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currer bell
the pilot

BIO
You know how to get around in space. Whether 
it’s natural talent or years of experience, you 
are most comfortable in the air or off-planet. 

looK
choose one from each category.

gender: Man or woman.
clothes: Casual or regulation.
face: Scruffy or clean-cut.
eyes: Clever or distant.
build: Slim or athletic.

Who do you trust?

basic moves
act under pressure (roll+reason)
When you are doing something quickly and precisely, 
hurriedly flee, or are trying to resist something frightening, 
roll+reason.
 
On a 10+, you do it.

On a 7–9, you flinch, hesitate, cave, or stall: the GM can 
offer you a worse outcome, a hard bargain, or an ugly 
choice. 

convince (roll+affinity)
When you have something someone wants, you can use 
your charm, wit, or wiles to get them to do something for 
you, roll+affinity. 

For NPCs: 
On a 10+, they ask you to promise something first, and do 
it if you promise. 

On a 7–9, they need some concrete assurance right now.

For PCs: on a 10+, both of the following:

» if they do it, they gain a point of data.» if they refuse, it’s acting under pressure

On a 7–9:

» if they refuse, it’s acting under pressure»On a miss, they lose a point of trust with you.

What they do then is up to them.

help/hinder (roll+trust)
When you help or hinder with someone who’s making a 
roll, roll+trust.
 
On a 10+, they take +2 (help) or -2 (hinder) now. 
On a 7–9, they take a +1 (help) or -1 (hinder) now, and 
you expose yourself to trouble.
On a 6 or less: they lose a point of trust with you or the 
Keeper holds one to use as a hard move (your choice). 
poKe around (roll+lucK)
When you poke around a place physically looking for 
things, roll+luck. Additional attempts to search the same 
area are made at a cumulative -1 unless the Keeper informs 
you something substantial has changed.
 
On a 10+, select 1 of the following:

»Find 1 good item (Keeper’s choice)»1 minor item (your choice)»1 clue (+1 forward when acted upon)»Pick one from the table below

On a 7–9, you may:

»Find hidden area/threshold (in/out) (Keeper’s Choice)»Find minor item (Keeper’s choice)»Determine the presence of one physical hazard (if none 
present, you learn that)

On a miss, there is either nothing more in the area or the 
Keeper may hold 1 to use as a hard move at any time.

puzzle things out (roll+reason)
When you face an intellectual dilemma, learn a 
new piece of information, or discover a clue, you 
may attempt to puzzle things out, roll+reason. 
On a hit, you get to ask one or more questions. 
Whenever you act on one of the Keeper’s answers, 
take +1.

On a 10+, Ask 3 or gain 1 data.
On a 7–9, Ask 1:
»What is this? »What does this mean?»How can I get in/out/pass?»Who’s in control here?»Which enemy before me is the most dangerous? »What is its weakness?»What should I keep an eye out for?»How does X fit into Y?

read a person (roll+passion)
When you read a person in a charged interaction, 
roll+passion.
 
On a 10+, hold 3. On a 7–9, hold 1. While you’re 
interacting with them, spend your hold to ask the 
character questions, 1 for 1:

»Is your character telling the truth?»What’s your character really feeling?»What does your character intend to do?»What does your character wish I’d do?»How could I get your character to X?

resort to violence (roll+might)
When you cast aside all pretense of civility and 
wish to harm your enemy, regardless of personal 
safety, roll+might. You may wrest control of an 
item or situation from another in this manner, 
whether it be with fists or feet, or a more proper 
weapon, but you do so with malice in your heart. 
On a 10+, choose 3.
On a 7–9, choose 2:
»You take definite hold of it»You suffer little harm (-1 harm)»You inflict terrible harm (+1 harm)»You impress, dismay or frighten your enemy
For PCs, pressing the attack when they’re 
impressed, dismayed or frightened counts as 
aCtiNg uNder Pressure.
threaten (roll+might)
When you threaten someone or something, 
roll+might. You are physically engaging with the 
deadly promise of violence.
 
On a 10+, they have to choose 1: 
»Force your hand and take whatever damage you 
dish out, »Back down and do what you want.
 
