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KARMA CAPABILITIES
CAPABILITY

All

Escape Death
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cosT A3 DESCRIPTION

You escape or avoid an attack that just killed you or reduced your Endurance to less than 1
by the skin of your teeth. Karma points reduced to zero.
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CARRIED WEAPONS

Primary Weapon

Secondary Weapon
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ONLY
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Clip/Grenade

Clip/Grenade
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Grenade

AINO S3NDILYS AYYLNIN

UIPMENT STORED IN PACK

CLOTHING

UIPMENT STORED IN SHIP




	Name: 
	Gender: 
	Age: 
	Height: 
	Weight: 
	Rank: 
	RankPoints: 
	Tactics: 
	Parry: 
	Karma: 
	Endurance: 
	Background#1: 
	Background#2: 
	Background#3: 
	Background#4: 
	KarmaCap#1: 
	Descrip#1: 
	Type#1: 
	Cost#1: 
	KarmaCap#2: 
	Cost#2: 
	Type#2: 
	Descrip#2: 
	Descrip#4: 
	KarmaCap#3: 
	Descrip#3: 
	Type#3: 
	Cost#3: 
	KarmaCap#4: 
	Cost#4: 
	Type#4: 
	KarmaCap#5: 
	Descrip#5: 
	Type#5: 
	Cost#5: 
	KarmaCap#6: 
	Descrip#10: 
	Descrip#6: 
	Type#6: 
	Cost#6: 
	KarmaCap#7: 
	Cost#7: 
	Type#7: 
	Descrip#7: 
	Descrip#9: 
	KarmaCap#8: 
	Descrip#8: 
	Type#8: 
	Cost#8: 
	KarmaCap#9: 
	Cost#9: 
	Type#9: 
	KarmaCap#10: 
	Type#10: 
	Cost#10: 
	CarriedWeapon#1: 
	CarriedWeapon#2: 
	CarriedWeapon#3: 
	CarriedWeapon#4: 
	CarriedWeapon#6: 
	CarriedWeapon#5: 
	CarriedWeapon#7: 
	ClothingNote#1: 
	ClothingItem#1: 
	ClothingItem#2: 
	ClothingNote#2: 
	ClothingWorn#2: 
	ClothingItem#3: 
	ClothingWorn#1: 
	ClothingNote#3: 
	ClothingWorn#3: 
	ClothingItem#4: 
	ClothingNote#4: 
	ClothingItem#5: 
	ClothingWorn#6: 
	ClothingNote#5: 
	ClothingWorn#5: 
	ClothingItem#6: 
	ClothingNote#6: 
	EquipInPack#11: 
	EquipInPack#12: 
	EquipInPack#2: 
	EquipInPack#14: 
	EquipInPack#4: 
	EquipInPack#3: 
	EquipInPack#13: 
	EquipInPack#18: 
	EquipInPack#8: 
	EquipInPack#7: 
	EquipInPack#17: 
	EquipInPack#5: 
	EquipInPack#15: 
	EquipInPack#16: 
	EquipInPack#6: 
	EquipInPack#9: 
	EquipInPack#20: 
	EquipInPack#1: 
	EquipInPack#19: 
	EquipInShip#20: 
	EquipInShip#11: 
	EquipInShip#12: 
	EquipInShip#2: 
	EquipInShip#14: 
	EquipInShip#4: 
	EquipInShip#3: 
	EquipInShip#13: 
	EquipInShip#18: 
	EquipInShip#8: 
	EquipInShip#7: 
	EquipInShip#17: 
	EquipInShip#5: 
	EquipInShip#15: 
	EquipInShip#16: 
	EquipInShip#6: 
	EquipInShip#9: 
	EquipInShip#1: 
	EquipInShip#19: 
	CashCredits: 
	CashMicroCreds: 
	CashUnits: 
	Dodge: 
	Background#5: 
	Enhancements: 
	IntelScore#1: 
	IntelBonus#1: 
	IntelCheck#1: 
	IntelScore#2: 
	IntelCheck#2: 
	IntelScore#3: 
	IntelCheck#4: 
