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Welcome to OggDudeĚs Star Wars ® Character Generator  and GM Tools  for  use with  the Star Wars® 

Role Playing game by Fantasy Flight Gamesĩ!  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.  

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 ĜPrograms and Featuresĝ control panel.  Also, the latest .NET framework may be 

available through Windows Update.  Just verify t hat the framework being installed is not the 

ĜClientĝ version.  It must be the complete .NET framework in order for this software to function 

properly.  

This software currently supports English , French, German, Spanish , and Portuguese  languages, but 

only fo r the UI.  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.  

¶ Launcher Application (SWCharGenLauncher.exe) ė 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 you launch.  If youĚre using the web install, 

this will launch automatically.  

¶ SW Character Generator (SWCharGen.exe) ė The actual SW Character Generator  

application , described below.  

¶ SW Data Edit or (SWCharGenDataEditor.exe ) ė 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 I was forced to use due to copyright restrictions) with y 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
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¶ SW GM Tools (SWCharGenGMTools.exe) ė This application allows GMĚs to create and 

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) ė This folder contains a copy of this documentation, as well the 

FAQ and the version history file:  

o Documentation  (SWCharGen Documentation.pdf)  ė 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 r question still isnĚt 

answered, you can post it on the FFG for um, or send me an email at 

oggdude42@gmail.com . 

o FAQ (SWCharGen FAQ.pdf) ė A collection of Frequently Asked Questions that 

should, hopefully, answer some of the questions you may have about the 

applications.  

o Version Information  (Version Info.txt)  ė A text file that lists all past and present 

releases and the changes made to the applications for those releases.  

¶ Library Files (SWCharGenCtlLib.dll, SWCharGenLib.dll, Iconic.Zip.dll ) ė These libraries 

contain common code u sed by the applications.   They must be present for the applications 

to function.  

¶ The Data (Found in the ĜDataĝ folder) ė The software  comes with a number of XML files 

used by the application for character generation.   

¶ Imports  ė The software  comes with a folder called ĜImportsĝ that contains other folders with  

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:  

o Age of Rebellion Coreė All adversa ries from the Age of Rebellion Core Rulebook.  

o Beyond the Rim ė All adversaries  and encounters  from the ĜBeyond the Rimĝ 

Adventure Module  

o Chronicles of the Gatekeeper ė All adversaries  and encounters  from the ĜChronicles 

of the Gatekeeperĝ Adventure Module  

o Crates of Krayts  ė Contains adversaries and encounters for use with the ĜCrates of 

Kraytsĝ adventure found in the Edge of the Empire beta rule book. 

o Dead in the Water ė Contains adversaries , encounters, and more  from the ĜDead in 

the Waterĝ adventure included with the Age of Rebellion GMĚs Kit. 

o Debts to Pay ė Contains adversaries  and encounters  from the ĜDebts to Payĝ 

adventure included with the Edge of the Empire GMĚs Kit. 

o Desperate Allies ė Includes new droids rivals found in  the ĜDesperate Alliesĝ 

Diplom at Career Sourcebook.  

o Disciples of Harmony ė Includes new droids found in the ĜDisciples of Harmonyĝ 

Consular career sourcebook.  

o Edge of the Empire Coreė 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 

default.  They can be installed using the GM ToolĚs Import feature) 

mailto:oggdude42@gmail.com
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o Endless Vigil ė Includes new droids found in the ĜEndless Vigilĝ Sentinel Career 

Sourcebook.  

o Enter the Unknown ė Includes the new droid rivals found in the ĜEnter the Unknown ĝ 

Explorer Career Sourcebook  

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

the ĜEscape from Mos Shuutaĝ adventure found in the Adventure Book of the Edge of 

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

o Far Horizons   ė Includes the new droid rivals found in the ĜFar Horizonsĝ Colonist 

Career Sourcebook  

o Force and Destiny Beta ėAdversaries fr om the Force and Destiny Beta  Rulebook that 

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

o Force and Destiny Coreė All adversaries from the Force and Destiny Core  Rulebook, 

organized by category . 

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

ĜFriends Like Theseĝ Adventure Module. 

o Hidden Depths ė Contains adversaries and encounters for use with the ĜHidden 

Depthsĝ adventure included with the Force and Destiny GMĚs Kit. 

o The Jewel of Yavin ė Contains all of the a dversaries, encounters, and a data set for 

use with ĜThe Jewel of Yavinĝ Adventure Module. 

o Keeping the Peace ė Contains new droid adversaries found in the ĜKeeping the 

Peaceĝ Guardian Career Sourcebook. 

o Knights of Fate ė Contains new droid adversaries foun d in the ĜKnights of Fateĝ 

Warrior Career Sourcebook.  

o Language Data Sets ė 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 l 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.  

o Lessons from the Past ė Contains adversaries and encounters for use with the 

ĜLessons from the Pastĝ adventure, found in the back of the Force and Destiny Core 

Rulebook.  

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

the ĜLong Arm of the Huttĝ bonus adventure, available for download from Fantasy 

Flight Games. 

o Lords of Nal Hutta ė 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.txt file for details.  

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

with the ĜLost Knowledgeĝ adventure found in the Force and Destiny Beta Rulebook. 

o Lure of the Lost ė Contains al l of the adversaries and encounters for use with the 

ĜLure of the Lostĝ bonus adventure, available for download from Fantasy Flight 

Games. 



 

4  

 

o Mask of the Pirate Queen ė All adversaries  and encounters  from the ĜMask of the 

Pirate Queenĝ Adventure Module  

o Mounta intop Rescue ė Contains adversaries and encounters for use with the 

ĜMountaintop Rescueĝ adventure included with the Force and Destiny Beginners 

Game. 

o Onslaught at Arda I ė Contains all of the adversaries, encounters, stock vehicles, and 

a data set for use  with the ĜOnslaught at Arda Iĝ Adventure Module. 

o Operation:  Shadowpoin t  ė Contains adversaries, encounters, and a data set with 

custom vehicles for use with the ĜOperation:  Shadowpointĝ bonus adventure for the 

Age of Rebellion Beginner Game.  The data s et should be imported using the  SW 

Data Edito r application.  

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

use with the ĜOperation:  Shell Gameĝ adventure found in the Age of Rebellion beta 

rule book.   The data set should  be imported using the SW Data Editor  application.  

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

custom data for use with the ĜPerlemian Haulĝ adventure, found in the back of the 

Age of Rebellion Core Rulebook.  

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

the Reports feature of the SW GM Tools application.  

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

the ĜRise of the Separatistsĝ sourcebook. 

