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Beam Pistol [1 ] [2 ] Equipped, holds 1 ]
[ _Smoke Canister [1 ] [o ] Consumed ]
O _StimTab [1 ] [O ] Consumed ]
[0 _Med Patch [1 ] [0 ] Consumed, +5 HP ]
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CHASSIS: SUBDERMAL WEAVE
-1 maximum energy, permanently.
+3 Phys Def (included on the sheet). A Graze against you deals no da
It has to be adjusted as you age, by someone qualified, on a schedule

BACKGROUND: DOCK RAT
You grew up in the gaps between bulkheads on somebody else's statit
Skills: Stealth, Sleight (Streetwise taken separately).

LEVERAGE
You move through any working port without appearing in its logs. You

THE DEBT
Half of her brother's indenture, bought on a promise. The next good jol

)

OPERATIVE 2 (+4 HP per step) Capacity 2
You were in the room the whole time. Operative owns Favor placemer

[1] CASE THE ROOM 1 AP Action - Demand 2 (free)
Once against a location per day.
Study a space. The GM tells you its exits, whatever is watching it, and

[2] SLIP AWAY 1 AP Action - Demand 3 (costs 1 energy)
Break line of sight and become hidden, even while observed, provided

ENERGETICS 1 (+3 HP per step) Capacity 1
Access to energy weapons, emitters and barriers: no Disfavor. +0.

LOADOUT (2): Case The Room + Slip Away
ENERGY

Max 3 at Level 1, -1 for the Weave, -1 held by the pistol = 1.
That is one Slip Away between rests, or Overspend.
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Loader's coveralls two sizes too big, sleeves rolled, pockets full. Sits with her back to a wal

N\ /
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Born on a station dock ring to a loader crew, both parents on contract. She and her brother

She got out as a stowaway at fifteen. He was caught trying to follow, and his contract was «

AL /
( D
23
Short
Wiry N\ /

Shaved sides, dyed rust Watches exits first. Counts guards the w

Brown; berth no. on wrist Generous with other people's things. Ha

Quiet, fast, dockside slang

N\ /
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Talks fast when she's nervous and not a
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Case The Room first in any new space;

''''''''''''''''''''''''''''''''''' You hold 1 energy. Spend it where it cot

agree it together - revisit it when it is met




	character_name: Wick
	level: 1
	capacity: 
	identity_1: Subdermal Weave
	identity_label_1: CHASSIS
	identity_2: Dock Rat
	identity_label_2: BACKGROUND
	identity_3: Operative 2
	identity_label_3: PROTOCOL
	identity_4: Energetics 1
	identity_label_4: CALIBRATION
	identity_5: 
	identity_label_5: 
	mark_1: Off
	mark_2: Off
	mark_3: Off
	attr_vigor_score: 50
	attr_vigor_target_t: 75
	attr_vigor_target_r: 50
	attr_vigor_target_c: 25
	attr_vigor_name: VIGOR
	attr_deft_score: 60
	attr_deft_target_t: 90
	attr_deft_target_r: 60
	attr_deft_target_c: 30
	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: 19
	hp_max: 19
	wound_1: Off
	wound_2: Off
	wound_3: Off
	wound_4: Off
	wound_5: Off
	wound_max: 3
	fatigue_1: Off
	fatigue_2: Off
	fatigue_3: Off
	fatigue_4: Off
	fatigue_5: Off
	fatigue_max: 2
	energy_1: Off
	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: 1
	def_physical: 6
	def_mental: 0
	movement: 7
	initiative: 12
	slots_used: 3
	slots_total: 10
	skill_category_1: BODY
	skill_1_1_have: Yes
	skill_1_1: Stealth
	skill_1_2_have: Yes
	skill_1_2: Sleight
	skill_1_3_have: Yes
	skill_1_3: Athletics
	skill_1_4_have: Yes
	skill_1_4: Vacuum
	skill_category_2: MIND
	skill_2_1_have: Off
	skill_2_1: 
	skill_2_2_have: Off
	skill_2_2: 
	skill_2_3_have: Off
	skill_2_3: 
	skill_2_4_have: Off
	skill_2_4: 
	skill_category_3: VOICE
	skill_3_1_have: Yes
	skill_3_1: Streetwise
	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 out my brother's indenture before
	pursuit_2: it rolls over again.
	weapon_1_name: Beam Pistol
	weapon_1_slots: 1
	weapon_1_demand: 2
	weapon_1_trait: Energetics - Short 8
	weapon_1_property: Deft. Silent, leaves no round. Demand 2 vs Energetics 1: holds 1 energy while Equipped.
	weapon_1_action1_ap1: Yes
	weapon_1_action1_ap2: Off
	weapon_1_action1_ap3: Off
	weapon_1_action1_name: Pulse
	weapon_1_action1_effect: vs Phys Def within 8 units. Hit: 1d6
	weapon_1_action2_ap1: Off
	weapon_1_action2_ap2: Off
	weapon_1_action2_ap3: Off
	weapon_1_action2_name: 
	weapon_1_action2_effect: 
	weapon_2_name: 
	weapon_2_slots: 
	weapon_2_demand: 
	weapon_2_trait: 
	weapon_2_property: 
	weapon_2_action1_ap1: Off
	weapon_2_action1_ap2: Off
	weapon_2_action1_ap3: Off
	weapon_2_action1_name: 
	weapon_2_action1_effect: 
	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: Smoke Canister (1 slot)
	athand_2_active: Off
	athand_2: Stim Tab (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: Wick
	p2_level: 1
	p2_capacity: 
	p2_equipment_heading: ADDITIONAL EQUIPMENT
	p2_equip_1_worn: Yes
	p2_equip_1: Beam Pistol
	p2_equip_1_slots: 1
	p2_equip_1_demand: 2
	p2_equip_1_note: Equipped, holds 1
	p2_equip_2_worn: Off
	p2_equip_2: Smoke Canister
	p2_equip_2_slots: 1
	p2_equip_2_demand: 0
	p2_equip_2_note: Consumed
	p2_equip_3_worn: Off
	p2_equip_3: Stim Tab
	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: 
	p2_equip_5_slots: 
	p2_equip_5_demand: 
	p2_equip_5_note: 
	p2_origin_heading: ORIGIN
	p2_archetype_heading: ARCHETYPE
	p2_origin: CHASSIS: SUBDERMAL WEAVE
-1 maximum energy, permanently.
+3 Phys Def (included on the sheet). A Graze against you deals no damage.
It has to be adjusted as you age, by someone qualified, on a schedule you cannot afford to miss.