On a 7–9, they can instead choose 1:
»Hurriedly get out of your way»Barricade themselves securely in»Give you something they think you want»Back off calmly, hands where you can see»Tell you what you want to know (or hear)

currer bell, the pilot
saffron grinder, Killer
neon10, science officer
l.t. turner, trauma
mcKenna mir, engineer



 attributes
data lets you...
press your lucK: When you spend data, 
you gain a +2 rather than a +1. If your move 
proves successful without the boost you get the 
data back.

gear
you start With:
» 1d6 credits  
» 1d6 data

 

data

credits
  

 health

 sanity

reason

passion

might

lucK

affinity

sKilled

» Reason 0 Passion +1 
Might 0 Luck +1 Affinity +1

talented

» Reason +1 Passion 0 
Might +1 Luck +1 Affinity 0

scuffed

bruised

battered

broKen

grievous

dying

dead

1

5

4

3

2

6

+

startled

shocKed

disturbed

traumatized

hysteric

deranged

insane

1

5

4

3

2

6

+

moves
You are a trained spacer. You can pilot, drive, fly, 
steer any vehicle of terrestrial origin. And, should the 
need arise, function perfectly well in Zero G.

begin With all basic moves and

sKilled: choose tWo special moves.
talented: choose four special moves.
natural leader: Anyone who takes your 
advice to do something gains 1 data if they 
succeed at their action, and you gain 1 for 
them simply trying. You gain a +1 to all rolls 
whenever you help.

nothing ventured: Increase your Luck 
by 1. You may roll+lucK to attempt things 
outside of your wheelhouse. If your end 
result is a 10+, gain 1 data. If you fail, 
the Keeper gains 1 hold in addition to the 
normal consequences.

respected: The other members of the crew 
look up to you. Increase their trust in you by 
1. They will not directly lie to you or betray 
you unless you do so first.
 
shady past: You have intrusion skills and 
get through simple locks of any nature with 
ease, provided you have tools of the 
trade with you. Otherwise, you need to 
roll+reason. More complicated things require 
a roll+lucK even when your tools are handy.

strategic thinKer: Add +1 to Reason. 
You are pretty handy in a firefight. You may 
roll+reason when you resort to violence.
 

» regarding damage

1-2 Recovers naturally, over time.

3 Needs treatment to improve.

4-5 Gets worse if untreated.

6 Requires immediate treatment.

reason

passion

might

lucK

affinity
spend your credits preflight to Kit out.  
Each selection costs 1 credit. You may buy 
duplicates of items (or increase the value of an 
individual item, for example 1 stimpak (Heal 3) or 
3 stimpaks (Heal 1).

Armor (light) +1

Stimpak (eliminates 1+lucK harm)
Fuzzpatch (eliminates 1+lucK shocK)

Custom Weapon (+1 harm or hit)
Custom Tech 
(+1 to one move, When in use, choose) 
choose 1 tag (bulKy, fragile, experimental, 
or 2h) 

spend 1 additional credit to remove tag 
on any piece of  custom tech.



l.t. turner
trauma

BIO
Whether a field medic or a trained physician, 
you have been in places and seen things 
requiring you to keep people from falling 
apart. Maybe you do it with a word, gesture, 
or old -fashioned gauze and bandages.

lOOK
ChOOse One frOm eaCh CategOry.

gender: Man or woman.
ClOthes: Casual or regulation.
faCe: Full or slender.
eyes: Friendly or clinical.
Build: Slight or full.

WhO dO yOu trust?

BasiC mOves
aCt under Pressure (rOll+reasOn)
When you are doing something quickly and precisely, 
hurriedly flee, or are trying to resist something frightening, 
roll+reason.
 
On a 10+, you do it.

On a 7–9, you flinch, hesitate, cave, or stall: the GM can 
offer you a worse outcome, a hard bargain, or an ugly 
choice. 

COnvinCe (rOll+affinity)
When you have something someone wants, you can use 
your charm, wit, or wiles to get them to do something for 
you, roll+affinity. 

For NPCs: 
On a 10+, they ask you to promise something first, and do 
it if you promise. 

On a 7–9, they need some concrete assurance right now.

For PCs: on a 10+, both of the following:

» if they do it, they gain a point of data.» if they refuse, it’s acting under pressure

On a 7–9:

» if they refuse, it’s acting under pressure»On a miss, they lose a point of trust with you.

What they do then is up to them.

helP/hinder (rOll+trust)
When you help or hinder with someone who’s making a 
roll, roll+trust.
 
On a 10+, they take +2 (help) or -2 (hinder) now. 
On a 7–9, they take a +1 (help) or -1 (hinder) now, and 
you expose yourself to trouble.
On a 6 or less: they lose a point of trust with you or the 
Keeper holds one to use as a hard move (your choice). 
POKe arOund (rOll+luCK)
When you poke around a place physically looking for 
things, roll+luck. Additional attempts to search the same 
area are made at a cumulative -1 unless the Keeper informs 
you something substantial has changed.
 
On a 10+, select 1 of the following:

»Find 1 good item (Keeper’s choice)»1 minor item (your choice)»1 clue (+1 forward when acted upon)»Pick one from the table below

On a 7–9, you may:

»Find hidden area/threshold (in/out) (Keeper’s Choice)»Find minor item (Keeper’s choice)»Determine the presence of one physical hazard (if none 
present, you learn that)

On a miss, there is either nothing more in the area or the 
Keeper may hold 1 to use as a hard move at any time.

