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DISCLAIMER 

 

This manual contains technical and managerial guidance to enable Youth Workers to use "BE THE 

FORCE!" effectively; specifically, it contains guidance and explanations on game mechanics, game 

elements, the setting, storytelling, and the role and function of the 'Jedi Master' (i.e.: the game 

narrator).  

 

"USE THE FORCE!” is an educational project, funded by the European Union under the Erasmus+ 

2021-2027 program (year 2021, national agency "AGENZIA NAZIONALE PER I GIOVANI", project code 

no.2021-1-IT03-KA210-YOU-000029463), which uses names, concepts and pieces of history from the 

Star Wars Universe.  

 

The authors of "BE THE FORCE!", the Serious Play that will be the main output of the project, of 

which this document is one of the parts, do not intend to infringe on any copyright, which is the 

respective authors. Quite the contrary: the authors of the Serious Play are fans and tributaries of the 

Star Wars Universe, which they intend to exploit for educational purposes, creating a tool that 

educators (generically understood) can use to help young people get out of fragile conditions (work, 

personal, relational, etc.) by applying "systems thinking." 

 

For any inquiries please contact: ka2usetheforce@gmail.com. 

For more information on the project, see: https://utfproject.eu/.  

 

NB: this is the BETA version of the game, of which there may be further developments! Visit the 

site to follow all updates! 

  

ka2usetheforce@gmail.com
https://utfproject.eu/
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THE ROLE OF THE MASTER JEDI 
 

The Master Jedi can be considered as the guide in the game. Basically, he will be the storyteller, 

author and referee of the game. The MJ will need to narrate and set the scene of all scenarios in the 

game.   A position needs to be preserved that is both being impartial but also try to help the players 

in taking the best decisions for them, while also making sure that everyone is involved equally in the 

game. It is important to always remember to encourage discussion between the participants. 

What is in the handbook: 

This handbook will be used as the point of reference for the youth workers who will take the role of 

the Master Jedi for the Be The Force! game! The handbook includes all information that the youth 

worker needs to be aware of at all points: what must be known before, during and after the game. 

The handbook includes what the Master Jedi requires to do and what other game products need to 

be used in alignment with the Master Jedi handbook. Before the game starts it will be good for the 

youth worker to familiarise with the handbook and what they need to do with their role as Master 

Jedi. All of the elements such as the armour of the players, weapon of the players, credits, the 

different episodes which in sum consist of the whole game, the characters, enemy cards and force ‘ 

o’ meter are explained in detail below. It is important to note that the Master Jedi handbook will be 

used only by the Youth worker or the person who is the Master Jedi. 

In summary, the Master Jedi will be narrating the episodes through the scenarios provided using the 

indications in regards to what is an action point, what must be narrated and notes for the Master 

Jedi. This handbook will provide all the information required for the Master Jedi to know in regards 

to guiding and explain the game to the players.  

How youth workers can use it:  

The aim of this game is for youth workers to use it as a form to enhance systemic skills in young 

people to combat times of crisis. As a result, this game provides a more fun and entertaining way to 

show young people how they can communicate with their team and find different ways of solving 

issues that they may come across in any context. For any youth worker wanting to create a more fun 

while also enriching activity this game can be considered as an appropriate tool. Due to the detailed 

information provided, there is no need for extensive knowledge on the Star Wars context. In any 

case, some relevant links will be provided for anyone requiring further information. 

Thus, the MJ will need to: 

1. Narrate the scenarios 

2. Guide the players through the episodes 

3. Take the role of any enemies presented in the game or play on their behalf 

4. In cases where there are not any determining choices for the players, the MJ can make up 

some choices or decide on how the next steps will unfold based on the context of that 

specific game (MJ are better to improvise when they have further Star Wars knowledge 

however MJ that do not have star war knowledge can do it if they wish so) 

 

What the Master Jedi needs to have: 



- Be The Force! Gamebook – the Gamebook includes all the information the Master Jedi 

knows. The instructions will be indicated in regards to what is an action point, narration, etc. 

