COMMANDER

COMMODORE

RANKED

&

(Commodore Bonus Career Skills: Astrogation, Computers, Knowledge (Education), Knowledge (Outer Rim)

R
The character repairs +1 hull
trauma per rank of Solid

Repairs whenever he repairs
a starship or vehicle.

SOLID REPAIRS

COMMAND \

Add M per rank of Command
when making Leadership
checks. Affected targets add
M to Discipline checks for
next 24 hours.

Suffer a number of strain to
add an equal number of 3%
to initiative checks. Strain
suffered cannot exceed ranks
in Rapid Reaction.

L

N\
GALAXYMAPPER <@
Remove M per rank of
Galaxy Mapper from
Astrogation checks.

Astrogation checks take half
normal time.

-

él

Once per session, may
perform the Know Schematic
maneuver; make a Hard

(4 ¢ &) Knowledge
(Education) check. Success
grants familiarity with a
building or ship’s design.

Remove M per rank of
Commanding Presence from
Leadership and Cool checks.

Gain +1 strain threshold.

FAMILIAR SUNS

3

2/

Once per session, may
perform a Familiar Suns
maneuver; make a Hard

(4 ¢ @) Knowledge (Outer
Rim) or (Core Worlds) check
to reveal the current type of
planetary environment and
other useful information.

f

@,

The character repairs +1 hull
trauma per rank of Solid
Repairs whenever he repairs
a starship or vehicle.

SOLID REPAIRS

Add M per rank of Command
when making Leadership
checks. Affected targets add
M to Discipline checks for
next 24 hours.

Suffer a number of strain to
add an equal number of 3%
to initiative checks. Strain
suffered cannot exceed ranks
in Rapid Reaction.

e

7))

GALAXY MAPPER

Remove M per rank of
Galaxy Mapper from
Astrogation checks.
Astrogation checks take half
normal time.

-
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2/

HOLD TOGETHER

|

Spend 1 Destiny Point to
perform a Hold Together
incidental immediately after
vehicle or starship takes
damage to turn it into system
strain.

.

Remove M per rank of
Commanding Presence from
Leadership and Cool checks.

Gain +1 strain threshold.

\
MASTERSTARHOPPER €@

Once per round, suffer 2
strain to decrease the
difficulty of next Astrogation
check by 1 to a minimum of

Easy (#).

@,

The character repairs +1 hull
trauma per rank of Solid

Repairs whenever he repairs
a starship or vehicle.

SOLID REPAIRS

Take the Fire Control action:
all combat checks made from
current starship or vehicle
count their target’s
silhouette as one higher than
normal until beginning of
next turn. Does not stack.

s COST 25 o

SIGNATORE

L DEDICATION

<
Gain +1 to a single

characteristic. This cannot
bring a characteristic above
6.

ABILITY l

:

@,

GALAXY MAPPER

Remove M per rank of
Galaxy Mapper from
Astrogation checks.
Astrogation checks take half
normal time.




COMMANDER

FIGUREHEAD

eassive [ >

RANKED

(Bonus Career Skills: Cool, Leadership, Negotiation, Knowledge (Core Worlds)

)

Gain +1 strain threshold.

N

9,
When a character

involuntarily suffers strain,
he suffers 1 less strain per
rank of Resolve to a
minimum of 1.

RESOLVE

1

May decrease difficulty of
Discipline checks to avoid
fear by 1 per rank of
Confidence.

1

Add M per rank of Command
when making Leadership
checks. Affected targets add
M to Discipline checks for
next 24 hours.

]

COMMAND <

Add M per rank of Command
when making Leadership
checks. Affected targets add
M to Discipline checks for
next 24 hours.

Take the Inspiring Rhetoric
action: make an Average

(4 ¢) Leadership check.
Each 3% causes 1 ally in close
range to recover 1 strain.
Spend {’? to cause 1 affected
ally to recover 1 additional
strain.

— G —

May use ranks in Cool to
upgrade Mass Combat
checks instead of ranks in
Leadership.

Gain +1 strain threshold.

Remove M per rank of
Commanding Presence from
Leadership and Cool checks.

OO

Gain +1 strain threshold.

Each ally affected by
Inspiring Rhetoric gains Il on
all skill checks for a number
of rounds equal to ranks in
Leadership.

==

Whenever any character’s
Duty would increase, it
increases by an additional 1
per rank of Positive Spin.

9,
When a character

involuntarily suffers strain,
he suffers 1 less strain per
rank of Resolve to a

minimum of 1.

@,

May decrease difficulty of
Discipline checks to avoid
fear by 1 per rank of
Confidence.

=

May spend @ on fear checks
to give allies in short range
additional 3% on the same
fear check.