Puzzle things Out (rOll+reasOn)
When you face an intellectual dilemma, learn a 
new piece of information, or discover a clue, you 
may attempt to puzzle things out, roll+reason. 
On a hit, you get to ask one or more questions. 
Whenever you act on one of the Keeper’s answers, 
take +1.

On a 10+, Ask 3 or gain 1 data.
On a 7–9, Ask 1:
»What is this? »What does this mean?»How can I get in/out/pass?»Who’s in control here?»Which enemy before me is the most dangerous? »What is its weakness?»What should I keep an eye out for?»How does X fit into Y?

read a PersOn (rOll+PassiOn)
When you read a person in a charged interaction, 
roll+passion.
 
On a 10+, hold 3. On a 7–9, hold 1. While you’re 
interacting with them, spend your hold to ask the 
character questions, 1 for 1:

»Is your character telling the truth?»What’s your character really feeling?»What does your character intend to do?»What does your character wish I’d do?»How could I get your character to X?

resOrt tO viOlenCe (rOll+might)
When you cast aside all pretense of civility and 
wish to harm your enemy, regardless of personal 
safety, roll+might. You may wrest control of an 
item or situation from another in this manner, 
whether it be with fists or feet, or a more proper 
weapon, but you do so with malice in your heart. 
On a 10+, choose 3.
On a 7–9, choose 2:
»You take definite hold of it»You suffer little harm (-1 harm)»You inflict terrible harm (+1 harm)»You impress, dismay or frighten your enemy
For PCs, pressing the attack when they’re 
impressed, dismayed or frightened counts as 
aCtiNg uNder Pressure.
threaten (rOll+might)
When you threaten someone or something, 
roll+might. You are physically engaging with the 
deadly promise of violence.
 
On a 10+, they have to choose 1: 
»Force your hand and take whatever damage you 
dish out, »Back down and do what you want.
 
On a 7–9, they can instead choose 1:
»Hurriedly get out of your way»Barricade themselves securely in»Give you something they think you want»Back off calmly, hands where you can see»Tell you what you want to know (or hear)

Currer Bell, the PilOt
saffrOn grinder, Killer
neOn10, sCienCe OffiCer
l.t. turner, trauma
mCKenna mir, engineer



 attriButes
data lets yOu...
BaCK frOm the BrinK: You may stabilize 
people who are dying without rolling if you 
have your tOOls Of the trade , otherwise 
rOll+reasOn. Spend data on a one for one 
basis to eliminate 1 shOCK or harm from anyone, 
regardless of circumstances.

gear
yOu start With:
» 1d6 Credits  
» 1d6 data

 

data

Credits
  

 health

 sanity

reasOn

PassiOn

might

luCK

affinity

sKilled

» Reason +1 Passion +2 
Might -1 Luck 0 Affinity +1 

talented

» Reason +2 Passion +2
Might -1 Luck 0 Affinity 0

sCuffed

Bruised

Battered

BrOKen

grievOus

dying

dead

1

5

4

3

2

6

+

startled

shOCKed

disturBed

traumatized

hysteriC

deranged

insane

1

5

4

3

2

6

+

mOves
You have the capacity to heal. 
rOll+reasOn to heal others. 
7-9, Eliminates 1 harm. 10+ Eliminates 2 harm.  

Begin With all BasiC mOves and

sKilled: ChOOse tWO sPeCial mOves.
talented: ChOOse fOur sPeCial mOves.
COmPassiOnate: Increase affinity by 2. 
You may rOll+affinity or rOll+trust when 
healing someone. Whenever you successfully 
heal someone, (1 harm) increase your trust in 
each other by 1. (2 harm) increase trust by 1 
in each other and they share 1 secret with you. 
When you suffer shock, you take 1 additional 
point.

Cutter: You have an extensive 
understanding of human anatomy and can 
recognize the cause of injuries. You may do 
one extra harm when using edge weapons 
and eliminate one extra harm when you 
heal. When you use your knowledge to 
threaten, gain +2.

drug theraPy: Gain +2 reasOn. You can 
administer meds and create chemical cocktails 
to eliminate shock. 7-9, Eliminates 1 shOCK, 10+ 
eliminates 2 shOCK. Roll+reason to do so. 
 
level headed: Gain +1 when you aCt 
under Pressure. Your calming influence 
gives everyone around you a +1 when they aCt 
under Pressure, unless you snap in front of 
them, which causes them to suffer 1  shOCK.

WOrldWeary: Reduce affinity by 1. Inured 
by the horrors of war, you ignore 1 point of 
shock. Should you suffer shOCK, rOll+reasOn or 
be at -1ongoing for the remainder of the day (in 
addition to other effects).

» regarding damage

1-2 Recovers naturally, over time.