BACKGROUND: DOCK RAT
You grew up in the gaps between bulkheads on somebody else's station.
Skills: Stealth, Sleight (Streetwise taken separately).

LEVERAGE
You move through any working port without appearing in its logs. You know which corridors are unwatched, which official is worth paying, and which one will take the money and file the report anyway. It does not travel - every port has to be learned from scratch.

THE DEBT
Half of her brother's indenture, bought on a promise. The next good job pays the rest.
	p2_archetype: OPERATIVE 2   (+4 HP per step)   Capacity 2
You were in the room the whole time. Operative owns Favor placement: bank it, split it, place it after seeing the other die.

[1] CASE THE ROOM   1 AP Action - Demand 2 (free)
Once against a location per day.
Study a space. The GM tells you its exits, whatever is watching it, and the most valuable thing in it. You bank 2 Favor. Spend them at any point this scene, on any die of any roll, yours or an ally's, placed before that die is rolled.

[2] SLIP AWAY   1 AP Action - Demand 3 (costs 1 energy)
Break line of sight and become hidden, even while observed, provided there is anything at all to move behind. You may move up to half your Movement as part of this. Your next attack from hiding gains Favor you may place after seeing the other die.

ENERGETICS 1   (+3 HP per step)   Capacity 1
Access to energy weapons, emitters and barriers: no Disfavor. +0.

LOADOUT (2):  Case The Room  +  Slip Away

ENERGY
Max 3 at Level 1, -1 for the Weave, -1 held by the pistol = 1.
That is one Slip Away between rests, or Overspend.
	p3_character_name: Wick
	p3_pronouns: she/her
	p3_portrait_heading: PORTRAIT
	p3_vitals_heading: DESCRIPTION
	p3_vital_label_1: AGE
	p3_vital_1: 23
	p3_vital_label_2: HEIGHT
	p3_vital_2: Short
	p3_vital_label_3: BUILD
	p3_vital_3: Wiry
	p3_vital_label_4: EYES
	p3_vital_4: Dark brown
	p3_vital_label_5: HAIR
	p3_vital_5: Shaved sides, dyed rust
	p3_vital_label_6: SKIN
	p3_vital_6: Brown; berth no. on wrist
	p3_vital_label_7: VOICE
	p3_vital_7: Quiet, fast, dockside slang
	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: Loader's coveralls two sizes too big, sleeves rolled, pockets full. Sits with her back to a wall and her eyes on the door. A berth number is inked on her wrist: where she was born.
	p3_background: Born on a station dock ring to a loader crew, both parents on contract. She and her brother learned the station from the inside of its ducts.

She got out as a stowaway at fifteen. He was caught trying to follow, and his contract was extended to cover the fine. She has paid off half of it with every job since.
	p3_personality: Watches exits first. Counts guards the way other people count change.

Generous with other people's things. Hates being counted, logged, or photographed.

Talks fast when she's nervous and not at all when she's working.
	p3_ties: 
	p3_notes: Case The Room first in any new space; the banked Favor can go on anyone's roll.

You hold 1 energy. Spend it where it counts.
	p3_party_pursuit: 


