use this item g et a difficulty Colors

increase,and GMa j or §, thmieanis unugable $ =

and its benefits are not applied. If a piece of I = I
equipment gets damaged, click on the appropriate B |
box so you can keep track of it for repair purposes. ' I
For shown weapons, the dice pool is automatically «» o : |
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calculated based on the repair state.

STAT BLOCKS

Clicking on the GStat Blockd button will display th
an image containing a graphical description of the item selected. This dialog is exactlyt  he same as

the Stat Block Dialog described in SW GM Tools.

ITEM ATTACHMENTS Tiem Attachments ==

Some purchased equipment can have

attachments. These can be purchased by
GAt (E)atc h m

clicking the
the top right. If t his button is dimmed,
the currently selected item in the owned
item list does not have any available
attachments (probably because it has 0
hard points).

When purchasing attachments for an
item, you will be shown a dialog

displaying a list of the curren tly-purchased attachments the item has (A),
a description of the selected attachment (D),

mods for the selected attachment (B),

CURRENT ATTACHMENTS: Hard Points: 2/4
- SELECT OPTIONAL MODS:
Name HP  DOptions
Integrated Holsters 2 3

Add [to Perception checks tofind stored
weapons

Add Oto Perceptionct =~ ks tofind stored
weapons

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

[ |

entsgAbutto

u
u

EEEN
[ 0

Failed?

and

information about the item being modified and the associated cost (E).

Choose Attachment

CHOOSE ATTACHMENT:

_ =

INTEGRATED HOLSTERS

Please see page 52 ofthe No Disintegrations
Sourcebook for details.

ion Gear
Integrated Holsters 3 .
o+ All

Filter by Name:

" Restricted (" Unrestricted

Saurce(s): No Disintegrations, Page 52

Encumbrance: 4
Rarity: 4

Price: 300

Hard Points Required: 2
Base Modifications:

To add an attachmenttothis equi pment ,
button.
Select the attachment you wish to add and click the

I Heavy Battle Armor I
To purchase these changes, it will cost:
E 300 Credits |
Please see page 52 of the No Disintegrations [
Sourcebook for details. m @
Sourcefs): No Disintegrations, Page 52 @
——
a list of any optional

click

The Choose Attachment dialog will be displayed.

t

GChoose§

button.

On |

y

attachmei

to your selected item will be displayed. You can also

filter t he attachments by its restricted setting

or by

&= entering any part of the name .
To remove an attachment, click the GRemoved button.
was in before it was modified, ¢ | i Rdsetdt hbeu t& on .
Attachments may also have optional mods that may be purchased in addition to the base mods of
the attachments. To select an optional mod, check the box to the left of the mod in the Optional
Mods list (B). That affect will now be applied to the attachment. By the rules, adding a mod
requires a Mechanics skill check. If the check fails witha ¥, a mod slot may become useless
(consult your GM) . I f this is the case, you may check the (
order to keep track of which optional mod slots can no lon  ger be used.

Any changes you make to modifications, either by adding, removing, or selecting and deselecting

options, will affect how much the changes will cost. The bottom right of the dialog
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how many credits your changes will cost you. You do NOT get money back for removing
attachments or mods, you are only charged for adding additional attachments and mods.

To take the changes without spending credits (again
button (E). Tospendthelist ed credits for the changes youyE)made,
To cancel any changes made to thisEequipment, <click

SPECI AL QJURY ARNTTGAAEDMENT

I f you have selected the Jury Ri ggwitbecoraelaeailable. A2 he Ju
stated in the rules, you can have one of these attachments per rank of Jury Rigged you purchased.

This attachment costs no credits and can be applied to either weapons or armor. If you remove a

Jury Rigged attachment from one p iece of equipment, it becomes available for another piece. If

you eliminate the talent that gives this benefit, the attachment will automatically be removed from

your equipment.

MODS WITH USER CHOICE

Some item attachment mods, either base mods or optiona | mods, T —r—
may require a choice from the user. When purchasing an | T |
attachment with choices from one of its base mods, the appropriate e 1281
user choice dialog will be displayed when the attachment is first
chosen and added to the purchased attachment list (A) . When

purchasing an optional mod that requires a choice, the appropriate |
user choice dialog will be displayed when the optional mod is I
selected and/or deselected, depending on the mod (B). If, at any |
time, you wish to make a change to any of your choices,cli ck t he GChoosed button a

of the item attachment dialog.

TRANSFER

Transfer Equipment ==

TRANSFER FROM [

You may also transfer any owned equipment to

and from a vehicle owned by the character, a

| group a character belongs to, or a vehicle owned

by any group the character belongst o. To do

this, click the GTransferg b

TRANSFERTOCHARACTER "HUMAN
COLONIST

| — , right. This will bring up the transfer dialog.
From here, you may select an equipment source
available to the character under GTransfer Fromg.

filter by that type of equipment.

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

ONCE POWER:
Force Fating: 1

Sense (4 Purchased) ~f | Dse Mentor DIscount [ XP OR basic power)
a—m e

If you have purchased any specialization, [e—— T ‘
career, or ability that gives your
character a Force rating, a new pane
button will become available named [ -
GFor ce .MAbiswdlbrgng youto a ey .

- TR e
pane that | ooks very similar to the oz
specialization pa ne that contains tree )| (R

Vehicles /

layouts for the various Force powers you
can buy. Like specializations, each
displayed power upgrade, just as with “ _— <
talents, are displayed either full color for an upgrade that you can select, or dimmed if there is no

selected upgrade that is connected to it. ~ Your current Force rating (A) is displayed in a panel on

the left. A combo box (B) contains all of the Force powers available to the character, based on the

minimum Force rating requirem ent listed below the combo box. Each power is listed with the

number of abilities purchased in the tree, so you can know at a glance which Force power trees

have purchased abilities. To the right is a checkbox (C) that can apply the mentor -5 XP discount

to purchasing a powerEs basic ability, as described
discount is applied to individual powers, so if your group loses its mentor, subsequent Force power

purchases can be made without the discount.

