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Crewmember uses own 
Skill and Specialties when 
operating the ship.
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ROLE -PLAYING GAME   
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  Use this as a D to earn 1 PP.

  

  

 

  Use this as a D to earn 1 PP.

  

  
D

IS
T

IN
C

T
IO

N
S4 6 8

4 6 8
4 6 8

4 6 8

8

8

8

Talents

Talents


	sname: 
	sclass: Tomahawk Class Courier 
	shistory: 
	shipsigassets: Medsuite d8Internal Security d8
	sattribcheck1: Off
	sattribcheck2: Off
	sattribcheck3: Off
	sattribcheck4: Yes
	sattribcheck5: Off
	sattribcheck6: Off
	sattribcheck7: Yes
	sattribcheck8: Off
	sattribcheck9: Off
	sattribcheck10: Off
	sattribcheck11: Off
	sattribcheck12: Off
	sattribcheck13: Yes
	sattribcheck14: Off
	sattribcheck15: Off
	sskillscheck1: Off
	sskillscheck2: Off
	sskillscheck3: Off
	sskillscheck4: Off
	sskillscheck5: Off
	distinctionsname1: Tomahawk Class Courier 
	scheck1: Off
	sdistinctions1: Hardened Computers: When your computers are attacked electronically or with EMP weapons, spend 1 PP to step up or double Systems.
	scheck2: Off
	sdistinctions2: Turbo!: Spend 1 PP to create an Afterburners d10 Asset. Each time you include Afterburners in a dice pool, step it back after you roll.
	distinctionsname2: Built for Speed
	scheck3: Off
	sdistinctions3: Focused Thrust: When using Engines for raw speed, double Engines. Remove the highest rolling die and add three dice together for the result.
	scheck4: Off
	sdistinctions4: Full Burn: Spend 1 PP to reroll a pool containing the Engines dice. On your subsequent roll, both 1s and 2s count for Complications.
	distinctionsname3: Electronic Warfare
	scheck5: Off
	sdistinctions5: Blinded By the Light: Step back Systems for the rest of the scene to create an Electronic Countermeasures d8 Asset.
	scheck6: Off
	sdistinctions6: They’re Locking On Us!: Reroll a die when your ship is being attacked. On your next roll, both 1s and 2s count as Complications.