3 Needs treatment to improve.

4-5 Gets worse if untreated.

6 Requires immediate treatment.

reasOn

PassiOn

might

luCK

affinity

sPend yOur Credits Preflight tO Kit Out.  
Each selection costs 1 credit. You may buy 
duplicates of items (or increase the value of an 
individual item, for example 1 stimpak (Heal 3) or 
3 stimpaks (Heal 1).

Armor (light) +1

Stimpak (eliminates 1+luCK harm)
Fuzzpatch (eliminates 1+luCK shOCK)

Custom Weapon (+1 harm Or hit)
Custom Tech 
(+1 tO One mOve, When in use, ChOOse) 
ChOOse 1 tag (BulKy, fragile, exPerimental, 
Or 2h) 

sPend 1 additiOnal Credit tO remOve tag 
On any PieCe Of  CustOm teCh.



mckenna mir
the engineer

BIO
You can fix things, not people. You don’t look 
people in the eyes overmuch and aren’t one 
for shaking hands. You may be on your way 
to becoming a cyborg, but you don’t like to 
admit how much more human you feel the 
more metals and plastics you integrate into 
your body.

LOOk
chOOse One frOm each categOry.

gender: Woman or man.
cLOthes: Unkempt or professional.
face: Broad or slender.
eyes: Distant or focused.
BuiLd: Wiry or athletic.

WhO dO yOu trust?

Basic mOves
act under Pressure (rOLL+reasOn)
When you are doing something quickly and precisely, 
hurriedly flee, or are trying to resist something frightening, 
roll+reason.
 
On a 10+, you do it.

On a 7–9, you flinch, hesitate, cave, or stall: the GM can 
offer you a worse outcome, a hard bargain, or an ugly 
choice. 

cOnvince (rOLL+affinity)
When you have something someone wants, you can use 
your charm, wit, or wiles to get them to do something for 
you, roll+affinity. 

For NPCs: 
On a 10+, they ask you to promise something first, and do 
it if you promise. 

On a 7–9, they need some concrete assurance right now.

For PCs: on a 10+, both of the following:

» if they do it, they gain a point of data.» if they refuse, it’s acting under pressure

On a 7–9:

» if they refuse, it’s acting under pressure»On a miss, they lose a point of trust with you.

What they do then is up to them.

heLP/hinder (rOLL+trust)
When you help or hinder with someone who’s making a 
roll, roll+trust.
 
On a 10+, they take +2 (help) or -2 (hinder) now. 
On a 7–9, they take a +1 (help) or -1 (hinder) now, and 
you expose yourself to trouble.
On a 6 or less: they lose a point of trust with you or the 
Keeper holds one to use as a hard move (your choice). 
POke arOund (rOLL+Luck)
When you poke around a place physically looking for 
things, roll+luck. Additional attempts to search the same 
area are made at a cumulative -1 unless the Keeper informs 
you something substantial has changed.
 
On a 10+, select 1 of the following:

»Find 1 good item (Keeper’s choice)»1 minor item (your choice)»1 clue (+1 forward when acted upon)»Pick one from the table below

On a 7–9, you may:

»Find hidden area/threshold (in/out) (Keeper’s Choice)»Find minor item (Keeper’s choice)»Determine the presence of one physical hazard (if none 
present, you learn that)

On a miss, there is either nothing more in the area or the 
Keeper may hold 1 to use as a hard move at any time.

PuzzLe things Out (rOLL+reasOn)
When you face an intellectual dilemma, learn a 
new piece of information, or discover a clue, you 
may attempt to puzzle things out, roll+reason. 
On a hit, you get to ask one or more questions. 
Whenever you act on one of the Keeper’s answers, 
take +1.

On a 10+, Ask 3 or gain 1 data.
On a 7–9, Ask 1:
»What is this? »What does this mean?»How can I get in/out/pass?»Who’s in control here?»Which enemy before me is the most dangerous? »What is its weakness?»What should I keep an eye out for?»How does X fit into Y?

read a PersOn (rOLL+PassiOn)
When you read a person in a charged interaction, 
roll+passion.
 
On a 10+, hold 3. On a 7–9, hold 1. While you’re 
interacting with them, spend your hold to ask the 
character questions, 1 for 1:

»Is your character telling the truth?»What’s your character really feeling?»What does your character intend to do?»What does your character wish I’d do?»How could I get your character to X?

resOrt tO viOLence (rOLL+might)
When you cast aside all pretense of civility and 
wish to harm your enemy, regardless of personal 
safety, roll+might. You may wrest control of an 
item or situation from another in this manner, 
whether it be with fists or feet, or a more proper 
weapon, but you do so with malice in your heart. 
On a 10+, choose 3.
On a 7–9, choose 2:
»You take definite hold of it»You suffer little harm (-1 harm)»You inflict terrible harm (+1 harm)»You impress, dismay or frighten your enemy
For PCs, pressing the attack when they’re 
impressed, dismayed or frightened counts as 
aCtiNg uNder Pressure.
threaten (rOLL+might)
When you threaten someone or something, 
roll+might. You are physically engaging with the 
deadly promise of violence.
 
