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BUILDING CHARACTER
As with the fantasy setting of Fantasy
Age, classes represent character
archetypes that also determine your
character’s capabilities and develop as
you gain experience. These classes are
more specific in their scope and draw
inspiration from characters in the Star
Wars universe. Unlike in Fantasy Age,
character advancement is capped at level
10. New ability focuses and talents are 
marked with an asterisk (*) and can be 
found in Chapter 4. Any character can 
become force sensitive by taking the Force 
Sensitivity talent.

ADEPT
The Force is strong with you. Your gifts 
make you a target of superstition, fear,
and the Empire. Although isolation and 
secrecy may have protected you for a time, 
you must remain constantly on the move 
or risk being captured or worse. Force 
Adepts (simplified to ‘Adepts’) come from a 
number of different Force-using traditions, 
whether from one of the many number 
of species-specific practices, the Jedi or 
Sith, or even the product of your own 
meditations. As you discover the power that 
lies within yourself, you often will have to 
choose between enlightenment and power.

15

ONE ADEPT PER TABLE

Force Powers can be very complicated 
and are not recommended for players 
who do not already have a strong grasp 
of the AGE rules. It is suggested to 
only have one at the table at any given 
time. Resolving Force Powers can also 
take up time at the table or contrary 
to the type of story where Force-user 
are suppose to be rare, and the GM 
may choose to restrict the use of Force 
Powers for these reasons as well. 
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level 6

New Talent: You become a Novice in a
new talent or gain a degree in a talent you
already have.

Improved Concentration: You gain a
+2 bonus on your next ability test to
use a Force Power when you use Force
Concentration, rather than +1.

level 7

New Talent: You become a Novice in a
new talent or gain a degree in a talent you 
already have.

level 8

Force Ritual: You learn one Force Ritual.

New Specialization Talent: You gain the
Master degree in the specialization talent
you gained at level 4.

level 9

New Talent: You become a Novice in a 
new talent or gain a degree in a talent you
already have.

level 10

Force Mystic: You receive a +1 bonus on
all your Recharge rolls.

AGENT
From Imperial intelligence operatives 
to Rebel spies, both sides of the Galactic 
Civil War recognize the importance of 
covert agents. Intelligence, infiltration, 
and precision are your tools. Striking 
from the shadows and remaining 
undetected not only makes you 
incredibly effective for neutralizing 
individual targets and enemy assets, they 
are essential for your survival. Although 
you will often find yourself alone, your 

•	 Primary Abilities: Accuracy, Dexterity, 
Perception, and Willpower

•	 Secondary Abilities: Communication, 
Constitution, Fighting, Intelligence, and 
Strength

•	 Starting Health: 20 + Constitution + 1d6
•	 Weapon Groups: Brawling, Staves, and 

Blasters or Vibroblades

level 1

Force Concentration: You can devote 
yourfocus to channeling the Force. You 
can use a minor action to receive a +1 
bonus on your next ability test to use a 
Force Power.

Starting Talents: You become a Novice 
in one of the following talents: Animal 
Training, Lore, Observation, or Unarmed
Style. You also start as a Novice in Force
Sensitivity*.

level 2

New Ability Focus: You now gain
one of the following ability focuses:
Communication (Animal Handling),
Intelligence (Force Lore)*, or Perception
(Empathy).

level 3

New Talent: You become a Novice in a 
new talent or gain a degree in a talent you 
already have.

level 4

New Specialization: You may choose one
specialization. You gain the Novice degree
of its specialization talent.

level 5

Force Ritual: You learn one Force Ritual.

New Talent: You become a Novice in a
new talent or gain a degree in a talent you
already have.
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level 4

New Specialization: You may choose one
specialization. You gain the Novice degree
of its specialization talent.

level 5

New Talent: You become a Novice in a
new talent or gain a degree in a talent you
already have.

Take Aim: When you take the Aim action,
you gain +2 on the attack roll instead of +1.

level 6

New Talent: You become a Novice in a
new talent or gain a degree in a talent you
already have.

Stunt Bonus: You are perceptive and
mindful of your surroundings. You can
perform the That Makes Me Wonder
exploration stunt for 3 SP instead of 4 SP.

level 7

Disorienting Blow: You can choose to
temporarily daze an opponent. To make
a disorienting blow, you must use the
Aim action and then hit with a Melee or
a Ranged Attack. If successful, the target
takes no damage but must succeed TN
15 Constitution (Stamina) test or become
disoriented (see Chapter 7). A disorienting 
blow is possible on successive attack rolls. 
For example, you could attack, then use 
the Lightning Attack, and disorient an 
opponent instead of dealing damage.

