Bounty Hunter: Assassin

Career Skills: Athletics, Brawl, Perception, Piloting (Planetary), Piloting (Space), Ranged (Heavy), Streetwise,

Vigilance

Additional Carreer Skills: Melee, Ranged (Heavy), Skulduggery, Stealth

M GRIT

Gain + 1 strain threshold.

H PRECISE AIM

Once per round, may per-
form Precise Aim maneuver
Suffer a number of strain no
greater than ranks in Pre-
cise Aim. then reduce tar-
get's melee and ranged de-
fense by that number

COsT 10

H TARGETED BLOW

After making a successful
attack, may spend 1 Des-
tiny Point to add damage
equal to Agility to one

COST 15

Hl STALKER

Add I per rank of stalker
to all Stealth and Coordina-
tion checks.

COST 20

M LETHAL BLOWS

Add + 10 per rank of
Lethal Blows to any Criti-
cal Injury results inflicted on
opponents

M JUMP UP

Once per round, may stand
from seated or prone as an
incidental

CosT 10

Il STALKER

Add per rank of stalker
to all Stealth and Coordina-
tion checks.

COsT 15

Il SNIPER SHOT

Before making a non
thrown ranged attack,
may perform a Sniper
Shot maneuver to increase
the weapon’s range by 1
range band per rank in
Sniper Shot. Upgrade the
difficulty of the attack by 1

Hl PRECISE AIM

Once per round, may per-
form Precise Aim maneuver
Suffer a number of strain no
greater than ranks in Pre-
cise Aim. then reduce tar-
get's melee and ranged de-

per range band increase

Il DEADLY ACCU-
RACY

When acquired, choose 1
combat skill. Add damage
equal to ranks in that skill to
one hit of successful attack
made using that skill

fense by that number

H STALKER
Add per rank of stalker

to all Stealth and Coordina-
tion checks.

Il QUICK STRIKE

Add per rank of Quick
Strike to combat checks
against targets that have
not acted yet this en-
counter

COST 10

M LETHAL BLOWS

Add + 10 per rank of
Lethal Blows to any Criti-
cal Injury results inflicted on
opponents

COST 15

When targeted by com-
bat check, may perform a
Dodge incidental to suffer a
number of strain no greater
than ranks of Dodge, then
upgrade the difficulty of the
check by that number.

Hl DEDICATION

Gain +1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
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PASSIVE
ACTIVE

R “Force TaLenT 3

When targeted by com-
bat check, may perform a
Dodge incidental to suffer a
number of strain no greater
than ranks of Dodge, then
upgrade the difficulty of the
check by that number.

COST 5

H QUICK DRAW

Once per round, draw or
holster a weapon or acces-
sible item as an incidental

CosT 10

Hl ANATOMY
LESSONS

After making a successful
attack, may spend 1 Des-
tiny Point to add damage
equal to Intellect to one hit.

COST 15

M LETHAL BLOWS

Add + 10 per rank of
Lethal Blows to any Criti-
cal Injury results inflicted on
opponents

COSsT 20

B MASTER OF

SHADOWS

Once per round, suffer 2
strain to decrease the dif-
ficulty of next Stealth or
Skulduggery check by 1.

CosT 25



Bounty Hunter: Gadgeteer

Career Skills: Athletics, Brawl, Perception, Piloting (Planetary), Piloting (Space), Ranged (Heavy), Streetwise,
Vigilance
Additional Carreer Skills: Brawl, Coercion, Mechanics, Ranged (Light)

PASSIVE
ACTIVE

§ FoRce TaLENT

Hl BRACE

Perform the Brace maneu-
ver to remove W per rank

of Brace from next Ac-
tion. This may only remove
M added by environmental
circumstances

H SPARE CLIP

Cannot run out of ammo

due to @. Items with Lim-
ited Ammo quality run out
of ammo as normal.

COSsT 10

Il TOUGHENED

Gain +2 wound threshold.
COST 15

Il JURY RIGGED

Choose 1 weapon. armor,

or other item and give it
a permanent improvement
while it remains in use.

COST 20

H INTIMIDATING

May suffer a number of
strain to downgrade diffi-
culty of Coercion checks, or
upgrade difficulty when tar-
geted by Coercion checks,
by an equal number. Strain
suffered this way cannot ex-
ceed ranks in Intimidating.

COST 25

B TOUGHENED

Gain +2 wound threshold.

Il JURY RIGGED

Choose 1 weapon. armor,
or other item and give it
a permanent improvement
while it remains in use.

CosT 10

Il ARMOR MASTER

When wearing armor, in-
crease total soak value by
1.

