Disorderly Conduct
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Arguably one of the greatest boons for any army would be the ability to control at a distance. Every general wishes for a constant bird’s eye view and total tactical control over the battlefield, to be able to make decisions at every level from platoon to regiment with precise, up-to-date information that they can process quickly and efficiently. The ability to instil fear in the hearts of enemies and inspire the troops to greatness, as well as simply making one’s own troops and forces better. Making them able to collaborate on a tactical level and even sharpening the physical attributes of a unit is certainly a boon that can never be overlooked, either. With the ability to influence a battlefield at any time using a consistent outflow of the Force, the ultimate general can be created. Meet the Obelisk Sorcerer. In essence, unlike most Obelisks, the Obelisk Sorcerer is a support role; while not running at the forefront of battle, the Sorcerer turns his attention to tactics and strategy on a grand scale with his innate knowledge of warfare, and has those under his command become a powerhouse of an army, giving the general the ability to conquer battlefields with impunity in ways many Obelisks could only dream of.
What happens when you mix the traditional knowledge and battle prowess with the innate ability to wield the Force on the level of the Krath? It is a blend that, ultimately, would make a general the single greatest asset on any given battlefield at any time. The core concept, and thus single most important Force power, of the Obelisk Sorcerer is undoubtedly Battle Meditation. The ability to decrease the enemy’s morale while inspiring one’s own troops, and even at its greatest peaks being able to see the effects of decisions in a battle. This allows for a better degree of control over one’s troops and a total focus on commanding forces that are able to perform better than the enemy. Secondary to this is Force Sense, which grants a Force-user the ability to sense disturbances and presences in the Force; this ability would be extremely handy for any general attempting to defuse a situation by detecting traps, feints and other problems before they happen, as well as providing a tactical overview of the situation in real-time. Following these in equal measure are Mind Trick and Telepathy, which both serve the function of long-distance communication without the need for using comlinks to commanders and being able to give orders in an instant. However, their use depends on the target – Mind Trick would be useful for giving an enemy leader the wrong orders, and Telepathy would permit the Obelisk Sorcerer to relay orders to his own unit commanders in a quick and timely fashion, allowing them to turn the tide of battle in an instant with the right order at the right time. Being able to sense and control the battlespace would provide the Sorcerer-General with the means to turn a battle instantly in their favour as needed.

From there, the utility of the Obelisk Sorcerer would depend on personal preference. If a Sorcerer wanted to be able to instil more fear into the enemy’s forces, powers such as Illusion or Terror would not go astray. Being able to directly project terrifying images into an opponent, forcing them to retreat from a battlefield, or even to use it as a force-multiplier to make them think there are more forces than there are present, would be a highly useful ability to add on top of the existing ones. If the General wished to be utility and support for the troops back at headquarters, then powers such as Healing would be very welcome; the ability to get one’s own men back into the fight and have them cycle back into battle on top of using bacta tanks would reduce the number of casualties.

