Grapple check – base attack (-5 with one hand) + Strength (Dex/finnese) Vs Reflex Def
You are occupying single square (his) with your target during grapple. If more than 2 opponents enter grapple they can only aid one side. You can also resolve larger groups as squads (2x2).

-success – hold (no move, -2 attack) + action


-dmg from 1 light weapon

-pin (feat) – flat-footed, cannot move, have to break hold to do physical actions

-crush (feat) – deal unarmed damage while pinning.

-move – both opponents move half speed (max 1 category larger)
-trip+throw (feat) – unarmed dmg+prone outside your reach, loose hold OR prone in his space without dmg (you may continue hold if you go prone as well)
-end hold of your opponent and disengage from melee combat (you move to any square next to your opponent)
Disarm – have to declare before attack for you have  a -10 penalty (-5 with improved disarm) and you risk AoO if you miss (not with improved disarm). You end with weapon in your hand if you want or on the ground under target. You do keep hold if you have at least one free hand.
Prone target - +2 size Ref vs ranged (better cover), <-2 melee attacks, +2 melee attack against prone enemy> „High ground“ circumstance modifier

Fight defensively – no acrobatics/pilot bonus = -5/-10 > +2/+5 dodge

Soft cover – per rules any creature or object in path provide cover (negated with aim)

(Opponent in melee – only grapple holded enemies – negated by precise shot or area attacks)

Martial arts – stun/lethal choice; no dodge bonus
Unarmed attack – simple weapon, stun damage, no AoO
Stun setting – same damage as base weapon (no damage to objects/droids), ranged have only 6sq range. Mark stun dmg separately. If sum of stun and normal dmg exceed your hit points you are unconsious. Stun dmd over Treshold gives you 2 conditions and only if normal dmg alone is over your Threshold (at HP 0) you are dying

Ion setting – full damage to vehicles, droids, devices and cybernetically enhanced creatures

Bracing autofire – you can brace any weapon with a stock

Coup de Grace – you can perform it also on enemy that is unaware of you and that is not in combat

Surprise - If you are unaware of combat situation and you are surprised you get only standard action as reaction (immidately after opponents action) on that turn and you are flat-footed until start of your next round. Otherwise you are not able to act, you are flat footed and vulnerable to Coup de Grace action.
Ready action (standard action) – you can prepare up to one standard action as a reaction to described situation and it is resolved simultaneous with it (possibly changing it’s result). You keep your iniciative score.
Delay round (full round action) – you move down the iniciative order with your whole round. You may only react after an event have occured – moving at least one point below.

Persistent conditions – if you get hit with damage over your treshold you can choose to take only half the damage but get a persistant condition. You cannot recover from this condition without a proper medical care (DC 20, 1 hour)

Death – if you would die from damage over your treshold you could spent Force point to stay unconscious with 0 hp or you can choose to suffer a permanent damage to your body for the same result (0hp, unconscious).
Healing – you can improve result of first aid check with additional attempt, you gain level hp between encounters + once per day (2*lvl with longterm care)

Taking 10 – 2xtime and you can use it any time (move/standard action = full round)
Taking 20 – for 1 force point you can take 20 in standard time and even for attack ( or you can spend force point to get bonus dice to your check, limit 1fp/round).
Key ability modifier – can change depending on situation

Acrobatics – Tumbling – DC is opponents Reflex Defense
Deception – Feint – FF opponent cannot make AoO against you

Persuation – Haggle – 10% for each 5 you beat your opponent’s result (opposed)
Persuation and Deception – non combat use can be resolved as opposed check
Treat Injury – Revivify – you have 10 rounds to make the check
Linguistics – you know 1 additional language per rank in this skill (feat=2*rank; Basic+race free)
Class is custom made for each character. You can pick any talent or Feat without prerequisites after GM approval. Each character have base attack = level.

You choose skill/hit points ratio

5/10, 8/8, 10/5 zivoty/skill body za level (pricita se jeste con/int), stejny pocet (5/8/10) class skillu, max rank=lvl; hodnoceni skillu=rank+focus+atribut (+1/2lvl u class skillu); skill je trained, pokud je v nem alespon jeden bod.
Toughness - +1hp/lvl; Skill training – +1 class skill; Skill focus +5 skill check
Skills (Acrobatics, Athletics, Deception, Endurance, Gather Info, Iniciative, Knowledge: Bureaucracy, Galactic Lore, Life Science, Physical Science, Social Science, Tactics, Technology; Linguistics, Mechanics, Perception, Persuation, Pilot, Ride, Stealth, Survival, Treat injury, Use Computer, Use the Force
Force Points – 6+1/2lvl per level, cumulative, bonus points are also permanent
Ships modifier (Huge 1x, Gargantuan 2x, Colossal 5x, Frigate 10x, Cruiser 20x, Station 50x) 
Capital ships:

Corvettes: Ships of roughly 100 - 200 meters length [CR70 corvette]