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

species, weapons, vehicles, and more, to support the ĜSpark of Rebellionĝ fan-made 

supplement, based on the popular ĜStar Wars: Rebelsĝ television show. 

o Stay on Target ė Contains all o f the droid and riding beast adversaries found in the 

ĜStay on Targetĝ Ace Career Source Book. 

o Strongholds of Resistance ė Contains all of the adversaries and modular encounters 

found in the ĜStrongholds of Resistanceĝ Source Book.  The ĜAdversariesĝ directory is 

organized by planetary system, base, or location, while each modular encounter can 

be found in the ĜModular Encountersĝ directory. 

o Suns of Fortune ė Contains all of the adversaries , modular encounters,  and custom 

vehicles found in the ĜSuns of Fortuneĝ Source Book.  The import directory is 

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

the two new droid adversaries).  

o Takeover at Whisper Base ė Contains all of the adversaries, encounters, and vehicles 

for use with t he ĜTakeover at Whisper Baseĝ adventure, found in the Age of Rebellion 

Beginner Game Adventure Book.  

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

your custom data for use with the ĜTrouble Brewingĝ adventure, found in the back of 

the Edge of the Empire Core Rulebook.  

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

that came with the ĜUnder a Black Sunĝ adventure download. 
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¶ Sample Graphics (Sample Graphics ) ė 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 t images.  
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The software has two methods for installation:  manual and web.  

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 launcher application.  ThatĚs it! The latest 

version of the ZIP file can be found here. 

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.  

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

If youĚve already installed the application and want to update it with the latest version, just delete 

all files in your current installation directory, and then extract all of the files from the latest ZIP 

archive into that directory.   

ThereĚs one caveat to this:  make sure that your user data is NOT installed in the installation 

directory.  Your user data should reside either in the default data folder, or a SEPARATE folder 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 lder location.  

If you have installed the software via the web install, you donĚt have to worry about upgrading.  The 

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.  

The installation comes with a number of importable files found under the ĜImportsĝ folder.  Here 

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

http://bit.ly/15dSR5g
https://db.tt/R9lkkh9V
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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 in the What You Get section.   

If a set of imports contains a Ĝread meĝ text file, please refer to this file for instructions on how to 

import that set of files.  In general , adversaries are imported using the ĜImportĝ button in the 

ĜAdversariesĝ pane, encounters are imported using the ĜImportĝ button in the ĜEncountersĝ pane, 

and stock vehicles are imported using the ĜImportĝ button of the ĜStock Vehiclesĝ pane, all from the 

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 longer the case.   All adversaries for the core rulebooks may be found under the ĜImportsĝ 

folder.  

It is probably a good idea to occasionally backup data that youĚve changed in the program.  This 

will ensure that any items youĚve customized, characters youĚve created, etc., are safe from harm or 

corruption.  The following folders inside your installation directory should be backed up:  

¶ DataCustom  ė This folder contains all changes and customizations that youĚve made to the 

main dat a, including descriptions, new  or modified  items, data sets,  etc. 

¶ Characters ė This folder contains all of your characters.  

¶ Adversaries  ė This folder contains all of the adversaries youĚve either imported from other 

sources (such as the import folders that  came with the product), or have created or modified 

yourself.  

¶ Encounters ė This folder contains all of the encounters youĚve either imported from other 

sources (such as the import folders that came with the product), or have created or modified 

yourself.   

¶ Groups ė This folder contains the adventuring groups that youĚve created. 

¶ StockVehicles ė This folder contains all of the stock vehicles that youĚve created or 

imported . 

¶ Languages ė This folder contains any custom language files that youĚve created or imported.  

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.  
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To launch the software, eith er run the launcher application 

(SWCharGenLauncher.exe), if you installed via the ZIP archive, 

or use the link provided by the web install.  Either way, youĚll 

bring up the launcher.  

From the launcher, you can do a variety of things:  

Three buttons in the main part of the window allow you to 

launch the three main applications that come with the 

software:  the SW Character Generator , the SW GM Tools, 

and the SW Data Editor .  The launcher will stay in memory 

when you run these programs, s o you can go back to it if you 

want to launch another one.  

 

The original applications had their graphical interface 

designed to resemble the layout and colors in the original 

Edge of the Empire Core Rulebook.  With the release of the 

Age of Rebellion Core Rulebook  and the Force and Destiny 

Core Rulebook, you may now select  different graphical Ĝskinsĝ 

to resemble the layout in each of the  books.  Selecting ĜEdge 

of the Empireĝ will use the original graphics, while selecting 

ĜAge of Rebellionĝ will update the graphics and color scheme 

to resemble the Age of Rebellion Core Rulebook , and selecting 

ĜForce and Destinyĝ will update the graphics and color scheme 

to resemble the Force and Destiny Core Rulebook.  The 

selected skin will be used in all th ree of the main applications.  

Clicking the ĜInstructions ĝ or ĜFAQĝ buttons will launch the PDF files to either view this file, or the 

FAQ file.  Note that you need to have a PDF viewer, such as Acrobat Reader, installed to  see these 

files.  Of course, if you didnĚt have it installed, you wouldnĚt be reading this J 

Most of the discussion about the software can be found on the Fantasy Flight Games forums.  Click 

the ĜForum Pageĝ to be brought directly to the forum topic for the software.  
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ThereĚs two buttons that will open Explorer windows for two common folders:  the application 

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.  

 

 If you check the 

ĜMore Optionsĝ check 

box, youĚll see a few 

more options at the 

bottom of the dialog 

that you can perform.  

If you start the 

launcher without any 

data, this check box 

will automatically be 

checked and youĚll be 

directed to perform a 

data transfer in order 

to get your data back.  I f you used previous versions of the software, then youĚll want to perform a 

transfer .  If this is the first time youĚve installed the software, then you donĚt have any data, so you 

can ignore the prompts.   

 

Clicking the ĜData Infoĝ button will bring up an information dialog telling 

you where your data location is and how many files of the various types 

you have stored there.  

 

Clicking the ĜData Pathĝ button will bring you to the Data 

Location dialog.  This dialog allows you to change t he location 

in which your data is stored.  In most cases, leaving it as the 

default directory is fine.  YouĚll also get the added benefit of 

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 situation would be if youĚre using 

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

DropBox software, youĚll get a local sync folder that shows exactly what you have on DropBox and 
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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 you can click the ĜChooseĝ button to bring up a dialog that allows you to select the 

location.  If the chosen location is not a valid path to a directory, youĚll be warned and will not be 

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 e applicationĚs current 

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 have chosen to use the default location, click ĜOKĝ, or click 

ĜCancelĝ to cancel changing your data location. 

 

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 prior to 1.1.0.10 , or if youĚve chosen to select a different 

location for your data .  To perform a transfer , click the ĜTransfer 

Dataĝ button under ĜMore Optionsĝ in the launcher screen. 

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

to do it.  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 EditorĚs Restore feature.  Checking the second option will save your 

current (new) data in a ZIP archive.  The current data is the data found in the new location.  So, if 

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

the Restore feature .  The transfer process removes your current data before transferring your old 

data to the new location, so if you donĚt use this option, any current data will be lost.  

