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	character_name: Hesper Adeyemi
	level: 1
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	identity_1: Powered Tendons
	identity_label_1: CHASSIS
	identity_2: Ship's Medic
	identity_label_2: BACKGROUND
	identity_3: Mechanic 2
	identity_label_3: PROTOCOL
	identity_4: Technomatics 1
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	mark_1: Off
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	mark_3: Off
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	attr_deft_name: DEFT
	attr_acuity_score: 50
	attr_acuity_target_t: 75
	attr_acuity_target_r: 50
	attr_acuity_target_c: 25
	attr_acuity_name: ACUITY
	attr_resolve_score: 40
	attr_resolve_target_t: 60
	attr_resolve_target_r: 40
	attr_resolve_target_c: 20
	attr_resolve_name: RESOLVE
	hp_current: 21
	hp_max: 21
	wound_1: Off
	wound_2: Off
	wound_3: Off
	wound_4: Off
	wound_5: Off
	wound_max: 4
	fatigue_1: Off
	fatigue_2: Off
	fatigue_3: Off
	fatigue_4: Off
	fatigue_5: Off
	fatigue_max: 2
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	energy_2: Off
	energy_3: Off
	energy_4: Off
	energy_5: Off
	energy_6: Off
	energy_7: Off
	energy_8: Off
	energy_9: Off
	energy_10: Off
	energy_max: 2
	def_physical: 3
	def_mental: 0
	movement: 7
	initiative: 10
	slots_used: 3
	slots_total: 10
	skill_category_1: BODY
	skill_1_1_have: Yes
	skill_1_1: Vacuum
	skill_1_2_have: Off
	skill_1_2: 
	skill_1_3_have: Off
	skill_1_3: 
	skill_1_4_have: Off
	skill_1_4: 
	skill_category_2: MIND
	skill_2_1_have: Yes
	skill_2_1: Medicine
	skill_2_2_have: Yes
	skill_2_2: Science
	skill_2_3_have: Yes
	skill_2_3: Engineering
	skill_2_4_have: Yes
	skill_2_4: Salvage
	skill_category_3: VOICE
	skill_3_1_have: Off
	skill_3_1: 
	skill_3_2_have: Off
	skill_3_2: 
	skill_3_3_have: Off
	skill_3_3: 
	skill_3_4_have: Off
	skill_3_4: 
	resolution_roll: d100  -  ROLL UNDER TARGET
	resolution_note: nothing is added. a natural 100 always fails
	gradient_source: re-read the units die
	gradient_1_face: 0-1
	gradient_1_result: POSITIVE
	gradient_2_face: 2-7
	gradient_2_result: NORMAL
	gradient_3_face: 8-9
	gradient_3_result: NEGATIVE
	gradient_4_face: 
	gradient_4_result: 
	difficulty_1: x1.5
	difficulty_2: x1
	difficulty_3: x0.5
	pursuit_1: Buy back the hospital ship I signed away
	pursuit_2: to keep my crew fed.
	weapon_1_name: Cutting Torch
	weapon_1_slots: 1
	weapon_1_demand: 0
	weapon_1_trait: Item - Reach 1
	weapon_1_property: General item, Level 0: no drain. Loud, bright, and slow enough that anyone nearby knows.
	weapon_1_action1_ap1: Yes
	weapon_1_action1_ap2: Yes
	weapon_1_action1_ap3: Off
	weapon_1_action1_name: Cut Through
	weapon_1_action1_effect: Open a lock, weld, grille or thin bulkhead
	weapon_1_action2_ap1: Yes
	weapon_1_action2_ap2: Off
	weapon_1_action2_ap3: Off
	weapon_1_action2_name: Burn
	weapon_1_action2_effect: vs target within 1 unit. Hit: 1d6. Uses the cell
	weapon_2_name: Breach Charge
	weapon_2_slots: 1
	weapon_2_demand: 0
	weapon_2_trait: Item - Consumed
	weapon_2_property: A shaped charge on an adhesive housing. Mostly makes a person-sized hole and nothing more.
	weapon_2_action1_ap1: Yes
	weapon_2_action1_ap2: Off
	weapon_2_action1_ap3: Off
	weapon_2_action1_name: Place and Blow
	weapon_2_action1_effect: All within 1 unit take 2d6. Opens barrier. Heard 12u
	weapon_2_action2_ap1: Off
	weapon_2_action2_ap2: Off
	weapon_2_action2_ap3: Off
	weapon_2_action2_name: 
	weapon_2_action2_effect: 
	armour_name: 
	armour_slots: 
	armour_demand: 
	armour_effect_1: 
	armour_effect_2: 
	armour_effect_3: 
	athand_1_active: Off
	athand_1: Multitool (Equipped)
	athand_2_active: Off
	athand_2: Med Patch (1 slot)
	athand_3_active: Off
	athand_3: Med Patch (1 slot)
	athand_4_active: Off
	athand_4: Ration Block (0)
	athand_5_active: Off
	athand_5: 
	p2_character_name: Hesper Adeyemi
	p2_level: 1
	p2_capacity: 
	p2_equipment_heading: ADDITIONAL EQUIPMENT
	p2_equip_1_worn: Yes
	p2_equip_1: Cutting Torch
	p2_equip_1_slots: 1
	p2_equip_1_demand: 0
	p2_equip_1_note: Equipped
	p2_equip_2_worn: Yes
	p2_equip_2: Multitool
	p2_equip_2_slots: 1
	p2_equip_2_demand: 0
	p2_equip_2_note: Equipped
	p2_equip_3_worn: Off
	p2_equip_3: Breach Charge
	p2_equip_3_slots: 1
	p2_equip_3_demand: 0
	p2_equip_3_note: Consumed
	p2_equip_4_worn: Off
	p2_equip_4: Med Patch
	p2_equip_4_slots: 1
	p2_equip_4_demand: 0
	p2_equip_4_note: Consumed, +5 HP
	p2_equip_5_worn: Off
	p2_equip_5: Med Patch
	p2_equip_5_slots: 1
	p2_equip_5_demand: 0
	p2_equip_5_note: Consumed, +5 HP
	p2_origin_heading: ORIGIN
	p2_archetype_heading: ARCHETYPE
	p2_origin: CHASSIS: POWERED TENDONS
-1 maximum energy, permanently.
+2 Movement (included on the sheet). Favor on any roll to lift, force, climb, or hold something shut.
They lock when they overheat. Not often, and never at a convenient time.