Unlike speciali zati ons, you do not have to purchase Force i
upgrades on those trees. So, if Force powers becon
Exi IGE®rce Sensitive Emergentd, or somaForodrdtiegr allt al ent
of the powers will be available to choose from.

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

SIGNATURE ABILITIES

SELECT SIGNATURE ABILITY:  Sudden Discovery (rnger) -~ (D D A new concept called GSi
Abilities§g became availa
ﬁm) the Unknown@§ sourcebook,
end of 2013. Signature abilities are
, = o Emrmmmm o career-specific abilities that can be
attached to career specializatio n trees
= that have had enough talents purchased
to make them signature ability -ready. At
the time of this documen
two signature abilities are available for Explorers only. You can, of course, create your own
signature abilities and assign them to any career that you like.

Description

Ohligation /Duty

Equipment

for datai, fordewsis, forderais, for daais.

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

The signature ability pane works similarly to the specialization or force power pane. After selecting
the base ability at the top, you may traverse the ability  tree and select any other node that

becomes availabl e. The benefits of these nodes are
sourcebook.
To add a new signature abi ttachg
. . ATTACH SIGNATURE ABILITY; ATTACH TO CAREER SPECIALIZATION: .
button. This button wil/ s A fosln@ C rae abil
career-specific specialization tree that you already EXPLORER SIGNATURE ABILITY: SUDDEN DISCOVERY
. . Please see page 34 of Enter the Unknown for details.
posses. Only one signature ability may be attached to e -m a
particular specialization.  From the attach dialog,
select the available signature ability on the left, and
the specialization tree to attach thisabi | i ty to on the right. Click GAtt
ability.
VEHICLES
as [ [opons X P The Vehicle pane allows you to add
. sn..r’; 11:- Earned XP: 0 Total XP: 110 Used XP: 0 Unused XP: 110 or purchase Vehicles fOI" your
Esl:riptinn ELECTVEHICLE: . ) )
e 7)) O character, including starships. The
Obligation/Duty 1 1
S pane includes a list of your currently -
= 0jojo) , MEw i
i) ) Pt purchased vehicles, plus a stat
o ionmrReeE block, descriptions, and places to
[Spectiatons ] e A e bl .
— e G e e add a name for your vehicle, update
VEHICLENAME: your vehicleEs portrai
E"— p J ABOUT THIS VEHICLE: notes about your vehicle. If you
_
Companions currently do not have any vehicles,
these areas are hidden.

ADD AVEHICLE e —Yw—

; SELECT VEHICLE MODEL: l

To add a vehicl e, o THisavidl bringrup  G&
the Vehicle purchase window. This window lists all of the
available vehicle models, including, again, a stat block,

~ 13eann
Availability: @ Al Restricted Unrestricted

vehicle summary, and buttons that allow you to add or o am s ot e
ilter tegory: ilter by Type:
purchase a vehicle. You can filter the vehicle selections by | s B

All Sources

its restricted (availability) setting, by starship or non -
starship vehicles, plus vehicle categories , types, sources (the
book or adventure in which the vehicle can be found) , or a
typed -in model filter . You can also sort by model, category,
type, and pr ice. Once you add or purchase a vehicle, it will

1-L IMPERIAL-SERIES REPULSOR TANK

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

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

——
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appear in vehicle Iist and wi || be able to

portrait.

your you

REMOVE OR SELL A VEHICLE

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

ATTACHMENTS

Vehicles can have vehicle-specific attachments, just like w eapons and armor. To add or purchase

attachments, click the GAttachmentsgd button. Thi s
Upgrade Weapon Systems FalT. &= you see for weapons and armor, although different
SELECTWERPON SYSTER: attachments will be displayed.
No. Arc Weapon Count Upgraded
1 ¥ Turret Mounted Twin Lightlon Ca... 2 No UPGRADE WEAPONS
2 Forward Mounted Twin Medium L... 2 No
3 Forward Mounted Twin ProtonT... 2 No . ~
! To upgrade your vehicleEs weapons, click
| GUpgr ade Watomp dhissmjl bring up the
Weapon Upgrade dialog.
To purchase these changes, it will cost:
mm 0 Credits and 0 Hard Points I n t h e g r | d , y ou EI I see a I | S1
Flnlsh .mn [anul . . . .
weapon systems. If this is a new vehicle, you will see

a list of the stock weapons that come with the ve hicle.

A count of the weapon systems will be on the left, followed by the firing arc, a description of the
weapon system, the number of individual weapons included in this system via the Linked quality,

and the weaponEs upgr ade sitl se¢ how much itAvill cost tosaveoyour t om, vy o
changes, plus any hard point cost.

To upgrade an existing stock weapon, click GUpgrade
To remove an upgraded weapon (which will then revert to its stock weapon syste  m), click
GDowngradeg. To remove a new added weapon, click C
weapon once itEs been upgraded; the weapon can only

downgraded, it can, once again, be upgraded. New weapons cannot b e upgraded, they can only be
removed and added again.

