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Species

Kestarian

Shatterzone RPG

Kestarians live in a femaldominated society, and
with-good -reason: through a combination of their
stunning appearances, almost mystical allure, and
possibly some form of pheromone seduction,

Kestarian women are virtually irresistible seductresses.

Kestaran men have some of the same power, but to a
muchlesser degree.

For most of their history, this was a problem only
for the Kestarian men. They would compete among
themselves t@rovide shelter and securitpr their
women and the odd battle would breakt oow and
again i though wholesale wars were Vvirtually
unknown. But when outsiders met the Kestarians, the
women learned of the luxuries that existed on other
lands. No longer satisfied with their crude
surroundings, some of the women have moved out
into the world, becoming companions, courtesans and
prostitutes in a number @forlds

Having a Kestarian companion is considered a
status  symbol, particularly among the underworld
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bosses. But legends warn that the soft songs sung by
the women are addictive artdere is no telling how
many decisions made by men of power have been
influenced by their Kests. When given the attention
and consideration they feel they deserve, Kestarian
women can be very pleasant company. When they are
slighted, or ignored, they cdre vindictive and often
violent. More than a few merchant princes and
criminal leaders have been found dead in their beds,
the wickedly curved Kestariaaranis blade buried in
their backs.

While the male population of Kestarians seem to
be exactly what its i fairly primitive, emotional, but
relatively peacefuli rumors state that Kestarian
females arenuchmore than they seem. When pressed,
these women can display a subtle, cunning intelligence
that makes one wonder whether the Kestarian is the
decoratioro f t h & orftHe otlsesway around.

Personality: Kestarian males are very territorial
and sedentary. They are also fairly jealduthough
most disputes they have with other Kestarians are
resolved norviolently. Usually, a male Kestarian will
istaktetd a territorythdqughnd
the females are rumored to do the actual choosing) and
other males will respect that unless the male
becomes weak or unpopular.

Kestarian males, in their homeland, do-most of the
work. The females do takeare of the home and the
children, but only marginally. The males-seem mostly
concerned with preserving their livelihood ‘and status
in the community, while the females are more-self
possessed and concerned with -taking care of
themselves.

Muc h
counterparts, Kestarian females play up to their image
as fAprimitivenacdimateisan als,
of survival in a universe of more advanced in culture
and technology than their own. They are manipulative
and vaini but they maipulate their images as well. In
their homel and, they #fArun
They use their males to interact communalland
they manipulate other males to gain power, prestige,
and influence. Kestarian females dot usually get
along with other Kestarian females very wéill or
other females of humanoid races (unless the other
femal e i s Taay thive encatentiordognd
may become violent if ignorethe females more than
the males)

Physical Description: Kestarians are-humanoid;
their skin is the color of pure gold. Their-hair remains
white for their entire life, and both men_and women
allow it to grow to prodigious lengths. The primary
di fference bet ween
former have four arms, two on either side.

Homeworld: The Kestar system in the outer rim
of the Unknown Region.

Language: Kestarians speak Kestarian. They can
learn to speak Basic.

Example Names:

Age in Years: Child

Adventurers:
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Common Kestarian species Traits
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Male

Female Kestarian

f
f

Mediumsize: As Mediurssize creatures,
Kestarians have no special modifiers due to
their size.

Speed: Kestarian base speed is 10 meters.
Hypnotic Song: Kestarians are rumored to be
able to use their song to produce a hypnotic
effect. As a fullround action, the Kestarian
may sing.All intelligent creatures, other than
other Kestarians, able to hear the song must
make a Will save to avoid the effect of this
ability. The DC of this ability is determined by
making an Entertain (sing) skill check and
consulting the table below.

Result ~ Will Saving Throw DC
Upto4 5
5-14 10
1524 15
2534 20
35+ 25

A hypnotized being immediatelypecomes
friendly to the singer and susceptible to her
suggestions (as per the Suggestion use of the
Affect Mind Force skill). This ability costs 4
vitality points to use.

Pheromones: Kestarian males receive a +2
bonus to all Charismbased skill checks.
Primitive:  Kestarians  with  heroic  or
professional classes receive the bonussfeat
Weapon Group Proficiency (primitive weapons)
and Weapon Group Proficiency (Slugthrowers)
instead of the usual Weapon Group Proficiency
bonus feats.

Bonus Feat: All Kestarians have four limbs,
and their brains are fully adapted for handling
this advantage. Kestarian can use all four limbs
or individud tasks. As a result, they all receive
the Ambidexterity and Multiattack feats.