New Talent: You become a Novice in a
new talent or gain a degree in a talent you 
already have.

level 8

New Specialization Talent: You gain the
Master degree in the specialization talent
you gained at level 4.

abilities often require strategic thinking 
and using group tactics. 

•	 Primary Abilities: Accuracy, Dexterity, 
Perception, and Intelligence

•	 Secondary Abilities: Communication, 
Constitution, Fighting, Strength, and 
Willpower

•	 Starting Health: 25 + Constitution + 1d6
•	 Weapon Groups: Brawling, Blaster, 

Grenades, and Rifles or Vibroblades

level 1

Agent’s Armor: You can ignore the 
ArmorPenalty of light armor altogether. 
It affects neither your Speed nor your 
Dexterity.

Precise Aim: You can take time to target 
your enemy for a precision strike. You
must first use the Aim action and then the
Attack action on your turn. If you hit, you 
reduce the target’s Armor Rating by half 
(rounded down). If your attack is influenced 
by other effects that half Armor Rating, like 
the Pierce Armor stunt and piercing damage 
(see Chapter 5), the damage is instead 
treated as penetrating damage.

Starting Talents: You become a Novice in
one of the following talents: Intrigue,
Scouting, or Slicing*.

level 2

Stealth Attack: You can strike from the 
shadows undetected. While you have 
concealment or are unnoticed by the 
target, opponents with the chance to 
detect you can make opposed tests of 
Perception (Hearing or Seeing) vs. your 
Dexterity (Stealth) to remain hidden. 
Normally, you or your position is revealed 
automatically after making an attack.

level 3

New Talent: You become a Novice in a
new talent or gain a degree in a talent you
already have.
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equal to your Communication ability 
(minimum once per day).  You must be 
conscious and able to use free actions on 
your turn to use this ability, however this 
does not require you to use an action.

Stating Ability Focus: You receive 
one of the following ability focuses: 
Communication (Leadership), 
Communication (Disguise), or Willpower 
(Courage). You also receive Communication 
(Persuasion) if you do not have it already.

Starting Talents: You become a Novice in
one of the following talents: Command,
Contacts, or Observation. You also start 
as a Novice in Oratory.

level 2

Stunt Bonus: You can perform the Set-Up
stunt for 1 SP instead of 3 SP.

level 3

New language: You can understand and 
speak one of the following languages: 
Bocce, Bith, Huttese, Ithorese, Ubese, 
Ewokese, or any language spoken by the 
common or rare species (see Chapter 2).

New Talent: You become a Novice in a
new talent or gain a degree in a talent you
already have.

level 4

New Specialization: You may choose one
specialization. You gain the Novice degree
of its specialization talent.

level 5

New Talent: You become a Novice in a
new talent or gain a degree in a talent you
already have.

Coordinate: You use a minor action to give 
all allies that can both see and hearyou a 
+1 bonus on his or her next attack roll. 

level 9

New Talent: You become a Novice in a 
new talent or gain a degree in a talent you
already have.

level 10

lethality: You use your cunning to hit
enemies where it is most vulnerable. You
can add your Intelligence to your damage
when making attacks.

DIPLOMAT
Politicians once occupied an important 
role during the days of the Republic. Even 
the Empire can not diminish the power 
of your words to bolster your allies and 
shake your foes. Whether a canny former 
senator, a clever field commander, or 
shady underworld negotiator, you are 
the face of any group you are a part of. 
By manipulating those around you, 
your influence can make the difference 
between victory and defeat. 

•	 Primary Abilities: Communication, 
Intelligence, Perception, and Willpower

•	 Secondary Abilities: Accuracy, 
Constitution, Dexterity, Fighting, and 
Strength

•	 Starting Health: 15 + Constitution + 1d6
•	 Weapon Groups: Brawling, Blasters, 

Staves, Grenades or Vibroblades

level 1

Influence: You can subtly manipulate 
the course of events, whether by force of 
will, clever scheming, or a silver tongue. 
Once per round during an ability test, 
you may roll your own d6 and use your 
result to replace any single d6 used in 
the test.  The ally or opponent whose 
roll you replace must be able to see and 
hear you, and you must decide to use 
Influence before the success or failure 
of the test is determined.  You can use 
Influence a number of times per day
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FRINGER
Life is hard on the Outer Rim. Getting by 
on the fringes of civilized space requires 
grit, ingenuity, and self-reliance. Having 
to jury-rig any piece of technology you 
manage to find means that others will look 
to you for your technical skills. Growing 
up on inhospitable worlds means you can 
also endure a great deal of punishment. 
This gives you tremendous flexibility and 
are able to fill multiple roles.