On a 10+, they have to choose 1: 
»Force your hand and take whatever damage you 
dish out, »Back down and do what you want.
 
On a 7–9, they can instead choose 1:
»Hurriedly get out of your way»Barricade themselves securely in»Give you something they think you want»Back off calmly, hands where you can see»Tell you what you want to know (or hear)

currer BeLL, the PiLOt
saffrOn grinder, kiLLer
neOn10, science Officer
L.t. turner, trauma
mckenna mir, engineer



 attriButes
data Lets yOu...
inventive: You can scrounge up things when 
you need them. Whenever you gain data, 
you gain 1 extra. You can spend 1 data to 
repair a minor problem or 2 to repair a major 
problem. A minor repair takes a d6 hours. A 
major repair takes d6 x 6 hours. Each extra 
data spend reduces repair time by 1 hour.

gear
yOu start With:
» 1d6 credits  
» 1d6 data

 

data

credits
  

 heaLth

 sanity

reasOn

PassiOn

might

Luck

affinity

skiLLed

» Reason +1 Passion 0 
Might 0 Luck +1 Affinity +1

taLented

» Reason 0 Passion +2
Might +1 Luck 0 Affinity 0

scuffed

Bruised

Battered

BrOken

grievOus

dying

dead

1

5

4

3

2

6

+

startLed

shOcked

disturBed

traumatized

hysteric

deranged

insane

1

5

4

3

2

6

+

mOves
You have a knack with machines. 
You’re logical or intuitive. Pick one. 
Logical, increase reasOn by 1. Intuitive, increase 
PassiOn by 1. When you deal with machines, 
rOLL+reasOn (logic) or rOLL+PassiOn (intuitive). 
Even on a failure, you may spend data to have a 
partial success.

Begin With aLL Basic mOves and

skiLLed: chOOse tWO sPeciaL mOves.
taLented: chOOse fOur sPeciaL mOves.
fOrtunate: Increase Luck by 2. Whenever 
confronted by an opposing force, you are 
ignored unless you interfere or work at cross-
purposes. Even then, if other members of 
the crew are present and in good shape, you 
are not normally targeted (unless the Keeper 
spends a hold to do so).

mad hand: You have a prosthetic hand 
that houses all your tOOLs Of the trade. 
You gain a +1 to repair things. You can 
use the hand for everything from a torch to 
pliers. Gain +1 when you use it to threaten 
or resOrt tO viOLence. It does 1 harm.   

strange face: You survived an explosion 
that caused extensive damage to your entire 
body, but centered on your face. It’s been 
reconstructed, but is off-putting to other 
biologicals. Their trust in you is reduced by 
1.  Androids (like Neon10) and others like 
you increase their trust in you by 1. You can 
see in multiple spectrums with a blink of your 
reconstructed eyes. 
 
strOng: Increase might by 2 or might by 1 
and gain armOr 1. You are able to carry heavy 
loads with ease. a rOLL+Luck even when your 
tools are handy.

Wired: Via an implant, you can tap remotely 
into the ship’s systems to access data as needed. 
You gain a +2 to PuzzLe things Out. You may ask 
1 extra question, even on a failure. 

» regarding damage

1-2 Recovers naturally, over time.

3 Needs treatment to improve.

4-5 Gets worse if untreated.

6 Requires immediate treatment.

reasOn

PassiOn

might

Luck

affinity

sPend yOur credits PrefLight tO kit Out.  
Each selection costs 1 credit. You may buy 
duplicates of items (or increase the value of an 
individual item, for example 1 stimpak (Heal 3) or 
3 stimpaks (Heal 1).

Armor (Light) +1

Stimpak (eLiminates 1+Luck harm)
Fuzzpatch (eLiminates 1+Luck shOck)

Custom Weapon (+1 harm Or hit)
Custom Tech 
(+1 tO One mOve, When in use, chOOse) 
chOOse 1 tag (BuLky, fragiLe, exPerimentaL, 
Or 2h) 

sPend 1 additiOnaL credit tO remOve tag 
On any Piece Of  custOm tech.



neon10
the science officer

BIO
A multiple-purpose unit, easily modified 
for most applications and environments, 
your assignment offers great possibility to 
the advancement of your kind. You have a 
pleasant voice modulator and look human 
in appearance, within established societal 
constraints. 

LooK
choose one from each category.

gender: Woman or man.
cLothes: Corporate or regulation.
face: Chrome or plastic.
eyes: Blue or gold.
BuiLd: Sleek or bulky.