Free Language Skills: Read/Write and Speak
Kestarian.

Kestarian Species Traits

Ability Modifiers: -2 Strength;2 Intelligence,
+4 Charisma.

Species Trai ts

Ability Modifiers: -2 Strength;2 Constitution

+4 Charisma.

Born Entertainer: Entertain is always

considered a class skill for a female Kestarian.
Additionally, the females gain an additional +2

bonus to all Entertain skill checks.
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UpdatedSkills

Entertain
Techniques)

(Sexual
(Cha)

Book of Erotic Fantasy, page 43

Being a capable and interesting lover requires

practice, just like any skillThis new category of the

Entertain skill encompasses an understanding of a
wide array of sexual styles and positions. Some people
may specialize in seductive, sensual play while others
are much more aggressive and rough. Regardless of

the actual methodsf tovemaking that you know;, you
combine all your sexual knowledge and ability into
one Entertain check.

untrained

Without this skill, you are not a bad lover, just
in the finer, more subtle aspects of

lovemaking.

able to take 10, such as when you are threatened or
distracted. In addition, if you have chosen to take a

You cannot use this skill when you woutdt be

fetish and do not have access to it, you suffed a

penalty

or automatically

other hand, if you have accesstie fetish you gain a
bonus of +4.

Any results from a Entertain (Sexual Techniques)

check last for 24 hours or until your, next sexual
encounter with that person.

Check: You can impress your partner with your
sexual prowess and your attention to their feg
likes, and kinks.

Affect Mind (Cha)

Attract: With the aid of suggestive body

language, you can inspiem irrational level of lusin
one or more targets that would normally. find you

attractive. Note that the targets

receive a +2

circumstance bonus dheir saving throws for every
additional person beyond the first that you want to
attract. Your Charisma modifier is added to the Will
save DC when using this application of Affect Mind.

direct route avdable.
dangerous area, that creature gets a second saving
throw. Attracted creatures can take no other actions

Attracted targets waltoward you, taking the most
If the path leads into a

otherthan defend themselvel.the user of this skill

takes offensive action against the attracted targets,

then theyget to make another Will save at a +5
circumstancéoonus to throw off the effecThis effect

continues for 5 rounds plus a number of rounds equal

to your Charisma modifier.

fai
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Force Lightning (Int)

Dark Side Force Skill;
Sensitive and\lter feats.

You can call upon the Force to blast a target with
bolts of energy.
Check: Make a skill check to determine the amount
of damage inflicted by Force Lightning.

requires the Force

Result Damage
14 or less No damage
15-19 2d6

20-29 2d8

30+ 2d10

Then make a ranged attack. If your attack hits, the
target suffers the listed damage and must attempt a
Fortitude save (DC 20). On a failed save, the target is
dazed for 1 round. If the save fails by 10 or more, the
target is instead dazed for 1d4+1 rounds. A dazed
target falls prone as well.

Special: Force Lidgting has a range of 10 nvou
can take 10 on this skill but not take.

Because Force Lightning utilizes an attack roll, the
attack has a threat range (a roll of 20 on a d20) and
can be deflected as per the Jedi class ability.

Time: Force Lighting is arttack Action.
Vitality-Point Cost: 6.

Move Object  (Int)

Hurl  Object (Large and greater sized
objects):” Large and greater sized objects can be
hurled at an opponent. Unlike hurling smaller objects,
they do not daze on a successful hit. Instead, you make
aranged attack roll against a target, and you have an
effective range increment of 10 meters for this attack.
If you miss, the hurled object scatters, using the rules
for grenaddike weapons.

If the target is hit, it must make a saving throw as
if an object had fallen into its square. (For damage and
save DC, see Table 22: Damage from Falling
Objects.on page 289 of the revised book.) In the case
of lateral or upward throws, treat the object as having
fallen 4 meters for purposes of calculating damage.
Downward throws- including cases of moving an
object-over the target and dropping ishould inflict
damage according to the actual distance fallen.

ForceTechnig ues

Tantric Force Channeling

Prerequisite: Female ForceSensitive, Sense, Alter

By enteringa form of moving meditation, a force
user can cause a surge of Force energy through the act
of intercourse. When this surge occurs she can store a
portion of that energy in her body for later use.
Essentially, this technique seeks to focus the life
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energes that create the Force so that the Force
energies evoked can be stored within the practitioner.

