Engineer: Mechanic

Career Skills: Athletics, Computers, Knowledge (Education), Mechanics, Perception, Piloting (Space), Ranged
(Light), Vigilance
Additional Carreer Skills: Brawl, Mechanics, Piloting (Space), Skulduggery

PASSIVE
ACTIVE

H SOLID REPAIRS

When repairing hull trauma
on a starship or vehicle,

Il GEARHEAD

Remove B per rank of
Gearhead from Mechanics

Il TOUGHENED H FINE TUNING

Gain +2 wound threshold. When repairing  system
strain on a starship or

checks. Halve the credit
cost to add mods to attach-
ments.

Il REDUNDANT SYS-

TEMS

Once per session, may take
a Redundant Systems ac-
tion; make an Easy (#)
Mechanics check to harvest
components from a func-
tioning device to repair a
broken one without break-
ing the first device

COsT 10

When repairing hull trauma
on a starship or vehicle,
repair 1 additional hull
trauma per rank of Solid
Repairs.

COST 15

Il CONTRAPTION

Once per session, take Con-
traption action; make a
Hard (¢ ¢ ®) Mechanics
check to fashion a device to
solve a current problem us-
ing just the tools and parts
on hand.

COST 20

NATURAL TIN-
KERER

Once per session, may
reroll any 1 Mechanics
check.

COST 25

H SOLID REPAIRS

H SOLID REPAIRS

When repairing hull trauma
on a starship or vehicle,
repair 1 additional hull
trauma per rank of Solid
Repairs.

CosT 10

Gain + 1 soak value.
COST 15

H SOLID REPAIRS

When repairing hull trauma
on a starship or vehicle,
repair 1 additional hull
trauma per rank of Solid
Repairs.

cosT 20

Hl HOLD TOGETHER

Spend 1 Destiny Point to
perform a Hold Together
incidental immediately af-
ter vehicle or starship takes
damage to turn it into sys-
tem strain

COST 25

vehicle, repair 1 additional

system strain per rank of

Fine Tuning.

Il GEARHEAD

Remove B per rank of
Gearhead from Mechanics
checks. Halve the credit
cost to add mods to attach-
ments.

COST 10

l BAD MOTIVATOR

Once per session, may take
a Bad Motivator action:
make a Hard (¢ ¢ ¢) Me-
chanics check to cause one
targeted device to sponta-
neously fail.

COST 15

H FINE TUNING

When repairing  system
strain on a starship or
vehicle, repair 1 additional
system strain per rank of
Fine Tuning.

COST 20

H DEDICATION

Gain +1 to a single charac-

teristic. This cannot bring a
characteristic above 6.

COST 25
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repair 1 additional hull
trauma per rank of Solid
Repairs.

HEGRIT

Gain + 1 strain threshold.
cosT 10

Il TOUGHENED

Gain +2 wound threshold.
COST 15

Il HARD HEADED

When staggered or disori-
ented, perform the Hard
Headed action; make a
Daunting (¢ ¢ ¢ ) Disci-
pline check to rernove sta-
tus. Difficulty reduced per
rank of Hard Headed.

IMPROVED HARD
HEADED

When incapacitated due to
strain exceeding threshold,
may take a more diffi-
cult Hard Headed action to
reduce strain to | below
threshold.