Remove M per rank of
Commanding Presence from
Leadership and Cool checks.

Spend 1 Destiny Point to
recover strain equal to
Presence rating.

Once per session, may re-roll
any 1 Cool or Leadership
check.

— 4L

SIGNATORE ABLITY |

Gain +1 to a single
characteristic. This cannot
bring a characteristic above
6.

L'ﬂmﬁ'ﬂma <
PRESENCE

Once per session, may take
Commanding Presence
action; make an opposed
Cool vs. Discipline check to
force target to leave the
encounter.




COMMANDER

INSTRUCTOR

eassive [ >

RANKED

(Bonus Career Skills: Discipline, Medicine, Ranged (Heavy), Knowledge (Education)

Remove M per rank of
Conditioned from Athletics
and Coordination checks.
Reduce the damage and
strain suffered from falling by
1 per rank of Conditioned.

1

Add M per rank of Physical
Training to Athletics and
Resilience checks.

7>

Once per round, perform the
Body Guard maneuver to
guard an engaged character.
Suffer a number of strain no
greater than ranks of Body
Guard, then until the
beginning of the next turn
upgrade the difficulty of
combat checks targeting the
character by that number.

— CUST5

BODY GUARD

@,

GRIT

Gain +1 strain threshold.

Gain +2 wound threshold.

After an engaged ally fails a
check, may suffer 1 strain to
assist that ally’s next check
this encounter as an out of
turn Incidental.

CONDITIONED

Remove M per rank of
Conditioned from Athletics
and Coordination checks.
Reduce the damage and
strain suffered from falling by
1 per rank of Conditioned.

o

RO >

Stimpacks heal 1 additional
wound per rank of Stimpack
Specialization.

Add M per rank of Physical
Training to Athletics and
Resilience checks.

X

2/

Once per round as an out of
turn incidental, may suffer 2
strain to allow ally to use
character’s ranks in Discipline
for next Discipline check an
ally makes.

1

MASTER INSTRUCTOR

BODY GUARD

Once per round, perform the
Body Guard maneuver to
guard an engaged character.
Suffer a number of strain no
greater than ranks of Body
Guard, then until the
beginning of the next turn
upgrade the difficulty of
combat checks targeting the
character by that number.

— C0ST 15

|| EEETD>

-

Once per session, when an
ally protected by the Body
Guard maneuver suffers a
hit, suffer the hit instead.

Take the Field Commander
action; make an Average
(4 #) Leadership check. A
number of allies equal to
Presence may immediately
suffer 1 stain to perform 1
free maneuver.

—-Eiﬂ_—

Gain +1 strain threshold.

STIMPACK SPECIALIZATION

Stimpacks heal 1 additional
wound per rank of Stimpack
Specialization.

g COST 20 oy

Gain +2 wound threshold.

Field Commander action
affects allies equal to double
Presence, and may spend @
to allow allies to suffer 1
strain and perform 1 free
action instead.

. C0ST 25 o

NATURAL INSTRUCTOR ‘

Once per session, may re-roll
one Discipline or Leadership
check.

‘ SIGNATORE ABLITY

May suffer 1 strain on
successful skill check to add
§2 to the same skill check
made by a number of allies
equal to Willpower within
short range during the next
round.

Gain +1 to a single
characteristic. This cannot
bring a characteristic above
6.

= |



COMMANDER

SQUADRON LEADER

RANKED ©

(Squadron Leader Bonus Career Skills: Gunnery, Mechanics, Piloting (Planetary), Piloting (Space)

@,

GRIT

Gain +1 strain threshold.

N
QUICK STRIKE @
Add M per rank of Quick
Strike to combat checks
against targets that have not
acted yet this encounter.

—dlH—

m
Once per round, may mount
or dismount a vehicle or
beast, or enter a cockpit or

weapon station on a vehicle,
as an incidental.

Increase defense of vehicle
or starship being piloted by 1
per rank of Defensive Driving.

Take the Field Commander
action; make an Average
(4 @) Leadership check. A
number of allies equal to
Presence may immediately
suffer 1 stain to perform 1
free maneuver.

~%

riaocommanoes I conrmence <03

May decrease difficulty of
Discipline checks to avoid
fear by 1 per rank of
Confidence.

— 4T

Add M per rank of Quick
Strike to combat checks

against targets that have not
acted yet this encounter.

\
SITUATIONAL AWARENESS ‘

Allies within short range of
the vehicle add M to their
Perception and Vigilance
checks. Allies within close
range add [l M instead.

—lHEIT—

/

COMMAND <

Add M per rank of Command
when making Leadership
checks. Affected targets add
M to Discipline checks for
next 24 hours.