	IntelBonus#3: 
	IntelCheck#3: 
	IntelScore#4: 
	IntelBonus#4: 
	IntelScore#5: 
	IntelCheck#8: 
	IntelBonus#5: 
	IntelCheck#5: 
	IntelScore#6: 
	IntelBonus#6: 
	IntelCheck#6: 
	IntelScore#7: 
	IntelBonus#7: 
	IntelCheck#7: 
	IntelScore#8: 
	IntelBonus#8: 
	SocialScore#1: 
	SocialScore#2: 
	SocialScore#3: 
	SocialScore#4: 
	SocialScore#5: 
	SocialScore#6: 
	SocialScore#7: 
	SocialScore#8: 
	IntelBonus#2: 
	SocialBonus#1: 
	SocialBonus#2: 
	SocialBonus#3: 
	SocialBonus#4: 
	SocialCheck#1: 
	SocialCheck#2: 
	SocialCheck#3: 
	SocialCheck#4: 
	SocialBonus#5: 
	SocialBonus#6: 
	SocialBonus#7: 
	SocialBonus#8: 
	SocialCheck#8: 
	SocialCheck#7: 
	SocialCheck#6: 
	SocialCheck#5: 
	CombatScore#1: 
	CombatBonus#1: 
	CombatCheck#1: 
	CombatScore#2: 
	CombatBonus#2: 
	CombatCheck#2: 
	CombatScore#3: 
	CombatCheck#4: 
	CombatBonus#3: 
	CombatCheck#3: 
	CombatScore#4: 
	CombatBonus#4: 
	CombatScore#5: 
	CombatCheck#8: 
	CombatBonus#5: 
	CombatCheck#5: 
	CombatScore#6: 
	CombatBonus#6: 
	CombatCheck#6: 
	CombatScore#7: 
	CombatBonus#7: 
	CombatCheck#7: 
	CombatScore#8: 
	CombatBonus#8: 
	VehicleCheck#7: 
	VehicleBonus#7: 
	VehicleScore#7: 
	VehicleScore#1: 
	VehicleBonus#1: 
	VehicleCheck#1: 
	VehicleScore#2: 
	VehicleBonus#2: 
	VehicleCheck#2: 
	VehicleScore#3: 
	VehicleCheck#4: 
	VehicleBonus#3: 
	VehicleCheck#3: 
	VehicleScore#4: 
	VehicleBonus#4: 
	VehicleScore#5: 
	VehicleBonus#5: 
	VehicleCheck#5: 
	VehicleScore#6: 
	VehicleBonus#6: 
	VehicleCheck#6: 
	EspioBonus#1: 
	EspioScore#1: 
	EspioScore#2: 
	EspioScore#3: 
	EspioScore#4: 
	EspioScore#5: 
	EspioScore#6: 
	EspioBonus#2: 
	EspioBonus#3: 
	EspioBonus#4: 
	EspioBonus#5: 
	EspioBonus#6: 
	EspioCheck#2: 
	EspioCheck#3: 
	EspioCheck#4: 
	EspioCheck#5: 
	EspioCheck#6: 
	EspioCheck#1: 
	ShortRange#1: 
	MedRange#1: 
	LongRange#1: 
	RangedDamage#1: 
	RangedAmmo#1: 
	RangedWeapon#4: 
	RangedWeapon#1: 
	RangedToHit#4: 
	RangedToHit#5: 
	ShortRange#2: 
	ShortRange#3: 
	ShortRange#4: 
	ShortRange#5: 
	MedRange#2: 
	MedRange#3: 
	MedRange#4: 
	MedRange#5: 
	LongRange#2: 
	LongRange#3: 
	LongRange#4: 
	LongRange#5: 
	RangedDamage#4: 
	RangedDamage#5: 
	RangedAmmo#2: 
	RangedAmmo#3: 
	RangedAmmo#4: 
	RangedAmmo#5: 
	RangedNotes#4: 
	RangedNotes#5: 
	RangedNotes#1: 
	RangedNotes#3: 
	RangedNotes#2: 
	CloseNotes#1: 
	CloseNotes#2: 
	CloseNotes#3: 
	RangedDamage#2: 
	RangedDamage#3: 
	CloseDamage#2: 
	CloseDamage#3: 
	RangedToHit#1: 
	RangedToHit#2: 
	RangedToHit#3: 
	CloseToHit#1: 
	RangedWeapon#2: 
	RangedWeapon#3: 
	CloseWeapon#2: 
	CloseWeapon#3: 
	CloseToHit#2: 
	CloseToHit#3: 
	CloseFinesse#2: 
	CloseFinesse#3: 
	RangedWeapon#5: 
	ClothingWorn#4: 
	EquipInPack#10: 
	EquipInShip#10: 