First, in order to get into the right mental state
while having intercourseshemust successfully make
a DC 20 Will save. She may themake.a-DC 20 See
Forcecheck when she reaches a sexually peakaé;
she can enter a state of moving meditation. Upon
achievingeachorgasma f t e r receiving
sperm she may make a DC 25 Fordser check (d20
+ Forcelevel). Upon success, she can store.a Tantric
Force Point by using the sperm inside’ her womb as a
form of Force Talisman to allow her body to hold the
additional Force energy in her bodypon receipt of a
Tantric Force Point, her body will momentarily glow.

Tantric Force points can be used to add an
additional 1d6 to any Force Skill check or save against
force effects Any number of these points can be used
to enhance a roll and may be combined with the
expenditure of a normal Force poiSthe may store a
maximum number of Tantric Force points equal to
half of her constitution score. These points dissipate
when she sleeps.

As a direct result of this technique, only females
can use this technique and then only when using male
assistance.

If this technique is employed during the first
trimester of pregnacy or a baby is conceived as a
result of the ritual the practitioner must make a
Fortitude save with a DC equal to 15 +the -number of
Tantric Force Points stored in her by the'end of the
ritual to avoid killing the child within -her. If_she
succeeds,the baby 6 s mi'di chl-ori an
greatly increasedThis will result in the child gaining
the ForceSensitive feat for free at first level--Also, the
child may once per day #m®ll any force skill check.
This reroll must be accepted even if it is lowdsah
the original roll.

Since this technique harnesses life energy, the
chance of successfully completing the ritual is effected
by the amount of life involved in the ritualhe
modifiers listed below apply to the Foraser check
only.

Circumstance Modifier
Post metapause -2
Mostly cybernetic -2
Some cybernetics -1
Insemination via droid -1
Pre-menses -1
Single male partner +0
2 partners +1
4+ partners +2
Pregnant +2
Ovulating +3

Prerequisite: Male, ForceSensitive, Sense, Alteat
least 1 Dark Side Point

This technique developed in direct response to the
discovery of the former technique. Jealous of their
female counterparts, the male Sith devised lartigce
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for steaing the Force energiyey accruedThe use of Two-Weapon Fighting Penalties
this dark side technique earns a Dark Side Point. Primary
In order to use this technique the practitioner S EnEEs Hand  Off Hand
enters a similar state to their female counterpart. Normal Penalties 5 10
order-to get into the right mental statdile having Off-hand weapon is light a 8
intercourse, he must successfully make a DC 20 Wiill T o
wo-Weapon Fighting feat -4 -4

save. He may then make a DC 20 See Force check as -

Off-hand weapon is light and -2 -2

he comes close to ejaculation; he can enter a state of
moving meditation. Upotbringing his partneorgasm
after receiving Is first ejaculaion, he may make ra
opposedrForceUser check (d20 + Fordevel). Upon
successhe takes theTantric Force Poinshe would Weapon Finesse
have normally received If she did not successfully
make her Forceiser check, he does not get the option
to steal it Any Forceusercheck modifiers she may be

Two-Weapon Fighting feat

D&D Pl ayerdéds Handbook v. 3.5, page 10
You are especially skilled at using weapons that
can benefit as much from Dexterity as from Strength.

receiving are not applied to the opposed roll. Prerequisite: Proficient with weapon, base attack
When a Tantric Force Point is successfully stolen, bonus +1

he must make a Force Stealth check opposed by the With a cesta, comb tilove, dqquﬂﬂha(bd _

victimbs See Force check B?”Fm:h(? s ks CcKits & vi.ctim
will not realize she lostie Tantric Force Point. lightsaber, force 61"( . KIif€, “lightsaber.osilhesword,

Tantric Force points can be used to add an unarmed strike, vibroblade, vibrodagger made for a

» . . creature of your size category, you may use your
?0?22'Zr;faelcgGggyazzrﬁggeo?ﬁlggepc;rﬁ;s(;\/:Sg?:ggé Dexterity modifier instead of your Strength modifier
4 enhance.a roll and may be combined with the on attack ro_IIs. If you carry a shield, itsn@r check
expenditure of a normal Forceipb Since he relies on penalty applies to your attack rolls.
the power of the dark side to anchor Tantric Force
Points-into his body, én may not storeany more
Tantric Force Points than one quarter of his DSP total. N ew Feats
These points dissipate at the rate of one point every
number of hours equad half his Cark Sde Point total A

Char med, | 6m -Sur-e
Sisters of Rapture by T.Catt
F ea t S Your natural poise, grace and charm makes others
putty in your hands.
Prerequisites: Cha 19+
Benefit: You may make Diplomacy checks as

full round actions with no penalty.
U pda tedFeats Normal: Performing Diplomacy checks as full
round actions normally incurs al0 penalty.

