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The Basics.

Marksman
Most of the main cities will have a Marksman trainer. Without Novice Marksman you can only use a CDEF Pistol. Whilst progressing through the Pistols tree in Marksman you will gain skills, Mods, extra Commands & the ability to use different pistols.

The following table will show what benefits you will gain towards mastering Pistols.
Novice Marksman
Cost: 15 skill points 

Exp Cost: 0 

Credit Cost: 100 credits  

	Skill Mods: 
	Commands and Certifications Gained:

	Pistol Accuracy +10
	D18 Pistol Certification (Certification)

	Pistol Speed +5
	Overcharge Shot 1 (Command)

	
	Point Blank Area 1 (Command)

	
	Point Blank Single 1 (Command)


Pistols 1: Short Range Combat

Cost: 2 skill points 

Exp Cost: 1000 points of Pistol Weapons Experience 

Credit Cost: 1000 credits  
	Skill Mods: 
	Commands and Certifications Gained:

	Pistol Accuracy +10
	Body Shot 1 (Command)

	Pistol Speed +5
	DL44 Metal Pistol Certification (Certification)

	
	DL44 Pistol Certification (Certification)


Pistols 2: Light Sidearm
Cost: 3 skill points 

Exp Cost: 5000 points of Pistol Weapons Experience 

Credit Cost: 2000 credits 
	Skill Mods:
	Commands and Certifications Gained:

	Pistol Accuracy +10
	DH17 Pistol Certification (Certification)

	Pistol Speed +5
	Dive Shot (Command)

	
	Kip Up Shot (Command)

	
	Roll Shot (Command)

	
	Scout Blaster Certification (Certification)


Pistols 3: Medium Sidearm

Cost: 4 skill points 

Exp Cost: 15000 points of Pistol Weapons Experience 

Credit Cost: 3000 credits  

	Skill Mods:
	Commands and Certifications Gained:

	Pistol Accuracy +10
	Body Shot 2 (Command)

	Pistol Speed +5
	Power5 Pistol Certification (Certification)

	 
	Striker Pistol Certification (Certification)


Pistols 4: Heavy Sidearm

Cost: 5 skill points 

Exp Cost: 70000 points of Pistol Weapons Experience 

Credit Cost: 4000 credits 

Title Earned: Apprentice Gunfighter 

	Skill Mods:
	Commands and Certifications Gained:

	Pistol Accuracy +10
	FWG5 Pistol Certification (Certification)

	Pistol Speed +5
	Health Shot 1 (Command)

	Ranged Defense +2
	SR Combat Pistol Certification (Certification)

	 
	Tangle Pistol Certification (Certification)


What to Hunt (this is not a grind guide)
What you wish to hunt really depends on your personal play style. For this guide I will assume you will be solo or in a small low level group.
The best places to find low end creatures are outside NPC cities on the starter planets (Corellia, Naboo and Tatooine). When I was starting out I spent most of my time hunting outside of Bestine on Tatooine. Unless there is a special spawn no creatures near the city deathblow. It can be very handy to have a medic around to keep Health and Action topped up. Staying close to the major starter cities, you should be able to gain the necessary xp quickly to rise to Pistol 3 without fear of dying. This tactic works well but is slower than doing a grind. For Pistol 4 you will be tough enough to take a walk away from the cities and try for larger game. Before too long you gain Pistol 4, are certified for almost all pistols, and you are now ready for the tougher stuff.
Pistoleer

Pistoleer is an Elite Ranged combat profession. I found it a lot of fun to use and wore my badge with pride. 

Now for the bad news. 
Pistoleer is badly bugged, just read the forums and you will see.