Who do you trust?

Basic moves
act under Pressure (roLL+reason)
When you are doing something quickly and precisely, 
hurriedly flee, or are trying to resist something frightening, 
roll+reason.
 
On a 10+, you do it.

On a 7–9, you flinch, hesitate, cave, or stall: the GM can 
offer you a worse outcome, a hard bargain, or an ugly 
choice. 

convince (roLL+affinity)
When you have something someone wants, you can use 
your charm, wit, or wiles to get them to do something for 
you, roll+affinity. 

For NPCs: 
On a 10+, they ask you to promise something first, and do 
it if you promise. 

On a 7–9, they need some concrete assurance right now.

For PCs: on a 10+, both of the following:

» if they do it, they gain a point of data.» if they refuse, it’s acting under pressure

On a 7–9:

» if they refuse, it’s acting under pressure»On a miss, they lose a point of trust with you.

What they do then is up to them.

heLP/hinder (roLL+trust)
When you help or hinder with someone who’s making a 
roll, roll+trust.
 
On a 10+, they take +2 (help) or -2 (hinder) now. 
On a 7–9, they take a +1 (help) or -1 (hinder) now, and 
you expose yourself to trouble.
On a 6 or less: they lose a point of trust with you or the 
Keeper holds one to use as a hard move (your choice). 
PoKe around (roLL+LucK)
When you poke around a place physically looking for 
things, roll+luck. Additional attempts to search the same 
area are made at a cumulative -1 unless the Keeper informs 
you something substantial has changed.
 
On a 10+, select 1 of the following:

»Find 1 good item (Keeper’s choice)»1 minor item (your choice)»1 clue (+1 forward when acted upon)»Pick one from the table below

On a 7–9, you may:

»Find hidden area/threshold (in/out) (Keeper’s Choice)»Find minor item (Keeper’s choice)»Determine the presence of one physical hazard (if none 
present, you learn that)

On a miss, there is either nothing more in the area or the 
Keeper may hold 1 to use as a hard move at any time.

PuzzLe things out (roLL+reason)
When you face an intellectual dilemma, learn a 
new piece of information, or discover a clue, you 
may attempt to puzzle things out, roll+reason. 
On a hit, you get to ask one or more questions. 
Whenever you act on one of the Keeper’s answers, 
take +1.

On a 10+, Ask 3 or gain 1 data.
On a 7–9, Ask 1:
»What is this? »What does this mean?»How can I get in/out/pass?»Who’s in control here?»Which enemy before me is the most dangerous? »What is its weakness?»What should I keep an eye out for?»How does X fit into Y?

read a Person (roLL+Passion)
When you read a person in a charged interaction, 
roll+passion.
 
On a 10+, hold 3. On a 7–9, hold 1. While you’re 
interacting with them, spend your hold to ask the 
character questions, 1 for 1:

»Is your character telling the truth?»What’s your character really feeling?»What does your character intend to do?»What does your character wish I’d do?»How could I get your character to X?

resort to vioLence (roLL+might)
When you cast aside all pretense of civility and 
wish to harm your enemy, regardless of personal 
safety, roll+might. You may wrest control of an 
item or situation from another in this manner, 
whether it be with fists or feet, or a more proper 
weapon, but you do so with malice in your heart. 
On a 10+, choose 3.
On a 7–9, choose 2:
»You take definite hold of it»You suffer little harm (-1 harm)»You inflict terrible harm (+1 harm)»You impress, dismay or frighten your enemy
For PCs, pressing the attack when they’re 
impressed, dismayed or frightened counts as 
aCtiNg uNder Pressure.
threaten (roLL+might)
When you threaten someone or something, 
roll+might. You are physically engaging with the 
deadly promise of violence.
 
On a 10+, they have to choose 1: 
»Force your hand and take whatever damage you 
dish out, »Back down and do what you want.
 
On a 7–9, they can instead choose 1:
»Hurriedly get out of your way»Barricade themselves securely in»Give you something they think you want»Back off calmly, hands where you can see»Tell you what you want to know (or hear)

currer BeLL, the PiLot
saffron grinder, KiLLer
neon10, science officer
L.t. turner, trauma
mcKenna mir, engineer



data Lets you...
adaPtive: Spend 1 data to increase an 
attribute, produce a small tool or other such 
integrated piece of equipment, or to gain 
immunity to a particular thing (poison, lack 
of atmosphere, zero g, etc.). The item or effect 
lasts for a scene.

gear
you start With:
» 1d3 credits  
» 2d6 data

 

 attriButes

data

credits
  

 heaLth

 sanity

reason

Passion

might

LucK

affinity

sKiLLed

» Reason 0 Passion +1 
Might 0 Luck +1 Affinity +1

taLented

» Reason +1 Passion 0 
Might +1 Luck +1 Affinity 0

scuffed

Bruised

Battered

BroKen

grievous

dying

dead

1

5

4

3

2

6

+

startLed

shocKed

disturBed

traumatized

hysteric

deranged

insane

1

5

4

3

2

6

+

moves
You have a capacity for knowledge. With your 
intrinsic databases, gain +2 PuzzLe things out. 

aLL faiLures are treated as PartiaL successes.

