Jedi Rules

Conversions for playing Jedi characters

In the Classic Marvel RPG Universe

By Chris Schmitz

www.angelfire.com/rpg/marvelclassic/index.html
The Jedi from the Star Wars Universe are very powerful, and as such may seem a bit powerful when matching them up in the Marvel Universe-although their weaknesses would be detrimental when they engage other high level foes (eg, the Hulk vs. Jedi Bob.)


Jedi mostly have normal human stats (provided that they are human) which would range from TY to EX at the very most. If the Jedi is not human, then he or she would have the normal physical stats from their race, most of these would be around the human level since super powered alien types tend to rely solely on their own devious machinations rather than develop something so attuned to life as the force.


Jedi Characters all use a form of the power “Magical Power Source” from the Ultimate powers book. Their power source is life that surrounds and envelops the universe. If they are in a lifeless area such as the void of space and alone, their power might be reduced somewhat, though this is up to the judges discretion (remember that the Jedi himself is alive and thus always has at least a little bit of force potential/powers left open to him at all times-unless he is in the afterlife or some such.) All Jedi also have at least IN40 psyche.


There are some powers that a Jedi will always have to some degree unless there is some specific reason for them not to (Eg. Corran Horn has a genetic Jedi weakness that allows him greater illusion powers as well as energy absorption, but cannot do telekinesis,) these powers are marked with an asterisk. Available Jedi powers:

-telekinesis*

-illusion control/creation*

-post cognition

-precognition

-strength boost*

-speed boost*

-Resistances:


-Heat


-Cold


-disease


-Pain

-Mind control/reading*

-induce coma in the willing*

-healing

-total recall*

-lightning generation

-Jedi Meditation*

-lightsaber training

-memory alteration/erasing 

-Force sensing*


A Jedi may work to achieve and learn any of the powers not marked with an asterisk, and may also sometimes learn new ones. The powers that they have may be worked upon for better mastery. This is done easier than spending karma to raise the stat, although karma may be used as well, but the PC should work out an arrangement for easier raising of power ranks on Jedi powers. Some might be: studying under mentors, meditation, or just intense game play where this power is often used.


Telekinesis: this power is at the minimum of FE for new Jedi, this power may affect any item that there is. Most Jedi have it at the TY to GD level before leaving their trainer/mentor/academy.


Illusionary powers: include illusion generation, control, invisibility, camouflage, and anything else that might affect any ORGANIC based life form. This does not affect machinery, although the Jedi can fool the machines operator into thinking that there was no reading by implanting in their mind the image of the regular reading without them being detected. This power is usually around the EX20 range for most Jedi.


Post cognition: Seeing into the past, this is usually the effect of a Jedi meditation and is random. Almost all Jedi have it at a random time, but a few can use this power at will. This power is usually left up to the judge since nearly all Jedi experience it intermittently throughout their life during meditation.


Precognition: this is the same as the above, only seeing into the future rather than the past. It takes a great deal more effort and is usually only achieved through some intense effort by younger Jedi/force wielders.


Strength speed boost: this may be enhanced, and most Jedi can move fast enough to make 6 or so additional actions although they would be all very tiny actions, such as moving a lightsaber around to make successive parries, blocks, swipes, a flip, riposte, or some such. In short, to even up game play, all of these moves must be done within the same area. Strength may be raised up to +2CS.


Resistances: may make an effort to shunt away the effects of something.

Mind control/reading: this power is seldom used to control, but often used to gain knowledge from the unwary with a low enough psyche.

Induce Coma in willing (includes self): this coma state is a near death state that will pass most tests. The heart nearly stops (about 1 heartbeat per day) and there is very little breath. The Jedi may revive to Coma victim at any time.


Healing: some Jedi may divert force energy into healing. They must be meditating for at least 3 turns to begin doing this, and may then heal up to 3 points per turn, up to 90% of the victim’s (including self) original health.


Total recall: may remember anything that was not forcibly removed from their memory. Hard to remember things will require a meditation to remember.


Lightning generation: many Jedi who have reached a high level learn how to generate the life force into pure energy, creating lightning. This is usually at least at UN100 level with about a 6 area range.


Jedi meditation: a trance like state, a Jedi may enter this and gain an insight or realization of pertaining things. A meditating Jedi who has been drained of his force energy will begin to regain it.


Lightsaber training: almost every Jedi has this. Only the newest do not. This comes automatically once a Jedi has built his own personal lightsaber. It allows the user to use the power rank for FEATS done with the blade. It also allows a type of force field up to the power rank as the user can parry/block with the lightsaber those attacks.


Memory alteration/erasing: this power is usually used only in extreme cases since it comes perilously close to using dark powers. When you begin messing with somebody’s mind, it comes very close, and often does, to crossing the line.


Force sensing: this allows users to know things such as the hostility of any creature, intentions, etc. Also, it allows the Jedi to know such things as: where bullets/projectiles will hit them or not, location of people/items within the hemisphere, almost like precognition, but more or less like a super-enhanced heightened sense power. A Jedi may not be blindsided nor targeted without his knowledge.


Jedi weaknesses:


Some actions will weaken a Jedi so that he must make a stun check from the exertion of that action. As a general rule, anything four times the Jedi’s size/capacity etc. will require a stun check. Eg. Jedi Bob telekinetically lifts a boulder 5 times his size, or he mind controls an army squad into not going to war. 


Ysalimiri, a furry looking snake that barely moves but is fairly well camouflaged (indigenous to a few far off planets) will negate all force abilities within 3 surrounding areas. This effect is strengthened the more ysalimiri that are present.


Also, committing a crime is twice the regular karma penalty for a Jedi, and if he is out of his Jedi Robe, his popularity is most likely set to 0 unless the Jedi’s face is well known.


Odann-Urr force blocking technique: only known to very few Jedi as Palpatines’ purge eliminated most Jedi lore. This is a way to completely strip a Jedi from his force powers. This is only used in extreme situations. There is a remedy, but it is unknown as that part of the lore was destroyed. The target must be of roughly equal force potential of that of the wielder.


Jedi equipment: 


Jedi Robe: sets the users popularity to IN40 minimum


Lightsaber: the pommel may clip to any kind of belt, clothing, etc. it emits a CL1000 intensity energy blade. This is blade will cauterize any wound and thus stop any victim from bleeding to death, but also eliminate the chance to physically graft the severed body part back on. While a Jedi wields this with lightsaber training, all hits are considered bullseyes as the Jedi has that great of control over the weapon. The desired damage wished by the Jedi may be inflicted up to CL1000, but at least GD10. They usually are created by the wielding Jedi and are customized to fit their personality. Some of them have special modifications. The blade will shut itself off if it comes within Cortorsis ore, or the activation button is no longer being pressed (this is called the dead-man’s switch-a safety device also included on speeder bikes).


Belt: usually holds a grappling hook/rope and a rebreather (for underwater breathing).

