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Speed: Givin base speed is 6 squares.,

Exoskeleton: The hard shells of Givin grant them DR 2 and a +2 species
bonus to Fortitude Defense.

Deductive Reasoning: Givin constantly evaluate data, discarding incon-
clusive results. A Givin can reroil any Knowledge check, but the result of the
reroll must be accepted, even if it is worse,

Unique Physiology: Givin have sealed exoskeletons and do not breathe
in a conventional sense, They are immune to the effects of vacuum and to
the effects of inhaled chemicals and poisons.

Automatic Languages: Basic and Givin,

CoTAL

Gotals are tall beings covered in thick fur that come from the moon Antar 4,
one of several that orbit the gas giant Antar in the Prindaar System. The moon
has a highly unusual cycle of light and dark, sometimes illuminated brightly
and other times shrouded in complete darkness. To compensate for these
uncertain conditions, Gotals evolved special cones atop their heads that sense
subtle shifts in the electromagnetic field, allowing them to operate in light
or dark without hindrance. The cones are sensitive enough to sensé not only
the presence of living creatures nearby but also a creature's mood or intent,

Emotions are an important part of Gotal culture. Young Gotals live in a
constant state of confusion as they are bombarded by the emotions of others.
Learning to handle this input is what pushes a Gotal toward adulthood and
maturity. Adult Gotals are calm, almost serene beings, but despite their out-
ward appearance, they feel the full breadth of emotions. Because they are so
sensitive to emotions, Gotals quickly form meaningful relationships with one
another. Gotals prefer to be around their own kind and dislike droids, mainly
because the electromagnetic fields produced by droids cause an irritating
buzz perceptibie to the Gotals's heightened senses,

Gotals learned long ago to keep their opinions to themselves, and thus
they make excellent negotiators and diplomats. Some individuals, however,
use their natural abilities for nefarious purposes and become 3ssassing or
bounty hunters, tracking their prey by the emotional trail it broadcasts,
Maost species appreciate the self-discipline that Gotals exhibit, but some are
hesitant to associate with members of the species for fear of having their
private passions and motivations revealed

Personality: Because they can read the emotions of other beings, Gotals
have learned to be extremely polite and discreet with the information that
they glean. They keep their own emotions to themselves and speak to others in
neutral terms to maintain civility. Indeed, Gotals are incapable of expressing
emotions in words, relying on their cones to communicate their feelings to
other Gotals. As a result, Gotals speak only in abstract terms, leading most
other sentients to think they are emotionless beings

Physical Description: Gotals are tall creatures with flat, elongated
faces. Thick, wiry hair covers most of their bodies. A Gotal's most notable
feature is a pair of short cones that rises from his or her forehead, These

cones pick up subtle varia-
tions in the electromagnetic
fields of other beings, provid-
ing the Gotal with the loca-
tions and emotional states of
the other creatures.
Homeworld: Gotals come
from the moon Antar 4,
located in orbit around Antar
in the Inner Rim,
Languages: Gotals speak
Basic and Gotal. However,
the form of Basic they speak
is devoid of emotional con-
text. The Gotal language is
impossible for other species
to learn, because so much of
it relies on feedback relayed
through their head cones.
Example Names: Abav
Ghart, Glott, Kith Kark,
Lishma, Mnor Nha, Pari Not-

goth, Tolokai, To-yel,

Adventurers: Because Gotals can sense emaotions, most adventuring
members of the species become nobles, but some take advantage of their
abilities and become scoundrels, When Gotals become scouts, they usually
do 50 to escape the constant electromagnetic buzzing they experience when
in close company with other species. Force-users are relatively commaon,
and many Gotals become Jedi, combining their natural empathy with the
Force to great effect,

Gotal Species Traits
Gotals share the following species traits:

Ability Modifiers: Gotals have no ability score adjustments,

Size: Gotal are of Medium size, gaining no bonuses or penalties for their size.

Speed: Gotal base speed is 6 squares

Energy Reading: Gotals can read the emotions of any sentient being
within 6 squares, As a standard action, a Gotal can make a Perception check
against a target's Will Defense, A successful check reveals the target's
emotional state (such as happy, sad, nervous, or scared)

Low-Light Vision: Gotals ignore concealment (but not total conceal-
ment) from darkness.