[

e — ~
UPGRADE WEAPON SYSTEM TO: FIRING ARCS: MOUNT:

-
B Add or Upgrade Weapon

When you upgrade or add a weapon system,

¥ Forward ¥ Turret

the Upgrade Weapon dialog will appear. This
dialog allows you to choose your weapon
system, plus various customization options.
You will see a list of availabl e weapons to the
left, which are already filtered based upon
silhouette minimums. After you choose your
weapon, you may select one or more firing arcs
that the weapon can reach. If a weapon is

Gl -]

Weapon = [Dam it =]
Medium Laser Cannon

Mini-Missile Pack
Mini-Rocket Launcher
Missile Launcher

Missile Pack

MM-XT Mini-Missile Tube

Paint Defense Laser Cannon

Proton Bomb Bay

Proton Bomb Release Chute

Dratan Tarmadn | sinrchar

BN OO N WO

S AN WO o w s oD

| =

[

v Aft
W Port
¥ Starboard

¥ Daorsal
[~ Ventral

I~ Retractable

COUNT:
Linked If mare than 1

LOCATION:

Daorsal

=

MEDIUM LASER

CANNON

Please see page 230 of the Edge of the
Empire Core Rulebook, or page 240 of
the Age of Rebellion Core Rulebook, for
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turret -mounted, or retractable, check those boxes.

just keep it as GUyos waatdo pbrchasd Multiple weapona dnd link thein
together into a single weapon system, you may choose up to 4 such weapons to do this with.

You can specify a location for the weapon, or

however, thatthe number her e represents the to

gual ity number. That i s
weapons and |l ink them
t h

andlinkt hem t ogether wi

G1§

GLinked

Note,

t al number of We ¢

means | ust
together with the
t he

purchase a
GLI

nked 1§

29 quality, etec.

ThereEs no added c os trret-nmounted, iretractable waaponss, ordocatidn o Wheh u

linking weapons, you will be charged for each weapon in the weapon system, plus half again the

price for t he linking. The total charges will show up on the Weapon Upgrade dialog as soon as you
cl i ¢k AGyGptlinking will cost a hard point (that is, replacing an existing weapon system

with 2 or more linked weapons will cost 1 hard point). To avoid |
costs, just purchase separate single weapon upgrades. Adding weapon systems always costs a

inking charges and hard point

hard point, so if you have the cash, squeeze in as many linked weapons as you can afford so the
hard point isnEt wasted!

IMPORT, EXPORT, AND COPY

These buttons allow you to transfer your vehicles between installations of the generator, and to

make copies of existing

while GExportg wildl
current vehicle in the list.

STOCK VEHICLE

eava —a - )

SELECT STOCK VEHICLE:

r— - Juwlwwlwf o

Test priAiviingAC I rooe

! BigBertha DP20 Gunship
.

vehi c lexperted velticle toyyaurchagacter,i | | ad

heixcploer tt ca acnooptyh eorf

ftihlaet .

veClickin

This button will bring up a dialog that will allow you to
add or purchase a pre -made vehicle for your character.
These stock vehicles can be created in the SW GM

Tools application and may already have names,
descriptions, attachments, upgraded weapons, etc.

Having the capability of adding pre -made vehicles can
save time in creating the same, or similar vehicles, multiple times for different characters.

When you select a stock vehicle for your character, a copy of the vehicle is made for your character.

The stock vehicle remains in SW GM Tools. Subsequent maodifications to the vehicle in your

character will have no effect on the vehicle stored in  SW GM Tools.

save venice statplock O 77@»

SAMPLE STAT BLOCK IMAGE: STAT B LOCK

éﬁiﬂ@%ﬂ% Ao  simited The stat block feature allows you to export a description of
__ the vehicle as a PNG file, which can then be used in your own

5 fwﬁpf:;houuy- publications. Clicking@gtat®B8dkat Bl o
| Dialog, as described in detail under SW GM Tools for
: adversaries. The GDiAspIayQ pane

[ con T oo X cone ] Lot s : vehicles, however. GAIl | Detail sg
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the vehicle, including

hul |

type, hyperlaonlyinclude

weapons and any attachments the vehicle has. Use the second option for a more condensed stat

block for the vehicle.

ORDNANCE

Some weapon systems on vehicles can fire various
types of ordnance, such as missiles or rockets.
These weapons generally have a profile that do es
not include weapon damage, critical rating, and
gualities. This is because you purchase the
ordnance separately. To do this, click the
GOrdnanced button. Thi s
dialog that will allow you to add or purchase
whatever types of ordnance you have in data. This

ordnance will show up on the vehicle sheet under

VEHICLE ORDNANCE: OWNED ORDNANCE:

Name Type n ice [ Name aty

Vehicle

2§

Concussion Missile (Mini) Vehicle

le (Mini)  Vehicle Cose z00 ||

cet Vehicle 5

c

|

W

© All

(f Filter by Category:  all categories
m

Restricted

Filter by Type: AllTypes

| D @23 i show Purchasable Items Only
+ Rarity:s
o
- up

« Range: Short

o Critical: 2O O

o skill: Gunnery

o Qualities: Blast 2, Breach
2, Guided 3, Slow Firing 1~ =

CONCUSSION MISSILE (MINI)

ressheofd o crone ] U
Covenants for details.

the weapons in order for you to know what types and how many missiles you have on your ship.

CRAFT FORTIFICATION

The GForged

below, for details.

CRAFT VEHICLE

The GFully §gOperuatcieo malo k

B

Print Preview

cont ai
Crafted vehicles appear in your vehicle list, just like other vehicles. Please see the
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i n o8kaltowslaeharacteoto araft @ fortification. Fortifications are
created as stationary vehicles and will appear in your vehicle list. Please see the

Crafting section,

for
Crafting section,

ns rul es

below, for details.

PRINTING YOUR VEHICLE

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

on

crafti

cost,

pment

n

(the ¢

youeE



PORTRAITS

Each vehicle comes with its own portrait. However ,ifyou donEt | i ke the defaul't
al ways add your own. To do this, click GSelect Por
you see for characterpor t rai t s, except instead of stock charact
portraits. You can load a portrait from disk or from a URL off the internet. You can right -click on

the portrait to both copy and cut/paste a portrait. For instance, you can find a portrait off the
internet, right -click and copy the portrait, then go to the  SW Character Generator , right -click the
portrait, and paste it.