Begin With aLL Basic moves and

sKiLLed: choose tWo sPeciaL moves.
taLented: choose four sPeciaL moves.
duraBLe: Add +1 to two stats. Choose. 
You suffer 1 less harm from any source. Any 
damage taken does not heal naturally and 
must be repaired.

exPert: While you know about all fields 
of science, you are especially good at one. 
Pick. For any moves involving your related 
expertise, gain +1. You may spend 1 data 
to ask the Keeper two questions at any 
time.

heightened Processing: All data gains 
are doubled, regardless of the source. You gain 
the same bonus from clues discovered by your 
crew mates, should they allow you to analyze 
them.
 
maniPuLative: You understand the 
complexities of the human mind. Gain +1 
affinity and Passion. Crew mates trust you 
more as a result. Everyone’s trust in you 
increases by 1. Gain +2 whenever you wish to 
convince others or read a person.

rePurPosed miLitary unit: might +1, 
Passion -1. You are comfortable with all weaponry 
and gain +1 when you resort to vioLence or act 
under Pressure.

 
» regarding damage

1-2 Recovers naturally, over time.

3 Needs treatment to improve.

4-5 Gets worse if untreated.

6 Requires immediate treatment.

reason

Passion

might

LucK

affinity
sPend your credits PrefLight to Kit out.  
Each selection costs 1 credit. You may buy 
duplicates of items (or increase the value of an 
individual item, for example 1 stimpak (Heal 3) or 
3 stimpaks (Heal 1).

Armor (Light) +1

Stimpak/Repair (eLiminates 1+LucK harm)
Fuzzpatch (eLiminates 1+LucK shocK)

Custom Weapon (+1 harm or hit)
Custom Tech 
(+1 to one move, When in use, choose) 
choose 1 tag (BuLKy, fragiLe, exPerimentaL, 
or 2h) 

sPend 1 additionaL credit to remove tag 
on any Piece of  custom tech.



saffron grinder
the killer

BIO
No one knows much about your past. Only 
your talents, your abilities, and your 
reputation, as a force to be taken seriously. 
Generally, you are quiet and withdrawn, 
except when the situation dictates otherwise.

look
Choose one from eaCh Category.

gender: Androgynous.
Clothes: Eclectic or retro.
faCe: Partially or fully concealed.
eyes: Glowing or clear.
Build: Graceful or erratic.

Who do you trust?

BasiC moves
aCt under Pressure (roll+reason)
When you are doing something quickly and precisely,
hurriedly flee, or are trying to resist something frightening,
roll+reason.
 
On a 10+, you do it.

On a 7–9, you flinch, hesitate, cave, or stall: the GM can
offer you a worse outcome, a hard bargain, or an ugly
choice. 

ConvinCe (roll+affinity)
When you have something someone wants, you can use
your charm, wit, or wiles to get them to do something for
you, roll+affinity. 

For NPCs: 
On a 10+, they ask you to promise something first, and do
it if you promise. 

On a 7–9, they need some concrete assurance right now.

For PCs: on a 10+, both of the following:

» if they do it, they gain a point of data.» if they refuse, it’s acting under pressure

On a 7–9:

» if they refuse, it’s acting under pressure»On a miss, they lose a point of trust with you.

What they do then is up to them.

helP/hinder (roll+trust)
When you help or hinder with someone who’s making a
roll, roll+trust.
 
On a 10+, they take +2 (help) or -2 (hinder) now. 
On a 7–9, they take a +1 (help) or -1 (hinder) now, and
you expose yourself to trouble.
On a 6 or less: they lose a point of trust with you or the
Keeper holds one to use as a hard move (your choice). 
Poke around (roll+luCk)
When you poke around a place physically looking for
things, roll+luck. Additional attempts to search the same
area are made at a cumulative -1 unless the Keeper informs
you something substantial has changed.
 
On a 10+, select 1 of the following:

»Find 1 good item (Keeper’s choice)»1 minor item (your choice)»1 clue (+1 forward when acted upon)»Pick one from the table below

On a 7–9, you may:

»Find hidden area/threshold (in/out) (Keeper’s Choice)»Find minor item (Keeper’s choice)»Determine the presence of one physical hazard (if none
present, you learn that)

On a miss, there is either nothing more in the area or the
Keeper may hold 1 to use as a hard move at any time.