Click the ĜTransferĝ button to perform the transfer.  You will first be prompted to select the location 

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 back up ZIP files if 

you chose those options.  You will only be prompted for this if the locatio n actually contains files.  

The transfer process will then remove your current data (giving you a warning first ), and copy your 

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.  
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Starting with release 1.1.1.0, the applications will now cache 

adversaries, encounters, groups, characters, and stock vehicles 

in a database for quick retrieval.  There may be times, however, 

when you want  to clear out the cache and re -cache those items 

in a new database.  To do that, click the ĜClear Cacheĝ button.  

This will bring up the Clear Cache dialog.  YouĚll see how many 

items of each type you have cached, and be allowed to remove 

the database by c licking ĜClear Cacheĝ, or return to the launcher 

by clicking ĜCancelĝ.  If the cache doesnĚt exist, or if it exists, but 

is empty, a message box will be displayed instead, informing you of this.  If the cache is empty, 

youĚll still be given the option to remove it, if you so desire.  

A cleared cache will be re -created the next time you run the SW Character Generator  or the SW 

GM Tools. 

Normally, the Star Wars Character Generator  is installed on 

a desktop computer's hard drive.  However, there ma y be 

times when you wish to create a portable install, perhaps 

installing the generator on a thumb drive  or portable hard 

drive  that can be plugged into any computer.  

To change the appsĚ portability status, click the ĜPortabilityĝ 

button.  Note:  The ĜPortabilityĝ button will only be 

accessible if the apps were installed manually.  If the web 

install was used, you cannot c 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 

located in your computerĚs application data directory, especially if your computer has a standard 

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.  If the drive letter of the stora ge device can change 

(such as with thumb drives), you should also make your data path relative to the install drive (check 

the option below the folder path in the Data Location dialog).   See Data Path , above, for more 

informati on.  
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Clicking the ĜLanguageĝ button will allow you to select a language for 

the tools.  Note that the language used effects the text displayed in 

the various forms and controls, as well as the text of the printed 

pages.  It does not include maste r data items, such as species, 

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.  

To use an existing translation, select the second choice (ĜUse 

the following Languageĝ).  This will allow you to select a 

language file tha t already exists on your system.  Besides US 

English, three other languages come stock with the tools:  

French, German, and Spanish.  

Again, if you have already made custom versions of your 

characteristics and skills, those will be used by default.  If you 

would rather use the version found in the translation files, 

check the ĜUse characteristics and skills from translationsĝ 

check box.  

Click ĜOKĝ to save your selection, or ĜCancelĝ to keep the old 

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 language translation, click the ĜEditĝ button. 

Clicking the ĜEditĝ button from the language 

select dialog will bring up the Edit Tra nslations 

dialog.  From this dialog, you can edit existing 

translations, create new translations, or 

import and export your translation files.  

To edit an existing language, select the 

language from the drop -down list on the left.  

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. 
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There are over 3,700 phrases for all of the tools.  For convenience, these are organized by a 

ĜSourceĝ.  A source is a form, control, enumeration, or some other set of related translations.  To 

select a particular source to translate, select the source from the drop -down list on the right.  

To edit a translation, click the phrase under ĜNew Textĝ in the phrase grid.  You can enter the new 

translation there.  For convenience, the original text is shown to the left.  If the original phrase 

contains a number in curly brackets (such as Ĝ{0}ĝ or Ĝ{1}ĝ), those MUST remain somewhere in 

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 the new phrase text, and donĚt even have to be 

in numerical order (depending on the grammar of the language), but they must continue to exist in 

the new phrase.   Likewise, if the original phrase contains a special tag, such as Ĝ[BO]ĝ for a boost 

die symbol, or Ĝ[TR]ĝ for a triumph symbol, those should also be included, with the proper 

grammar, in the new phrase.  

To create a language file for a new culture, click the ĜAddĝ button 

at the top.  This will display the New Translation dialog.  Select the 

culture you wish to use from the list.  If this is going to be a 

generic translation for a particular language, select a neutral 

culture.  In the image to the left, ĜAfrikaansĝ (af) would be the 

neutral culture, while ĜAfrikaans (South Africa)ĝ (af-ZA) would be a 

culture -specific translation  using the dialect of Afrikaans common 

to South Africa.  

By default, the new translation file will be based off of the original 

English tr anslations.  If you would rather use another existing 

translation 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 in Switzerland, you would choose ĜGerman (Switzerland)ĝ from the culture grid, then select 

ĜGermanĝ from the drop-down list so your original phrase text would already be translated using 

the included German translation.  

To export a language file, click t he ĜExportĝ button at the top of the Edit Translation dialog.  This 

will save off the XML file containing the translation.  To import such a file, click the ĜImportĝ button 

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 

ĜRemoveĝ.  Note that this ONLY removes custom translations.  The included languages will not be 

removed and will continue to be available for se lection.  

 

  



 

14 

 

The primary application youĚll use in creating your Star Wars® Role Playing characters is the SW 

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 se lect 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  (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.  

 At the top of the generator screen, youĚll find four buttons:   Donate, Options, Print, and Save.  

This button describes how to support my programming efforts for this 

generator through PayPal.  The generator, including the SW GM Tools and 

SW Data Editor, are freeware, but if you find them useful, IĚd appreciate 

any support I can get.  

  

A 
B 

C 

D 
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This button brings up the Options dialog. The main part of the dialog 

consists of the source list.  All of the data contained in the generator 

comes from various source materials, as well as from the core 

ruleboo ks.  Core rulebook sources are displayed at the top of the list.  

At least one ĜCoreĝ source MUST be selected in order for the SW 

Character Generator  to have a usable set of data (you will not be 

allowed to deselect all ĜCoreĝ sources).  You can select or deselect 

any of the other sources you want displayed.  Doing so will not affect 

your current character, but it will affect what information is displayed 

in the generator.  You can also change various other settings for the 

generator:  

¶ ĜIncludeĝ settings - Check the boxes for the items that you 

want included when printing your character sheet.  

¶  ĜAllow GM Grantsĝ ė When checked, this enables the ĜGM Grantsĝ option, accessible from 

the Description pane.  

¶ ĜKeep cache between version changesĝ ė Whenever a new vers ion of the generator 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. 

¶  ĜIgnore Obligation starting size limitationsĝ ė When checked, the generator will ignore the 

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.  

¶  ĜIgnore Force rating requirement for Moralityĝ ė When checked, all characters can access 

the Morality pane.  Normally, only characters with a Force rating can access Morality.  

¶  ĜUse Alternative Defense Calculationĝ ė By default, the generator calculates 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 Ĝsourceĝ can contribute melee or ranged defense.  By choosing 

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 . 

¶ ĜAllow Universal Starting Specializationsĝ ė When checked, characters can select a univers al 

specialization as their starting specialization.  Note, however, that universal specializations 

are still not considered as career specializations for adding Signature Abilities.  
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This button will print your character sheet.  More details for this are described below under 

Character Sheets. 