[a]
(=]
3
b3
Z
(=)
2
0

Description MODIFY COMPANIONS:

Backgroun ey Ny Modity The Companions pane will display a list of
— =™ companions for the character. Companions
usethesamest andard Gadvessaryg
the SW GM Tools application. Companions

can be anything from a sidekick, an employee

_awwm Of the characterEs, a ridin
YOUNGKRAYT DRAGON 808" [RiVAL] | @ droid, or anything else.  For basic instructions

B T o @I on creating companions, please see the

Power Level 230

. P—errve———rera—— Adversaries section in the GM Tools chapter.

Obligation/Duty
Morality
Species
Career
& an ~ Minions Filter by Category:

Characteristics
 Rivals ' Nemeses All Categories

Specializations Filter by Name: I” Mounts Only

Motivations

Skills

Vehicles

CRAFT DROID

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

When a reward is added, a drop down will
appear listing all of the available reward
types. Selecting a reward will display
appropriate information about the reward in the Reward pane, including any selectable option
choices for the reward. Up to three option choices may exist for any reward. Clicking the
appropriate button in the Reward Options panel will make that option choice current. To select the

REWARDS T ——— o
e
StartXP: 110 Earned XP: 283 Total XP: 393 Used XP: 360 Unused XP: 33

The Rewards pane may be used to grant AR e

rewards to the character. Rewards are
I'lhhgdlmn[l]uly

found in the back of various career source
AT

books and range from battle scars to

titles, Alliance medals, engineer ing marks, D R .
m - Reward Options

NPC followers, reputations, and more. MAKERES AR

Rewards specific to your campaign m ay be R | 5

) A ‘ ) ’ e . 3 for all future crafting checks.

added using the Data Editor. b m——

ORI | i |

Spe
Updated: 7}
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option for that option choice, select the option in the dropdown below the option choice buttons .
All current information about the reward will be listed in the panel below the reward list.

Each reward has a Notes section that allows you to enter any information about the reward,
including a description, why it was grant ed, or anything else. Some rewards cost XP (which will be
displayed in the Reward Options panel), but can also grant talents, skill ranks, and die modifiers for

skills. A reward may also require a descripgheion of
name of an NPC, etc. If this is required for the reward, the prompt will appear between the Notes
and Reward Options panel. Finally, the Maker Es Mar

improvement, which will be displayed in a dropdown at the bo  ttom of the Reward Options panel.
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CRAFTING

Starting with the GSpecial Modificationsgd source bo
number of items, including weapons, armor, gadgets, alchemical potions and talismans, droids,
vehicles, and fortificat ions. The SW Character Generator allows a character to craft any of these
items through the Craft Item dialog.
Access to crafting can be found in a number of places associated with the type of crafting being
done. There will be a button for crafting at a Il of these locations:
Type What to Craft Location
Craft Droid Droids Companions pane
Craft Iltem Any weapon, lightsaber, armor, gadget, or other Equipment pane
tool, or alchemical potions and talismans .
Craft Fortification Fortifications Vehicle pane
Craft Vehicles Vehicles Vehicle pane
Crafting buttons will be displayed using a gold color for the text. Crafting is only available from the
SW Character Generator , not the SW GM Tools.
THE CRAFTING DIALOG
2 §EEAET —__ =) The basic Crafting dialog is designed in the
SN LU & Ay P hcnsics fashion of a wizard , much like the Inquisitor
ssmc;:l;pﬁ_ ' dialog. Wizards take you through various
REINFORCED CLOTHING * steps in the creation process. At the bottom
lcamor Eoy hechncer smimicnecsasrnaese || || Of the Craft Item dialog is a description of
Eﬂ‘b:Ai'A Mot ot 25 | the current item being crafted (how it will
e Cratting Time (Hours): 2 | look when finished), plus buttons to navigate
PRoME 4l bet ween the different step
ror i wha Gre o | when you are finished with your new item, or
I Thisis a commissioned item GCancel g to quit the Craft
sTEPTOFs creating an item.
Current Item:
et st st There are three steps to crafting
armor here. I m m .

STEP 1: WHAT DO YOU WANT TO CRAFT?

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

check required to craft the item. See the Schematics section, below, for details.
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potions and talismans f r om t he

GUnIl i mi t e dredRicewar dnaratertorhavea b o o k

Force rating. If your character does not have a Force rating, these two template types will not

appear when you craft items.

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

button to manage your schematics. If you select the proper
will be automatically created or improved for your characte

own schematics, assuming your GM allows it.

Below the template list is an area that allows you to enter the results of the skill check for craf

schematic effect in step 2 , schematics
r. You can also create and edit your

See Schematics, below, for more information.

ting

this item. Select the radio box indicating whether you rolled advantages or threat, then enter the

number of each result (advantage/threat, successes, triumph, and despair)

When crafting alchemical potions and talismans, two
you to enter light and dark Force pips rolled on your Force dice. These pips can be used when

selecting options for your potion or talisman.

The Craft Item dialog will keep track of these values when you creat
eft

many of each you have

in the spinner controls .
more spinner controls will appear that allow

e your item and tell you how

to spend, or how many

appropriate effect, even if you do not have enough result symbols to do so; just make sure your
GM allows whatever effect you will add to your item.

Checki t he

ng

Gcommi ssioned

itemdg check box wildl

Commissioned items sell for higher than items that are not commissioned.

