
JAR'KAI ADEPT
UNIVERSAL SPECIALIZATION

Career Skills: Cool, Coordination, Lightsaber, Vigilance

GRIT

Gain + 1 strain threshold.

COST 5

SENSE DANGER

Once per session, remove

2 setback dice from any 1

check.

COST 10

CONDITIONED

Remove 1 setback die per
rank of Conditioned from
Athletics and Coordination
checks. Reduce the damage
and strain suffered from falling
by 1 per rank of Conditioned.

COST 15

SECOND WIND

Once per encounter, may

use Second Wind

incidental to recover strain

equal to ranks in Second

Wind.

COST 20

DEDICATION

Gain + 1 to a single

characteristic. This cannot

bring a characteristic

above 6.

COST 25

PARRY

When hit by a melee

attack, suffer 3 strain to

reduce damage by 2 plus

ranks in Parry.

COST 5

SECOND WIND

Once per encounter, may

use Second Wind

incidental to recover strain

equal to ranks in Second

Wind.

COST 10

JAR'KAI DISCIPLINE

When making a combined combat
check with two Lightsaber or Melee
weapons, may add Force Dice up to
the character’s Force Rating to
avoid increasing the difficulty. When
rolling in this way, spend two Force
points to trigger a hit with
secondary weapon

COST 15

BLADE SHIELD

May perform the Blade Shield maneuver
while wielding two Lightsaber or Melee
weapons. The character increases their
defense by an amount equal to ranks in
Blade Shield until the end of their next
turn. While this maneuver is active, the
character cannot perform any attacks
using their secondary weapon.

COST 20

IMPROVED PARRY

When parrying a hit that

generated a Despair or 3

Threats may hit attacker once

with Lightsaber, Brawl, or

Melee weapon (dealing base

damage) after initial attack

resolves.

COST 25

CONDITIONED

Remove 1 setback die per
rank of Conditioned from
Athletics and Coordination
checks. Reduce the damage
and strain suffered from falling
by 1 per rank of Conditioned.

COST 5

GRIT

Gain + 1 strain threshold.

COST 10

PARRY

When hit by a melee

attack, suffer 3 strain to

reduce damage by 2 plus

ranks in Parry.

COST 15

NATURAL

BLADEMASTER

Once per session, may

reroll any 1 Lightsaber or

Melee check.

COST 20

RISING WHIRLWIND

After the character makes a

successful combined check with

two Lightsaber or Melee weapons,

each additional hit generated as

part of the attack can be allocated

to any other target of equal

difficulty or lower within range.

COST 25

QUICK DRAW

Once per round, draw or

holster a weapon or

accessible item as an

incidental.

COST 5

IMPROVED QUICK

DRAW

May use Quick Draw twice

per round.

COST 10

BLADE SHIELD

May perform the Blade Shield maneuver
while wielding two Lightsaber or Melee
weapons. The character increases their
defense by an amount equal to ranks in
Blade Shield until the end of their next
turn. While this maneuver is active, the
character cannot perform any attacks
using their secondary weapon.

COST 15

REFLECT

When hit by a ranged

attack, suffer 3 strain to

reduce damage by 2 plus

ranks in Reflect.

COST 20

TWIN STRIKE

Suffer 3 strain to perform the Twin Strike
action while wielding two Lightsaber
weapons, making a hard Lightsaber
combat check. On a success, add the
base damage of secondary weapon to
the results. This attack ignores the
opponent’s defense, and gains the Stun
quality with a rating equal to the user's
ranks in Lightsaber

COST 25
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