S

Gain +1 strain threshold.

usor 4
When piloting a ship or
vehicle, take a full-stop
maneuver to reduce speed to

zero and suffer system strain
equal to the speed reduced.

Increase defense of vehicle
or starship being piloted by 1
per rank of Defensive Driving.

Field Commander action
affects allies equal to double
Presence, and may spend @
to allow allies to suffer 1
strain and perform 1 free
action instead.

%

Add M per rank of Command
when making Leadership
checks. Affected targets add
M to Discipline checks for
next 24 hours.

Allies equal to ranks in
Leadership in close range
gain the benefits of the Gain
the Advantage action.

COST 20

TRICKY TARGET 2

Count vehicle or starship
piloted as having a silhouette
1 lower when being attacked.

COST 20

Once per round, suffer 2
strain to decrease difficulty
of next Leadership check by
one, to a minimum of Easy

(®)

May decrease difficulty of
Discipline checks to avoid
fear by 1 per rank of
Confidence.

DEDICATION

N
<
Gain +1 to a single

characteristic. This cannot
bring a characteristic above

6.
o C0ST25 =

. C0ST 25 o

SIGNATORE ABLITY

O
BRILLIANT EVASION ‘

Once per encounter may
take Brilliant Evasion action;
select 1 opponent and make
Opposed Piloting (Planetary
or Space) check to stop
opponent from attacking
character for rounds equal to
Agility.




COMMANDER

STRATEGIST

eassive [ >

RANKED

(Bonus Career Skills: Computers, Cool, Vigilance, Knowledge (Warfare)

9,

Removes Ml per rank of
Researcher from all
Knowledge checks.
Researching a subject takes
half the time.

Gain +1 strain threshold.

Remove M per rank of Ready
for Anything on Mass
Combat checks and Cool of
Vigilance checks to
determine Initiative order.

Gain +1 strain threshold.

1

GRIT

Gain +1 strain threshold.

@,

CLEVER COMMANDER @,

May use ranks in Knowledge
(Warfare) to upgrade Mass
Combat checks instead of
ranks in Leadership.

COST 10

COMMAND )

Add M per rank of Command
when making Leadership
checks. Affected targets add
M to Discipline checks for
next 24 hours.

COST 10

Choose any 3 Knowledge
skills. They permanently
become career skills.

When acquired, choose 1
Knowledge skill. When
making that skill check, may
spend @ result to gain
additional successes equal to
ranks in Knowledge
Specialization.

oo QAN weseancaen O

Removes M per rank of
Researcher from all
Knowledge checks.
Researching a subject takes
half the time.

Remove M per rank of Ready
for Anything on Mass
Combat checks and Cool of
Vigilance checks to
determine Initiative order.

N
MASTER STRATEGIST €

Once per phase during a
mass combat, may suffer 2
strain to decrease difficulty
of Mass Combat check once.

1

On a successful Knowledge
check, character and allies

gain automatic {2 per rank
of Researcher on checks to
act on those facts until the

end of his next turn.

When acquired, choose 1
Knowledge skill. When
making that skill check, may
spend @ result to gain
additional successes equal to
ranks in Knowledge
Specialization.

e QUM coonmarassiior O cownan <03

Take the Coordinated Assault
maneuver; a number of
engaged allies equal to
Leadership ranks add {’? to
combat checks until
beginning of next turn. Range
increases per rank of
Coordinated Assault.

Add M per rank of Command
when making Leadership
checks. Affected targets add
M to Discipline checks for
next 24 hours.

—-EEiI_—

1

Once per session, take a
Thorough Assessment action:
make a Hard (¢ ¢)
Knowledge check to gain
Boost dice equal to 3¥ that
can be distributed during the
encounter.

— LV —

ronovn ssssur QAN canesuL PG

Once per session, may
introduce a “fact” into the
narrative as if a Destiny Point
had been spent.

:‘l'ﬂlw:r;: READY FOR ‘

When making Cool or
Vigilance checks to
determine Initiative order,
may spend @ to add 3¢
equal to ranks in Ready for
Anything.

—dl5 T —

SIGNATORE ABLITY

Gain +1 to a single
characteristic. This cannot
bring a characteristic above
6.




COMMANDER

TACTICIAN

RANKED ©

(Tactician Bonus Career Skills: Brawl, Discipline, Leadership, Ranged (Heavy)

)

Remove M per rank of
Outdoorsman from checks to
move through terrain or
manage environmental
effects. Decrease overland
travel time bv half.

Remove M per rank of
Commanding Presence from
Leadership and Cool checks.

Gain +2 wound threshold.

Once per round, may
perform Side Step maneuver
and suffer a number of strain
to upgrade difficulty of all
incoming ranged attacks by
an equal number for the next
round. Strain suffered this
way cannot exceed ranks in
Side Step.