For example: the bold points are when the players are asked to decide, the regular font is 

when there is narration on behalf of the MJ and the italics is information that the MJ must 

be aware.  

- Be The Force! episodes 

- Be The Force! Character Sheet 

- Be the Force! Rule Book 

- At least 3 Dice  

 

WHAT TO KNOW BEFORE THE GAME 
 

Each player must pick a character based on discussion with the team which will also be referred to as 

the padawans. 

The players will be part of the padawan team, as a result they will be playing together. Throughout 

the episodes and different quests enemies will appear. The Padawans (players) will be expected to 

navigate through difficulties and enemies through the encouragement of dialogue and using fighting 

as their last resort. The aim of the game is to enhance their skills thus, fighting will only be an easy 

solution for them. 

 IMPORTANT: the character of the player will not determine the actions of the player, they will just 

be able to use the skills appointed to each player. 

Participants must be encouraged to hold discussions between them. There is no issue if some 

characters do not contribute in some missions however in cases of battle each player needs to play 

one time before there is a second round. In cases battling with enemies the MJ is first to play and 

then goes to the next participant in a clockwise manner. 

Please note each player is allowed to play once per round until everyone else has played. For 

example, if the engineer decides to use its skills and it is unsuccessful or successful then he is 

allowed to play again in the next round. It’s a Master Jedi’s decision if a dice needs to be drawn. If 

there is a failed draw it does not mean that the action has failed but that an obstacle will arise in the 

attempt of the player. 

The checks mentioned include two dice being rolled. If the sum of the dice is below seven then the 

attempt is unsuccessful. If the sum of the dice is 7 or more then the attempt is successful. The MJ 

should advise the participants when the checks need to take place based on the instructions 

included in each episode 

The skills can be used by all participants regardless of the but only the participant with the assigned 

skill can use the special advantages (i.e. +2 on the sum of the dice roll, etc).  

IMPORTANT: The checks take place only when the participants want to use the skills of their 

characters or attack using a weapon or if the Master Jedi advises them to do so.  



 

The characters: 

1. Engineer: the engineer is the brains on the team. The engineer is able to fix machines and 

are able to easily hack electric systems 

a. Skills: +2 to mechanical check, System hack – the +2 mechanical check means that 2 

points are added to the sum when two dices are rolled in order for the check to take 

place whether the attempt has succeeded or not. If the sum of the two dice along 

with the 2 extra ponts is less than 7 the attempt fails, if it sums up to 7 and above 

then the attempt is successful.  

2. Medicine: The medicine character helps keeping the other players healthy and fit 

throughout the game. The medicine character heals themselves and the other players on the 

team 

a. Skills: Make a roll with two dice 7+ to check whether the action will be successful 

and then roll two dice and the sum of the numbers will be the health points given to 

the player which the medicine player has decided.  

3. The force: The force character is the padawan on the team that is most in control of the 

force. The force character can use jedi mind tricks to be able to get his way 

a. Skills: +2 jedi mind tricks – 2 points are added when two dice will be rolled at first to 

check if the mind tricks can be used or not. If the sum of the two dice along with the 

2 extra points is below 7 the force does not succeed. If it is 7 and above, it succeeds. 

If not, then the attempt has failed.  

4. Stealth:  The stealth character is the sneaky one on the team. They can easily sneak up on 

enemies, and hit them with an assassination attack. But be wary, the killing of others comes 

with a prize  

a. Skills: +2 to sneak assassination- 2 points are added when two dice are be rolled at 

first to check if the stealth’s actions will take place. If the sum of the two dice with 

the 2 extra points is less than 7 the attempt has failed. If it is seven or above the 

attempt is successful.  

5. Saber master:  The saber master is the dualeiwielder in the group. The saber master is the 

only one on the team that are able to control two light sabers 

a. Skills: The saber master has two attacks instead of one because he has two light 

sabers. 

 

Please note that the Master Jedi will not be assigned any of these characters as it will be a separate 

entity.  

When the characters have been assigned to each player. Then the first round of the game has 

started. There is no need to have one of each character.  