This button will save your current character.  If the button is disabled, the character hasnĚt changed 

since the last time it was saved or loaded.  
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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.   

This pane contains a list  of all saved characters.    The 

portrait and basic information about the character is 

displayed below the character list.  

Various options are available via buttons to the right of the 

list.  ĜSelectĝ will open the selected character for editing.  

ĜRemoveĝ will permanently remove the selected character 

from the list.  ĜNewĝ will generate a new character (replacing 

the one currently in memory) .  ĜImportĝ and ĜExportĝ will 

allow you to export a character that another user of the 

software can then import into  his list.  ĜCopyĝ will make a 

duplicate of your character if you might want to test changes 

without modifying your original character.   ĜShortcutĝ will 

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 displayed by using the ĜFilter by Campaignĝ drop 

down list.  The characters will be filtered by which campaign they belong to.  

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, just right -click the picture in your browser, select ĜCopy 

Image to Clipboardĝ, then right-click the portr ait in the generator and select ĜPasteĝ. 

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.    
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You may also award XP and credits by clicking the ĜAwardĝ button.  This 

will save you from doing the math when you change the values by hand.  

Simply enter the number of XP and credits from the dialog and click 

ĜAwardĝ.  XP and credit awarded will be added to the current totals.   

The ĜGM Grantsĝ button 

will be shown if you have 

the option selected in the 

ĜOptionsĝ dialog.  This 

button will bring up the 

GM Grants dialog that 

will allow you to select 

certai n non-standard 

options and benefits that 

the GM may decide to 

Ĝgrantĝ your character.  

These grants will be 

stored with your 

character and will be 

active as long as the GM Grants option is selected in the ĜOptionsĝ dialog 

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 

characterĚs Force Rating, but grants a Force Rating .  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) affect the characterĚs Wound and Strain thresholds.  If checked, increases from talents 

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 ĜGrantĝ when you are finished, and the grants will be added to your character.  If you wi sh to 

save the grants, but do not want them applied to your character at this time, click ĜSuspendĝ.  

Clicking ĜResetĝ will remove all configured grants and allow you to start over with grants.  Click 

ĜCancelĝ to cancel the changes you made to grants and r evert them to the previous state . 

 Here you can generate a background for your 

character.  There are three  standard aspects to 

this:  Beginnings (where your character came 

from), Attitude Toward the Force (how your 

character views the Force; ma y be eliminated if 

not appropriate for the character), and Reason for 

Adventure (why your character decided on a life of 

adventure and travel).   A description of these 

selections is displayed below the drop down lists.  

To the right  is a section where you  can write a short story about your characterĚs history or origin.   

This is only intended as a summary of your characterĚs life.  More in-depth stories should be 

created elsewhere, such as in a word processor.  

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 

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 ĜRandomĝ button will choose a random obligation or duty with 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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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 

youĚve selected enough additional obligations above the starting size.  For duties, options will be 

made available when youĚre removed enough duty below the starting size. 

Once youĚve selected your options, theyĚll remain selected, even if your obligation or duty changes 

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.  

In Force and Destiny , your character may have a 

value called Morality.  By default, each Force -

sensitive character will have Morality, assuming 

youĚve selected the Force and Destiny Core 

Rulebook source.  However, you may select an 

option to allow any character to use the Morality 

mechanic. 

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 ĜKeeping the Peaceĝ source book for Guardian 

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 ĜAlternate Pairsĝ (E) drop down list.  This list has no effect on your 

currently selected strengths and weaknes ses and is only used when adding a New or Random 

strength.  
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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 ĜMorality Optionsĝ drop down (D), or just select ĜNoneĝ. 

This pane allows you to select your species, 

including any options that might be available for 

your species.  Some species have a number of 

different options to choose  from.  These will be 

shown as buttons  (A) in the ĜSpecies Optionĝ 

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 in.  To the right youĚll see a summary of 

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. 

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

species is selected, youĚll see the sub-species 

drop down which lists the available sub -species 

from which to choose.  Different sub -species can 

give you different options to select from, 

including different skill selections, non -career 

skills, and different special abilities.  When your 

species is displayed, either on the screen or on 

your character sheet, your sub -species, if one 

exists, will be in cluded next to it.  

This pane allows you to select your career, starting 

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.  

A 
B 
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 This pane allows you to purchase extra characteristics.  

According to the rulebook, this should only be done 

when first creating your character, but thereĚs nothing 

in the program that prevents you from changing your 

starting  characteristics later on.  To the left  (A), youĚll 

see all of the base values of each characteristic from 

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) . 

Certain critical injuries  or other actions during play 

may, unfortunately, lower one or more of your 

characteristics.  To lower a characteristic, check the 

box next to ĜAllow adding or removing injuriesĝ (D).  

This will display the Injury column in the characteristics 

pane.  Note: Do  NOT click the minus buttons under 

ĜBuyĝ to lower a characteristic after character 

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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This pane will display all of your currently -

purchased specialization trees.  When a 

talent is brightly colored  (A), it may be 

selected by clicking in the empty square at 

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

it cannot be selected un til a talent that 

connects to it is first selected.  If you 

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.   

 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 

Ĝplayĝ button to the right in the Ĝcostĝ panel.  Clicking on this button will bring up a dialog 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, a di 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:  

¶ Characteristic  (e.g., Dedication) ė Selects a characteristic to raise.  

 

 

 

¶ Career Skills (e.g., Well Rounded) ė Select additional career skills.  

 

 

 

¶ Skill Choice (e.g., Knowledge Specialization) ė Select skills for a particular purpose.  
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¶ Skill Characteristic  (e.g., lightsaber techniques) ė Select a different characteristic to be used 

for a skill.  

 

 

 

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

 

 

 

¶ Signature Vehicle (e.g., Signature Vehicle) ė Select a signature vehicle for your Rigger 

specialization.  

 

 

 

 

You may purchase additional specialization trees by clicking on 

the ĜPurchaseĝ button at the top (D).  This displays the Add New 

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 

specialization selected and previous specializations that you have already purcha sed, the cost of 

the new purchase will appear at the bottom of the dialog.  Click ĜPurchaseĝ to purchase the 

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

This pane allows you to add, select, and remove  your characterĚs 

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.  Each motivation  also has a 

ĜNotesĝ section where you can explain exactly how this motivation 
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affects your character.  Again, keep in mind that the space for each motivationĚs notes on the 

character sheet is limited . 

Clicking the ĜRandomĝ button will select a motivation for you, as per the CRB.  Any existing 

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

different.  

 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 will appear under ĜNon-Career Ranksĝ (B).  

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 

skill down to 5 ranks or less.   The sources for various skill ranks can be 

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

show you what your dice pool should look like.  See ĜDice Pool Symbolsĝ, 

below, for explanations of the various symbles displayed here.  

