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JARA LA AISM 
Jara’s world imploded when she lost her father to the entity. 

Since then she has struggled to survive and to find a way to 

reclaim her family. After surviving the harsh life of a street 

urchin on Lubau she got off-world and started working as a 

freelance thief and agent. During one job she must have done 
something to impress Aquila, because he offered her a seat at 

the Ravens. It only took 3 cc for her to betray him on Algol, and 
that should have been the end of it. But then there was an 

explosion on a train she was on, and Aquila lost too many men 
fighting her new “friends”. The same friends did not come find 

her as she lay dying. But Aquila did, left to fade away in the 

poor-wing of the Samaritan sanatorium he offered her old seat 

back, and a chance to live as well. The procedure would be 

excruciating, and change her, but it was possible. She accepted 

without a second thought, and now he owns her… 

 

◆THE TRAVELER’S TALENT (once per session, costs 1 DP) 

You can ask the GM about a choice you have to make in the 
game. It has to be a choice with only two options. The GM must 

then answer truthfully which of the two is most beneficial to 

you, if that is at all possible to estimate. 

◆ASSASSIN’S GUILD You can test infiltration instead of 

melee combat when you make a melee combat attack against 

an enemy who isn’t aware of you. 

 

◆RAPID RELOAD: You can reload a weapon as a fast action, 

rather than as a normal one (page 83). 

 

GUNSLINGER 

◆POINT BLANK: When you shoot someone and hit, you 

automatically add an extra six to your roll – but only if you 

attack from Close Range. 

◆SPEED RELOAD: All that time spent training on tactical 

reloads has made it second nature to you, and now you do it 

without conscious thought. When making 3 quick attacks in the 
same turn, reloading costs 1 less act (to a minimum of 0 if the 

character has the Rapid Reload talent). 

◆PISTOL WHIP: When the enemy gets too close you 

can pistol whip or buttstroke them with the stock of a 

rifle. Once per session you can attack an enemy that is 

in close range from you (unarmed strike +1) this attack 
does not cost acts and can be done even if it’s not your 
turn 

 

◆QUICK (BIO) Your muscles are bionically altered for 

incredibly explosive speed, making you a fast runner. Your 

Movement Rate is increased by 4 meters (can be combined with 
Sprinter but not with Cybernetic Muscles). You can jump 5 

meters horizontally from standing still, 15 meters with a running 

start (slow action), and 2 meters vertically. 

 

GEAR      (ENC:6) 

1: Thermal cricket (L) Energy whip (L) 

2: Protective clothing 

3: Reload (L) M-dose (L) 
4: Proximity sensor Security tablet (L) 

5: Mechanical lockpicks (L) 
6: Tabula (L)  

 
 

 

Communicator, personal, mini (t) cell (t) Messenger satchel (t) 

Tag w 50 birr 

 

Proximity sensor  
The proximity sensor scans several spectra of the surroundings 

and displays detailed live information about terrain, vehicles and 

even individual persons in the area. The information is not exact 

enough to identify someone or to make out more about a vehicle 

than type and model. 

The sensor has two modes: 

◆ Active mode: This mode covers Extreme Range in open 

terrain and forests. Hidden objects and threats require a skilled 

sensor operator to spot. The sensor allows the operator to test 

technology to find hidden things in her surroundings. When the 

sensor is in active mode, it is easy (+2) to discover it using 

other sensor tech. 

◆ Passive mode: This mode has Long Range but is less risky to 

the user as it won’t reveal the user’s location (no bonus to 

technology to spot the sensor user). 

 

M-dose 

A one-use injector for stabilizing wounds or treating poison, 

disease or radiation damage. Called “life insurance” or “first 

aid” in soldier slang, although the Legionnaires are of the belief 

that one’s carbine is the first aid, instead referring to the m-
dose as the “fuse” or the “last aid”. An m-dose should be used 

together with a medkit; on its own it only gives a +1 to 

medicurgy 

 

Mechanical lockpicks (L) 

Gives no bonus to technology, but with improvised tools instead 

of a proper lockpick set, the user gets a -1. 

 
Security tablet (L)  

The security tablet is a codebreaker and an electronic lockpick, 
and it counteracts electronic and sensor-based traps. Without 

the tablet, all of the above is difficult to handle (-2 to 

technology). 

 

 

 

 

 



 

 

 

 

 



 