Pistoleer Advancement Tree
	Master Pistoleer

	Pistol Grips IV
	Pistol Marksmanship IV
	Pistol Techniques IV
	Pistol Stances IV

	Pistol Grips III
	Pistol Marksmanship III
	Pistol Techniques III
	Pistol Stances III

	Pistol Grips III
	Pistol Marksmanship III
	Pistol Techniques III
	Pistol Stances II

	Pistol Grips I
	Pistol Marksmanship I
	Pistol Techniques I
	Pistol Stances I

	Novice Pistoleer


Novice Pistoleer

Cost: 6 skill points 

Exp Cost: 125000 points of Pistol Weapons Experience 

Credit Cost: 5000 credits 

	Skill Mods:
	Commands and Certifications Gained:

	Dodge +10
	DX2 Pistol Certification (Certification)

	Pistol Accuracy +5
	Health Shot 2 (Command)

	Pistol Speed +5
	Republic Blaster Certification (Certification)


Pistol Grips I: Point Blank Hold

Cost: 5 skill points 

Exp Cost: 175000 points of Pistol Weapons Experience 

Credit Cost: 6000 credits 

	Skill Mods:
	Commands and Certifications Gained:

	Dodge +15
	Point Blank Single 2 (Command)


Pistol Grips II: Dodge Hold

Cost: 4 skill points 

Exp Cost: 250000 points of Pistol Weapons Experience 

Credit Cost: 7000 credits 

	Skill Mods:
	Commands and Certifications Gained:

	Dodge +15
	None


Pistol Grips III: Two Handed Aim & Fire

Cost: 3 skill points 

Exp Cost: 350000 points of Pistol Weapons Experience 

Credit Cost: 8000 credits 

	Skill Mods:
	Commands and Certifications Gained:

	Dodge +20
	Body Shot 3 (Command)


Pistol Grips IV: Rapid Trigger Work

Cost: 2 skill points 

Exp Cost: 450000 points of Pistol Weapons Experience 

Credit Cost: 9000 credits 

Title Earned: Gunslinger 

	Skill Mods:
	Commands and Certifications Gained:

	Dodge +20
	Point Blank Area 2 (Command)


Pistol Marksmanship I: Wrist Stability

Cost: 5 skill points 

Exp Cost: 175000 points of Pistol Weapons Experience 

Credit Cost: 6000 credits 

	Skill Mods:
	Commands and Certifications Gained:

	Pistol Accuracy +10
	None

	Pistol Accuracy while Moving +5
	

	Pistol Aiming +3
	


Pistol Marksmanship II: Firing on the Move

Cost: 4 skill points 

Exp Cost: 250000 points of Pistol Weapons Experience 

Credit Cost: 7000 credits  

	Skill Mods:
	Commands and Certifications Gained:

	Pistol Accuracy +5
	None

	Pistol Accuracy while Moving +5
	

	Pistol Aiming +3
	


Pistol Marksmanship III: Fast Target

Cost: 3 skill points 

Exp Cost: 350000 points of Pistol Weapons Experience 

Credit Cost: 8000 credits 

	Skill Mods:
	Commands and Certifications Gained:

	Pistol Accuracy +10
	None

	Pistol Accuracy while Moving +5
	

	Pistol Aiming +3
	


Pistol Marksmanship IV: Dead-Eye Aim

Cost: 2 skill points 

Exp Cost: 450000 points of Pistol Weapons Experience 

Credit Cost: 9000 credits 

Title Earned: Dead-Eye
	Skill Mods:
	Commands and Certifications Gained:

	Pistol Accuracy +5
	None

	Pistol Accuracy while Moving +5
	

	Pistol Aiming +3
	


Pistol Techniques I: Disarming Shot

Cost: 5 skill points 

Exp Cost: 175000 points of Pistol Weapons Experience 

Credit Cost: 6000 credits 

	Skill Mods:
	Commands and Certifications Gained:

	Defense Vs. Stun +40
	Disarming Shot 1 (Command)


Pistol Techniques II: Double Tap

Cost: 4 skill points 

Exp Cost: 250000 points of Pistol Weapons Experience 

Credit Cost: 7000 credits 

	Skill Mods:
	Commands and Certifications Gained:

	Defense Vs. Blind +40
	Double Tap (Command


Pistol Techniques III: Stopping Shot

Cost: 3 skill points 

Exp Cost: 350000 points of Pistol Weapons Experience 

Credit Cost: 8000 credits 

	Skill Mods:
	Commands and Certifications Gained:

	Defense Vs. Dizzy +40
	Stopping Shot (Command)


Pistol Techniques IV: Fan Shot

Cost: 2 skill points 

Exp Cost: 450000 points of Pistol Weapons Experience 

Credit Cost: 9000 credits 

Title Earned: Trick Shot 

	Skill Mods:
	Commands and Certifications Gained:

	Defense Vs. Knockdown +50
	Fan Shot (Command)

	Defense Vs. Posture Change (Down) +20
	


Pistol Stances I: Close Range Stability

Cost: 5 skill points 

Exp Cost: 60000 points of Combat Experience 

Credit Cost: 6000 credits 

	Skill Mods:
	Commands and Certifications Gained:

	Melee Defense +10
	Pistol Melee Defense 1 (Command)

	Pistol Speed +6
	


Pistol Stances II: Quick Draw Posture

Cost: 4 skill points 

Exp Cost: 120000 points of Combat Experience 

Credit Cost: 7000 credits 

	Skill Mods:
	Commands and Certifications Gained:

	Melee Defense +10
	None

	Pistol Speed +6
	


Pistol Stances III: Firing From the Hip

Cost: 3 skill points 

Exp Cost: 350000 points of Combat Experience 

Credit Cost: 8000 credits 

	Skill Mods:
	Commands and Certifications Gained:

	Melee Defense +10
	Pistol Melee Defense 2 (Command)

	Pistol Accuracy While Standing +15
	

	Pistol Speed +6
	


Pistol Stances IV: Advanced Coordination

Cost: 2 skill points 

Exp Cost: 150000 points of Combat Experience 

Credit Cost: 9000 credits 

Title Earned: Quickdraw 

	Skill Mods:
	Commands and Certifications Gained:

	Melee Defense +10
	None

	Pistol Speed +6
	 


Master Pistoleer

Cost: 1 skill points 

Exp Cost: 300 points of Apprenticeship Experience 

Credit Cost: 10000 credits 

Title Earned: Master Pistoleer 

	Skill Mods:
	Commands and Certifications Gained:

	Dodge +25
	DE-10 Pistol (Schematic)

	Melee Defense +5
	Disarming Shot 2 (Command)

	Pistol Accuracy +10
	Multi Target Pistol Shot (Command)

	Pistol Accuracy while Moving +10
	Ranged Damage Mitigation 3 (Ability)

	Pistol Aiming +4
	

	Pistol Speed +20
	

	Ranged Defense +5
	


Totals Skill Mods, Commands/Abilities & Certifications gained.

	Total Skill Modifiers Gained
	Total Commands Gained:
	Total Certifications Gained

	Defense Vs. Blind +40
	Body Shot 1
	DE-10 Pistol

	Defense Vs. Dizzy +40
	Body Shot 2
	DH17 Pistol

	Defense Vs. Knockdown +50
	Body Shot 3
	DL44 Metal Pistol

	Defense Vs. Posture Change (Down) +20
	Disarming Shot 1
	DL44 Pistol

	Defense Vs. Stun +40
	Disarming Shot 2
	DX2 Pistol

	Dodge +105
	Dive Shot
	FWG5 Pistol

	Melee Defense +45
	Double Tap
	Power5 Pistol

	Pistol Acc +95
	Fan Shot
	Republic Blaster

	Pistol Acc While Standing +15
	Health Shot 1
	Scout Blaster

	Pistol Acc While Moving +30
	Health Shot 2
	SR Combat Pistol

	Pistol Aiming +16
	Kip Up Shot
	Striker Pistol

	Pistol Speed +74
	Multi Target Pistol Shot
	Tangle Pistol

	Ranged Defense +7
	Overcharge Shot 1
	

	
	Pistol Melee Defense 1
	

	
	Pistol Melee Defense 2
	

	
	Point Blank Area 1
	

	
	Point Blank Area 2
	

	
	Point Blank Single 1
	

	
	Point Blank Single 2
	

	
	Roll Shot
	

	
	Stopping Shot
	

	
	Ranged Damage Mitigation 3 (Ability)
	


Advice on Pistols

As a Pistoleer you have a wide section of pistols available. There are many ups and downs to all pistols but during my climb to Master I found 3 pistols that were a must.
FWG5..Very nice all round pistol that does Heat damage. The light weight version has modification to your Pistol stats..very useful.

