
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 12 12 14 14 13

4-6 +3 10 10 12 12 11

7-9 +4 8 8 10 10 9

10-12 +6 6 6 8 8 7

13-15 +8 6 6 7 7 6

16-18 +10 5 5 6 6 6

Lvl HD XP Lvl HD XP

1 1d6+2 0 6 6d6+12 32,000

2 2d6+4 2,000 7 7d6+14 64,000

3 3d6+6 4,000 8 8d6+16 128,000

4 4d6+8 8,000 9 9d6+18 250,000

5 5d6+10 16,000 10 9d6+20 370,000

Survivor Ability Hard to Kill

The first time you are reduced to zero hit points in a day, 
you immediately regain 1 hit point for each experience 
level you possess. Optionally, you may allow yourself to 
fall unconscious from the injury, in which case you will 
appear dead but will awaken ten minutes later with 1 hit 
point. This ability does not work against injuries that a 
human could not possibly survive.

Mutations and Stigmata

Survivor

Hunger Thirst Toxins

others


