
Rey 
Medium Human Scout 2/Jedi 3 
Force 7, Strong in the Force; Dark Side 2 
Init +10; Senses Perception +10 
 
Force Points: Once per round, you may 
spend a Force Point to add 1d8 to the 
result of an attack roll, skill check, or 
ability check. You may also spend a Force 
Point to return a Force Power to your 
active suite of Force Powers. 
 
Defenses: Ref 20 (flat-footed 17), Fort 18, 
Will 19; Block, Deflect 
HP 58; Second Wind +14/29; Threshold 18 
Attack: Lightsaber +5 (2d8+4) or Flurry Lightsaber +7 (2d8+4, Ref Def = 15)  
Note: Lightsabers ignore DR 
 
Special Talents 
Bad Feeling: During a surprise round, you may always make a move action. 
Block: As a reaction, you can negate a successful melee attack by making a Use the Force (UTF) check. 
The DC is equal to the result of the attack roll you wish to negate, with a cumulative -5 penalty for every 
time you’ve used Block or Deflect since your last turn. Requires ignited lightsaber. 
Deflect: Same as Block, except for Ranged attacks. 
Fringe Savant: Whenever you roll a natural 20 on a skill check during an encounter, you gain 1 
temporary Force Point. If the Force Point is not used before the end of the encounter, it is lost. 
 
Force Powers (may be used once per encounter) 
Mind Trick: (p98) Alter a target’s perceptions or plant a suggestion. Make a UTF check against the 
Target’s Will Defense. See page for examples of effects, but its essentially the AD&D spell Suggestion. 
Move Object: (p 98) Telekinesis. Make a UTF check. DC 10 = Move one medium object (2d6 if hurled). 
DC 20 = Large (4d6), DC 25 = Huge (6d6), DC 30 = (Gargantuan (8d6).  
Rebuke: (p100) You absorb or deflect one Force power used against you. Make a Use the Force check, 
DC equal to the result of the power used against you. If the result is equal or greater, it is negated. If you 
exceed the check by more than 5, you may choose to use the power against its creator. 
Surge: (p100) The Force enables you to jump great heights and distances as well as move quickly. UTF 
check. DC 10 = +10 bonus on Jump checks and speed increases by 2 squares until the start of your next 
turn. DC 15 = +20/4 squares. DC 20 = +30/6 squares.  
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