Sensor Cones: A Gotal can use the Sense Force and Sense Surroundings
applications of the Use the Force skill untrained,

Automatic Languages: Basic and Gotal.

Illusion: As a standard action, you can spend a Force Point to create
an illusion that seems perfectly real to anyone who views it. You designate
the form and complexity of the illusion, as well as its size and location, and
make a Use the Force check. When a creature views the illusion, compare
the result of your Use the Force check to the creature's Will Defense; if your
check result exceeds its Will Defense, it believes the illusion to be real. Any
physical interaction with the illusion (such as touching it, passing through
it, or shooting it with a blaster) immediately reveals the true nature of the
illusion, and the creature is no longer deceived. The illusion lasts for a number
of minutes equal to your heroic level.

The illusion's size also affects your Use the Force check, applying a pen-
alty for exceptionally large illusions. The penalties are -1 for Huge illusions,
-2 for Gargantuan illusions, -5 for Colossal illusions, and -10 for Colossal
(frigate) or larger illusions.

This is a mind-affecting effect.

Prerequisite: Mind trick.

CLOAK
You can bend light arourd your body, rendering yourself invisible to anyone
looking in your direction. Time: Standard action. Target: You.

Make a Use the Force check. The result of the check determines the
effect, if any:

OC 15:You are considered to have total concealment against a | targets
until the beginning of your next turn,

DC 20:As DC 15, and you gain a +2 Force bonus to Stealth checks until
the beginning of your next turn.

DC25:As DC 15, except you gain a +3 Force bonus to Stealth checks until
the beginning of your next turn.

DC30:AsDC 15, except you gain a +5 Force bonus to Stealth checks until
the beginning of your next turn.

Special: You can maintain the cloak power from round to round, extending
the normal duration. Maintaining the clook power is a standard actian, and
you must make a new Use the Force check each round. If you take damage
while maintaining this power, you must succeed on a Use the Force check
(DC = 15 + damage taken) to maintain the power.

You can spend a Force Point to increase the bonus to your Stealth checks
by 5.



E FORCE (CHA)
Sensitivity feat
the Force to help you recover from injuries, gain special
m ather remarkable acts. You must have the Force Sensi-
e 85) to be trained in this skill.
e Power (Trained Only): You make 2 Use the Force check
- power (see Force Powers, page 95]. This use of the skill

(Trained Only): As a full-round action, you can enter a
DC 10 Use the Force check. In this state, you remain
surroundings. Each hour you remain in the trance, you
of hit points equal to your character level, You can emerge
swift action, If you remain in a Force trance for 4 con-
4 emerge from the trance fully rested (as though you'd
» in & Force trance, you can go ten times as long as normal
Jo¢ or water (see the Endurance skill, page 66).

Object (Trained Only): As a move action, you can use the
tically lift and move a relatively light object within your
successful DC 10 Use the Force check allows you to move
up to 5 kg a distance of 6 squares in any direction. As a
you can use the abject as a projectile weapon, but the DC
|fyour Use the Force check beats the target's Reflex Defense,
2nd deals 1d6 points of bludgeoning damage.
ur Feelings: As a full-round action, you can make a DC
-check to determine whether a particular action will
01 unfavorable results to you in the immediate future
less), For example, you can make the check to determine
0ying a dark side artifact will have immediate unforeseen
= answer does not take into account the long-term
‘@ contemplated action. Using the above example, 3
ould not portend a future encounter with vengeful
by the destruction of the dark side artifact. (The GM
immediate consequences of the action, based on what
the circumstances.)

(Trained Only): You automatically sense disturbances in
100 that is strong in the dark side of the Force can be
of 1 kilometer. A relative, companion, or close friend
great pain can be sensed out to a range of 10,000 light
disturbanice, such as the destruction of an entire populated

LEVITATE [TELEKINETIC)

You can float up or down without anything or anyone to assist you. Time:

Move action. Target: You.

