Character Name Class LVL PB Species

Larael Rishi Tech Specialist 1 +2 Arkanian
Force Force
Points Points
Attribute Mod ST Initiative ~ AC HP Curr  HP Max HP Temp Speed  Size Max  Current Skill A/D Att Bonus

STR 9 -1/|-1 4 13 6 6sqg M 0 Acrobatics Dex +2
DEX 14 +2 +4 + Athletics str -1
CON 11 +0 © Weapon Attribute Range Att Damage . Deception Cha -2
INT 17 +3 +5 Blaster Pistol DEX = 50ft +4 1d10 :j:;': Endurance con O
WIS 13 +1 +1 Investigation Int +5
CHA 7 -2 -2 Intimidation Cha -2
Proficiencies: Melee (Simple), Ranged (Light) Insight wis +1
Armor Cat AC Dex Speed Special Attack ATT DMG K. Galactic It +3
Half-Vest L 1 6 No K. Sciences Int +7
Proficiencies: Light Armor K. Tactics It +3
Mechanics Int +7
Perception Int +5
Sex F Age 21 (Height 1gm  Weight 50g Persuasion Cha -4
Pilot Dex +2
Languages Stealth Dex +2
Arkanian Basic Binary Huttese Survival wis +1
Jawa Treat Injury Int +7
Use Computer Int +7
Use the Force wis +1
Character Portrait Item Qty W Item Qty W

Blaster Pistol 1 1

Half-Vest 1 2

Security Kit 1 05
Credits Total Weight: Bi5

Allowed: 405




Species and Class Traits / Force Powers

You have Advantage on Perception checks that rely on sight to detect warm-bodied creatures or heat sources in dim light or darkness (not
Infrared Vision through solid cover). In direct, intense heat or bright solar glare (GM’s call), you have Disadvantage on sight-based Perception checks and on
saves vs. Blinded from flashes unless using eye shields/filters.

Once per Long Rest, after you roll but before results are known, add +2 to an Intelligence-based check (Investigation, K. Sciences, Mechanics,

C tational Recall
omputationat Reca Use Computer).

Intellectual You have a -2 penalty to Persuasion checks. If you fail a Persuasion check against a creature, further Persuasion checks against that creature
Arrogance are made with Disadvantage until you take a short rest or offer a meaningful concession.
Tech Savant Once per Short Rest, gain advantage on Mechanics and Use Computer checks. Your intellect makes you deadly efficient with tech.

Analytical Mind You can use your Intelligence modifier instead of Wisdom for Perception and Treat Injury checks.



Charatcer Backstory and Roleplaying Tips

Larael Rishi was born in the sterile brilliance of Adascopolis, among Arkania’s elite technologists—people who believed intellect,
not compassion, defined worth. Larael’s family were gene-architects, droid engineers, and corporate researchers for Adascorp; their
dinner conversations were filled with formulas, prototypes, and performance metrics. Praise was rare. Expectations were crushing.

Fortunately for Larael, she was exceptional.

Before she reached adolescence, she was already bypassing encrypted terminals for fun, questioning her tutors’ conclusions, and
dismantling laboratory equipment just to see if she could rebuild it better. Her mind moved faster than conversation, leaving her
sounding impatient or condescending even when she didn’t mean to. Social failure frustrated her—intelligence should have been
enough.

Her life changed at sixteen when she discovered that Adascorp had been secretly transporting offworld “test subjects” using
smugglers from Hutt Space. The operation relied on an ugly network of Jawa scavengers hired to deliver parts, Hutt brokers
pushing cargo manifests under the table, and Arkanian executives pretending not to know. Curious, disgusted, and—above all—
determined to expose the incompetence of the whole operation, Larael infiltrated the supply routes.

To avoid detection, she taught herself Huttese, then Jawa Trade Language, studying the dialects until she could eavesdrop
flawlessly. For months she posed as a neutral tech contractor, helping repair scavenged droids and translating between races who
had no idea an Arkanian could understand their conversations. Her investigation was so thorough that she eventually leaked
enough evidence to collapse the entire project.

She expected praise for revealing the corruption.
Instead, she earned her family’s outrage—and Adascorp’s wrath.

Pushed out of Arkanian society under the guise of a “research sabbatical,” Larael left her homeworld with a single bag, a blaster
pistol she barely knew how to use, and a brain that could outthink half the Core Worlds. She landed in the Outer Rim and
immediately found the freedom intoxicating.

Her ability to speak Huttese earned her safe passage—and fair prices—among Hutt merchants, where she quickly became known
as “the cold-eyed slicer who doesn’t miss a detail.” Her fluency in Jawa made her invaluable in scrap markets across Tatooine,
Ryloth, Lothal, and beyond. Jawas adored her because she negotiated like a machine: rapidly, precisely, and without emotional
noise. She adored them because they were efficient and didn’t require forced politeness.

Now twenty-one, Larael works as a roaming Tech Specialist, repairing ships, slicing security systems, decoding alien tech, and
building devices other people would call “dangerously illegal.” She’s blunt, brilliant, and socially rough—Dbut she gets the job done
every single time.

Larael doesn’t believe in destiny.
She believes in logic, innovation, and the quiet satisfaction of proving everyone wrong.

And out here on the Rim—far from Arkanian courts—her mind can finally run free.
Roleplaying Tips:

- Speaks Huttese and Jawa casually, sometimes slipping into them mid-sentence when annoyed.
- Blunt and impatient, especially when others fail to follow her logic.

- Fascinated by alien tech, always examining devices, scrap, or droids she encounters.

- Values efficiency over diplomacy, preferring quick solutions to long conversations.

- Soft spot for Jawas, who she respects more than most high-born Arkanians.



