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BACKGROUND

What’s a Martian, a participant by birth in the Great
Endeavor, doing so far out away from home? Just having
a good time and putting your talents to use, things that
were increasingly difficult to do back on Mars. In some
ways, you were born too late. There was a whole genera-

tion of Martian pioneers who worked with their hands, tackled
technical challenges all day, and liked to unwind and blow off
some steam when the work was done. They knew how to live.
Nowadays, if you're good at fixing things on Mars, you’re nothing
but a glorified handyman or superintendent—or worse, tech
support—and the old rough-and-tumble bars are restaurants and
spas these days. So you found your way out to the new frontier,
to the Belt and the Outer Planets, where the pioneer spirit of old
is still alive, you’re valued for being able to keep a bunch of tech
together with nothing but spit and bailing wire, and nobody cares
what you do with your off-hours.

DESCRIPTION

You’re proof that blond hair, blue eyes, and a winning smile can
get you through a lot, especially combined with a certain zest
for life. Your stamina is deceptive, and you have drunk much
bigger people under the table. You keep on going until the
job is done. You’ve also learned to take “You’re smarter than
you look” as a compliment; might as well, since you hear it
so often.

You are an engineer with a zest for life who'’s
good at fixing things and making friends.
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ORIGIN: MARTIAN BACKGROUND- TRADE
SOCIAL CLASS: MIDDLE PROFESSION: TECHNICIAN

306 + ABILITY SCORE + FOCUS BONUS (+2) VS. TARGET NUMBER
TALENTS

CAROUSING NOVICE

When making Constitution (Tolerance) advanced tests, you gain a
+1 bonus to the result of each Drama Die.

IMPROVISATION NOVICE

You can make an ability test requiring a specific focus even if you
don’t have it.

MAKER NOVICE

You can use Intelligence (Engineering) to make items with the
appropriate tools and materials.

ECSTATIC: Your quality is zest for life and general willingness to
try new things. Your downfall is irresponsibility and a tendency to
overdo enjoyment at times.

RELATIONSHIPS

THE CREW OF THE SOMMELIER 1: Once per game session you
can get as many SP as your Relationship rating to perform any
stunt that would be in-character when it comes to helping other
members of the crew of the Sommelier. You choose this after you
see if you succeed on a test.

ATTACK BONUS DAMAGE
Pistol +2 2d6+1
Unarmed +1 1d3

DEFENSE 12 JSPEED 12 QO TOUGHNESS 2

DEFENSE =10+ DEX  SPEED =10+ DEX  TOUUGHNESS = CON + ARMOR
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- AUDBON AONY - GRANT
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INCOME TEST = 306 + INCOME VS. COST TN

This ability measures aim and precision, and measures
Addison’s capacity to hit with ranged or thrown weapons.

(OMMUNICATION I

This ability covers Addison’s social skills and generally
making friends and influencing people.

CONSTITUTION 4

This ability is Addison’s overall health, fortitude, and
resistance to harm, illness, and fatigue.

TOLERANCE: This focus helps Addison to withstand the
effects of potentially toxic substances, whether imbibed
for recreation or by unwitting exposure.

This ability covers deftness, agility, and reaction time,
affecting how quickly and gracefully Addison moves.

HIGHTING I

This ability is Addison’s capability in close combat,
ranging from a brawl to wielding weapons.

This ability measures Addison’s reasoning, memory,
problem-solving, and overall knowledge.

ENGINEERING: This focus helps Addison when making,
repairing, and maintaining technological items as well
as knowledge of the principles and practicalities of their
design and development.

TECHNOLOGY: This focus helps Addison with knowl-
edge of the design and operation of technology, partic-
ularly computers.

PERCEPTION I

This ability is Addison’s capacity to pick up on and notice
things using any of his senses.

STRENGTH 0

This ability rates Addison’s sheer muscle power and the
ability to apply it, from lifting heavy things to feats of athletics.

This ability measures Addison’s self-control, self-
discipline, mental fortitude, and confidence.



“I'm sure if we all just calm down and talk
about this, that we can work out something
mutually beneficial to us all.”

BACKGROUND

Born and raised in the Central African Shared Interest Zone
on Earth, you experienced a relatively comfortable child-
hood and youth because of your family’s wealth and busi-
ness interests. That also produced expectations on you: to

behave properly, to learn, and to succeed. Although you
were given a number of advantages, you were expected
to make the most of them. That led to an extended “work
study” in the Outer Planets to learn about all of the aspects
of shipping and trade, with the largest flow of resources and
goods in the system being a closed loop between the Belt
and the Outers, and the Inner Planets, particularly Earth.
Seeing life away from Earth has certainly been a broad-
ening experience, not necessarily in all of the ways your
family intended. Still, you have ambitions of doing well and
proving your leadership and management skills, including
dealing with those who wrongly assume that you have been
given things simply by accident of birth.