Otherwise, they take at least a full minute (10 rounds)
to perform.

Ambidexterity

D&D Pl ayeré6és Handbook v. 3.5
This feat has been folded into TWdeapon .. e .
Fighting P Disciple of the Unifying Force
Jedi Counseling 78
4 ; ; You have begun to understand the deeper nature
Two WeaponAFlghtlng of the Unifying Force, challenging many of the
D&D Pl ayeros Handbook v. 3.5, prieéptsl 8f2 light and dark common..to more

You can fight with a weapon in each hand. You conventional Forceisers.
can make one extra attack each round with the second Prerequisites: Wisdom 15, Alter,.-Control,
weapon. Both weapons must make the same kind of  Force Mastery, ForeSensitive, Sense, See Force 10
attacks,” eithereither ranged attacks dsoth melee ranks, Force level 12th, character cannot be dark.
attacks . 3 Additionally, this feat is available only to characters
Benefit: Your penalties on attack rolls for fighy who have studied with someone who already has the

wi.th two weapons are reduced. The penalty for your feat (in the New Jedi Order era, only Vergerdacen
primary hand lessens by two and the one for your off Solo) or, at the GM's discretion, who have been

hand lessens by.6 isolated for an extended period without access to other
Normal: See Attacking with Two Weapons, page 156,  Forceusers (as Vergere was during her ‘eaifitury of
and Twe Weapon FightindgPenalties below: captivity with the Yuuzhan Vong).

Benefit: You gain a +4 Force bonus on Will
saves to avoid gaining a Dark Side Point (see above).
If tainted, you also receive a +4 Force bonus on
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Wisdom checks to avoid becoming dark and a +4
Force bonus on Fortitude saves to avoid the
debilitating longterm effets of the dark side.

Healing Caress (

Sisters of Rapture by T.Catt

The potency of your healingower is increased
with sexual stimulation.

Prerequisites: Cha 13+, Heal Anothred

Benefit: You may add your Charisma modifias
a Force bonugo your Heal Another check The
stimulation granted must be physical stimulation,
meaningthe caster must first touch the recipient in an
intimate manner, such as a kiss or manual fondling of
erogenous areas in order to apply the bonus. A
character incapable of sexual stimulation, such as a
eunuch _or an unconscious person, cannot vedsie
bonus of Healing Caress.

Force Feat)

Impro ved Distracting Beauty

Sisters of Rapture by T.Catt
You are more capable at fighting in the buff.

Prerequisite: Distracting Beauty, Chart

Benefit: You may add (your Charisma bonus + 2)
to your AC using your Distracting Beauty class feature.
Special: Any circumstance that would negate the
bonus_granted by Distracting Beauty also negates this
bonus. | /(See Distracting Beauty class feature
descriptionin'the Sister of Rapture prestige class

Improved Two
Fighting
D&D Pl ayerdés Handbook v. 3.5,

Prerequisites: Dex 17, TweWeapon Fighting,
base attack bonus +6.

Benefit: In addition to the standard single extra
you get with an othand weapon,qu get a second
attack-withit; albeit at a-5 penalty (See the Two
Weapon Fighting Penalties table above).

Normal: Without this feat, you can only get a
single-extra attack with asff-handweapon.

Special: A soldier may select Improved Two
Weapon Fightig as one of his soldier bonus feats.

-Weapon

Greater Two
Fighting
D&D._ Pl ayerés Handbook v. 3.5,

Prerequisites: Dex 19, Improved TwiWeapon
Fighting, TweWeapon Fighting, base attack bonus
+11.

Benefit: You get a third attack with your off
hand weapon, albeit ai40 penalty.

Special: A soldier may select Greater Two
Weapon Fighting as one of his soldier bonus feats.

-Weapon
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Perfect Two
Fighting
D&D Epic Level Handbook, page 64

Prerequisites: Dex 25, Grater TweWeapon
Fighting, Improved TweéNeapon Fighting, Two
Weapon Fighting.

Benefit: You can make as many attacks with
your off hand weapon as with your primary weapon
using the same base attack bonus. For, Example, a
character with this feat and a baséaelt bonus_of
+18/+13/+8/+3 could make four attacks-per round
with his primary weapon and four attacks with per
round with his offhand weapon using his base attack
bonus. You still take the normal penalties for fighting
with two-weapons.