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 youĚve already bought should still cost the same XP as they did before.  New ranks, 

however, will be at the new, lower cost.  

In the Skills pane of the generator, under the ĜNon-Careerĝ column, a drop-down will appear if 

ranks have been purchased in that skill (the ranks need to actually be purchased, i.e., cost XP; free 

ranks donĚt count for this).  The drop-down will allow you to set how many purchased ranks should 

be considered non -career ranks.  

Under normal circumstances, you shouldnĚt need to use this drop-down, since the character 

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, and you lower the ĜBuyĝ ranks, then set them back again, this may 

cause the skill to lose non -career ranks, which means youĚll need to add them back using this drop-

down. 

B A C D 
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The following symbols may be displayed in the dice pool for your skills:  

 
Ability  

Each ability die symbol represents the number of ability dice you may roll for a skill check.  

 
Proficiency 

Each proficiency die symbol represents the number of proficiency dice you may roll for a 
skill check.  You will see proficiency dice when you have ranks in a skill.  

 
Boost 

Certain abilities, equipment, and talents allow you to  add boosts to particular skill checks.  
Each boost die symbol represents the number of boost dice you may roll for a skill check.  

 

Remove 
Setback 

Certain abilities, equipment, and talents allow you to remove setback from particular skill 
checks.  Each remove setback symbol represents the number of setback dice that may be 
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.  

 
Add 

Advantage  

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

 
Add Thre at 

Certain abilities, equipment, and talents might require  you to add threat to result of 
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  allow you to cancel the effect of threats generated 
by a skill check.  Threats are cancelled only after rolled threats are used to cancel out any 
advantages.  

 

Increase 
Difficulty  

Certain conditions  and equipment mig ht require you to increase the  difficu lty of particular 
skill checks.  Each increase difficulty symbol represents the number of times the difficulty is 
increased. 

 

Decrease 
Difficulty  

Certain conditions, equipment, and talents might allow you to decrease the difficulty of 
particular skill ch ecks.  Each decrease difficulty symbol represents the number of times the 
difficulty is decreased.  

 

Upgrade 
Difficulty  

Certain equipment might require you to upgrade the difficulty of skill checks.  Each upgrade 
difficulty symbol represents the number of  times to upgrade the difficulty.  Difficulty is 
upgraded only after it is increased  or decreased . 

 

Downgrade 
Difficulty  

Certain equipment and talents might allow you to downgrade the difficulty of skill checks.  
Each downgrade difficulty symbol represen ts the number of times to downgrade the 
difficulty.  Difficulty is downgraded only after it is increased or decreased.  

 
Force 

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 
one Force die symbol for each point of Force Rating.  This indicates that you may use up to  
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 comes in three diff erent types:  

weapons, armor, and gear.  The currently -

displayed type of equipment  (A) will show up on 

a dimmed button at the top.  All the equipment 

of that type will be displayed in the grid below 

(G).  You can filter this equipment by the 

category drop -down, the type drop -down, the 

source drop -down, and a typed -in name filter , 

and by selecting restricted, unrestricted, and all 

equipment using the radio buttons (restricted 

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, if the descriptions havenĚt been edited).  The list 

to the right  (C) shows all purchased equipmen t of the current ly-displayed  type.  

Two different buttons (D) allow you to add equipment to your character:  ĜAddĝ and ĜPurchaseĝ.  

ĜAddĝ will just add the equipment to your character.  Use this if your GM tells you that you have 

acquired t his item for free or as part of your starting items.  ĜPurchaseĝ will subtract the cost of the 

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

Likewise, owned equipment can be eliminated by clicking on t he ĜRemoveĝ or ĜSellĝ buttons (E).  

ĜRemoveĝ will just delete the item from your inventory.  ĜSellĝ will allow you to sell the item and 

receive credits in return.   

You may click the ĜRenameĝ button © to rename the selected owned 

equipment.  This name will show up instead of the base name in all 

sheets and panes.  To revert back to the original name, just click ĜResetĝ 

in the rename dialog.  

Each item or set of items in your inventory can have a note 

attached to it.  This note  might mention a special feature, from 

where you obtained the item, or anything else you might like to 

remember.  To change no tes, click the ĜNotesĝ button ©.  This will 

bring up the Modify Item Notes dialog.  Type your note in the top 

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

will look like.  You can add tags to your note, including special symbols and dice.  Click ĜChangeĝ 

A 
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when youĚre done, or ĜCancelĝ to cancel the change.  An itemĚs note will be displayed in the 

ĜSpecialĝ column in the respective grid on the printed  sheet, along with any other information 

(qualities, attachments, etc).  

These two buttons © are used to work with a Ĝstackĝ of items.  Items that can 

be stacked are any item that may have a quant ity greater than one.  Certain 

items, such as items with Hard Points, cannot be stacked.  

Any item with a quantity greater than one may be split into more than one stack.  Click the ĜSplitĝ 

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 ĜCombineĝ button, all separate items of the same type will be combined into a 

single item with the combined quantity.  

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 

the listed price for the item.  You m ay choose which standard percentage 

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

and 500%), or you can just enter the end price yourself . 

If the item being purchased can be stacked, you can specify the quantity 

of the item that  you wish to purchase.  If you already have items of this 

type in your inventory, checking the ĜStack existing items togetherĝ box 

will combine your new purchase with your existing item.  

Owned equipment also can have three diff erent check boxes associated with it:  ĜEquip,ĝ ĜCarry,ĝ 

and ĜShow.ĝ  ĜEquipĝ indicates 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  at the same time .  The app doesnĚt 

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 . 

ĜCarryĝ means 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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ĜShowĝ only applies to weapons and indicates that such weapons will be shown on page one of the 

character sheet.  You should check the ĜShowĝ box if this is a standard weapon 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.  

Clicking the ĜCraft Itemĝ button will allow you to create a new piece of gear, a new weapon, or new 

armor, using the gameĚs crafting rules, found in various source books.  Please see the Crafting  

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

Certain pieces of equipment (normally in the ĜGearĝ section) represent creatures or adversaries that 

can be transformed into a companion  for the ch aracter.  For instance, the ĜRiding Beastsĝ category 

contains inventory Ĝitemsĝ that also represent companions .  When such an item is in your 

inventory, the ĜAdd Companionĝ button will become available.  Clicking this button will create the 

companion  and add it to the characterĚs ĜCompanionsĝ tab.  For more information on this, please 

see Companions, later in this chapter.  