Make a Use the Force check. The result of the check determines the

cffect, if any:

DC 15:You gain a fly speed of 2 squares but can only move vertically.
You may move up to your fly speed as part of this action, and if you end this

1o - FuweEMeN wWuUr

THE FORCE."
~-DARTH VADER

planet or the distress of a whole order of allies, can be sensed anywhere
in the same galaxy. As a full-round action, you can make a OC 15 Use the
Force check to determine the distance and general direction to the location
of the disturbance.

As a full-round action, you can use this ability to actively sense other
Force-users out toa range of 100 kilometers. If you succeed on a DC 15 Use
the Force check, you know how many Force-users are within range, their
approximate distance and direction from you, and whether you've met them
before or not. Another Force-user within range can try to conceal her pres-
ence from you by making an opposed Use the Force check. If she equals or
exceeds your Use the Force check, you don't sense her presence at all.

Sense Surroundings: As a swift action, you can make a DC 15 Use the
Force check to ignore the effects of cover and concealment when making
Perception checks to detect or obserye targets. Increase the DC by 5 if this
ability is used against targets with total cover,

Telepathy: As a standard action, you can establish a telepathic link
with a distant creature. Through the link, you can exchange emotions or a
single thought, such as "Go!", "Help!*, or “Dangeri® The target must have
an Intelligence of 2 or higher, and the distance between you and the target
determines the DC (see below). Against an unwilling target, you must make
a Use the Force check against the target's Will Defense; if the check fails,
you cannot establish a telepathic link or attempt to telepathically contact
the target for 24 hours unless the target becomes a willing one,

TELEPATHY DISTANCE _

Same b- 20
‘Same region/quadrant of the ga L , S
Different region/quadrant of the galaxy 30
Special: You can't make Use the Force checks unless you have the Force
Sensitivity feat (see page 85). Use the Force is a class skill for any character

with the Force Sensitivity feat,
You can take 10 on a Use the Force check, but you can't take 20.

PHASE
You can pass through solid objects, such as walls and doors. Time: Move
action. Target: You.

Make a Use the Force check. The result of the check determines the
effect, if any:

DC 25:You gain a phasing speed of 2 squares; your phasing speed can

movement adjacent to a horizontal surface, you can move 1 square oN10  never exceed your own base speed. When moving using your phasing speed,

that surface as a free action. At the start of your nex! turn, if you are not

standing or holding onto a solid surface, you fall to the ground.
DC 20: As DC 15, except the fly speed increases to 4 squares.
DC 25: As DC 15, except the fly speed increases to 6 squares.

Special: You can spend a Force Point as a reaction to activate this power
when falling. You can reduce your fall distance by a number of squares equal
to the fly speed provided by this power. If you reduce the fall distancz to 0

squares, you land safely on your feet.

You can maintain the levitate power from round to round, extending the
normal duration. Maintaining /evitore is @ move action, 2nd whenever you
maintain this power you car move vertically up to your fly speed. If you take
damage while maintaining levitate, you must succeed on a Use the Force
check (DC 15 + damage tacen) to continue maintaining the power. 'f you

fail this Use the Force check, you immediately fall.

 action rather than a full-round action.

£ the sense Force ability of the Use the Force skill [see page 77)

you ¢an move through the spaces of your enemies, as well as through walls,
vehicles, large objects, and other obstructions but must end your movement
in a legal, unoccupied space. You retain this phasing speed until the begin-
ning of your next turn, You may move up to your phasing speed as a part of
the activation of this power.

DC 30:As DC 25, except your phasing speed is 4 squares.

DC 35:As DC 25, except your phasing speed is 6 squares.

DC 40:As DC 25, except your phasing speed is 8 squares.

Special: You can spend a Force Point to increase your phasing speed by 2
squares. You can maintain the phase power from round to round, extending
the normal duration. Maintaining this power is 2 move action, and whenever
you maintain the phoase power you can move up to your phasing speed. If you
take damage while maintaining this power, you must succeed on a Use the
Foree check (DC = 15 + damage taken) to maintain the power.

¢ Surroundings
he sense surroundings ability of the Use the Force skill (see
e¢ action rather than a swift action.








