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Star Wars: The Roleplaying Game Official Rules Index

This index is drawn from three
sources: Star Wars: The Roleplay-
ing Game (abbreviated below as
RPG), The Star Wars Companion
(abbreviated as SWC) and The
Star Wars Sourcebook (SB).

A
A-wing SB 14
Artoo-Detoo (R2-D2) SB 133
AT-AT, Imperial SB 68
AT-ST, Imperial SB 69
Absorb/ dissipate
energy RPG 77,
SWC 59
Accelerate another's
healing SWC 62
Accelerate healing SWC 58
Affect mind RPG 79
Alien races skill RPG 32
Aliens RPG 81
Alter powers RPG 78-79,
SWC 61
Astrogation RPG 35,58,
SWC 17
mishaps RPG 59-60
Astrogation chart SWC 17
Astrogation gazetteer
correction SWC 17
Atonement SWC 53
Availability codes
(equipment) SB 96,
SWC 31
B
B-wing SB 15
Banthas SB 85
Bargain RPG 36
Beast riding RPG 35
Blaster die codes RPG 139
Blaster skill RPG 31
Boba Fett SB 139
Brawling RPG 42, 49
Brawling Parry RPG 31, 49
Bulk Freighter SB 44
Bureaucracy RPG 32
C-3PO (See-Threepio) SB 134
Calling on the Dark
Side SWC 52
Capital ship combat
sequence SWC 35-36
Capital ship statistics
chart SWC 50
Character templates RPG 122138
Charts
astrogation SWC 78
capital ship
statistics SWC 50
collision damage SWC 12
crew quality SWC 34
damage summary
(capital ships) SWC 45

damage summary
characters
starships
difficulty number
distance per speed
action
equipment cost
equipment
modification cost
guns modifier
maneuver
melee weapons
offset, SWR
conversion
optional fire
modifiers
ramming chart
scale difference
spacecraft
performance data
weapons
weapons ranges,
additional
Chewbacca
Climbing/ jumping
Cloud car
Collision damage
chart
Combat sequence
capital ship combat
sequence
starship combat
sequence
Command
Computer
programming/repair
Con
Container Ship
Contort/ escape
Control another's
disease
Control another's pain
Control disease

Control pain
Control powers

Corellian Corvette
Creating a character
Droids

Crew quality chart
Cultures skill

SWC 16
SWC 19
SWC 6. 78

SWC 10
SB %6

SWC 30
SWC 36
SWC 11
SWC 78

SWC 26-27

SWC 78
SWC 11
SWC 2021

SB 23
RPG 139

SWC 16
SB 129

RPG 42
SB 60

SWC 12
SWC 13

SWC 35-36

SWC 17
RPG 41

RPG 44
RPG 41
SB 45

RPG 72

RPG 79
RPG 79
RPG 77,
SWC 59
SWC 57
SWC 57-59
RPG 71-77
SWC 50,
SB 30

RPG 7-10,
81

SWC 28-29
SWC 34
RPG 33

Customizing, equipment

and ships

D

Damage summary chart

(capital ships)
Damage summary
chart (personal)
(starship)
Dark Side, calling on the
Dark Side points
Darth Vader
Demolition

SWC 2931

SWC 45

SWC 16
SWC 19
SWC 52
SWC 52-53
SB 140
RPG 44

Dewbacks
Detoxify poison
Detoxify poison in
another
Diagram
grenade scatter
ship facing
Die pips
Difficulty numbers

Difficulty number
chart

Dim other’s senses

Distance per speed
action chart

Dodge skill

Dodging and other
reaction skills

Droid programming
and repair

Droids as player
characters

Droids, creating
your own

Emptiness
Equipment cost chart
Equipment, general

Equipment, improving
and customizing
Escort Frigates

Evasion and vehicular
combat
Ewoks

F

Facing, capital ship
combat

Farseeing

Fire control codes and
starship gunnery

Force, the alter powers

atonement
control powers

Dark Side, calling
on the

Dark Side points

Force points

Force powers versus
skills

Force skills

Lightsabers

SENse powers

training
Force of will

SB 86
RPG 77

RPG 79

RPG 139
SWC 49
SWC 5
RPG 11,
SWC 56

SWC 78
SWC 65

SWC 10
RPG 31,
SWC 14

SWC 14
RPG 44
SWC 28-29

SWC 28-29

SWC &4
SB 96

SB 92-99,
SWC 31-32

SWC 29-31
SWC 50,
SB 31

SWC 17-18
SB 71

SWC 35,49
SWC 60

RPG 62
RPG 7879,
SWC 61
SWC 53
RPG 71-77,
SWC 57-59

SWC 52

SWC 52-53
RPG 6567,
SWC 52-53

RPG 70
RPG 70,
SWC 57
RPG 49,

71

RPG 77-78,
SWC 59-61
SWC 5556
SWC 65

79



G

Gambling skill

Gamorreans

Grenade skill

Grenades and
thermal detonators

Grenade scatter
diagram

H

Hand-to-hand combat
Han Solo

Heavy weapons skill
Healing table
Hibernation trance
Hide /sneak

How long does it take?