•	 Primary Abilities: Accuracy, 
Constitution, Intelligence, and Willpower

•	 Secondary Abilities: Communication, 
Dexterity, Fighting, Perception, and 
Strength

•	 Starting Health: 30 + Constitution + 1d6
•	 Weapon Groups: Brawling, Blasters, 

Staves, Vibroblades, and Grenades or 
Exotic weapons

level 1

New language: You can understand and 
speak one of the following languages: 
Bocce, Huttese, Ithorese, Ubese, 
Ewokese, or any language spoken by the 
common or rare species (see Chapter 2).

Resilience: You gain a bonus to your 
Health equal to your Willpower x 2.

Stating Ability Focus: You receive one of 
the following ability focuses: Dexterity 
(Piloting), Intelligence (Healing), or 
Perception (Tracking). You also receive 
Intelligence (Engineering) if you do not 
have it already. 

Starting Talents: You become a 
Novice in one of the following talents: 
Astrogation*, Droid Companionship*, or 
Medicine*. 

level 2

expert Mechanic: You add your ability 
focus to your Stunt Die when making

level 6

New language: You can understand and 
speak one of the following languages: 
Bocce, Bith, Huttese, Ithorese, Ubese, 
Ewokese, or any language spoken by the 
common or rare species (see Chapter 2).

New Talent: You become a Novice in a
new talent or gain a degree in a talent you
already have.

Stunt Bonus: You can perform the Tower 
of Will stunt for 3 SP instead of 4 SP.

level 7

New Talent: You become a Novice in a
new talent or gain a degree in a talent you 
already have.

Diplomacy: You add +1 to your Stunt Die 
whenever you roll a Communication-
based ability test as part of an advanced 
test.

level 8

New Specialization Talent: You gain the
Master degree in the specialization talent
you gained at level 4.

level 9

New language: You can understand and 
speak one of the following languages: 
Bocce, Bith, Huttese, Ithorese, Ubese, 
Ewokese, or any language spoken by the 
common or rare species (see Chapter 2).

New Talent: You become a Novice in a 
new talent or gain a degree in a talent you
already have.

level 10

Inspire: Once per combat encounter, you 
can use a minor action to give one ally who 
can see and hear you an extra 1d6 on his or 
her next ability test of his or her choice.
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level 8

New Specialization Talent: You gain the
Master degree in the specialization talent
you gained at level 4.

level 9

New Talent: You become a Novice in a 
new talent or gain a degree in a talent you
already have.

level 10

expertise: You add your ability focus to
the Stunt Die whenever you or an ally
within sight is performing an ability test
in which you have the ability focus as part
of an advanced test.

SCOUNDREL
Outlaws and rogues, scoundrels live 
outside the law and make up the rules 
as they go. Scoundrels are opportunistic 
and you are at your best when you can 
use your charisma and natural luck to 
turn things in your favor. Blasting your 
way out of problem is always an option, 
preferably from a distance or behind 
cover. Then again, you can always run…

•	 Primary Abilities: Accuracy, 
Communication, Dexterity, and 
Perception

•	 Secondary Abilities: Constitution, 
Fighting, Intelligence, Strength, and 
Willpower

•	 Starting Health: 15 + Constitution + 1d6
•	 Weapon Groups: Blasters, Brawling, and 

Grenades or Vibroblades

level 1

Canny Defense: You know that the best 
protection is avoiding harm in the first 
place. While not wearing armor, you have 
a +2 bonus to Defense.

repairs. Also, you can use a repair kit of 
any type while making an Intelligence 
(Engineering) test to make a repair. The 
GM can put limitations, for example, you 
may not be able to use a droid repair kit 
to replace a hyperdrive core.

level 3

New Talent: You become a Novice in a
new talent or gain a degree in a talent you
already have.

level 4

New Specialization: You may choose one
specialization. You gain the Novice degree
of its specialization talent.

level 5

New Talent: You become a Novice in a
new talent or gain a degree in a talent you
already have.

Stunt Bonus: Living on the fringes means 
making do with what you have. You can 
perform the Resources At Hand stunt for 
3 SP instead of 4 SP.

level 6

New Talent: You become a Novice in a
new talent or gain a degree in a talent you
already have.

Quick Activation: You can use an Activate
action on an item as a free action once
per turn. 

level 7

New Talent: You become a Novice in a
new talent or gain a degree in a talent you 
already have.

