
push yourself (take 
2 stress) -or- accept a 
devil's bargain

assist (they take 1 stress)

spend a gambit

+

+

+

Add a gambit to your 
crew when you roll a 6 or 
critical on a risky action 
and you didn't spend a 
gambit on a bonus die.

+

gambits

harm

  doctor
  hack
  rig
  study

INSIGHT






X X attune 
X X command 
X X consort 
X X sway

resolve

  helm
  scramble
  scrap
 skulk

PROWESS

stress trauma

BONUS DICE

teamwork

notes / projects

name alias

look

heritage:   imperial background: cult

Lead a group action.

Set up another character.

Protect a teammate.

Assist another character.

3 need
help

2 -1d

1 less 
effect

planning & LOAD Gather info

vice/purveyor:  weird

Choose plan. Pick load. Provide detail:
�� Assault plan: Point of attack.
�� Deception plan: Method.
�� Infiltration plan: Entry point.
�� Mystic plan: Arcane power.
�� Social plan: Social connection.
�� Transport plan: Locations / route.

�� What's their intention?
�� What might I suspect about 

this? What can I prove?
�� What's the danger here?
�� How can I find             ?
�� What's really going on here?
�� Ask about a detail for a plan.

 Fine Hacking Rig

 Fine Ship Repair Tools

 Small Drone

 Vision Enhancing Goggles

 Spare Parts

 Genius Pet (ex: a dog)

recovery Get treatment in downtime to fill your healing clock 

 Blaster Pistol
 2nd Blaster Pistol
 Melee Weapon
 Heavy Blaster
 Detonator
 Hacking Tools
 Repair Tools
 Medkit
 Spy Gear
 Illicit Drugs
 Communicator
 Armor
 Spacesuit

	Tinker: When you work on a clock with rig or hack, or when you study
a schematic, fill +1 segment.

	Bailing Wire and Twine: You get an extra downtime activity to repair, 
and the repair activity costs you 0 cred.

	Construct Speaker: Machines speak to you when you study them.
The first time you roll a critical while fixing or building a particular
machine, you may add a simple modification to it (see Crafting).

	Junkyard Hunter: When you acquire parts or equipment during
downtime, you may either gain 2 assets, or gain +1 effect level on the roll.

	Fixed: You may expend your special armor to resist a consequence
from machines breaking or being damaged, or to push yourself when
repairing or building a machine. 

	Hacker: You may expend your special armor to resist the
consequences of hacking, or to push yourself when hacking or
gathering info electronically.

	Mechanic's Heart: When you speak from your heart, your words
can reach even the most hardened criminal, and you gain potency.

	Overclock: When you spend a gambit on a rig roll to repair or
upgrade, treat the system you worked on as 1 quality higher for the 
remainder of the job.

	Analyst: When you hack a system, you may also ask a question about
the owner or location of the system as though you had rolled a 6 on
gather info. When you resist the consequences of hacking, roll +1d.

   Veteran: Choose a special ability from another source.

 3 light   5 normal   6 heavyload

starting ability

gearhead and 
hackermEChanICScum&vILLAINY

special abilities

items (Italics don't count for load)

playbook advancementmark xp :

�� You addressed a tough challenge with technical skill or ingenuity.
�� You expressed your beliefs, drives, heritage, or background.
�� You struggled with issues from your vice or traumas during the session.

�� Every time you roll a desperate action, mark xp in that action's attribute.
At the end of each session, for each item below, mark 1 xp (in your 
playbook or an attribute) or 2xp if that item occurred multiple times.

cold—haunted—obsessed—paranoid 
reckless—soft—unstable—vicious

stash




 

cred 

HEAVY

ARMOR

SPECIAL

John Trainer Ace

Likes to play with Ur artifacts behind closed doors

Once a member of The Suneaters

X

colorful friends

  Slice, a junkyard owner

  Nisa, a previous employer

  Stev, a gambler of ill repute

  L en, a black market dealer

  Kenn, a family member







