
Name:    Rank:
Race:    Profession:

Athletics Combat Engineer Pilot Science
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Name:    Rank: Ensign (1)
Race: Human   Profession: Engineer

Athletics Combat ENGINEER Pilot Science

Abilities and Equipment

  Human Willpower (Reroll both dice on a professional reroll)

Name:    Rank: Ensign (1)
Race: Human   Profession: Pilot

Athletics Combat Engineer PILOT Science

Abilities and Equipment

  Human Willpower  (Reroll both dice on a professional reroll)

Name:    Rank: Ensign (1)
Race: Human   Profession: Scientist

Athletics Combat Engineer Pilot SCIENCE

Abilities and Equipment

  Human Willpower  (Reroll both dice on a professional reroll)

Name:    Rank: Ensign (1)
Race: Human   Profession: Marine

Athletics COMBAT Engineer Pilot Science

Abilities and Equipment

  Human Willpower  (Reroll both dice on a professional reroll)

  Blast Pistol (2d6-2 damage, energized)   Blast Pistol (2d6-2 damage, energized)

  Blast Pistol (2d6-2 damage, energized)

  Tool Kit (+1 to repair, upgrade, and reconfigure rolls)   Tool Kit (+1 to repair, upgrade, and reconfigure rolls)

  Med Kit (Allows healing)
  1 Stun Grenade    1 EMP Grenade
  Blast Pistol (2d6-2 damage, energized)      Knife (1d6 damage)

Move: 3    Target #   8
Hands: 2    Carry: _____ Athletics x10

Health: _____  Luck: 
Athletics + 5 Athletics + 4

Athletics + 4Athletics + 4

    a) Space Legs (Ignore penalties for up to 2 Out-of-Control (OOC)

    b) Reflexive (One attempt to ram, dodge, or dodge a missile is free each phase)

    a) Engine Specialist (Bonus reroll to pump/repair engines - max skill x2 times)

    b) Tricky (You may Dump Trash, Vent Plasma, or Focus Sensors - max skill times (p.15)

    a) Healer (Double your successes when healing someone else)

    b) Helpful (Others may use your Luck rerolls)

    a) Brutal (Bonus reroll on non-grenade weapon damage)

    b) Death Marcher (When below 0 hp, you may still act... though at -3 to rolls)

Move: 3    Target #   8
Hands: 2    Carry: _____ Athletics x10

Health: _____  Luck: 
Athletics + 5
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Health: _____  Luck: 
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Move: 3    Target #   8
Hands: 2    Carry: _____ Athletics x10

Health: _____  Luck: 
Athletics + 5