If the character dual -wields two weapons, you can create two -weapon 

sets to display on t he first page of the character sheet by selecting the 

primary weapon and clicking the ĜTwo-Weapon 

Setsĝ button ©.  This will bring up the Two -

Weapon Sets dialog.  From there, you can click 

ĜNewĝ to add one or more of any weapon in 

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 

not currently selected for the primary weapon  (the exception to this is the 

Unarmed Ĝweaponĝ.  Unarmed by be used with itself to create a two-weapon 

set).  Choose one, and click ĜOKĝ.  That weapon will now appear in the Two-Weapon Sets dialog  as 

a secondary weapon .  If you want this set to be shown on the first page of the c haracter sheet, click 

the ĜShowĝ check box next to the listed secondary weapon.  Clicking ĜModifyĝ will allow you to 

change the secondary weapon, while clicking ĜRemoveĝ will remove the secondary weapon from the 

list.  

When youĚre finished configuring your sets, click ĜOKĝ to return to the 

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.  

On the first page of the character sheet, two -weapon sets will be displayed showing the primary 

and secondary weaponĚs names, both skills us ed (if different), 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 

threats for the primary weapon, plus any advantages or threats added by the secondary weapon Ěs 

activation , if any, following a slash.  The ĜSpecialĝ column will list the qualities possessed by both 

weapons. 

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 item.  For instance, if youĚve selected the armor 

ĜCargo Clothingĝ, youĚll be prompted to select the items stored in your cargo clothing.  For choices 

from attachments, this button will perform the same function as the ĜChooseĝ button in the Item 

Attachment  dialog.  

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

items (such as Intuitive Improvements), the ĜAdd HPĝ button will 

appear below the owned equipment grid.  Clicking this button will 

allow you to add one hard point at a tim 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 

should ask your GMĚs permission before adding hard points to items in 

this manner.  

All equipment in your inventory will have a repair state ©.  The four  

equipment repair states are ĜNoneĝ, meaning it is in 

fully -working order, ĜMinorĝ, meaning skill checks to 

use this item gain a setback die , ĜModerateĝ, 

meaning skill checks to use this item g et a difficulty 

increase, and ĜMajorĝ, meaning the item  is unusable 

and its benefits are not applied.  If a piece of 

equipment gets damaged, click on the appropriate 

box so you can keep track of it for repair purposes.   

For shown weapons, the dice pool is automatically 
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calculated based on the repair state.  

Clicking on the ĜStat Blockĝ button will display the Stat Block dialog, allowing you to save or copy 

an image containing a graphical description of the item selected.  This dialog is exactly t he same as 

the Stat Block Dialog  described in SW GM Tools. 

Some purchased equipment  can have 

attachments.  These can be purchased by 

clicking the ĜAttachmentsĝ button (E) at 

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 list of any optional 

mods for the selected attachment (B),  a description of the selected attachment (D),  and 

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

To add an attachment to this  equipment, click the ĜNewĝ 

button.  The Choose Attachment dialog will be displayed.  

Select the attachment you wish to add and click the 

ĜChooseĝ button.  Only attachments that can be applied 

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 ĜRemoveĝ button.  To revert back to the state the equipment 

was in before it was modified , click the ĜResetĝ button. 

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 with a , a mod slot may become useless  

(consult your GM) .  If this is the case, you may check the ĜFailedĝ box to the right of the mod in 

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  (E) will show you 
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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, at the behest of your GM), click the ĜFinishĝ 

button  (E).  To spend the lis ted credits for the changes you made, click the ĜPurchaseĝ button (E).  

To cancel any changes made to this equipment, click the ĜCancelĝ button (E). 

SPECIAL ǫJURY RIGGEDǬ ATTACHMENT 

If you have selected the Jury Rigged talent, the Jury Rigged Ĝattachmentĝ will become available.  As 

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 l mods, 

may require a choice from the user.  When purchasing an 

attachment with choices from one of its base mods, the appropriate 

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 

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 the ĜChooseĝ button at the top right 

of the item attachment dialog.  

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 belongs t o.  To do 

this, click the ĜTransferĝ button (E) at the top 

right.  This will bring up the transfer dialog.  

From here, you may select an equipment source 

available to the character under ĜTransfer Fromĝ.  Clicking on ĜWeaponsĝ, ĜArmorĝ, or ĜGearĝ will 

filt er 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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If you have purchased any specialization , 

career, or ability that gives your 

character a Force rating , a new pane 

button will become available named 

ĜForce Powerĝ.  This will br ing you to a 

pane that l ooks very similar to the 

specialization pa ne that contains tree 

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 powerĚs basic ability, as described in Force and Destiny Beta Update #2.  This 

discount is applied to individual powers, so if your group loses its mentor, subsequent Force power 

purchases can be made without the discount.   

Unlike specializations, you do not have to purchase Force power Ĝtreesĝ, only the individual 

upgrades on those trees.  So, if Force powers become available by purchasing ĜForce Sensitive 

Exileĝ, ĜForce Sensitive Emergentĝ, or some other talent or ability that gives you a Force rating, all 

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. 

A new concept called ĜSignature 

Abilitiesĝ became available in the ĜEnter 

the Unknownĝ sourcebook, release at the 

end of 2013.  Signature abilities are 

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 documentationĚs writing, 

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.  
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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 available.  The benefits of these nodes are explained in the ĜEnter the Unknownĝ 

sourcebook.   

To add a new signature ability, click the ĜAttachĝ 

button.  This button will Ĝattachĝ a signature ability to a 

career-specific specialization tree that you already 

posses.  Only one signature ability may be attached to a 

particular specialization.    From the attach dialog, 

select the available signature ability on the left, and 

the specialization tree to attach this abi lity to on the right.  Click ĜAttachĝ to gain the signature 

ability.  

The Vehicle pane allows you to add 

or purchase vehicles for your 

character, including starships.  The 

pane includes a list of your currently -

purchased vehicles, plus a stat 

block, descriptions, and places to 

add a name for your vehicle, update 

your vehicleĚs portrait, and add brief 

notes about your vehicle.  If you 

currently do not have any vehicles, 

these areas are hidden.   

To add a vehicle, click the ĜNewĝ button.  This will bring up 

the Vehicle purchase window.  This window lists all of the 

available vehicle models, including, again, a stat block, 

vehicle summary, and buttons that allow you to add or 

purchase a vehicle.  You can filter the vehicle selections by 

its restricted (availability) setting, by sta rship 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 
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appear in your vehicle list and you will be able to edit the name, description, and the vehicleĚs 

portrait.  

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.  

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

attachments, click the ĜAttachmentsĝ button.  This will bring up the same Attachments dialog that 

you see for weapons and armor, although different 

attachments will be displayed.  

To upgrade your vehicle Ěs weapons, click the 

ĜUpgrade Weaponsĝ button.  This will bring up the 

Weapon Upgrade dialog.  

In the grid, youĚll see a list of the vehicleĚs current 

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 weaponĚs upgrade status.  At the bottom, you will see how much it will cost to save your 

changes, plus any hard point cost.  

To upgrade an existing stock weapon, click ĜUpgradeĝ.  To add a new weapon system, click ĜAddĝ.  