I

Imperial AT-AT

Imperial AT-ST

Imperial Star
Destroyers

Improving equipment
Improving ships

Inflict pain

Injure/ Kill

Instinctive astrogation
Ion cannons
Ionization

Ithorians

_J.K

Jawas

_ L

Lando Calrissian
Landspeeder
Languages skill
Life sense
Lifting
Lightsabers

Leia Organa
Lord Vader

Luke Skywalker

M. N

Magnify senses
Medicine
Medpacs
Melee weapons skill
Melee parry
Millennium Falcon
Mishaps, astrogation
Missies, torpedos
Mon Calamari

star cruisers

Mon Mothma
Movement
Multiple skill use
Mynocks

RPG 41
SB 72
RPG31

RPG 49-50

SWC 139

RPG 49
SB 127
RPG 31
SWC 78
RPG 72
RPG 42
RPG 12

SB 68
SB 69

SWC 50,

SWC 29-31
SWC 29-31
SWC 61
SWC 61

SWC 18
SWC 18
SB 72

SB 75

RPG 77
RPG 45
SWC 16
RPG 31,49
RPG 31. 49
SB43

RPG 59-60
RPG 63
SB 77
SWC 50,
SB 36

SB 130
SWC 9-12
RPG 12
SB 87

-STAR
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Obi-Wan Kenobi

offset charts, SWR
conversion

Opposed rolls

P

Passenger Liner

Pips, die

Place in hibernation
trance

Planetary systems skill

Postcognition

Preparing a skill

Princess Leia

Projective telepathy

Protocol Droid (3PO)

_Q
Quarren

R2 Astromech Droid
R2-D2 (Artoo-Detoo)
Rancor, the
Reaction Skills

Receptive telepathy
Remain conscious

Repulsorlift operation

Repulsorlit repair

Return to
consciousness

Sand People

(Tusken Raiders)
Scripts
Search
Security
See-Threepio (C-3PO)
Sense Force
Sense powers

Sensor modes

Setting blasters on stun

Shields, starship

Shift sense

Ship facing diagram

Ship template

Skiffs

Skill points

Space barge

Speed action

Speed die code

Speeder bike

Stamina

Standard duration
journey, hyperspace

Starship combat
sequence

Starship gunnery

SB 135

SWC 26-27
RPG 11

SB47
SWC 5

SWC 62
RPG 33
SWC 65
RPG 12
SB 125

RPG 78
SWC 29

SB 79

SWC 29

SB 133

SB 88

RPG 12,
SWC 13. 4
RPG 77,
SWC 59

SWC 57
RPG 36
RPG 45

RPG 79.
SWC 61

SB 79

RPG 88
RPG 42
RPG 45

SB 134
SWC 65
RPG 77-78,
SWC 59-60
SB9

SWC 15
SWC 18
SWC 65
SWC 49
SWC 77
SB 62

RPG 15,94
SB 38
SWC 10
SWC 9

SB 63

RPG 43

SWC 17

SWC 17
RPG 36, 62

Starship piloting RPG 36, 62
Starship repair RPG 45
Starship shields skill PRG 36,
SWC 18
Starship system
damage table RPG 142
Star Warriors to RPG
conversion SWC 22-25
Streetwise RPG 33
Stock light freighter SB 38
Stormtroopers
and combined fire SWC7
cold assault SB 104
scout SB 106
standard RPG &
zeroG SB 105
Stun damage SWC 15
Sultustans SB 80
Surprise in combat SWC 16
Survival skill RPG 33
Swimming RPG 43
Swoops SB &4
2§
Table
astrogation mishap  RPG 140
healing SWC 78
starship system
damage RPG 142
Technology skill RPG 3#4,
SWC 30-31
Telekinesis RPG 78
Telekinetic kill SWC 63
Templates
character RPG 122-
138
ship SWC 77
3PO Human-Cyborg
Relations Droid SWC 29
TIE bomber SB 28
TIE interceptor SB 26
TIE/In starfighter SB 25
Torpedos and
missiles RPG 63-64
Training and the Force = SWC 55-56
Twi’leks SB 82
| — U
Using more than
one skill RPG 12
—_— V d
Victory-Class Destroyers SWC 50,
SB 32
Wil
Walkers, Imperial SB 68,69
Wookiees SB 83
Wound effects RPG 53
XY LZ
X-Wing SEB1&3
Y-Wing SEB1Y,
SWC 20
Yoda SB137
Z-95 Headhunter SB 13
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STARSHIP
COMBAT SEQUENCE

1. Declare Actions and Full Reaction
Skills. Characters declare all actions
for this combat round (movement,
haste, skill, attribute use, or full dodge
evasion). The character (PC or NPC)
with the lowest Dexterity code declares
actions first, followed by other
characters in ascending order of
Dexterity. If a PC has the same Dexterity
code as an NPC, the NPC must declare
first.