Great Fortitude: You regain twice the
amount of Health you normally do when
resting (Fantasy Age Core Rulebook, page
39).
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level 7

First Strike: You know how to get the drop 
on others. You always treat opponents as
if they were surprised. Surprised enemies
may still have a chance to act if they
succeed on their Perception test.

New Talent: You become a Novice in a
new talent or gain a degree in a talent you 
already have.

level 8

New Specialization Talent: You gain the
Master degree in the specialization talent
you gained at level 4.

level 9

New Talent: You become a Novice in a 
new talent or gain a degree in a talent you
already have.

level 10

lucky Strike: Whenever you roll a 6 on a
damage roll, roll that die again and add
both results to your total damage.

SOLDIER
Wherever there is war, there are soldiers. 
For freedom, for glory, for honor or for 
pay, whichever you choose, you are 
a formidable combatant with heavy 
armor and an arsenal of weapons at your 
disposal. Fighting is what you do and you 
do it better than anyone else.

•	 Primary Abilities: Accuracy, 
Constitution, Dexterity, Fighting, and 
Strength

•	 Secondary Abilities: Communication, 
Intelligence, Perception, and Willpower

•	 Starting Health: 30 + Constitution + 1d6
•	 Weapon Groups: Brawling, plus 

any three of the following: Blasters, 
Explosives, Heavy Weapons, Rifles, or 
Vibroblades

Trick Attack: Once per round, you can
add 1d6 to the damage of a successful
attack if your Communication is greater
greater than your opponent’s.

Starting Talents: You become a Novice
in one of the following talents: Contacts,
Quick Reflexes, or Thievery.

level 2

evasion: You can tumble to avoid the
worst of an explosion or other hazard.
When you succeed on a Dexterity
(Acrobatics) test to avoid taking damage,
you can ignore all the damage from that
effect.

level 3

New Talent: You become a Novice in a
new talent or gain a degree in a talent you
already have.

level 4

New Specialization: You may choose one
specialization. You gain the Novice degree
of its specialization talent.

level 5

New Talent: You become a Novice in a
new talent or gain a degree in a talent you
already have.

expeditious: You gain +2 bonus to your 
Speed.

level 6

New Talent: You become a Novice in a
new talent or gain a degree in a talent you
already have.

Stunt Bonus: You are prepared for 
whenever a situation goes sour. You can
perform The Upper Hand roleplaying
stunt for 3 stunt points instead of the
usual 4.
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level 6

New Talent: You become a Novice in a
new talent or gain a degree in a talent you
already have.

Stunt Bonus: You are perceptive and
mindful of your surroundings. You can
perform the That Makes Me Wonder
exploration stunt for 3 SP instead of 4 SP.

level 7

New Talent: You become a Novice in a 
new talent or gain a degree in a talent you 
already have.

Stunt Bonus: You can break the resolve 
of your opponents. You can perform the 
Threaten stunt for 1 SP instead of 2 SP.

level 8

New Specialization Talent: You gain the
Master degree in the specialization talent
you gained at level 4.

level 9

New Talent: You become a Novice in a 
new talent or gain a degree in a talent you
already have.

level 10

veteran: Your experience and skill make 
you a formidable combatant. When you 
inflict damage with an attack, you can 
add your focus bonus to your damage if 
you have an applicable weapon group 
focus. The focus must match the weapon 
group of the weapon you attack with. 
If you have the same focus twice, the 
damage bonus increases to +3 as well. 

level 1

Combat Training: You add your Dexterity 
or Fighting to your Defense, whichever is 
greater.

Conditioning: You reduce the minimum 
Strength for weapons by 1.

Starting Talents: You become a Novice in
one of the following talents: Carousing, 
Command, Dual Weapon Style, Gunnery 
Style*, Gunslinger Style*, Marksmanship 
Style*, Single Weapon Style, Staff Weapon 
Style*, Thrown Weapon Style, Two-
Hander Style or Unarmed Style. You also 
start as a Novice in Armor Training.

level 2

New Ability Focus: You now gain
one of the following ability focuses:
Communication (Leadership), Dexterity
(Stealth), or Strength (Jumping).

level 3

New Talent: You become a Novice in a
new talent or gain a degree in a talent you
already have.

level 4

New Specialization: You may choose one
specialization. You gain the Novice degree
of its specialization talent.

New Weapon Group: You learn a new 
weapon group of your choice.

level 5

New Talent: You become a Novice in a
new talent or gain a degree in a talent 
you already have.

Stunt Bonus: You can attack for maximum 
suppression. You can perform the Dual 
Strike stunt for 3 SP instead of 4 SP.
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