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EQUIPMENT

Modified heavy blaster pistol (miniaturized)

2 frag grenades
Knife

Comlink
Concealed holster
Datapad (basic)
Power pack

2500 credits

(Caneuasss)
Basic

Huttese
Shyriiwook

TALBNTS

Dastardly Strike
Seducer

Trick Step

(Peres Powsrs)

Cunning Attack
Point Blank Shot

Precise Shot

PO

Skill Focus (Know [galactic lore])

Skill Focus (Pilot)

Skill Training (Mechanics)

Vehicular Combat

Weapon Proficiency

- pistols

- simple weapons
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LYSIRE JACE

Quote: “Hey, it’s a sure thing. Just trust me on this, alright?”

SMUGGLER

Capsule: Your father was a successful member of one of Breental’s mercantile houses, but you were determined to make your own way, and
you chose to pursue a career as a tramp freighter captain. You’d always had street-smarts and were cool under pressure, so life as a free
trader came easy to you, especially with your piloting skills; you’ve always been a hot item and you make sure everyone knows it. So what if
other people call you brash or egotistical? When somebody is as good as you are, a little attitude is to be expected. Although your family
back home call it “gallivanting across the galaxy” and “associating with a bad crowd,” you’ve came to love this life; you’re not behold to
some giant faceless corporate entity and can pretty much chart your own course through life, doing some trading here and there as you
travel from one end of the galaxy to the other. There are countless new places to see, with excitement waiting around every corner. Or at
least that’s how it’s supposed to work. The ugly truth is that the Empire makes it harder and harder for independent traders like you to stay
in business; restrictions on what is and isn’t legal become increasingly restrictive, and the various tariffs and cargo fees keep increasing,
making it harder and harder to turn a profit on legitimate goods. In order to keep your ship up and running, you had little choice but start
hauling contraband more often than legal goods, and you could be one botched transport job away from imprisonment, slavery, or worse.

Recently, you’ve started accepting transport jobs from the Rebel Alliance, much as you would have preferred to have not gotten involved
with them in the first place. The jobs they offer are dangerous and don’t always pay well, but you appreciate that they at least make good
on their promises and don’t try to swindle you out of your pay, which goes a lot further these days than it used to. In between supply runs
for numerous Rebel cells across the galaxy, you’ve also been asked to participate as a part-time member of a Rebel special ops group that
goes by the handle of Blue Zephyrs. They’re a lively bunch with a diverse array of personalities, and each of them is eager to stick to the

Imperials in their own way, which makes them okay in your book.

TALENTS

Dastardly Strike

Whenever you successfully deal damage to a target that is flat-
footed or otherwise denied their Dexterity bonus to their Reflex
Defense, they are moved one step down the condition track.

Seducer

Whenever you fail a Persuasion check to change a target’s
attitude, you can make an immediate Deception check to achieve
the same result, but must keep the Deception check result.

Trick Step
As a swift action, make an opposed Initiative check against one

target within line of sight. The winner of the check treats the
loser as flat-footed for their next attack.

BACKGROUND

Exiled

You were exiled from your home, and have since traveled across

the galaxy. Due to your extensive travels, you can plot a course

for hyperspace travel in half the standard time. You also receive

Skill Focus (Knowledge [galactic lore]) as a bonus feat if trained in

that skill.

FEATS

Point Blank Shot

You gain a +1 bonus to attack rolls and damage rolls with ranged
weapons against targets within 20 squares of you. This bonus has
already been included.

Precise Shot
You do not suffer a penalty to ranged attack rolls when shooting
into melee.

Vehicular Combat

Once per round as a reaction, you can negate an attack against a
vehicle you are piloting by making a successful Pilot check, with a
DC equal to the result of the attack you wish to negate.