What are health points: The health points for the players are the points that each player has before 

losing their life. Each player at the start of the game has 12 health points plus a two dice roll. So, in 

total the health points will be 12 plus the sum of the two dice rolls. For example, if a player rolls 10 

in total then 12(Standard health points) +10 (sum of the roll) = 22 health points. 

What is the Armor: The armour is the ‘protection’ provided to the players? Each player has a ‘-2’ 

protection meaning that whenever they receive an attack two points will be deducted from it and 

thus the damage will be less. For example, if the weapon used has a damage of 5 points (5-2=3), the 

character will lose only 3HP since the armour provided the protection of 2 points. 



What is the weapon: The characters can choose from a variety of weapons in case they want to form 

an attack?  If a player decides to attack, they will first need to make the normal check to see if their 

attack will be successful or not. If the roll is 7 or above, then it means that the attack has been 

successful. Then the player needs to roll the indicated number of dice and the sum of the roll will 

indicate the points for the attack. The number of dies needed can be found below along with the 

weapons. 

Credits: Each player owns 5000 credits where they can use at any time of the game. 

Weapons:  

The following weapons are available for the game: 

Fist/kick damage: 1 dice must be rolled 

Light Saber Damage: 3 dice must be rolled 

Baster Damage: 2 dice must be rolled.  

 

The sum of the draw will determine how many points is the attack 

 

PLAYING THE GAME: 
 

The MJ will start to narrate the game and set the scene based on the text that is provided in the 

handbook or the episodes.  It is not necessary for the whole game to be played at once. Each 

episode can take place at different times.  

Each episode has different tasks/ missions/ rounds that are interlinked for example: 

The Jedi Treason: Episode I: 

1. Betrayal at the ruins 

2. Getting to safety 

3. Following the trail 

4. Installing the carburettor 

5. The long walk back 

6. Arriving at Outpost Camp O’basso 

7. The arrival hall of Masso’s office 

8. Storage room 

9. Outpost Marshall Masso’s office 

10. Escaping Abednedo 

 

Thus, in total there will be 10 rounds and each player will play 10 times. 

 

The Jedi Treason: Episode II 

1. The Silent Hangar 

1.5 The Shaft 



2.0 The Library 

2.5 The dark side of the Library 

3.0 The abducted jedis 

3.5 The abducted jedis 

4.0 The Back Door 

5.0 The Abduction 

5.5 The way to the Vault 

6.0 The Office of Jedi Pao Labi 

7.0 The Final Interrogation 

8.0 Going back to the Vault 

 

Total game rounds: up to  12 game rounds thus each player will play 12 times maximum if 

needed. 

 

 

The Jedi Treason: Episode III 

1.1 (The Kitchen) 

1.2 (The Padawan Dormitories) 

1.3 (Meditation room) 

2.1 (Chamber of Studies) 

2.2 (The HOLOCRON Vault) 

2.3 (Headmaster of Archives Arod Cadi’s Office) 

3.1 (The Corridor) 

3.2 (The Ceremonial Chambers) 

3.3 (The Cruiser Auto Shop) 

3.4 (The Hangar) 

3.5 The Ship  

 Total game rounds : up to 11 game rounds thus each player will play 11 times maximum 

 

The Jedi Treason: Episode IV 

1. Storage Space 

2. The Berths 

3. The Hallway 

4. Engine Room 

5. The Commando Bridge 

6. Arriving in Aganjia 

7. The City Quarters 

8. The Slum 

9. The Tavern 

10. Escaping the Tavern 



11. Executions at the Square 

12. The Caves of Toth 

 

Total game rounds : 12 thus each player  will play 12 rounds 

 

 

 

 

- The MJ will need to narrate the context for the players. In some cases, the episodes include 

a choice and some don’t. In case the episode does not include any choices, the MJ is free to 

provide some choices for the players but there is no need to-this will depend on each MJ 

The enemy card: 

In some round there is an enemy card mentioned. The aim of this enemy card is to represent an 

enemy that appears in that round.  

What are health points (enemy card): The health points are the points that each enemy has before 

they lose their life. This is pre-determined in their enemy cards. 