2. Declare Combat Reaction Skills.
Characters declare combat evasions,
or other reaction skills, including
shielding. Haste for reaction skills,
including full reactions, may be
increased. The character with the
highest Dexterity code declares first,
followed by other characters in
descending order of Dexterity. If a PC
has the same Dexterity code as an NPC,
the NPC must declare first.

3. Roll Actions and Reactions in
Order of Haste. Non-movement
actions and reactions with the same
degree of haste are resolved, followed
by all movement actions with that
same degree of haste. Characters roll
skill dice for their actions. The
gamemaster determines the to-hit and
other difficulty numbers for this
combat round.

4. Calculate Damage as Hits Occur.
Roll damage, hull or strength dice for
all targets hit by an attack, and
determine the effects according to the
"Damage Summary" chart.

This section

replaces the | hands
bottom club
portion of the | gaderffii
"Weapons spear
Chart” on

page 139 of

the role-

playing game

rulebooic

Melee Weapons

vibroaxe
vibroblade
lightsaber

Damage Difficulty Scale
str 35

str+1D 3-5

str+1D 35
str+1D+1 6-10

str+2D 11-15
str+1D+2 11-15 ~
5D** 16-20

* Damage at point-blank range (see SW:RPG page 47). ** Characters with the control skill add skill code
damage. Anything less than 3 meters away is point-blank range for ranged weapons.

STAR

WARS
CHARTS

DIFFICULTY NUMBER CHART

Task

Very Easy
Easy
Moderate
Difficult

Very Difficult

Combat
Point-Blank Range

Short Range
Medium Range
Long Range
Knowledge

Everyone Knows

Common Knowledge

No Secret, But Not Widely Known
Specialized Knowledge

Expert Knowledge

General Knowledge

Pretty Ignorant

Knows a Little

Broad General Knowledge
Specific, Detailed Knowledge
TVuly Comprehensive Knowledge

Medpac Use

Wounded
Incapacitated
Mortally Wounded

Difficulty Scale

3-5
6-10
11-15
16-20

21-30

Difficulty Scale

3-5
6-10
11-15
16-20

Difficulty Scale

3-5
6-10
11-15
16-20

21-30

Difficulty Scale

3-5
6-10
11-15
16-20

21-30

Difficulty Scale

6-10
11-15
16-20

COMBAT SEQUENCE

1. Declare Actions and Full Reaction Skills. Characters
declare all actions for this combat round — movement, haste,
skill or attribute use, or full dodge or full parry. The character
(PC or NPC) with the lowest Dexterity code declares actions
first, followed by the other characters in ascending order of
Dexterity. If a PC has the same Dexterity as an NPC, the NPC
must declare first.

2. Declare Combat Reaction Skills. Characters declare
combat dodges or parries. Haste for reaction skills, including
full reactions, may be increased. The character with the
highest Dexterity code declares first, followed by the other
characters in descending order of Dexterity. If a PC has the
same Dexterity as an NPC, the NPC must declare first.

3. Roll Actions and Reactions in Order of Haste. Non-
movement actions with the same degree of haste are
resolved, followed by all movement actions with the same
degree of haste. Characters roll skill dice for their actions.
The gamemaster determines the to-hit and other difficulty
numbers for this round.

4. Calculate Damage as Hits Occur. Roll damage and

strength dice for all targets hit by an attack, and determine
the effects according to the “Damage Summary" chart.

OPTIONAL FIRE MODIFIERS CHART

Combat Difficulty
Situation Number
Target Prone +2
Terrain

Light Cover +1
Medium Cover +2
Heavy Cover +5
Aperture adjacent to firer +1
Door (otherwise) +2
Window (otherwise) +3
Slit (otherwise) +4

Target Size (personal combat only)

less than 1 cm tall + 15
1- 10 cm +10
11 - 50 cm +5
51 cm - 99 cm +2
1-3m —
3-9m -3
10-99 m -5

100 m or larger -10




CAPITAL SHIP TEMPLATE

Hull Crew
Vessel: Code O Rating
Chief Gunnery Chief Shield
Captain Pilot Officer Officer
Command  Starship Starship Starship Starship
Tactics Piloting Gunnery Shields
Weapon Banks Damage Record
Weapon: Damoge: Ship Damage: .
Fire Control: PIP ID DTP2D DID3DITTIsp frm 2Drm -iDrrn
Shields:
Weapon: Damoge: .

. . rm iDrm 2D rm 3D rm 4D
Fire Control: FTP ID PIP 2DPIP 3DP IP 4D L 1115DT1 116Dl IT 17DI 111sD
WeaDon: . Damoge: Sublight:

WeaDon: Damoge: 111 14Dl 11l sD
Firp Control-111Unit 1I2DI 111SO111140 paneuver:
Weapon: Damoge: rm inrm 2Dnm 3Drm 4D

Fire Control- 1 11110 11120 11113D 111140

Command Damage: 11111 1111 II

Evasion Number / Shield Number (lonization) Record
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