BACKGROUND: SHIP'S MEDIC
You have told people how bad it is and been right both ways.
Skills: Medicine, Science (Rapport not taken).

LEVERAGE
Someone is alive because of you and knows it. They are not always glad about it, and they answer anyway. It is one person, not a network, and using them costs something you will not get back.

THE DEBT
The ship's lender repossessed at the first missed payment. The buy-back price is posted, and it goes up every quarter.
	p2_archetype: MECHANIC 2   (+4 HP per step)   Capacity 2
It was going to fail anyway. Mechanic owns gear states and energy: the only character who can turn gear back into energy.

[1] PERCUSSIVE MAINTENANCE   1 AP Action - Demand 2 (free)
Clear one jammed, fouled, or seized item, or force a stuck mechanism. Fast enough to do mid-fight. Repairing something actually broken is an Activity instead.
You also change any item between Stowed and Equipped without spending your Interact, for yourself or an adjacent ally.

[2] GOOD ENOUGH   1 AP Action - Demand 3 (costs 1 energy)
Strip an Equipped item you are touching for parts. It becomes Removed, and you regain energy equal to its Demand.

TECHNOMATICS 1   (+3 HP per step)   Capacity 1
Access to field tools, breaching gear, engineering rigs and drones: no Disfavor. No damage of its own; accuracy only. Step 3 halves Activities using this family.

LOADOUT (2):  Percussive Maintenance  +  Good Enough

ENERGY
Max 3 at Level 1, -1 for the Tendons = 2. Nothing held.
Good Enough on a Demand 2 item nets +1.
	p3_character_name: Hesper Adeyemi
	p3_pronouns: she/her
	p3_portrait_heading: PORTRAIT
	p3_vitals_heading: DESCRIPTION
	p3_vital_label_1: AGE
	p3_vital_1: 38
	p3_vital_label_2: HEIGHT
	p3_vital_2: Tall
	p3_vital_label_3: BUILD
	p3_vital_3: Solid, heavy arms
	p3_vital_label_4: EYES
	p3_vital_4: Amber-brown
	p3_vital_label_5: HAIR
	p3_vital_5: Locs, tied under a cap
	p3_vital_label_6: SKIN
	p3_vital_6: Deep brown; grease under nails
	p3_vital_label_7: VOICE
	p3_vital_7: Warm; clinical when it's bad
	p3_party_pursuit_heading: PARTY PURSUIT
	p3_appearance_heading: APPEARANCE
	p3_background_heading: BACKGROUND
	p3_personality_heading: PERSONALITY
	p3_ties_heading: ALLIES & FACTIONS
	p3_connections_heading: CONNECTIONS
	p3_connection_1_who: 
	p3_connection_1_what: 
	p3_connection_2_who: 
	p3_connection_2_what: 
	p3_connection_3_who: 
	p3_connection_3_what: 
	p3_connection_4_who: 
	p3_connection_4_what: 
	p3_notes_heading: NOTES
	p3_appearance: Surgical cap over her locs, a mechanic's apron over a medic's tunic, and a torch clipped where a stethoscope used to hang. Both forearms carry the faint ridges of the tendons. Her hands are always doing something.
	p3_background: Ran medical on a hospital tender working the frontier stations: triage, surgery, and whatever the pumps needed at three in the morning.

When the contract dried up she signed the hull to a lender to keep paying her crew. She missed one payment. They repossessed the next day, with patients aboard. She has been fixing pumps and people since, not always in that order.
	p3_personality: Calm in a crisis, impatient outside one.

Uses the same vocabulary for people and machines, and it is not a joke.

Will tell you exactly how bad it is, then start fixing it before you've finished hearing it.
	p3_ties: 
	p3_notes: Percussive Maintenance can equip or stow for an adjacent ally, free.

Good Enough turns gear back into energy. Know what everyone is carrying.
	p3_party_pursuit: 


