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Kilgon

Class: Warrior Level: 1

Origin: Human Background: Barbarian

Homeworld: - Languages: Mandate

Goal: -

STR14 +1 HP 6 (1 reroll) Saving Throws:
DEX 12 +0 AC 13 vs TL3 weapons Physical 14
CON11 +0 AC 13 vs TL4+ melee weapons & firearms Evasion 15
INT10  +0 Move 10m (Unencumbered) Mental 15
WIS9 40 Base Attack +1

CHA7 -1 System Strain max 11, permanent 0

Attributes were assigned from a standard array.

Class Abilities: Once per scene, negate a successful attack roll against you or turn a missed attack roll you made
into a hit.

Skills: Punch-0, Shoot-1, Stab-1, Survive-0

Foci: Armsman-1, Close Combatant-1

Equipment

» Readied: Armored Undersuit, Backpack (TL 0), Compad, Laser Pistol, Monoblade Knife, 3 x Power Cell (type A)
» Stowed: 6 x Power Cell (type A)

e Cached: -

* Credits: $100

Readied ltems: 4 (Unencumbered: up to 7, Light Enc: up to 9, Heavy Enc.: up to 11)
Stowed Items: 2 (Unencumbered: up to 14, Light Enc: up to 18, Heavy Enc.: up to 22)

Armor
e AC 13 vs low-tech (TL3 or lower) weapons: Readied Armored Undersuit gives base AC 13
¢ AC 13 vs high-tech (TL4 or higher) melee weapons and all firearms: Readied Armored Undersuit gives base AC 13

Ranged Weapons
e Laser Pistol: +3 to hit, 1d6 dmg, rng 100/300, mag 10, ash or sand cloud applies up to a -4 to hit and halves range.,
TL4

Melee Weapons

¢ Monoblade Knife: +3 to hit, 1d6+2 dmg, Shock 3pts/AC15, TL 4

¢ Unarmed Attack: +2 to hit, 1d2+1 dmg, Unarmed attacks always add the attacker’s Punch skill to damage rolls,
unlike other weapons., TLO

Foci

e Armsman: You have an unusual competence with thrown weapons and melee attacks. This focus’ benefits do not
apply to unarmed attacks or projectile weapons. For thrown weapons, you can't use the benefits of the Armsman
focus at the same time as Gunslinger.
¢ Level 1: Gain Stab as a bonus skill. You can draw or sheath a Stowed melee or thrown weapon as an Instant

action. You may add your Stab skill level to a melee or thrown weapon’s damage roll or Shock damage,
assuming it has any to begin with.



Close Combatant: You've had all too much practice at close-in fighting and desperate struggles with pistol or

blade. You're extremely skilled at avoiding injury in melee combat, and at level 2 you can dodge through a melee

scrum without fear of being knifed in passing.

¢ Level 1: Gain any combat skill as a bonus skill. You can use pistol-sized ranged weapons in melee without
suffering penalties for the proximity of melee attackers. You ignore Shock damage from melee assailants, even
if you're unarmored at the time.

Equipment Descriptions

Armored Undersuit: An armored undersuit is a skin-tight bodysuit woven of advanced TL4 fibers with exceptional
shock-activated rigidity and impact dispersion capabilities. Transparent panels allow for it to be worn with
almost any outfit without drawing notice or being detected without a close tactile examination. (enc. 0)
Backpack (TL 0): A worn backpack counts as a readied item, though objects stowed inside it still require the usual
round to dig free. Characters without backpacks or similar carrying devices might have difficulty justifying the
hauling of large amounts of gear. (enc. 1)

Compad: One of a host of different hand-held portable communications devices. Most TL4 worlds have global
comm coverage, but primitive worlds render these devices useless without a nearby comm server to provide
connectivity. (enc. -)

Laser Pistol: Laser pistols are among the most common type of energy weapon, though pistols are considerably
less energy-efficient than rifles. Depending on the tech used in the sector, they might produce silent, invisible
beams of death or noisy, brightly-colored streaks of lethal light. The phased multifrequency beam is capable of
penetrating any ordinary mist or haze, but a thick cloud of thermally-resistant particulate matter such as ash or
sand can seriously degrade the beam, applying up to a -4 penalty to hit and cutting ranges in half. (enc. 1)
Monoblade Knife: Small weapons are small one-handed implements no larger than a baton or knife. These
weapons are easily concealed in normal clothing, and can even be kept Readied up sleeves or in tailored pockets.
Many can be thrown at a range up to 10 meters. (enc. 1)

Power Cell, type A: One of the few standardized artifacts inherited from before the Silence, power cells are small
cylindrical objects designed to take and hold electrical charges. Type A cells are usually used for personal
equipment, and the larger type B cells for vehicles and heavy gear. The engineering for the cells is substantially
different, and they cannot be exchanged or recharge each other without a trained tech's modifications or a
converter unit. Power cells can be recharged off a ship's power plant or other grid. Recharging requires 30
minutes for a type A cell. (enc. 1 for 3)