To remove an upgraded weapon (which will then revert to its stock weapon syste m), click 

ĜDowngradeĝ.  To remove a new added weapon, click ĜRemoveĝ.  You cannot modify an upgraded 

weapon once itĚs been upgraded; the weapon can only be downgraded.  However, after it is 

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

removed and added again.  

When you upgrade or add a weapon system, 

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 
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turret -mounted, or retractable, check those boxes.  You can specify a location for the weapon, or 

just keep it as ĜUnspecifiedĝ.  Finally, if you want to purchase multiple weapons and link them 

together into a single weapon system, you may choose up to 4 such weapons to do this with.  Note, 

however, that the number here represents the total number of weapons and NOT the ĜLinkedĝ 

quality number.  That is, Ĝ1ĝ means just purchase a single weapon, Ĝ2ĝ means purchase two 

weapons and link them together with the ĜLinked 1ĝ quality, Ĝ3ĝ means purchase three weapons 

and link  them together with the ĜLinked 2ĝ quality, etc. 

ThereĚs no added cost for firing arcs or for turret -mounted, retractable weapons , or location .  When 

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 

click ĜOKĝ.  Any sort of linking 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 l inking charges and hard point 

costs, just purchase separate single weapon upgrades.  Adding weapon systems always costs a 

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

hard point isnĚt wasted! 

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

make copies of existing vehicles.  ĜImportĝ will add a previously-exported  vehicle to your character, 

while ĜExportĝ will export a copy of that vehicle to another file.  Clicking ĜCopyĝ will duplicate the 

current vehicle in the list.  

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 modifications to the vehicle in your 

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

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 

publications.  Clicking ĜStat Blockĝ will show the Stat Block 

Dialog, as described in detail under SW GM Tools for 

adversaries.  The ĜDisplayĝ pane has two different options for 

vehicles, however.  ĜAll Detailsĝ will include all information for 
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the vehicle, including hull type, hyperdrive, cost, rarity, etc.  ĜWeap/Attach Onlyĝ will only include 

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

block for the vehicle.  

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 

qualities.  This is because you purchase the 

ordnance separately.  To do this, click the 

ĜOrdnanceĝ button.  This will bring up an equipment 

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 

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

The ĜForged in Battleĝ source book allows a character to craft a fortification.  Fortifications are 

created as stationary vehicles and will appear in your vehicle list.  Please see the Crafting  section, 

below, for details.  

The ĜFully Operationalĝ source book contains rules for crafting starships and other vehicles.  

Crafted vehicles appear in your vehicle list, just like other vehicles.  Please see the Crafting  section, 

below, for details.  

Click the ĜPrintĝ button (the one next to the 

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 information youĚll need to use the 

vehicle during play is listed on the single -

page vehicle sheet, including weapons, 

attachments, plus any innate talents 

supplied by attachments.  
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Each vehicle comes with its own portrait.  However , if  you donĚt like the default portrait, you can 

always add your own.  To do this, click ĜSelect Portraitĝ button.  This will bring up the same dialog 

you see for character po rtraits, except instead of stock character portraits, youĚll see stock vehicle 

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.  

The Companions pane will display a list of 

companions for the character.  Companions 

use the same standard Ĝadversaryĝ format as 

the SW GM Tools application.  Companions 

can be anything from a sidekick, an employee 

of the characterĚs, a riding beast, favorite 

droid, or anything else.   For basic instructions 

on creating companions, please see the 

Adversaries  section in the GM Tools chapter.  

 

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

for details.  

The Rewards pane may be used to grant 

rewards to the character.   Rewards are 

found in  the back of  various career source 

books and range from battle scars to 

titles, Alliance medals, engineer ing marks , 

NPC followers, reputations, and more.   

Rewards specific to your campaign m ay be 

added using the Data Editor.  

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 
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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 description of an area of expertise, a markĚs description, the 

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 MakerĚs Mark reward allows you to select a crafting 

improvement, which will be displayed in a dropdown at the bo ttom of the Reward Options panel.   
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Starting with the ĜSpecial Modificationsĝ source book, the SWRPG allows characters to craft a 

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 ll of these locations:  

Craft Droid  Droids  Companions pane 

Craft Item  Any weapon,  lightsaber,  armor, gadget, or other 
tool , or alchemical potions and talismans . 

Equipment pane  

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 basic Crafting dialog is designed in the 

fashion of a wizard , much like the Inquisitor  

dialog .  Wizards take you through various 

steps in the creation process.  At the bottom 

of the Craft Item dialog is a description of 

the current item being crafted (how it will 

look when finished), plus buttons to navigate 

between the different steps.  Click ĜFinishĝ 

when you are finished with your new item, or 

ĜCancelĝ to quit the Craft Item dialog without 

creating an item.  

There are three steps to crafting : 

 

 

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.   Crafting alchemical 
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potions and talismans  from the ĜUnlimited Powerĝ source book require your character to have a 

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  schematic effect in step 2 , schematics 

will be automatically created or improved for your characte r.  You can also create and edit your 

own schematics, assuming your GM allows it.   See Schematics, below, for more information.  

Below the template list is an area that allows you to enter the results of the skill check for craf 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)  in the spinner controls .  

When crafting alchemical potions and talismans, two  more spinner controls  will appear that allow 

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 e your item and tell you how 

many of each you have left to spend, or how many youĚve overspent.  You can still select any 

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.  

Checking the Ĝcommissioned itemĝ check box will affect the final selling price of the item.  

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

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. 

Use the up/down controls under ĜCountĝ to 

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 such an effect is selected, the ĜChooseĝ button, 

below the symbol counts, is enabled.  Clicking this button will allow you to make the choice, or 

choices, for this effect.  

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.  

When you are fi nished with your crafted  item, click the 

ĜFinishĝ button.  This will add your item to the 

appropriate list for your character (Equipment for 

items, Companions for droid, or Vehicles for 

fortifications.  
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The Schematics dialog will list all of your schematics, 

including the level of the schematic, and the new difficulty of 

the skill check because of the schematic.  Click ĜNewĝ to 

enter a new schematic, or 

ĜModifyĝ to change an existing 

schematic.  From here, you can 

select the schematic level.  Each 

time you add a Ĝschematicĝ improvement to an item due to the results of 

a skill check, any existing schematic of the same type will be improved by one level.  

If you craft a gadget, or choose an appropriate 

droid directive, you must choose skills to 

associate with the item or droid.  For gadgets, 

the item will be considered the Ĝright tool for 

the jobĝ for this skill.  For droid directives, the 

droid will automatically get ranks in the 

selected skills.  To change the skills later, click 

the ĜChooseĝ button under the template 

description.   

 

 

 

Unlike other crafted items, 

droids may select two different 

item types  in Step 1 :  the 

template for the dro id, and a 

droid directive.  In S tep 2, you 

may use the options drop down 

to select the type for whic h to 

select effects.  Both profiles will be displayed in the summary sheet.  