DESCRIPTION

You have the build and musculature of an Earther, no mistaking it,

nor the features of your Yoruban African ancestry. You have a fair

amount of personal style, and enjoy dressing and presenting your-

self well. That said, you tend to “dress down” just slightly on the job,

artfully making sure you don’t look too good. You’re comfortable in
social situations and have a natural way with people.

You are a natural leader with
ambition and an eye for intrigue.

BD.
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306 + ABILITY SCORE + FOCUS BONUS (+2) VS. TARGET NUMBER
TALENTS

CONTACTS

NOVICE

You can make an NPC with a Neutral or better attitude into a
contact with a successful Communication (Persuasion) test.

INSPIRE NOVICE

If you are conscious and allies are within sight of you, they gain +1
on all Willpower tests.

INTRIGUE NOVICE

If you fail a Communication (Deception) test, you can re-roll and
keep the result of the second roll.

ACHIEVER: Your quality is ambition, knowing what you want and
going after it. Your downfall is obsession, too focused on your
goals to see anything (or anyone) else.

RELATIONSHIPS

THE CREW OF THE SOMMELIER 1: Once per game session you
can get as many SP as your Relationship rating to perform any
stunt that would be in-character when it comes to helping other
members of the crew of the Sommelier. You choose this after you
see if you succeed on a test.

ATTACK BONUS DAMAGE
Pistol +2 2d6+1
Unarmed +1 1d3+1
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INCOME TEST = 306 + INCOME VS. COST TN

This ability measures aim and precision, and measures
Ade’s capacity to hit with ranged or thrown weapons.

(OMMUNICATION )

This ability covers Ade’s social skills and generally
making friends and influencing people.

LEADERSHIP: This focus helps Ade when guiding,
directing, and inspiring others.

CONSTITUTION 0

This ability is Ade’s overall health, fortitude, and
resistance to harm, illness, and fatigue.

DEXTERITY I

This ability covers deftness, agility, and reaction time,
affecting how quickly and gracefully Ade moves.

FIGHTING I

This ability is Ade’s capability in close combat, ranging
from a brawl to wielding weapons.

This ability measures Ade’s reasoning, memory, problem-
solving, and overall knowledge.

HISTORY: This focus helps Ade with knowing important
events, places, items, and personalities from the past.

PERCEPTION )

This ability is Ade’s capacity to pick up on and notice
things using any of his senses.

STRENGTH I

This ability rates Ade’s sheer muscle power and the ability
to apply it, from lifting heavy things to feats of athletics.

This ability measures Ade’s self-control, self-discipline,
mental fortitude, and confidence.

SELF-DISCIPLINE: This focus helps Ade when he is
trying to focus his mental energy or control his impulses
and emotions.



(ASEY RHATHI

“l wouldn’t do that if | were you.
But then, if | were you, maybe | would
want to end my miserable existence.”
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Your dad used to tell a dumb joke about how your family was
so Martian that you bled red, but it's true. Your ancestors
A were some of the first settlers in the Mariner Valley, and you
were raised to be proud of that heritage and everything
Mars was looking to achieve. Although earlier generations
of your family were technicians and engineers, you were
always one of the bigger and stronger kids, and there was
no doubt that you were going to sign on with the Martian
military. Turns out, however, that military superiors like their
orders followed and, well, sometimes you thought that you
knew better. After you left the service, you tried your hand
working private security in the Outer Planets, with pretty
much the same results. So you moved on to freelance secu-
rity work on various ships, still looking for that place where
you fitin.

DESCRIPTION

You’re tall (even for a Martian) and in great shape, with the features
of your South Asian Indian ancestors, but the distinctive twang of

a Mariner Valley accent by way of Texas. You have an easy smile
and you like to think you’re friendly, if only people will see that you
know how to get things done in the most efficient way. You tend to
spend off time either exercising or tinkering, and your technical
know-how has helped you out at least as much as your knack
for knocking heads.

You are an ex-soldier, good to have in
a brawl as well as when it comes to
putting things together.
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ORIGIN: MARTIAN BACKGROUND: LABORER
SOCIAL C1ASS- LOWER PROFESSION: SOLDIER

306 + ABILITY SCORE + FOCUS BONUS (+2) VS. TARGET NUMBER
TALENTS

GRAPPLING STYLE NOVICE

If you fail an opposed Fighting (Grappling) test to avoid being
grappled, you can re-roll it and keep your second roll.

