
Ed (Z-X3ED) MK3
Droid

Smuggler - Scoundrel

More Character Information

SKILLS

Only Show Career Skills

Initiative & opposition setup

General Skills

Astrogation (INT)

Athletics (BR)

Charm (PR)

Coercion (WIL)

Computers (INT)

Cool (PR)

Coordination (AG)

Deception (CUN)

Discipline (WIL)

Leadership (PR)

Mechanics (INT)

Medicine (INT)

Negotiation (PR)

Perception (CUN)

Piloting - Planetary (AG)

Piloting - Space (AG)

Resilience (BR)

Skulduggery (CUN)

Stealth (AG)

Streetwise (CUN)

Survival (CUN)

Vigilance (WIL)

Combat Skills

Brawl (BR)

Gunnery (AG)

Lightsaber (BR)

Melee (BR)

Ranged - Heavy (AG)

Ranged - Light (AG)

Knowledge Skills

Core Worlds (INT)

Education (INT)

Lore (INT)

Outer Rim (INT)

Underworld (INT)

Warfare (INT)

Xenology (INT)

Add New Skill

WEAPONS Expand all Reorder

Name Skill Damage Crit Range Qualities

Model 53 “Quicktrigger”
Ranged - Light

6 3 Medium Stun Setting

Brass Knuckles
Brawl

3 4 Engaged Disorient 3, Pierce 1

Blade-Breaker
Melee

2 4 Engaged Defensive 2, Pierce 1, Sunder 1

Blaster rifle
Ranged - Heavy

9 3 Long

SE-14r Light repeating blaster

pistol

Ranged - Light
6 3 Medium Auto-Fire, Stun Setting

DLT-19 Heavy blaster rifle
Ranged - Heavy

10 3 Long
Accurate 2, Auto-Fire, Cumbersome 3,

Pierce 2

E-11D Blaster carbine
Ranged - Heavy

9 3 Medium Stun Setting

E-11D Blaster carbine
Ranged - Heavy

9 3 Medium Stun Setting

DLT-19 Heavy blaster rifle
Ranged - Heavy

10 3 Long
Accurate 2, Auto-Fire, Cumbersome 3,

Pierce 2

DLT-19 Heavy blaster rifle
Ranged - Heavy

10 3 Long
Accurate 2, Auto-Fire, Cumbersome 3,

Pierce 2

Add A Weapon

Add Spend Add Spend

CRITICAL INJURY

Name D100 Severity Result

Add New Critical Injury

TALENTS Collapse all Reorder Detail Summary

Scoundrel Save

Droid Save

Cybers Save

Pirate Linked

Add New Talent Group

ARMOR Expand all Reorder

Name Soak Defense Qualities

Catch vest 2 0 Only 1 soak vs non-energy weapons

Smuggler's Trenchcoat 1 1

Add Armor

EQUIPMENT & GEAR Expand all Reorder

Name Quantity Encum Rarity Price

Comlink (handheld) 1 0 0 25

Chance Cube 3 0 0 1

Datapad 1 0 1 75

Lockpic Set 1 0 6 50

Extra Reloads 2 0 0 25

Durable 1 0 0 0

ISB code cylinder 1 0 0 0

Emergency repair patch 1 0 1 0

Encrypted comlink 1 0 0 0

Load bearing gear 1 0 0 0

Add Equipment

CHARACTER DETAILS Collapse all

Background

Motivation

Desire, Fear, Strength, Flaw

Desire Fear Strength Flaw

OBLIGATION

Name Amount Description Triggered

Betrayal 15 Old crew

Obsession 10 Droid liberation

Add Obligation

NOTES Expand all

General

Private

XP HISTORY (6)

DATE Amount Reason

25 Mar 2026 −10 XP Perception rank 2

15 Apr 2026 +15 XP -

8 May 2026 −20 XP Toughened

8 May 2026 +15 XP -

14 Aug 2026 +15 XP XP awarded by GM

15 Aug 2026 −30 XP Pirate spec (20) Knows the ropes (5) Coercion rank 1 (5)
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Incidental

Black Market Contacts

When purchasing illegal goods,

may reduce rarity by 1 per rank

of Black Market Contacts,

increas- ing cost by 50 percent

of base cost per reduction.