Droids may also have personality traits .  If you select a droid quirk 

effect, a dialog will be displayed allowing you to select the 

personality trait  to add to your droid  when you click the ĜChooseĝ 

button . 
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Force-sensitive characters (that is, characters that possess 

a Force Rating) can craft alchemical potions and talisman , 

as included in the ĜUnlimited Powerĝ source book.  These 

are available for  crafting from the Equipment pane, just 

like for any other weapon, armor, or gadget.  

When crafting alchemical potions and talisman, Force dice 

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

number of Force 

pips rolled with 

the check may b e 

included in two 

new spinner 

controls that only appear when potions or talismans are 

selected. 

Additionally, options for potions and talisman include a 

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

threats, and despair.  These pips may be used  when 

purchasing options when crafting  potions and talismans .  

You will also see your current expenditure of Force pips 

below the option list, just as for other symbols rolled in 

the crafting check.  

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 types listed in ĜFully Operationalĝ.  

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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¶ Use As-Is ė Use the vehicle as it is for the frame . 

¶ Remove Engine ė Remove the engine from the vehicle and add 2 

more hard points to use.  Removing the engine will set the 

vehicleĚs speed, defenses, and system strain to 0. 

¶ Remove Hull  ė Remove the hull from the vehicle and a dd 3 more 

hard points to use.  Removing the hull will set the vehicleĚs armor 

and handling to 0.  

¶ Remove Engine and Hull  ė 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. 

Custom vehicle crafting differs slightly from crafting 

stock vehicle frame types.  First, adding engines and 

hulls to a custom vehicle is optional.  You can add 

just an engine, just a hull, add both, or neither.  

When adding an engine or hull, th e engine and hull 

attachments will remove the appropriate attributes 

as stated above, even if they were not removed 

during preparation.   The only difference is that you 

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 

template list.  Clicking ĜChange Custom Vehicleĝ will allow you to choose another vehicle type for 

your custom frame, and also select whether or not to remove the hull or engine during preparation.   
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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 

the character generation process.  To do so, click the ĜPrintĝ button at 

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.   

The five print options (which can also be selected from 

the Options dialog, described above)  give you the option 

to include five additional types sheets with your 

standard character sheet.  By checking the option, you 

may choose to include any vehicle your character owns, 

all of his talent trees for each purchased specialization, 

all purchased Force powers, all purchased Signature 

Abilities , and stat blocks for any companions . 

Clicking ĜPrint Standardĝ will bring up the Print Preview dialog 

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 . 

 

The first page contains all of the characterĚs characteristics and 

attributes, plus a section for keeping track of wound/strain and 

critical injuries.  It al so contains all of the characterĚs skills, 

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 ĜShownĝ checkbox checked in the 

Equipment pane.  

 

 
A 
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The second page contains the characterĚs portrait and all 

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 characterĚs story.  This information may be 

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  (this is a 

summary, not a novel).  

 

 

 

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 

manner, with multiple purchases showing up under ĜPurchasedĝ.  

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.  

The last section of the character sheet shows the characterĚs current 

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.  

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 option s from the ĜOptionsĝ button at the top of the 

generator window.  

Some pages of the character sheet might have a ĜNotesĝ section 

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 

keeping those sections blank, the generator will add a ĜNotesĝ 

section to allow you to at least make some good use out of the empty space.  

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 c olor.  The simplified style is 

basically black and white and doesnĚt use as much printer ink, while the full color sheet with no 

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 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, weapons and equipment, plus the characterĚs 

story, if thereĚs left over room.  Many of these items can be found in either column, since the sheet 

attempts to dynamically place the different parts into the layout.  

At the bottom, youĚll find a key panel containing all symbols and dice used in the game.  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 t he same print preview dialog as standard character sheets  (and all other 

printed sheets) . 

 This dialog allows you to select which items to prioritize 

when creating compact character sheets.  Since space is 

limited on a single sheet, many items that are printed on the 

standard character sheet must be removed in order for at 

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

this process, you may choose Ĝpriorityĝ items from the 

different categories.  Basically, these selected few items will 

be removed last, if at all, when the compact sheet decides 

which items to include, and which to leave out.  You may 

select up to five talents, fi ve Force powers, two each of 

obligations and duties, and four pieces of gear (including 

armor).  Weapons are automatically prioritized by whether or 

not theyĚve been selected to be shown on the front of the standard character sheet. 

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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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 ulebook s and various supplements cannot be included in this 

application .  Owning at least one the core r ulebook s 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 c ore rulebook.  

This does not mean that you canĚt have all the copyrighted descriptive text in your own personal 

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 generatorĚs data.  This includes descriptive text for everything from characteristics, 

motivations, obligations, and skills, to talents, careers, and specializations.  

The main screen of the SW Data Editor  

has a similar look and feel as the main 

generator app.  To the left (A) is a 

column of buttons to choose which type 

of data to edit.  The type of data 

currently being edited will have its 

button dimmed (ĜArmorĝ is being 

edited in this example).  

The right portion of the window (B) has 

a help window containing, amon gst 

other things, a list of the various 

special tags supported by the 

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 

organizational t ools.  Click the ĜHelpĝ button to hide and show the help pane (B).  Click the 

ĜLanguageĝ button to bring up the Select Language dialog, as described in the Language section.  

Next comes  a list of items that can be edited.  In th 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 using the ĜFilter by Nameĝ text box. 

A B C 
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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 ĜDataCustomĝ.  The default selection for this is the actual 

ĜDataCustomĝ directory which was used in earlier versions of the software exclusively. 

To add a new data set, click the ĜNewĝ button.  The New Data Set dialog 

will be displayed.   Type in the name of the new data set.   This will create the 

required directory under ĜDataCustomĝ and allow you to start adding 

custom items to the data set.  For instanc e, adding a data set called ĜMy 

Modsĝ will create a folder under ĜDataCustomĝ called ĜDataSet_My Modsĝ.  

If this data set is selected, all changes you make will appear in that folder 

and not in ĜDataCustomĝ. 

To create a language data set, check the ĜCreate Language Data Setĝ box.  

This will make your data set a language data set.  Select the culture to use 

for this new language data set. Using the example above, if you selected the neutral ĜSpanishĝ 

culture, the name of the folder will be ĜDataSet_MyMods-Lang-esĝ.  A language file for the culture 

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), just check the box for ĜShow only existing languagesĝ.  The drop-down list will 

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 

culture is the sam e as the data setĚs culture.  If an exact match canĚt be made for your current 

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.  For instance, if you select the ĜMy Modsĝ data set, any changes you make will be made to that 

data set.  

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

You may see different items, or different descriptions for existing items, depending on what youĚve 

changed. 

Clicking the ĜRemoveĝ button at the top will remove your current data set.  This is a permanent 

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




































































































































