Character Description/Portrait

Crewman H|t0 (Engineer) A focusedndividual, youare notedfor

3
Name wearinga pair of spectaclessyouare £
nearsightedDespiteyour hyperfocuon )

Galactic,Industrial, Technocrat yourwork, youare notedfor being 7
energeticandenthusedbouthelping ®
outwhereveryouare needed.
3
UNCHARTED WORLDS
+2 +2

METTLE  PHYSIQUE INFLUENCE ENPERTISE INTERFACE

SKILLS
FineTuning
You're adeptatinterfacingwith climatecontrolledliving spacespatural
environmentsendto beuncomfortableYou gain+1 to your Interfacestat, ADVANCEMENT TRIGGER
to amaximumof +2. (Thls haSbeenapplied) All characters mark XP the first time...
Repair

Whenusingarepairbay or workshop your PatchUp canbe usedto install
replacemenpartsandperformmajorreconstructioron machinesThis
repairscritical andfatal breakages. Faction

Faction keywords/description.
Tinker . United EarthFleet
You canassemblehefollowing from scrapmetalandspareparts:
» ShoddyClass0 meleeweapon

* MakeshiftClass0 explosive FreeWorldsAssociationMembel
 CrudeEngineeringKit

DEBT FAVOR

Hijack
Whenyou Accessa systemit locksouteveryoneelse.You canopenthe
systemto anyoneyou wish.

NeonipponSelf-sufficiencylLeague

Artificial Intelligence

You havetheloyalty of adigital, semi-sentienartificial intelligenceNPC.
Giveit anameanda 2-4 word descriptionof its personalitylt canenter,
unlockandactivatesystemsat your CommandyYour Al canonly bein
onesystematatime.

ASSETS - WORKSPACES - DATA POINTS

Equipment:

ComputerKit

(C1) Toolsto accessprogram diagnoseandrepaircomputersystems.
Laptopsdiagnostidools,wires,handheldbowersourcesportabledatadrives,etc.
UEF Uniform

(CO) Uniform

StunneHandgun

(C1) OneHandedAdjacent,Close,Stun

EngineeringMultiscanner

(C2) OneHanded ScannerHigh Resolution

Workspace:
You manthe Engineeringvorkbench Locatednearthe ship’sreactor this canbe usedto modify mostformsof technologicabquipmentaswell as
conductrepairs.



FACE ADVERSITY (+Stat)

When you overcome opposition or danger, Roll+[Stat]

On a 10+ you overcome the opposition or danger, just as you
described.

On a 7-9, the danger is overcome, but at a price; the GM will offer
you a cost or a hard choice.

ASSESSMENT (+Stat)

When you collect critical information about an important,

dangerous or mysterious subject Roll+[Stat]

On a 10+, you gain significant information about the subject, and
earn a Data Point about it as well.

On a 7-9, the GM will reveal interesting, potentially useful
information about the subject. Or they might ask you.

On a 6-, the GM will reveal facts about the subject you probably wish
were not true

GET INVOLVED (+Stat)

When an ally makes a Move and you affect the result, Roll+[Stat]
On a 10+ Increase or decrease the level of success by one step.

On a 7-9, as above, but you incur a cost, complication or hard choice
in order to get involved.

OPEN FIRE (+Mettle)

When you engage enemy forces in long ranged, cover-tocover
firefights, describe your tactics, primary targets and Roll+Mettle.
On a 10+, you win this engagement. Your targets are dead, injured,
incapacitated, retreating, pinned, surrendering, etc.

On a 7-9, as above, but the GM will choose 1 or more of the
following consequences:

* You suffer harm during the exchange.

* The exchange causes undesirable collateral damage.

* The battle shifts, changing threats or adding new ones.

* The targets actually suffer a lesser fate (GM chooses).

LAUNCH ASSAULT (+Physique)

When you engage enemy forces in chaotic close-quarters
combat, describe your tactics and primary targets, then
Roll+Physique

On a 10+, you win this engagement. Your targets are dead, injured,
incapacitated, retreating, pinned, surrendering, etc.

On a 7-9, as above, but the GM will choose 1 or more of the
following consequences:

* You suffer harm during the exchange.

* The exchange causes undesirable collateral damage.

* The battle shifts, changing threats or adding new ones.

* The targets actually suffer a lesser fate (GM chooses).

PATCH UP (+Expertise)

When using appropriate medical supplies/tools to repair harm to
people or machinery, Roll+Expertise.

On a 10+, choose 1 from the list below.

On a 7-9, choose 1, but you’ve reached the limit of what you can do;
you cannot re-attempt to Patch Up the subject for now.

* Treat a single minor, major or severe injury/damage

* Treat a malfunction or minor debility

» Stabilize a major debility

* Perform a medical/technical procedure

COMMAND (+Influence)

When you issue a command to a group that is inclined to follow your
orders, Roll+Influence.

On a 10+, they follow those orders to the best of their ability, though
there may be costs in time, resources or personnel.

On a 7-9, as above, but their disposition or effectiveness has been
significantly impacted in some way. This crew will not accept a new
Command until those issues have been dealt with.

ACCESS (+Interface)

When you spend several minutes accessing a locked, protected
system or network with the appropriate tools, Roll+Interface.

On a 10+, credentials verified, access granted. The system is now
open to Interface-based Moves.

On a 7-9, as above, but your breach is detected. The owners of the
system will likely retaliate soon, either electronically, legally or
physically.

CAMPAIGN NOTES

INJURIES - DEBILITIES - SCARS
Minor — Major — Severe — Critical — Fatal

BRACE FOR IMPACT (+Armor)

When you would suffer harm, the GM will tell you the Severity. Roll+Armor Anmnn
On a 13+, the severity is reduced by two levels.

On a 10-12, the severity is reduced by one level.

On a 7-9, you suffer an injury of that severity.

On a 6-, you also suffer debilities, incur costs/troubles, or suffer an injury of a greater
severity, at the GM’s discretion.




	Name: Crewman Hito (Engineer)
	OriginCareerCareer: Galactic, Industrial, Technocrat
	StatMettle: +1
	untitled1: +0
	untitled2: -1
	untitled3: +2
	untitled4: +2
	Skills: Fine Tuning
You’re adept at interfacing with climate controlled living spaces; natural environments tend to be uncomfortable. You gain +1 to your Interface stat, to a maximum of +2. (This has been applied)

Repair
When using a repair bay or workshop, your Patch Up can be used to install
replacement parts and perform major reconstruction on machines. This repairs critical and fatal breakages.

Tinker
You can assemble the following from scrap metal and spare parts:
• Shoddy Class 0 melee weapon
• Makeshift Class 0 explosive
• Crude Engineering Kit

Hijack
When you Access a system, it locks out everyone else. You can open the system to anyone you wish.

Artificial Intelligence
You have the loyalty of a digital, semi-sentient artificial intelligence NPC. Give it a name and a 2-4 word description of its personality. It can enter, unlock and activate systems at your Command. Your AI can only be in
one system at a time.

	Assets: Equipment:
Computer Kit
(C1) Tools to access, program, diagnose and repair computer systems.
Laptops, diagnostic tools, wires, handheld power sources, portable data drives, etc.
UEF Uniform
(C0) Uniform
Stunner Handgun
(C1) One Handed, Adjacent, Close, Stun
Engineering Multiscanner
(C2) One Handed, Scanner, High Resolution

Workspace:
You man the Engineering workbench. Located near the ship’s reactor, this can be used to modify most forms of technological equipment, as well as conduct repairs.
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