STEP 2: CONSTRUCTION OPTIONS

B CraftItem [
SELECT OPTIONS FOR CONSTRUCTION:
(] {11, H1 {1 Al Reinforced Clothing <
Symbaols Effect Count =
Gord Practice Makes Perfect o
Gord Lightweight o =
ordy Sealable o =
Lord Lessons Learned T j
£ or p Extra Melee Defense o = I
Lo Special Embellishment o | I
g e oz PRACTICE MAKES PERFECT
454 0v0 & o =
Character learns something valuable and
gains [ on next check with same skill. - I
Note: In order to be fiexible, you moy sclect ony available offect, cven Jf you do nat have the crafting
symbals to spend. However, always consuit your GM befare sciccting any cffect
STEP20OF3 ||
Current Item:
REINFORCED CLOTHING
This is an armor template. Please enter the description of the finished -
= |

In this step, you select the various effects
that are to be added to the item. These
effects can be positive or negative,
depending upon the dice symbols spent on
the effect. Selecting an effect will change the
dice symbol display below the effect list so
you know how many of each you have left to
spend. Again, you can still craft your item if
you go over, as long as the GM allows it. If
you have more symbols to spend, the count
will be in green. If you have spent more
symbols than you specified in Step 1, the
count will be in red.

Usetheup/down contr ol s wunder

specify the number of times a particular effect has been selected. Some effects can only be

selected a limited number of times.
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Certain effects have a choice involved. Whenever
below the symbol counts, is enabled. Clicking this button will allow you to make the choice, or

choices, for this effect.

STEP 3: DESCRIBE AND FINISH YOUR ITEM

A Craftltem [

PLEASE NAME AND DESCRIBE YOUR ITEM:

LS ) EL L Reinforced Clothing Print Summary I

Description:

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

Preview:

REINFORCED CLOTHING

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

STEP30OF3

Current Item:

REINFORCED CLOTHING

This is an armor template. Please enter the description of the finished — -
armor here.
«<» |

When you are fi nished with your crafted item, click the
GFinishg button. This wi
appropriate list for your character (Equipment for

items, Companions for droid, or Vehicles for
fortifications.

 epors ] GETED  ownearwox:  acmens
Name Soak Def Price ﬂ Name Qty Mods Equip Carry
Adverse Environmental Gear 1 500 Reinforced Clothing 1 0 J | u

0

Armored Clothing 1 1 1000
Armored Robes 2 1 4500
Concealing Robes 1 0 150
Heavy Battle Armor 2 1 5,000
Heavy Clothing 1 0 50
| aminate 2 0 2.500 ll

@« Al ¢ Restricted " Unrestricted

. Rename 1 tioees 1o Combine ]
Filter by Category: Al Categories -

. Encumbrance: 0/7
Filterby TVpe: Al Types

Filter by Source:  All Sources o Repair:
Filer by Name: [ woor | waseae [
i rucios: R sia ok J Renove J sci 3
Add Companion Craft Item

[ ]

REINFORCED CLOTHING

« Encumbrance: 1
« Hard Paints: 2

« Rarity:0 This is an armor template. Please enter
« Price:48 the description of the finished armor

+ Categories: Half Body here.

« Soak: 1

+ Ranged Def: 1
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In step 3, you can select a name and a
description for your item. This is what the
item will be called in your inventory. You
can also print out a summary sheet for this
crafting session. Note that the only
opportunity to print this sheet is during the
crafting session. After you are finished
crafting the item, you can no longer print out
this sheet.

The summary sheet will give you information
on the template used for the new item, the
resulting item, plus all of the effects that
have been added to the item, as well as
material costs and selling price.
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SCHEMATICS

he sc

ng

he

der ed

[ sceraic SSnweac &4 The Schematics dialog will list all of your schematics,
CURRENTLY KNOWN SCHEMATICS: i A i L
prv——— T ez including the level of the schematic, and the new difficulty of
P — a Easy () Mechanics or .
= SurvalCheck the skill check because of t
[ Renove )
enter a new schematic, or -
W ~ . ~ Create or Madify Sci i A
i GModi fyd t o chan g emdkioridaic: S
I Filter by Template Type: <All Types> - Select Template Type: <
Filzerny::me:\ “ ! SChema‘tIC' From here7 you can Select Template: Light Armor -
— select the schematic level. Each i
ti me youchdthati 6§ i mprovement to a i%me
a skill check, any existing schematic of the same type will be improved by one level.
SKILL ASSOCIATION
sz ——— == |f you craft a gadget, or choose an appropriate
WHAT ITEM DO YOU WANT TO CRAFT? H H - H
oo oo [ screnatcs IO droid directive, you must choose skills to
SELECT A TEMPLATE: associate with the item or droid. For gadgets,
SIMPLETOOL Y | t he jtem will be consi
L i ired to create this item. - ~ . .
Speclit ool R “*  the jobg for this skil
Material Cost: 50 . . i . .
e ime (Hours) 1 11 droid will automatically get ranks in the
PROFILE: selected skills. To change the skills later, click
RESULTS OF CRAFTING CHECK: SKIELSHEDRAIHIS LT B | t he GCho orsuedgr the temgdlate
coc@lad ws gl ol Athletics | Choose ] description.
[~ Thisis acommissioned item
STEP10F3 |
Current Item:
SIMPLE TOOL f
This is a gadget template. Examples include climbing gear, datapads, M
handscanners, medpacks, toolkits, and slicer gear. Please enter the
description of the finished gadget here. il m w |
DROIDS
Unlike other crafted items, o o Pt Py T ]
) ) PLAYER CHOOSES TRAIT:
droids may select two different .
|tem types |n Step 1 the dPI:t;?Iesseepage 83 of the Special Modifications Sourcebook for
template for the dro id, and a SourcetSpecil Modications,Page 3
droid directive. In S tep 2, you |
may use the options drop down |
to select the type for whichto — ——
select effects. Both profiles will be displayed in the summary sheet.

button .
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Droids may also have personality traits .
effect, a dialog will be displayed allowing you to select the
personality trait to add to your droid whenyouc | i ¢ k t

If you select a droid quirk

he

=

GChoc



ALCHEMICAL POTIONS AND TALISMANS

X Create Crafted Item X

WHATITEM DO YOU WANT TO CRAFT?