What is the Armor(enemy card): The armour is considered as the ‘protection’ from the attack. Each 

enemy has a pre-determined number of points for armour where these will be detected the original 

number of attack points. For example, if an enemy has armour points 5 , and the attack number is 10 

(10-5= 5), so only 5 points will be deducted from the health points of the enemy.  

What is the weapon(enemy card):  

The weapon is what the enemy uses to attack. Each enemy has a predetermined weapon and the 

damage points that result from the weapon. For example, if an enemy has a weapon with 3 points 

and the attach is successful, 3 HP will be deducted from the character that is being attacked. 

Enemies: 

 

Episode I 

1. B-1 Battle droids 

- Description: A reliable battle droid manufactured by Baktoid Combat Automata 

- Health points: 2 

- Armor: 3 

- Weapon (E-5 battle blaster) = 2 dice roll 

 

2. Jawas 

- Description: Jawas are a sentient species of meter tall- furry humanoids native to the outer 

Rim desert world of Tatooine. Jawas who migrated from Tatooine were referred to as 

Offworld Jawas 

- Health Points: 5 

- Armor: 0 

- Weapon (Iron Blaster): 1 dice roll 

 

https://starwars.fandom.com/wiki/B1-series_battle_droid
https://starwars.fandom.com/wiki/Jawa


3. Tusken raiders/Sand pirates 

- Description: Tusken raiders, less formally referred to as Sand People were a culture of 

nomadic, primitive sentients indigenous to Tatooine, but later travelled to the galaxies to 

murder and plunder whoever got in their way 

- Health points: 10  

- Armor: 3 

- Weapon (Gaderffii) = 1 dice roll 

 

4. Outpost guardians 

- Description: Outcast mudtroopers who were hired by the galactic republic to do the 

republics dirt work in other galaxies 

- Health Points: 8 

- Armor: 3 

- Weapon (E-11 blaster): 2 die roll 

 

5. Marshal Masso 

- Description: Marshal Masso is the headmarshal of Camp O’basso. With his quick draw and 

manipulating behaviour he runs the outpost as he wishes 

- Health Points: 18 

- Armor: 2 

- Weapon (Dual wield blaster pistol) = 2 die roll 

- Perk: Marshal Masso is a saber master 

 

Episode II 

1. Clone trooper 

- Description: Highly trained soldiers in the grand army of the republic. 

- HP = 10 
- Armor = 4  
- Weapon (DC-15a Rifle) = 2 die roll 

 

Episode III 

1. B-2 Battle droid 

- HP = 20 

- Armor = 2 

- Weapon (Battle blaster) = 2 dice roll 

 

2. B-1 Battle droid 

- A reliable battle droid manufactured by Baktoid Combat Automata.  

- HP = 2  

- Armor = 3  

- Weapon (E-5 battle blaster) = 2 die roll 

https://starwars.fandom.com/wiki/Tusken_Raider
https://starwars.fandom.com/wiki/Swamp_trooper
https://starwars.fandom.com/wiki/Clone_trooper
https://starwars.fandom.com/wiki/B2-series_super_battle_droid
https://starwars.fandom.com/wiki/B1-series_battle_droid


 

3. Clone Trooper 

- Description: Also known as TK troopers. Strong soldiers fighting for the empire. 

- HP = 8 

- Armor = 4 

- Weapon (E-11 blaster) = 5 

Episode IV 

1. Clone Trooper 

- Description: Also known as TK troopers. Strong soldiers fighting for the empire. 

- HP = 8 

- Armor = 4 

- Weapon (E-11 blaster) = 5 

 

2. Enemy engineer 

- Description: An engineer, who uses most of his life in the engine room. He is smart, but quite 

weak. 

