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SHIP NAME

CLASS
Seeker Courier Mk IV

HISTORY

Advancements in engineering
have allowed much of the same
technology to be fit into a more

compact and efficient frame -

producing a smaller, more agile,

vessel for the Seeker Mk IV.

SIGNATURE ASSETS

Maneuvering Thrusters d8
Reinforced Armor d8

ENGINE

HULL

SYSTEMS
Crewmember uses own

Skill and Specialties when
operating the ship.
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eeker Courier Mk IV

Use this as a b4 to earn 1 PP.

J || Hardened Computers:When your

computers are attacked electronically
or with EMP weapons, spend 1 PP to
step up or double Systems.

| | 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.

uilt for Speed

Use this as a b4 to earn 1 PP.

J | Focused Thrust: When using Engines
for raw speed, double Engines.
Remove the highest rolling die and
add three dice together for the result.

| | Full Burn: Spend 1 PP to reroll a
pool containing the Engines dice.
On your subsequent roll, both 1s
and 2s count for Complications.

ptimized for Atmo
Use this as a b4 to earn 1 PP.

J High Temp Threshold:When you enter atmo
during a Timed Action, spend 1 PP before you
roll to treat any success as an Extraordinary
Success. If you lose the roll, take a Failing Heat
Shield d8 Complication.

| | Zig Zag:While in atmo, step back
Engines for the rest of the scene to
create a Nimble Ship d8 Asset.
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