Force-sensitive characters (that is, characters that possess — ) |

a Force Rating) can craft alchemical potionsA and talisman 5”““& - —

as included in the GUnl.iTbsa e d ‘-ﬁé WET O | [S-@wknfri@m@u=ncdr@| O K
are available for crafting from the Equipment pane, just e

like for any other weapon, armor, or gadget. Vot it g

RESULTS OF CRAFTING CHECK:
. . . . . cgogh Hwl HAdh @b o
When crafting alchemical potions and talisman, Force dice of 2 el

I” This is a commissianed item

may be included in the crafting check. Because of this, the CrEmCEE

STEP1 OF 3

ACID
— . humber of Force S
X Create Crafted ltem This s potion template. Pl the
. . thefinished potion here.
SELECT OPTIONS FOR CONSTRUCTION: p|pS ro"ed W|th « Rarity
Options for: [T I - * Price:660
o — the CheCk m ay b e « Type: Alchemical Potion

O.pore Fortifying o B j . . Features:

TR - included in two 0 o e 4 s

©BO, @,or o0 ong-Lastin 0 :‘ . ‘wound at start of turn for 3rounds, plus 1 roun r 10 rolled.

VOG0 o oo o new spinner o<

£ oro @ /0 . n

Gom g | e controls that only appear when potions or talismans are

Targetheals 1woundwhen consumed.

selected.

Note: 1 order 10 be Aexil
symbols to spend. Fowev

Sefect any available effeet. even iF uou do mot have the crafting
Iways consut your GM before selecting sny effect.

ser20e3 | Additionally, options for potions and talisman include a

Current Item:

ACID Force pip cost, as well as a cost in advantage, triumphs,

This is an alchemical potion template, Please enter the description of . .
thefinshed potionhere. threats, and despair. These pips may be used when
* Rarity: 6 . . . . .
PGl capoton purchasing options when crafting potions and talismans .
Features: You will also see your current expenditure of Force pips

« Targetmust make Hard (44 ®) Resilience check. Iffa,!?d‘lakes . . B .

2 wound at start of turn for 3rounds, plus 1 round per & rolled. — — beIOW the Optlon |ISt, jUSt as for Othel‘ Symb0|S rolled in

the crafting check.

VEHICLES

— ——-mmm-— When crafting vehicles, four different templat e types will be
displayed during Step 1 : one for the frame, one for the engine, one

for the hull, and one for the assembly. All of them will be used

when creating the vehicle and an option should be selected for each

one. Only one assembly template will be available for selection,

matching the silhouette of the vehicle you are creating.  All selected

templates will be displayed on the summary sheet.

During Step 2, each purchased template type (frame, engine, hull,
and assembly) will have their own list of options available for
selection.

The crafting dialog allows you to use any vehicle that comes with

the character generator as a custom frame, not just the frame
When selecting the custom frame type, you will be prompt ed to select a vehicle from the vehicle

list. After selecting a vehicle, you will be shown the vehicle preparation dialog. This dialog allows

you to select how this vehicle is being prepared for crafting. Four options are available:
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1 Use As-Is & Use the vehicle as it is for the frame .
1 Remove Engine € Remove the engine from the vehicle and add 2

\(‘\: Prepare Custom Vehicle X
more hard points: to use. Removing the engine will set the R —
vehicleEs speed, def enses, and SPPEBAREEHIVERCEr g i n t O
T Remove Hull € Remove the hull from the vehicle and a dd 3 more O lze As-ls
) . " Remove Engine .
hard points to use. Removing th(emmnﬂﬁlll will set
and hand“ng to O * Remove Engine and Hull

1 Remove Engine and Hull € Remove both the engine and the hull
from the vehicle. This will add 5 hard points to use, plus make  all

of the above changes to the v ehicle.

Choose One of Eacht yapils Frame . Custom vebhicle crafting differs slightly from crafting
SELECT A TEMPLATE: stock vehicle frame types. First, adding engines and
| @ Template Name & C hulls to a custom vehicle is optional. You can add
R PROFILE just an engine, just a hull, add both, or neither.
e e [ o Peints:? When adding an engine or hull, th e engine and hull
o . Tvhe Preiter attachments will remove the appropriate attributes
| | * Categories:NonFigh g5 stated above, even if they were not removed
during preparation. The only difference is that you

RESULTS OF CRAFTING CHECK: . i
PN i e Lo s B e are not granted the additional hard  points when

you do it this way. This allows the GM not to grant the extra hard points for construction purposes

if desired. Also, when the custom frame is selected, another button appears to the side of the

templ ate | ist. Clicking GChange Custom Vehircleg wi
your custom frame, and also select whether or not to remove the hull or engine during preparation.
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THE CHARACTER SHEETS

The main point of this program is, of course, to generate a character

sheet for you. You can generate a character sheet at any time during

Unused XP: 110 the character generation process. To
the top left of the main screen.  This will bring up a dialog that allows

you to choose some print options, as well as choose which type of character sheet to print.