Republic Blaster..I would class this as the main Pistol for a Pistoleer. Excellent damage range with Energy damage. Not as good as the FWG5 for close range but much better at long range. The modified Republic Blaster is a definite must. Every shot has a chance to cause a DOT bleed which can combine with the bleed shots available to Pistoleer.

DX2..A lot of people slate the DX2 as an inaccurate weapon, this may be true at this time but it still has it advantages. The DX2 use Acid damage, this can be very useful as less NPC/Creatures have resistance to Acid.

Using hotkeys for these 3 Pistols I found I could manage almost any opponent that I met.
Note Tangle and Striker pistols are useful as they do Stun and Kinetic damage.
What to Hunt

As a Pistoleer you are pretty open on what you can hunt. For a long time I stayed on Tatooine. Hunting is plentiful and it was close to Rhuidean. For the minor grind the Squill cave can be easy for a fully armoured and buffed Pistoleer. There are plenty of low to medium level Mobs around that not only are fun to kill but drop decent low level loot, including the Pistol enhancing stims. For more adventure, Lok. Go for the pirates, great fun. If it is a grind you’re looking for Dantooine is probably the best bet, Fan shot on a lair will rack the xp very quickly.
The commands. What to use and what not too (from Pistoleer tree).
Working specials

Fan Shot

Pistol Defence I
Specials that do work but are a bit buggy.

Health Shot II

Point Blank Single 2
Body Shot 3
Double Tap
Stopping Shot
Specials that don’t work

Point Blank Area 2
Pistol Melee Defense 2
Multi Target Pistol Shot
Disarming Shot 1 & 2

Notes on Ranged Damage Migration

mitigation1 (Techniques I) limits damage to 80% of the range (20% reduction) 

mitigation2 (Techniques II) limits damage to 60% of the range (40% reduction) 

mitigation3 (Master Pistoleer) limits damage to 40% of the range (60% reduction)

The formula for migration is Max dam – ((Max Dam – Min Dam)* reduction)

Examples based on damage range 50-150

Migration 1 

new damage 50-130
[150 –((150-50)*0.2)]
Migration 2 

new damage 50-110
[150 –((150-50)*0.4)]

Migration 2 

new damage 50-90
[150 –((150-50)*0.6)]

Ranged Damage Migration only works for RANGED damage not melee.
Advice
Use Health Shot I & II, they stack and cause bleeding DOT.

Use Pistol Defense I to knock down opponents within 10m.

Use Body Shot II rather than OverPower I. Both have good damage to opponents but Body Shot II does not damage your pistol as much as OverPower I.

Use Disarm I & II on lairs only, they do double damage.
Always try to stay at least 10m from your target unless you are going to use Pistol Defense. Although we gain more accuracy standing still we still get bonuses for shooting whilst moving. (note that moving applies a negative bonus to all attacks)

Create macros of your favourite shots, saves time later. I always started my attack with a decent bleed macro.

One thing always to remember is that specials damage your weapons, they also can drain your HAM very quickly.
Groups are safer but you will have to share the XP. Solo groups offer higher XP but less money as they nerfed the rewards on Solo groups.

Medic skills are almost a must when solo and not buffed.

Dodge and defense vs xxx only work when you are using a pistol.

Check out your local chef for tasty treats that boost your abilities and stats.

Moun Gold and Neutron Pixies are useful but they do have a major draw back when they effects wear off. I often hotkey these as they are used straight away and do not rely on a cleat combat stack like food and drink.

Remember the pistoleer is the mobile mid/close range specialist in a group, tanking is a bad idea.
Resources I used to make this guide.

http://forums.station.sony.com/swg/board?board.id=pistoleer
http://swg.allakhazam.com/
Last of all      personal experience.