COST 15

Hl TINKERER

May add 1 additional hard
point to a number of items
equal to ranks in Tinkerer.
Each item may only be
modified once

COosT 20

Hl DEDICATION

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

CosT 25

H INTIMIDATING

May suffer a number of
strain to downgrade diffi-
culty of Coercion checks, or
upgrade difficulty when tar-
geted by Coercion checks,
by an equal number. Strain
suffered this way cannot ex-
ceed ranks in Intimidating.

l POINT BLANK

Add 1 damage per rank of
Point Blank to damage of
one hit of successful attack
while using Ranged (Heavy)
or Ranged (Light) skills at
close range or engaged

COST 10

Il NATURAL EN-
FORCER
Once per session may

re-roll any 1 Coercion or
Streetwise check.

COST 15

Il DEADLY ACCU-
RACY

When acquired, choose 1

combat skill. Add damage
equal to ranks in that skill to
one hit of successful attack
made using that skill

COST 20

Il IMPROVED AR-
MOR MASTER

When wearing armor with a
soak value of 2 or higher, in-
crease defense by 1

COST 25
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H DEFENSIVE

STANCE

Once per round, may per-
form Defensive Stance ma-
neuver and suffer a num-
ber of strain to upgrade dif-
ficulty of all incoming melee
attacks by an equal number
for the next round. Strain
suffered this way cannot
exceed ranks in Defensive
Stance.

H DISORIENT

After hitting with combat
check, may spend ©€ to
disorient target for number
of rounds equal to ranks in
Disorient

COosT 10

Il STUNNING BLOW

When making Melee
checks, may inflict damage
as strain instead of wounds.
This does not ignore soak.

COST 15

Hl IMPROVED STUN-
NING BLOW

When dealing strain dam-
age with Melee or Brawl
checks. may spend @ to
stagger target for 1 round
per &,

CosT 20

M CRIPPLING BLOW

Increase the difficulty of
next combat check by 1. If
check deals damage, target
suffers 1 strain whenever he
moves for the remainder of
the encounter.

COST 25



Bounty Hunter: Survivalist

Career Skills: Athletics, Brawl, Perception, Piloting (Planetary), Piloting (Space), Ranged (Heavy), Streetwise,

Vigilance ACTIVE
Additional Carreer Skills: Brawl, Coercion, Mechanics, Ranged (Light) ) ':

Il OUTDOORSMAN B EXPERT TRACKER

Remove W per rank of Out- Remove W per rank of Ex-
doorsman from checks to pert Tracker from checks to

Il FORAGER Il STALKER

Remove up to HM from Add I per rank of stalker
skill checks to find food, to all Stealth and Coordina-

water, or shelter. Survival tion checks.
checks to forage take half
the time.

move through terrain or find tracks or track targets.
manage environmental ef- Decrease time to track a
fects. Decrease overland target by half.

travel times by half

Hl SOFT SPOT

After making a successful
attack, may spend 1 Des-
tiny Point to add damage
equal to Cunning to one hit.

COosT 10

H SWIFT Il HUNTER

Does not suffer usual penal- Add B per rank of Hunter
doorsman from checks to ties for moving through dif- to all checks when interact-
move through terrain or ficult terrain. ing with beasts or animals
manage environmental ef- cosT 10 (including combat checks).
fects. Decrease overland Add +10 to Critical Injury
travel times by half results against beasts or an-
COST 10 imals per rank of Hunter.

COST 10

Il OUTDOORSMAN

Remove M per rank of Out-

Hl NATURAL OUT-
DOORSMAN

Il STALKER

Add per rank of stalker
to all Stealth and Coordina-
tion checks.

Hl EXPERT TRACKER

Remove B per rank of Ex-
pert Tracker from checks to
find tracks or track targets.
Decrease time to track a
target by half.

Il TOUGHENED

Gain +2 wound threshold.
COST 15

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

COST 15

COsT 15

COsT 15

Hl HUNTER l EXPERT TRACKER Hl BLOODED

Add B per rank of Hunter Remove M per rank of Ex- Add I per rank of Blooded
to all checks when interact- pert Tracker from checks to to all checks to resist or
ing with beasts or animals find tracks or track targets. recover from poisons, ven-
(including combat checks). Decrease time to track a oms, or toxins. Reduce du-
Add + 10 to Critical Injury target by half. ration of ongoing poisons

Il TOUGHENED

Gain +2 wound threshold.
COST 20

results against beasts or an- COST 20 by 1 round per rank of
Blooded to a minimum of 1.

imals per rank of Hunter.

H ENDURING

Gain + 1 soak value.
COST 25

Il DEDICATION

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

COST 25

HGRIT

Gain + 1 strain threshold.
COST 25

l HEROIC FORTI-
TUDE

May spend 1 Destiny Point
to ignore effects of Critical
Injuries on Brawn or Agility
checks until the end of the
encounter
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