Special: A soldie@ may select Perfect” Two
Weapon Fighting as one of his soldier bonus feats.

-Weapon

Pillow Talk

Sisters of Rapture by T.Catt
You are adept at using sex to extract information

from people.

Prerequisite: Cha 15+, Entertain (sexual
techniques) 4 ranks, Gather Information 4 ranks

Benefit: By bedding a willing partner, you may
attempt to coax him into divulging information he
might not have divulged otherwise. To-do.-so, you
must first perform a sexual act with the ‘target and
make a DC 1%Entertain(sexual technigues) check to
determine howwell you coax the information._The
amount by which you beat the DC is then added as a
competence bonus to a Gather Information check to
determine the amount and/or quality of the
pirfasmatiengleaned.

Special: In this case, the Gather Information
check taks only as long as the sexual encounter plus
30 minutes. Also, since the check is made against only
a single person, the information gleaned. is:limited to
information that individual has. Therefore, this feat
may be used only to gain knowledge of specific
information.

Normal: Without this feat, Gather-Information
checks represent information gleaned from multiple
sources over a period of (1d4 + 1) hours.

page 95
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Archet ypes

JediSent inel

Jedi Counseling 81

The Jedi sentinel uses stealth and subterfuge to
accomplish the will of the Force, seeking out evil in
the very shadows it calls home. This archetype strikes
a balance between the Jedi consular (focusing on
diplomacy and a masteryf the Force) and the Jedi
guardian (focusing on physical abilities and mastery of
the lightsaber) while being oriented more toward
infiltration skills. Jedi sentinels are most common
during the Sith Wars (4,000+ years before A New
Hope) and in the millenom leading up to the Battle
of Ruusan (1,000 years before A New Hope) because
of the permeating and insidious influence of the Sith
throughout the galaxy in these eras. However, they are
almost unknown in the Jedi Order by the time of
Palpatine's rise toupreme Chancellor.

Roleplaying

Jedi _sentinels are notoriously independent, most
comfortable acting alone and without backup in the
galaxy's_most wretched hives of scum and villainy.
While | some take this independent streak to the
extreme-- questioning theauthority and wisdom of
the Jedi Councit- most are perfectly willing to take
orders, as long as they can carry out such orders via
their preferred methods. Unfortunately, some sentinels
adopt the mentality that "the ends justify the means,"
which can led them to become the very evil they seek
to destroy.

In addition to the archetype levels described in the
table below, many Jedi sentinels take levels in the Jedi
watchman prestige class (see the arti€aSses of
the Old Republi§. In fact, they can potentially
qualify for this prestige class after 7th level, sooner
than any other Jedi. Other sentinels may choose to
focus on their stealth by taking levels in the infiltra
prestige. classHero's Guidg or focus on their target
bonus abilities by taking levels as a bounty hunter, but
both of these are generally frowned upon by the Jedi
Council because it may make the sentinel
uncomfortably similar to an assassin. Finalledi
sentinels that turn away from the light side may prefer
to take-levels the dark side assassin prestige class
(again, see "Classes of the Old Republic").

Variant: Unorthodox Training

Jedi sentinels receive training fairly different from
that of a maistream Jedi consular, focusing more on
stealth and infiltration than diplomacy. Remove
Diplomacy, Intimidate, Read/Write Language, BIuff,
Speak Language, and Treat Injury from the Jedi
consular class skill list, and instead add Disable
Device, Disguise, e, Listen, Move Silently, Search,
and Spot.
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Variant: Bonus Feat

The unorthodox training of Jedi sentinels also
extends to their bonus feats. Instead of the normal
selection available to the Jedi consular-(at-2nd and
16th character level), the Jedi seetimay choose her
bonus feat from the following list: Alertness, Aware,
Cautious, Combat Expertise, Low Profile, Persuasive,
Sharpeyed, Stealth, or Trustworthy.

Variant: Fearless

Because they operate independently (often deep in
the bowels of a Sith ginghold), Jedi' sentinels
develop a fearless temperament. Instead of the Jedi
consular's healing ability (at 12th character level), she
gains immunity to all fear effects, such as the skills
Fear and Intimidate. This includes any effect that
would cause heto become shaken, frightened, or
panicked, such as the Frightful Presence feat or the
starweird's  telepathic scream (sedJltimate
Adversariespage 122).
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