
Name

Level XP

Background

Training

Home

Str Int

Dex Wis

Con Cha

System Strain Max Current

HP

Equipment Ready Enc

Weapon +Hit Dmg Range Ammo

Armor AC

Skill Lvl Skill Lvl

Artist Perception

Athletics Persuade

Bureaucracy Profession/

Business Religion

Combat/Energy Science

Combat/Gunnery Security

Combat/Prim. Stealth

Combat/Proj. Steward

Combat/Unarmed Survival

Computer Tactics

Culture/Criminal Tech/Astro

Culture/Literacy Tech/Maltech

Culture/Traveller Tech/Medical

Culture/ Tech/Postech

Culture/ Tech/Pretech

Exosuit Vehicle/Air

Gambling Vehicle/Grav

History Vehicle/Land

Instructor Vehicle/Space

Language Vehicle/Sea

Leadership

Navigation Unspent Points

Class skills cost new level+1 to raise, others cost new level+2

Lvl AB Phys Ment Evade Tech Luck

1-3 +1 16 12 14 15 13

4-6 +3 14 10 12 13 11

7-9 +5 12 8 10 11 9

10-12 +7 10 6 8 9 7

13-15 +9 9 6 7 8 6

16-18 +11 8 5 6 7 6

Lvl HD XP Lvl HD XP

1 1d6 0 6 6d6 32,000

2 2d6 2,000 7 7d6 64,000

3 3d6 4,000 8 8d6 128,000

4 4d6 8,000 9 9d6 250,000

5 5d6 16,000 10 9d6 370,000

Speaker Ability Speaker’s Voice

Once per game day, you can automatically convince a 
single intelligent NPC to feel friendly or intimidated, 
assuming that result is in any way plausible under the 
circumstances. Swayed subjects will cooperate in ways 
that seem reasonable to them. It is not necessary to share 
a language with the target, though complex requests may 
require it. This suasion lasts until circumstances make 
a different atttitude appropriate. Alternately, you may 
use this ability once per game day to reroll a failed skill 
check related to cultural awareness or personal relations.

Mutations and Stigmata

Speaker

Hunger Thirst Toxins

others