Frigates: Ships of roughly 200 - 400 meters length [EF76 Nebulon-B escort frigate]

Cruisers: Ships of roughly 400 - 600 meters length [Dreadnaught-class heavy cruiser]

Heavy cruisers: Ships of roughly 600 - 1000 meters length [Acclamator, Victory-class]

Star Destroyers: Ships of roughly 1000 -2000 meters length [Venator, Imperial -class]

Battlecruisers: Ships of roughly 2000 - 5000 meters length [Praetor II-class Star Battlecruiser]

Dreadnaughts: All ships over 5000 meters length [Executor, Eclipse -class]

-You can attack pilot/passager only if they do not have a total cover and you have to choose if you attack person or vehicle. If you use area attack it affects vehicle and anyone within the area without total cover (Evasion talent works only for the person). If pilot have Vehicular Evasion talent it apply to all within that vehicle. With Vehicular Combat feat pilot can evade any attack against vehicle or anyone inside it (this attack must come from outside of the vehicle) once per turn.
-Iniciative of the ship crew is resolved normaly only for character actions inside the ship. Crew actions on ship starts with Commander than System Operators, Co-pilot, Pilot, Gunners, Engeneer and all other personel last. All crewmen can use Ready and Delay actions to change their order per normal rules. Iniciative for the ship (space combat) is decided by Pilot’s check.
-Vehicle weapons – any weapon with multiplier (3d10x2+), cannot be operated in hand, needs a regulated power source and have -5 to hit smaller than Huge targets.
Only capital ship weapons (turbolasers, heavy ion, heavy missiles) have -20 on attack to hit smaller than capital ships.
Weapon battery are a group of weapons installed on the same targeting platform (usualy up to 4) that have to fire on one target. You can either focus them for more damage (+2d10) or spread to help hitting the target (+8), other batteries can help but only with usual +2 due to different firing angles (Commander can help with other +2 and so can sensor operator). Usualy the setting is fixed, optional firelink is special.
Indirect-fire weapons – you have to use aim (full round) and you can use aid only if they see target.

Point-blank weapons (turrets) – can attack into dogfight without penalty (Precise Shot-ships only), gunner only weapons

Combat Thrusters – space transports are not considered capital ships
Missiles targeting – not every missile can be locked to target

Collision – everything inside a ship take only damage over ship’s DR and threshold. Ship itself reduce damage from collision by it’s DR.

Ramming – Pilot opposed check (with size penalty), +2 on attack run action. You cannot make pilot check on disabled ship. You take collision damage based on opponents size.
Dogfight – Pilot check (with size penalty) Vs Reflex Defense. you can gain cover by going under capital ships shields (except ships point blank weapons in LoS). You get -5 penalty to fire at dogfighting target if you are not part of the same dogfight, you have Precise Shot feat ,use Point-blank weapon or starship scale area attack.
-success – dogfight (no move, -2 pilot attack) + action


-attack with pilot weapon (gunners attack without penalty)


-move – both opponents move half speed (use slower speed, not against capital ships)

-end dogfight and disengage from melee combat

-in case of capital ship you gain cover against it’s weapons except point blank weapons in LoS. It’s pilot have to beat you in dogfight check to be able to hit you with pilot weapons. (noncapital ships only)
-failure – you cannot escape (move) from dogfight


-cannot use pilot weapon to attack, gunners have -5 penalty on attacks

Noncapital ships can occupy single space square with other ships and are considered „in dogfight“ for purpose of attack penalty on them (Precise Shot feat , Point-blank weapon or starship scale area attack cancels the -5 attack penalty)
Shields – there are particle and ray based shields.

-Ray shields work on (magnetic) field modulation that deflects or absorb energy based attacks. Ray shields can be used as personal protection due to lesser energy requirements but are dangerous or even lethal from certain power level. They are however incapable of stopping physical matter

-Particle shields work on repulsor technology and tries to absorb kinetic energy and stop or deflect matter. Mainly used to support hull integrity or with combination of ray shields in Deflector shields to protect the ship against most attacks and during atmospheric entry. <part of DR>. Ships without full particle shield (mainly capital ships) cannot safely enter atmosphere of planets. And they can be landed upon (or dogfighted under their shields).
(Droidekas as exceptional design using full deflector shield with small reactor however it has no downside particle shielding – otherwise it would float on that field loosing stability and walking capacity)
1 space square = 5km2

chemical fuel max 15.000 km/h (possibly faster in atmosphere)

ion engine 300-500.000 km/h (max 1000-2000km/h in atmosphere; 1-2 mach)
Bigger the ship the further you have to be from planet for hyperspace jump (both in and out). It takes about 5-30 min (similar to reach the moon).
It take about 1 day to travel 1AU (Sun-Earth distance) and about 1 month to travel across the system with Sublight (ion) engines (about 20x that with chemical fuel)
Hyperspace travel take 8h/galaxy square, half on Hyperspace Lane (30sq=whole galaxy=5-10 days)