- HP = 15 

- Armor = 1 

- Weapon (Force pike)  

- Perk: The force pike can STUN. After each attack, the engineer can do a stun check (+7) If the 

check is successful, the player attacked gets stunned for 1 round 

 

3. Crew man 

- Description: Weak character. His main function is to control the transport cruiser. 
- HP = 7 
- Armor = 1 
- Weapon (Bare hands)= 1 

 
4. Officer 
- Description: The Officer is the one in charge of giving orders to the crewmen.  
- HP = 14 
- Armor = 3 
- Weapon (Blaster pistol) = 3 

 
 

5. Outpost guard 
- Description: Outpost guards are outcast mud troopers, who were hired by the galactic 

republic to do the republic's dirty work in outer galaxies.  
- HP = 8  
- Armor = 2  
- Weapon (E-11 blaster) = 5 

 
 

6. Little filthy citizen 

- Description: A small-time thief, who's just trying to survive. 

https://starwars.fandom.com/wiki/Clone_trooper
https://starwars.fandom.com/wiki/Clone_trooper
https://starwars.fandom.com/wiki/Clone_engineer
https://starwars.fandom.com/wiki/Republic_crewman#:~:text=Republic%20crewmen%20were%20the%20enlisted,equivalent%20of%20the%20army's%20soldiers.
https://starwars.fandom.com/wiki/Officer
https://starwars.fandom.com/wiki/Swamp_trooper


- HP = 5 
- Armor = 0 
- Weapon (Small knife) = 2 

7. Clone troopers 
- Description: Also known as TK troopers. Strong soldiers fighting for the empire. 
- HP = 8 
- Armor = 2 
- Weapon (E-11 blaster) =5 

 
8. Clone troopers (Escaping the Tavern) 
- Description: Also known as TK troopers. Strong soldiers fighting for the empire. 
- HP = 8 
- Armor = 4 
- Weapon (E-11 blaster) =5 

 
 

9. Dite Mavridou 

- Description: The strongest bounty hunter in the galaxy; she is determined to catch and kill all 
the remaining Jedis. 

- HP = 35 
- Armor = 2 
- Weapons (Dual wielding sabers) = 2 die roll 

 

Please note:  the MJ will need to also conduct check for the enemies just like the characters do, in 

order to check whether their attack will be successful or not. 

The force ’o’ meter: 
 

Throughout the game, the MJ will be able to assign dark side points to the players as a team . The MJ 

will not update the players on their points until the end of the game. The DSP will be assigned in 

cases of evil actions or action that are not parallel with the jedi context. The DSP cannot be 

deducted. At the end of the game, all the points will add up and determine whether they are the 

chosen ones who bring balance to the galaxy or they have joined the darkside. Below are the 

indicators of the points:  

0 – 5 = Jedi Master 

5 – 10 = Jedi knight 

10 – 15 = Sith apprentice 

15 – 20 = Sith lord 

 

 

Extra Resources: 
 

https://starwars.fandom.com/wiki/Clone_trooper
https://starwars.fandom.com/wiki/Clone_trooper
https://starwars.fandom.com/wiki/Bounty_hunter


Website: https://utfproject.eu/  

Narration tips  

 https://internationalstoryteller.com/oral-storytelling-tips-for-beginners/ 

https://www.eldrbarry.net/roos/eest.htm 

https://themoth.org/share-your-story/storytelling-tips-tricks 

https://blog.sparkol.com/8-classic-storytelling-techniques-for-engaging-presentations 

https://brilliantio.com/how-do-you-narrate-a-story/ 

Star Wars: 

https://starwars.fandom.com/wiki/Main_Page 

https://www.youtube.com/watch?v=d7ANDjBh1qU 

 

Playlist:  

 

https://www.youtube.com/watch?v=EXionwOyi6Y 

https://www.youtube.com/watch?v=R4LvsPZ9kvg 

 

 

https://internationalstoryteller.com/oral-storytelling-tips-for-beginners/
https://www.eldrbarry.net/roos/eest.htm
https://themoth.org/share-your-story/storytelling-tips-tricks
https://blog.sparkol.com/8-classic-storytelling-techniques-for-engaging-presentations
https://brilliantio.com/how-do-you-narrate-a-story/
https://starwars.fandom.com/wiki/Main_Page
https://www.youtube.com/watch?v=d7ANDjBh1qU
https://www.youtube.com/watch?v=EXionwOyi6Y
https://www.youtube.com/watch?v=R4LvsPZ9kvg
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