MAKER NOVICE

You can use Intelligence (Engineering) to make items with the
appropriate tools and materials.

STRIKING STYLE NOVICE

Your unarmed attacks do a base 1d6 damage.

BUILDER: Your quality is organization, figuring out how to struc-
ture things so they work. Your downfall is stubbornness, so
caught up in structure that you lose flexibility.

RELATIONSHIPS

THE CREW OF THE SOMMELIER 1: Once per game session you
can get as many SP as your Relationship rating to perform any
stunt that would be in-character when it comes to helping other
members of the crew of the Sommelier. You choose this after you
see if you succeed on a test.

ATTACK BONUS DAMAGE
Pistol +2 2d6+1
Unarmed +5 1d6+3

DEFENSE 12 JSPEED 12 QO TOUGHNESS 2

DEFENSE =10+ DEX  SPEED =10+ DEX  TOUUGHNESS = CON + ARMOR
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LASEY hedll

20000

INCOME TEST = 306 + INCOME VS. COST TN

This ability measures aim and precision, and measures
Casey’s capacity to hit with ranged or thrown weapons.

(COMMUNICATION 0

This ability covers Casey’s social skills and generally
making friends and influencing people.

CONSTITUTION 4

This ability is Casey’s overall health, fortitude, and
resistance to harm, illness, and fatigue.

This ability covers deftness, agility, and reaction time,
affecting how quickly and gracefully Casey moves.

HIGHTING )

This ability is Casey’s capability in close combat, ranging
from a brawl to wielding weapons.

BRAWLING: This focus shows Casey’s proficiency in
fighting unarmed, from bare-knuckle boxing to various
styles of martial arts.

This ability measures Casey’s reasoning, memory,
problem-solving, and overall knowledge.

ENGINEERING: This focus helps Casey when making,
repairing, and maintaining technological items as well
as knowledge of the principles and practicalities of their
design and development.

PERCEPTION I

This ability is Casey’s capacity to pick up on and notice
things using any of her senses.

STRENGTH ]

This ability rates Casey’s sheer muscle power and the
ability to apply it, from lifting heavy things to feats of
athletics.

MIGHT: This focus helps Casey with feats of raw power,
such as lifting or holding up heavy objects.

This ability measures Casey’s self-control, self-discipline,
mental fortitude, and confidence.



LHAD LHANG SOR0LOV

“Don’t try to move,
just lie still. It’ll be
alright, | promise.”

BACKGROUND

Like a lot of Belters, you were born on Ganymede Station, but
you also grew up there. Your parents were well-educated, your
father an engineering teacher and your mother a botanist,
at least until she got sick. You did well enough in school,
but spent a lot of time exploring the unused
areas of the station. After your mother
died, you and your dad kind of drifted
apart, and you became more and more
involved with Belter political causes,
which led you to the Outer Planets
Alliance. OPA friends benefitted
from your knack for getting around
station security, but that didn’t keep you from getting
into trouble. That meant the end of higher education and finishing
pre-med for you, and you and your father haven’t spoken since
he bailed you out. You left Ganymede behind and have used
your connections to make a life for yourself in the Belt, wondering
whether to further devote yourself to the OPA cause, or if maybe
they’'ve already gotten enough from you.

DESCRIPTION

Your heritage is primarily Chinese, Siberian, and Russian. Like
most Belters, you’re tall and thin, although life on Ganymede with
medically-connected parents spared you from any childhood scars
or major medical issues. You have a split-circle OPA tattoo on the
inside of your left forearm, and alternate between flaunting it and
discretely covering it up, depending on circumstances and your mood.

You are a compassionate medic with a
criminal past, and the skills to match.
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(ORIGIN: BETER ] BACKGROUND: ACADEMIC
SOCIAL CLASS: MIDDLE PROFESSION: EXPERT

306 + ABILITY SCORE + FOCUS BONUS (+2) VS. TARGET NUMBER
TALENTS

EXPERTISE (SECURITY)

NOVICE

You have an additional +1 on Intelligence (Security) tests to fool or
bypass security sensors.

KNOWLEDGE NOVICE

When you succeed on an Intelligence test with a knowledge focus,
you gain an extra piece of information.

MEDIC NOVICE

Your treatment allows patients to add +5 to tests to overcome a
medical hazard or grants a new test to overcome that hazard, if
there is one. This includes saving a patient from dying or reviving
an unconscious patient.

CAREGIVER: Your quality is compassion, naturally responding to
others’ needs. Your downfall is self-sacrifice, a tendency to place
those needs above your own.