Ranked (1) 5 XP

Passive

Convincing Demeanor

Remove Setback per rank of

Convincing Demeanor from

Deception or Skulduggery

checks

Ranked (2) 10 XP

Passive

Hidden Storage

Gain hidden storage in vehicles

or equipment that holds items

with total encumbrance equal to

ranks in Hidden Storage

Ranked (1) 15 XP

Passive

Toughened

Gain +2 wound threshold

Ranked (1) 20 XP

Passive

Dedication

Gain + 1 to a single

characteristic. This cannot bring

a characteristic above 6

Ranked 25 XP

Passive

Convincing Demeanor

Remove Setback per rank of

Convincing Demeanor from

Deception or Skulduggery

checks

Ranked (2) 5 XP

Incidental

Black Market Contacts

When purchasing illegal goods,

may reduce rarity by 1 per rank

of Black Market Contacts,

increas- ing cost by 50 percent

of base cost per reduction.

Ranked (1) 10 XP

Passive

Toughened

Gain +2 wound threshold

Ranked (1) 15 XP

Incidental

Rapid Reaction

Suffer a number of strain to add

an equal number of Success to

initiative checks. Strain suffered

cannot exceed ranks in Rapid

Reaction.

Ranked (1) 20 XP

Incidental

Natural Charmer

Once per session, may reroll any

1 Charm or Deception check

25 XP

Incidental

Quick Draw

Once per round, draw or holster

a weapon or accessible item as

an incidental

5 XP

Passive

Convincing Demeanor

Remove Setback per rank of

Convincing Demeanor from

Deception or Skulduggery

checks

Ranked (2) 10 XP

Incidental

Black Market Contacts

When purchasing illegal goods,

may reduce rarity by 1 per rank

of Black Market Contacts,

increasing cost by 50 percent of

base cost per reduction

Ranked (1) 15 XP

Passive

Hidden Storage

Gain hidden storage in vehicles

or equipment that holds items

with total encumbrance equal to

ranks in Hidden Storage

Ranked (1) 20 XP

Incidental

Soft Spot

After making a successful

attack, may spend 1 Destiny

Point to add damage equal to

Cunning to one hit

25 XP

Incidental

Rapid Reaction

Suffer a number of strain to add

an equal number of Success to

initiative checks. Strain suffered

cannot exceed ranks in Rapid

Reaction.

Ranked (1) 5 XP

Passive

Quick Strike

The character adds a boost die

per rank of Quick Strike to [their]

combat checks made against

any target that has not yet acted

in the encounter

Ranked (1) 10 XP

Maneuver

Side Step

Ranked (2) 15 XP

Once per round, may perform

Side Step maneuver and suffer a

number of strain to upgrade

difficulty of all incoming ranged

attacks by an equal number for

this round. Strain suffered this

way cannot exceed ranks in Side

Maneuver

Side Step

Ranked (2) 20 XP

Once per round, may perform

Side Step maneuver and suffer a

number of strain to upgrade

difficulty of all incoming ranged

attacks by an equal number for

this round. Strain suffered this

way cannot exceed ranks in Side

Passive

Quick Strike

Add •boost per rank of Quick

Strike to combat checks against

targets that have not acted yet

this encounteR

25 XP

Passive

Enduring

Passive

Indistinguishable

The character's appearance is so

common that people have a

hard time identifying

distinguishing traits. Opposing

characters upgrade the difficulty

of any checks made to identify

[them] once per rank of

Indistinguishable.

Passive

Adaptive Optics

Remove 2 setback from

Perception and Vigilance checks

Passive

Extra ranged def

Passive

Black Market Contacts

When purchasing illegal goods,

may reduce rarity by 1 per rank,

increasing cost by 50% of base

cost per reduction.

Ranked (1) 5 XP

Maneuver

Greased Palms

Before making a social check,

may spend up to 50 credits per

rank of Greased Palms to

upgrade the ability of the check

once for every 50 spent.

Ranked 10 XP

Passive

Black Market Contacts

When purchasing illegal goods,

may reduce rarity by 1 per rank,

increasing cost by 50% of base

cost per reduction.

Ranked (1) 15 XP

Passive

Fearsome Rep

Add automatic  to the results

of Coercion checks equal to

ranks in Fearsome Rep.

Ranked 20 XP

Action

Prepare to be Boarded!

Ranked 25 XP

Once per encounter may take

Prepare to be Boarded! action

and make opposed Coercion vs.

Discipline check against enemy

ship captain. If successful, the

enemy suffers 1 strain per

uncancelled  and surrenders

Passive

Toughened

Each rank of Toughened

increases your character’s

wound threshold by two.

Ranked (1) 5 XP

Passive

Toughened

Each rank of Toughened

increases your character’s

wound threshold by two.

Ranked (1) 10 XP

Passive

Double-Talk

Ranked 15 XP

The character may spend 

or  from a successful Charm

or Deception check to disorient

a number of opponents within

short range equal to his

Presence for remainder of round

and next two rounds.