PRINT OPTIONS

The five print options (which can also be selected from PSSR ==

the Options dialog, described above) give you the option 5;1:1’::2:::? OPTIONS:

to include five additional types sheets with your ¥ Include Force power trees

standard character sheet. By checking the option, you fj 7 incwae sianacure ABley tracs ‘

may choose to include any vehicle your character owns, | E::::::::::::m

all of his talent trees for each purchased specialization, m

all purchased Force powers, all purchased Signature I |

Abilities , and stat blocks for any companions .

STANDARD CHARACTER SHEET

ET— =EES) Cclicking GPrint St anPdraPraligw dmiod | br i

| with a standard multi -page character sheet. This dialog also
gives you the ability to print your character sheet, change page
setup options, zoom the preview, select which page to preview,
or close the dialog.

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

| depends upon the amount of data being presented . Each page
contains an identical header that has general information such

as character name, species, car eer, and specializations , plus a
footer that contains the page number

s Chir'da P'assik

STATS, SKILLS, AND WEAPONS

The first page contains all of t
attributes, plus a section for keeping track of wound/strain and
critical injuries. Ital so contains all of the

including the dice pool, and a list of commonly-used weapons with

all damage, range, and dice pool pre -calculated. These displayed
weapons are the ones with the GS
Equipment pane.
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DESCRIPTION AND SOCIAL

Thesecondpagecont ains the characterEs por
descriptive information , such as gender, age, height, build, hair,

and eyes, and a section for notable features . It will also display

motivations, obligations, duties, moralit y, and background,
including the characterEs story. T h
continued on multiple pages, depending on the number of items

being printed. The story can start on a new page, but cannot be

split between pages, and must fit onto a single page (thisis a

summary, not a novel).

wwe  Chir'da P'assik

FEATURES, XP, AND ABILITIES

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

various talents that you know from any source, including
specialization talents, talents from your species, or talents from
items and attachments. Ranks in these talents, including any
descriptive text that you might have entered, will show up here.

Force upgrades and signature abilities are displayed in a simil ar n—— MRS
manner, with multiple purchases sho u under GP
The Force Power section will also have your current Force Rating, which will normally be 1, unless

you buy the single upgrade in the Force Sensitive Exile tree.

MONEY AND EQUIPMENT

Thelast sectionof t he character sheet shows
encumbrance, his current money (plus a section to record credits

earned through adventuring), and a complete list of all equipment

owned, including weapons, armor, gear , and vehicles.

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

OPTIONAL SHEETS

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

may also optionally include sheets that show tre es for your
specializations, force powers, and signature abilities.  You may
select these optionsf r om t he GOpt i ocerop gfthd ut
generator window.

THE “NOTES” SECTION

Some pages of the character shee
at the botto m, while others do not. Because the character sheet
is split into four sections, plus optional tree sheets, some sheets
can end up with extra space at the bottom. Rather than just Lo
keeping those sections blank, the generator wi
section to allow you to at least make some good use out of the empty space.

Print Preview SHEET STYLES

. [ Three different character sheet styles are available in the
! SW Character Generator : full color , full color no

background, and simplified. All of the examples above are full ¢ olor. The simplified style is
basically black and whittand d oes nEt use as ,whiethe fulpaolorsheat with hon k
background removes the datapad background graphic, and also uses the same margins as the
simplified sheet , while retaining full color in all graphics .

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

COMPACT CHARACTER SHEETS

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

Compact sheets are ha ndy for making pre -generated

characters for either convention runs, or for running one  -shot
adventures for your friends. They may also be used as a quick -
reference summary of a character that has all required
information on a single sheet at a glance.
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Basic information for the character is displayed at the top, including a stat block, attributes,

portrait, plus a list of all skills that currently have ranks. As space permits, you may also find lists

of talents, Force abilities, ob ligation, duty, moralit y, weaponsand equi pment , pl us t he
story, if thereEs |l eft over room. Many of these it
attempts to dynamically place the different parts into the layout.

At the bottom, y o uddfaihingflisymbolsandidieeyuseg ia theegamec This can
be handy for new players, or players not as yet proficient with the dice mechanic. You may control
whether or not this panel is displayed in the Compact Sheet Options dialog.

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

COMPACT SHEET OPTIONS

Compact Character Sheet Options

This dialog allows you to select which items to prioritize COMPACT SHEET OPTIONS
. . . Acompact chara;ter sheetisa Singl&sf}&elrepresenlaliunuf a character which can
when creating compact character sheets. Since space is e A e
!MhEnlhgprilllrnu[ineﬁgnreinulwrhﬂllnincludeal!ﬂwllmtnlﬁwenll_TllESE
limited on a single sheet, many items that are printed on the Hema wilheremovedastwhentoying o it svery g ono theshest
. SELECT TALENT PRIORITY: SELECT DBUEATIQN I?lelrrv:
standard character sheet must be removed in order for at R Sl -

least some items to be shown. In order to somewhat control

) - SELECT FOREE:BIIE.I'I’YJ_P!!_IDRI'I’Y: EEIZEEEBDTY I:RIOEITY:
this process, you may choose Gipeagreetey Guortrems  fr om
different categories. Basically, these selected few items will

SELECT GEAR PRIORITY:

be removed last, if at all, when the compact sheet decides Select4p to 0o plaies of oot and
which items to include, and which to leave out. You may

. . [~ Include symbol and dice key at the bottom of the character sheet
select up to five talents, fi ve Force powers, two each of Oty W
obligations and duties, and four pieces of gear (including <D

armor). Weapons are automatically prioritized by whether or
not theyEve been selected to be shown on the front

At the bottom are two check boxes. One check box allows you to select whether or not to include
the symbol and dice ke y at the bottom of the page. If creating compact sheets for use in
convention runs, or when the players are new to the game, it might be handy to have a reference to
dice mechanic. If the sheets are to be used by experienced players, unchecking this sele ction will
add a bit more room to the bottom of the sheet to fit in more information.