RELATIONSHIPS

THE CREW OF THE SOMMELIER 1: Once per game session you
can get as many SP as your Relationship rating to perform any
stunt that would be in-character when it comes to helping other
members of the crew of the Sommelier. You choose this after you
see if you succeed on a test.

ATTACK DAMAGE
Pistol +2 2d6+1
Unarmed +1 1d3+1

DEFENSE 12 JSPEED 12 QO TOUGHNESS 0

DEFENSE =10 + DEX ~ SPEED =10 + DEX  TOUUGHNESS = CON + ARMOR
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INCOME TEST = 306 + INCOME VS. COST TN

- LHA0 [HANG SOR0IOF

This ability measures aim and precision, and measures
Chao’s capacity to hit with ranged or thrown weapons.

(OMMUNICATION 4

This ability covers Chao’s social skills and generally
making friends and influencing people.

CONSTITUTION 0

This ability is Chao’s overall health, fortitude, and
resistance to harm, illness, and fatigue.

DEXTERITY 4

This ability covers deftness, agility, and reaction time,
affecting how quickly and gracefully Chao moves.

This ability is Chao’s capability in close combat, ranging
from a brawl to wielding weapons.

This ability measures Chao’s reasoning, memory, problem-
solving, and overall knowledge.

MEDICINE: This focus helps Chao when tending to the
sick and injured, and shows his medical and anatomical
knowledge.

SECURITY: This focus accounts for Chao’s knowledge
of different security devices, systems, protocols, and
personnel.

PERCEPTION I

This ability is Chao’s capacity to pick up on and notice
things using any of his senses.

STRENGTH I

This ability rates Chao’s sheer muscle power and the
ability to apply it, from lifting heavy things to feats of
athletics.

This ability measures Chao’s self-control, self-discipline,
mental fortitude, and confidence.

SELF-DISCIPLINE: This focus helps Chao when he is
trying to focus his mental energy or control his impulses
and emotions.



ILLY MODON

“Sabez tech, not people. | do what | know,
you do what you know, sa-sa?

BACKGROUND

You were born on Ganymede like many Belters, but lived
your early life in a tiny ship hopping from rock to rock in

the Belt, looking for mining opportunities. You’'ve been
at home with technology since childhood and displayed
a knack for it, which your family encouraged to the best
of their ability. You learned a great deal from online
resources, downloads, and trial-and-error but, still, access
to higher education was limited for a Belter kid like you.
Eventually, you ended up using your burgeoning skills
to acquire the information you needed illegally. That
brought attention from certain criminal elements who
were happy to employ your skills, and you were fine
with that until you worried about getting in
too deep. Now you’re generally looking to
stay legit and to find ways to cut your old
ties with organized crime, or at least avoid
their notice until you can.

DESCRIPTION

Your heritage is predominantly Korean and
Brazilian, and you have the long, lanky build
of someone born and raised in microgravity.
You tend to dress more for comfort and prac-
ticality than style, going for a utility jumpsuit
over a T-shirt, for example. You usually have

a toolkit close at hand and useful small tools
in your various pockets.

You are a smart, self-taught
hacker who knows how to
make do with what’s at hand.

‘asn |puos.iad 1oy abod siy) 9onpo.dal 0} pajupiIb S| UOISSIUWISY




Permission is granted to reproduce this page for personal use.

306 + ABILITY SCORE + FOCUS BONUS (+2) VS. TARGET NUMBER
TALENTS

HACKING

NOVICE

Gain an extra piece of info from Intelligence tests involving tech
and use Intelligence (Technology) for investigation.

IMPROVISATION NOVICE

You can make an ability test requiring a specific focus even if you
don’t have it.

MISDIRECTION NOVICE

Make a Communication test against an opponent’s Willpower
(Self-Discipline). If you win, your opponent cannot perform stunts
until the end of your next turn.

REBEL: Your quality is innovation, the ability to look at things from
angles no one else has considered. Your downfall is defiance, a
dislike of conformity, conventionality, and doing what you’re told.

RELATIONSHIPS

THE CREW OF THE SOMMELIER 1: Once per game session you
can get as many SP as your Relationship rating to perform any
stunt that would be in-character when it comes to helping other
members of the crew of the Sommelier. You choose this after you
see if you succeed on a test.

ATTACK BONUS DAMAGE
Pistol +2 2d6+1
Unarmed +1 1d3+1

(SPEED 13 J TOUGHNESS D

DEFENSE =10+ DEX  SPEED =10+ DEX  TOUUGHNESS = CON -+ ARMOR
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INCOME TEST = 306 + INCOME VS. COST TN

This ability measures aim and precision, and measures
zzy’s capacity to hit with ranged or thrown weapons.