. COSTS 4
oo @ [

Remove M per rank of
Outdoorsman from checks to
move through terrain or
manage environmental
effects. Decrease overland
travel time bv half.

Once per session, reroll any 1
Resilience or Survival check.

May decrease difficulty of
Discipline checks to avoid
fear by 1 per rank of
Confidence.

Gain +2 wound threshold.

Once per round, draw or
holster a weapon or
accessible item as an
incidental.

Once per round, perform the
Body Guard maneuver to
guard an engaged character.
Suffer a number of strain no
greater than ranks of Body
Guard, then until the
beginning of the next turn
upgrade the difficulty of
combat checks targeting the
character by that number.

Do not suffer the usual
penalties for moving through
difficult terrain.

Once per round, perform the
Body Guard maneuver to
guard an engaged character.
Suffer a number of strain no
greater than ranks of Body
Guard, then until the
beginning of the next turn
upgrade the difficulty of
combat checks targeting the
character by that number.

s COST15 ¢ ) COST15 4

May decrease difficulty of
Discipline checks to avoid
fear by 1 per rank of
Confidence.

Take the Coordinated Assault
maneuver; a number of
engaged allies equal to
Leadership ranks add {? to
combat checks until
beginning of next turn. Range
increases per rank of
Coordinated Assault.

Remove M per rank of
Commanding Presence from
Leadership and Cool checks.

NATURAL LEADER L )

Once per session, may re-roll
any 1 Cool or Leadership
check.

Take the Field Commander
action; make an Average
(4 ) Leadership check. A
number of allies equal to
Presence may immediately
suffer 1 stain to perform 1
free maneuver.

I%

Field Commander action
affects allies equal to double
Presence, and may spend @
to allow allies to suffer 1
strain and perform 1 free
action instead.

SIGNATORE ABILITS

Once per round, may
perform Side Step maneuver
and suffer a number of strain
to upgrade difficulty of all
incoming ranged attacks by
an equal number for the next
round. Strain suffered this
way cannot exceed ranks in
Side Step.

Y C0ST20 4
DEDICATION @,

Gain +1 to a single
characteristic. This cannot
bring a characteristic above

6.



comvanoer - ROUSING ORATORY

SIGNATORE ABILITY

( ATTACHED TO

1

ROUSING ORATORY BASE ABILITY [ |

N

Once per game session, the character may perform a Rousing Oratory action; spend 22 Destiny Points, and make a Hard (4 ¢ ) Leadership check to
inspire a group to take action in a military situation about which members were previously hesitant.

(cuanceskie B JWM| neouceserenck M pecovenstRan BN JO| cuangesn

Friendly characters and NPCs
targeted by Rousing Oratory
recover a number of strain
COST 10 equal to the character’s
ranks in Leadership.

COST 10

May make a Cool check
instead of a Leadership check
to activate Rousing Oratory.

COST 10

Remove M from skill check
to activate Rousing Oratory.

May make a Discipline check
instead of a Leadership check
to activate Rousing Oratory.

GOST 10

\
REDUCEDIFFiCULTY W

BOOST ALLIES [

After triggering Rousing Reduce the difficulty of the During a mass combat, may Rousing Oratory costs 1
Oratory, add M per Boost skill check to activate activate Rousing Oratory to Destiny Point instead of 2.
Allies upgrade to all Rousing Oratory to Average create a turning point or

boost allies already taking
partin one.

(¢®)

Discipline and Cool checks
that other friendly characters
and NPCs make until the end
of the encounter.

— G —




COMMANDER

UNMATCHED AUTHORITY

SIGNATORE ABILITY

( ATTACHED TO

_Tl.:

UNMATCHED AUTHORITY BASE ABILITY

an ally’s skill check once.

N

Once per game session, as an action during an encounter in structured time, the character may spend 2 Destiny Points to gain the following ability for the
remainder of the current round and two additional rounds. As an out of turn incidental, the card4acter may suffer 2 strain to downgrade the difficulty of

DURATION [

Unmatched Authority lasts
one additional round.

GOST 10

Increase strain threshold by 2
while Unmatched Authority
is active.

COST 10

DURATION [

Unmatched Authority lasts
one additional round.

N\
MASS COMBAT [

The character can spend
strain to modify Mass
Combat checks with
Unmatched Authority as
though it was an ally’s skill
check.

Unmatched Authority costs 1
Destiny Point instead of 2.

D)
Reduce the strain cost to
modify an ally’s skill check

with Unmatched Authority
by 1.

May remove Hll from an
ally’s skill check instead of
downgrading the difficulty

May reduce the difficulty of
an ally’s skill check instead of
downgrading the difficulty.
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