The other checkbox is for whether or not to include more verbose information, such as weapon
attachments, to the description of weapons. Unchecking this box might save s ome space on the
final character sheet, but attachment details will be lost.
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DATA EDITOR

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

This does not mean that you canEt have alpérsoralh e
copy of this character ge nerator. It just means that you have to enter it yourself from your legally -
purchased copy of a core rulebook.

In order to fa cilitate this, the SW Data Editor allows you to enter in your own descriptions for all
parts of the gener aésaesdigtivedeattfoneverythifighfrors characteristics,
motivations, obligations, and skills, to talents, careers, and specializations.

THE MAIN SCREEN

. . ﬁ Star Wars Data Editor e |
The main screen of the SW Data Editor SELECT DATASET: <Detou- - FEDITOR HELP :
) ) . I Move/Copy Made [ tew ] L inport M Expor ] GENERAL GUIDELINES
has a similar look and feel as the main - e

Enter indescriptions for allof the elementsinthe | _

:FH button ] the left. The default d ipti
e panel to the left. The default descriptions
sewecr imev: QI WD D

generator app To the left (A) is a list page numberswhere the real descriptions can
" be found, aswell as the default title that is
. Nt S Cust? Hey [ [ ﬁ‘ displayed for that description, if any. Keep the
DescOn AEG Adve Envir | G default titlein place, if it exists, but the [
column of buttons to choose which type T el e nplace s bt et
. DescOnly  ARMRO. Armored Robes Iegallylr?urchased co‘;:vy oﬂhle I;‘ook.TDenter .
\ SE— T DescOnly  CONRO. T ling Robes special formating and special characters, use the
of data to edit. The type of data Decony  CON Coceirg fotes e
ST DescOnly HC Heavy Clothing
H H H H X DICEAND SYMBOLS
currently being edited will have its Gises D LA -
Filter by Source: Iter by Name: CLICK SYMBOL TBERT INTO
DESCRIPTION

button di mmed (GArm s “=fye i n

. . . [ Reset 1 Add ] [ABILITY]or [AB]
edited in this example). EDIT NAME: IADVANTAGE] or [AD]
|| [adverse Environmental Gear [BOOST]or [BO)
EDIT DESCRIPTION: [CHALLENGE] or [CH]
[DARK] or [DA]

The I'Igh'[ pOI’tIOﬂ Of the WlndOW (B) haS [H3]Adverse Environmental Gear[h3] 5\ |DESPAIR] or [DE]
Hooks Anyone traveling outside the civilized planets of the

H H. SS— T galaxy should make a point of packing some form of hostile [DIFFICULTY] or [DI]
a help window containing, amon gst pprmrmmmen | | Crvitomentecar cising o ot eseriemirorments | iporceponm arse)
. . . PREVIEW: [FAILURE] or [FA]
Morali
other things, a list of the various ADVERSEENVIRONMENTAL GEAR ] | Forceistra

BOOOdoedenCe

H Motivations = [LIGHT] or [L1]
et i e
special tags supported by the Anyonetraveling outsice thecviized planets of the galaxy shouldmake (PROFICIENCY]or [PR]
Motivations (Specific) apoint of packing some form of hostile environment gear. Clothing for
S B | | hot, desert environments ofteninclude volumimous robes, goggles, - [REMSETBACK] or [RS] i

descriptions. This is gone over in more
details later on in this document

The middle part of the screen (C) contains the actual data, plus various backup, restore, and
organizationalt ools. Cl i ck the GHel pg§ button to hide and

copy

show

GLanguaged button to bring up the Sellaguage$eationguage d

Next comes a list of items that can be edited. Inth is example, it contains all of the different types
of armor available in the game. Due to the large number of items in some lists , the list can be
filtered by both source and by name. Select the source of the items to display using the drop down

list Type any part of the name of an item to display u

50



At the top of the middle section is a dropdown list containing all of your currently defined data sets ,

as well as some buttons used to manipulate those data sets . A data set is just a group of custom

data that is stored in its own folder under GDataCu
GDhataCustomd directory which was usexldsivdyn earlier ve

Toadda new data set, cl.iThekNew Dot Sebdindogvg b ut t ¢
will be displayed. Type in the name of the new data set.  This will create the
required directory under GDataCustom@g an

custom items to the data set. Forinstanc e, adding a data set
Mods@d will create a folder under GDatacCu
If this data set is selected, all changes you make will appear in that folder

and not in GDataCustomg.

To create a language dataset, chec k t hd a@Qruematee Dat a Set ¢
This will make your data set a language data set. Select the culture to use
for this new |l anguage data set. Using the exampl e a
culture, the name of the f eLhng-e s gAangudge fite éor tiieRudtdrea Set _ My
you select does not need to actually exist in the tools. However, if you want to only create a
language data set that corresponds to an available language file (selected by either the Launcher or
the Data Editor), j ust check the box for GShow odownisteiki sti ng
then only show you languages that already have translations.

Language data sets differ from standard data sets in  that they are only loaded if your current
cultureisthesame as t he owlttaursee.t Esl f an exact match cankEt
culture, then language data sets that are compatible with your culture (uses the same language)

will be loaded. Exact matches take precedence, so compatible language data sets  will not be

loaded if at least one language data set with an exact culture match is found.

To select a data set, use the dropdown at the top to choose which data set you want to edit. While

this data set is selected, any data that you add, remove, or change will be done so from that data

set. Forinstance, if you selectthe GMy Mods§ data set, any changes you
data set.

Once you select a data set, the item list will change to reflect what items you have intha  t data set.

You may see different items, or different descripti
changed.
Clicking the GRemoved button at the top will remove

deletion, so befor e you do so, you should have the data set backed up (see below) if you want to
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