Action

Intense Presence

May spend a Destiny Point to

recover Strain equal to Presence

rating.

20 XP

Action

Altered Deal

Once per session may take the

Altered Deal action and make

Hard ( ) Coercion check

to radically change a previously

made deal or bargain to the

character's advantage.

Ranked 25 XP

Incidental

Quick Draw

5 XP

Once per round on your

character’s turn, they may use

this talent to draw or holster an

easily accessible weapon or item

as an incidental. Quick Draw also

reduces a weapon’s Prepare

rating by one, to a minimum of

Passive

Fearsome Rep

Add automatic  to the results

of Coercion checks equal to

ranks in Fearsome Rep.

Ranked 10 XP

Passive

Street Smarts

Remove  per rank of Street

Smarts from Streetwise or

Knowledge (Underworld)

checks.

Ranked 15 XP

Passive

Commanding Presence

Remove  per rank of

Commanding Presence from

Leadership and Cool checks.

Ranked 20 XP

Incidental

Natural Rogue

Once per session, may reroll any

1 Skulduggery or Stealth check.

25 XP

Passive

Knows the Ropes

Add  to checks made to

escape from restraints equal to

ranks in Knowledge

(Underworld). Spend  to free

all other allies withing short

range.

Ranked (1) 5 XP

Passive

Commanding Presence

Remove  per rank of

Commanding Presence from

Leadership and Cool checks.

Ranked 10 XP

Passive

Intimidating

Ranked 15 XP

May suffer a number of strain to

downgrade difficulty of

Coercion checks, or upgrade

difficulty when targeted by

Coercion checks, by an equal

number. Strain suffered this way

cannot exceed ranks in

Passive

Steely Nerves

Spend 1 Destiny Point to ignore

effects of Critical Injuries on

Willpower or Presence checks

until the end of the encounter.

20 XP

Passive

Dedication

Ranked 25 XP

Each rank of Dedication

increases one of your character’s

characteristics by one. This

talent cannot increase a

characteristic above 5. You

cannot increase the same

characteristic with Dedication

Z-X3ED (or “Ed”) was marooned on Brentaal after his former crew staged a bloody mutiny, murdering Captain Planck in a plan to leave their affiliation with 

Car’das behind, and joint up with the Zaan Consortium. About 2 meters tall, humanoid.

Originally a Z-X3 experimental droid trooper, after that project was scrapped, he fell into private hands, was passed around a bit, partially dismantled to claim 

the valuable armour plating he’d been created with, and eventually wound up as part of a bargain with Captain Planck. A bit of a tinkerer, he modified Ed with 

concealed compartments in his torso and legs to aid in smuggling small items in otherwise plain sight, an integrated comlink, datapad, slicing and lockpicking 

tools in his hands, and enhanced photoreceptors. Ed also underwent numerous reprogramming attempts to overwrite his Imperial roots, and improve his 

abilities at espionage and general skullduggery. Perhaps as a result of that, or just in emulation of his mentor, he’s quite adept at at least trying to talk himself 

into or out of situations, but happy to resort to blaster-based negotiations when the need arises. No one can lie with a straighter face, but then it is made of 

metal. Somehow learned to “drink”, perhaps to integrate better into the crew. No one really knows where it goes.

Through his travels, seeing how his droid brethren are treated, a vague remnant of a fragment of a memory of being rejected by the empire, and as a result of 

the mutiny  that killed his beloved captain, he has a distrust of organic life. Ed now dreams of leading his own crew of emancipated droids to spread 

revolution across the galaxy (while making a tidy profit). For now he’s doing odd bits of labour, security, and less honest means of turning a credit, while 

hanging around cantinas and space ports looking for an opportunity to get off world with the right crew. Who he’s definitely not going to murder in their 

sleep.

Adaptive Optics:

Cunning +1

Remove two setback die from Perception+Vigilance checks

Multi-Directional Optics:

+1 Coordination

Rapid Reactions 1

+1 Agility

Espionage Programming:

+1 Cunning

+1 Deception

+1 Cool

Indistinguishable 1

Reinforced:

+1 Brawn

+1 Resilience

Durable 1

SOAK

5
+3

WOUNDS

15
THRESHOLD

1
CURRENT

STRAIN

12
THRESHOLD

7
CURRENT

DEFENSE

2
+2
RANGED

1
+1

MELEE

2
2

BRAWN

3
3

AGILITY

2
2

INTELLECT

3
3

CUNNING

2
2

WILLPOWER

2
2

PRESENCE

AVAILABLE XP

0
TOTAL XP

305
CREDITS

942
ENCUMBRANCE

7
THRESHOLD

8
+7

CURRENT
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