(OMMUNICATION I

This ability covers Izzy’s social skills and generally making
friends and influencing people.

CONSTITUTION 0

This ability is 1zzy’s overall health, fortitude, and
resistance to harm, illness, and fatigue.

This ability covers deftness, agility, and reaction time,
affecting how quickly and gracefully 1zzy moves.

HIGHTING I

This ability is Izzy’s capability in close combat, ranging
from a brawl to wielding weapons.

INTELLIGENCE )

This ability measures Izzy’s reasoning, memory, problem-
solving, and overall knowledge.

TECHNOLOGY: This focus helps lzzy with knowledge
of the design and operation of technology, particularly
computers.

PERCEPTION I

This ability is I1zzy’s capacity to pick up on and notice
things using any of her senses.

STRENGTH I

This ability rates Izzy’s sheer muscle power and the ability
to apply it, from lifting heavy things to feats of athletics.

This ability measures Izzy’s self-control, self-discipline,
mental fortitude, and confidence.



NICO VELEL

“Hang on!
Time for some heavy Gs!”

BACKGROUND

Like billions of people on Earth, your family lived on
Basic Assistance, getting by living in government subsi-

dized housing in the vast sprawl of Brasilia in the South
American Shared Interest Zone. You joined the United
Nations Navy as a way of leaving that kind of life
behind, and trained as a pilot. The strict rule of
military life wasn’t for you, however. You managed
not to get drummed out (barely) but you weren’t
looking to sign on for another hitch, either. You
took your skills, cashed out, and headed for the
Belt. Most of the ships you fly these days aren’t
as sexy as state-of-the-art military vessels, but
you’re still flying nevertheless.

DESCRIPTION

On Earth, you’d be considered a touch below average height,

emphasized a bit more by how tall Belters and even Martians
tend to be. You have Latinx features and slim, dexterous
hands, and some have described your dark brown eyes as
“smoldering.” You keep your black hair almost military-short, a
habit you got into that still serves well on board ships and stations.

You are a cynical pilot, trained in the United
Nations Navy but not suited for the military life.
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ORIGIN: EARTHER ] BACKGROUND: MILITARY
SOCIAL CLASS: MIDDLE PROFESSION: PILOT

306 + ABILITY SCORE + FOCUS BONUS (+2) VS. TARGET NUMBER
TALENTS

FRINGER

NOVICE

Other characters suffer a —2 penalty to test to find information
about you or your activities.

PILOT NOVICE

Starting up a vehicle is a free action for you and you can perform
Dexterity (Driving or Piloting) tests as minor actions.

PISTOL STYLE NOVICE

You gain a +1 bonus to damage with pistols against targets closer
than 6 meters.

SURVIVOR: Your quality is preparedness: you survive by being
ready for anything. Your downfall is cynicism: you’re always antic-
ipating and preparing for the worst.

RELATIONSHIPS

THE CREW OF THE SOMMELIER 1: Once per game session you
can get as many SP as your Relationship rating to perform any
stunt that would be in-character when it comes to helping other
members of the crew of the Sommelier. You choose this after you
see if you succeed on a test.

ATTACK BONUS DAMAGE
Pistol +4 2d6+2
Unarmed +2 1d3+1

(SPEED 13 ] TOUGHNESS |

DEFENSE =10+ DEX ~ SPEED =10 + DEX  TOUUGHNESS = CON + ARMOR
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INCOME TEST = 306 + INCOME VS. COST TN

This ability measures aim and precision, and measures
Nico’s capacity to hit with ranged or thrown weapons.

PISTOLS: This focus shows Nico’s proficiency with
single-grip, short-barrel ballistic weapons.

(OMMUNICATION 0

This ability covers Nico’s social skills and generally
making friends and influencing people.

This ability is Nico’s overall health, fortitude, and
resistance to harm, illness, and fatigue.

This ability covers deftness, agility, and reaction time,
affecting how quickly and gracefully Nico moves.

PILOTING: This focus helps Nico when operating vehi-
cles that move in three dimensions like aircraft, drones,
and spaceships.

This ability is Nico’s capability in close combat, ranging
from a brawl to wielding weapons.

This ability measures Nico’s reasoning, memory, problem-
solving, and overall knowledge.

PERCEPTION 4

This ability is Nico’s capacity to pick up on and notice
things using any of her senses.

SEARCHING: This focus helps Nico with finding things
that are hidden or obscured, such as hidden compart-
ments.

STRENGTH I

This ability rates Nico’s sheer muscle power and the
ability to apply it, from lifting heavy things to feats of
athletics.

This ability measures Nico’s self-control, self-discipline,
mental fortitude, and confidence.
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