Power Cell, type A: One of the few standardized artifacts inherited from before the Silence, power cells are small
cylindrical objects designed to take and hold electrical charges. Type A cells are usually used for personal
equipment, and the larger type B cells for vehicles and heavy gear. The engineering for the cells is substantially
different, and they cannot be exchanged or recharge each other without a trained tech's modifications or a
converter unit. Power cells can be recharged off a ship's power plant or other grid. Recharging requires 30
minutes for a type A cell. (enc. 1 for 3)

Unarmed Attack: Unarmed attacks reflect ordinary kicks and punches. Unarmed attacks always add the attacker's
Punch skill to damage rolls, unlike other weapons. Kinesis wraps, spiked knuckles, and other small fist weapons
may be treated as small advanced or primitive weapons that use the Punch skill and add the skill level to their
rolled damage, but not to Shock. Such weapons do not augment a hero with the Unarmed Combatant focus. (enc.
0)

Skills

Administer (Untrained): Manage an organization, handle paperwork, analyze records, and keep an institution
functioning on a daily basis. Roll it for bureaucratic expertise, organizational management, legal knowledge,
dealing with government agencies, and understanding how institutions really work.

Connect (Untrained): Find people who can be helpful to your purposes and get them to cooperate with you. Roll it
to make useful connections with others, find people you know, know where to get illicit goods and services, and be



familiar with foreign cultures and languages. You can use it in place of Talk for persuading people you find via this
skill.

Exert (Untrained): Apply trained speed, strength, or stamina in some feat of physical exertion. Roll it to run, jump,
lift, swim, climb, throw, and so forth. You can use it as a combat skill when throwing things, though it doesn't
qualify as a combat skill for other ends.

Fix (Untrained): Create and repair devices both simple and complex. How complex will depend on your character’s
background; a lostworlder blacksmith is going to need some study time before he’s ready to fix that broken fusion
reactor, though he can do it eventually. Roll it to fix things, build things, and identify what something is supposed
to do.

Heal (Untrained): Employ medical and psychological treatment for the injured or disturbed. Roll it to cure
diseases, stabilize the critically injured, treat psychological disorders, or diagnose illnesses.

Know (Untrained): Know facts about academic or scientific fields. Roll it to understand planetary ecologies,
remember relevant history, solve science mysteries, and know the basic facts about rare or esoteric topics.

Lead (Untrained): Convince others to also do whatever it is you're trying to do. Talk might persuade them that
following you is smart, but Lead can make them do it even when they think it's a bad idea. Roll it to lead troops in
combat, convince others to follow you, or maintain morale and discipline.

Notice (Untrained): Spot anomalies or interesting facts about your environment. Roll it for searching places,
detecting ambushes, spotting things, and reading the emotional state of other people.

Perform (Untrained): Exhibit some performative skill. Roll it to dance, sing, orate, act, or otherwise put on a
convincing or emotionally moving performance.

Pilot (Untrained): Use this skill to pilot vehicles or ride beasts. Roll it to fly spaceships, drive vehicles, ride animals,
or tend to basic vehicle repair. This skill doesn’t help you with things entirely outside the scope of your background
or experience, though with some practice a PC can expand their expertise.

Program (Untrained): Operating or hacking computing and communications hardware. Roll it to program or hack
computers, control computer-operated hardware, operate communications tech, or decrypt things.

Punch (Level 0): Use Punch as a combat skill when fighting unarmed. If your PC means to make a habit of this
rather than as a recourse of desperation, you should take the Unarmed Fighter focus described later.

Shoot (Level 1): Use Shoot as a combat skill when using ranged weaponry, whether hurled rocks, bows, laser
pistols, combat rifles, or ship’s gunnery.

Sneak (Untrained): Move without drawing notice. Roll it for stealth, disguise, infiltration, manual legerdemain,
pickpocketing, and the defeat of security measures.

Stab (Level 1): Use Stab as a combat skill when wielding melee weapons, whether primitive or complex.

Survive (Level 0): Obtain the basics of food, water, and shelter in hostile environments, along with avoiding their
natural perils. Roll it to handle animals, navigate difficult terrain, scrounge urban resources, make basic tools, and
avoid wild beasts or gangs.

Talk (Untrained): Convince other people of the facts you want them to believe. What they do with that conviction
may not be completely predictable. Roll it to persuade, charm, or deceive others in conversation.

Trade (Untrained): Find what you need on the market and sell what you have. Roll it to sell or buy things, figure out
where to purchase hard-to-get or illicit goods, deal with customs agents, or run a business.

Work (Untrained): This is a catch-all skill for professions not represented by other skills. Roll it to work at a
particular profession, art, or trade.

Notes