Puzzle things out (roll+reason)
When you face an intellectual dilemma, learn a
new piece of information, or discover a clue, you
may attempt to puzzle things out, roll+reason.
On a hit, you get to ask one or more questions.
Whenever you act on one of the Keeper’s answers,
take +1.

On a 10+, Ask 3 or gain 1 data.
On a 7–9, Ask 1:
»What is this? »What does this mean?»How can I get in/out/pass?»Who’s in control here?»Which enemy before me is the most dangerous?»What is its weakness?»What should I keep an eye out for?»How does X fit into Y?

read a Person (roll+Passion)
When you read a person in a charged interaction,
roll+passion.
 
On a 10+, hold 3. On a 7–9, hold 1. While you’re
interacting with them, spend your hold to ask the
character questions, 1 for 1:

»Is your character telling the truth?»What’s your character really feeling?»What does your character intend to do?»What does your character wish I’d do?»How could I get your character to X?

resort to violenCe (roll+might)
When you cast aside all pretense of civility and
wish to harm your enemy, regardless of personal
safety, roll+might. You may wrest control of an
item or situation from another in this manner,
whether it be with fists or feet, or a more proper
weapon, but you do so with malice in your heart.
On a 10+, choose 3.
On a 7–9, choose 2:
»You take definite hold of it»You suffer little harm (-1 harm)»You inflict terrible harm (+1 harm)»You impress, dismay or frighten your enemy
For PCs, pressing the attack when they’re
impressed, dismayed or frightened counts as
aCtiNg uNder Pressure.
threaten (roll+might)
When you threaten someone or something,
roll+might. You are physically engaging with the
deadly promise of violence.
 
On a 10+, they have to choose 1: 
»Force your hand and take whatever damage you
dish out, »Back down and do what you want.
 
On a 7–9, they can instead choose 1:
»Hurriedly get out of your way»Barricade themselves securely in»Give you something they think you want»Back off calmly, hands where you can see»Tell you what you want to know (or hear)

Currer Bell, the Pilot
saffron grinder, killer
neon10, sCienCe offiCer
l.t. turner, trauma
mCkenna mir, engineer



 attriButes
data lets you...
get Bloody: Gain 1 data for each point of 
harm suffered.

gear
you start With:
» 1d6 Credits  
» 1d6 data

 

data

Credits
  

 health

 sanity

reason

Passion

might

luCk

affinity

skilled

» Reason +1 Passion +1 
Might 0 Luck +1 Affinity 0 

talented

» Reason +1 Passion +2
Might 0 Luck 0 Affinity 0

sCuffed

Bruised

Battered

Broken

grievous

dying

dead

1

5

4

3

2

6

+

startled

shoCked

disturBed

traumatized

hysteriC

deranged

insane

1

5

4

3

2

6

+

moves
You have a capacity for violenCe. You do +1 
harmwith any weapon you use and everything is a 
weapon to you.

Begin With all BasiC moves and

skilled: Choose tWo sPeCial moves.
talented: Choose four sPeCial moves.
aCt on instinCt: Increase Passion by 2. 
You may roll+Passion when you aCt under 
Pressure or when you resort to violenCe. 
You automatically know when you are being 
watched and cannot be caught off guard. 

assessment: Increase reason by 1. Once 
per scene, you may spend an action to 
puzzle out an opponent. On a partial 
success, gain 1 data, on a full success gain 
+1 against the target (and like targets) for 
the remainder of the mission. You know 
when people are lying. 

Calm in the storm: You don’t freak out 
easily. Ignore 1 point of sanity loss. When 
other crew members suffer mental anguish, 
gain 1 data per person. The Keeper cannot 
use hold to make you suffer mental anguish. 
 
dangerous: Reduce any physical harm you 
take by one and gain 1 data when you take 
harm. Whenever you spend data when you 
resort to violence or threaten, add +2 instead 
of +1 to your roll

WeaPon stash: You usually have a weapon 
tucked away somewhere. roll+luCk to have one. 
(7-9) indicates it’s close by, 10+ it’s close by or 
on your person, your choice).  Spend a point of 
data to have one (of your choice, that’s logically 
available aboard ship) in your hand(s).

» regarding damage

1-2 Recovers naturally, over time.

3 Needs treatment to improve.

4-5 Gets worse if untreated.

6 Requires immediate treatment.

reason

Passion

might

luCk

affinity

sPend your Credits Preflight to kit out.  
Each selection costs 1 credit. You may buy 
duplicates of items (or increase the value of an 
individual item, for example 1 stimpak (Heal 3) or 
3 stimpaks (Heal 1).

Armor (light) +1

Stimpak (eliminates 1+luCk harm)
Fuzzpatch (eliminates 1+luCk shoCk)

Custom Weapon (+1 harm or hit)
Custom Tech 
(+1 to one move, When in use, Choose) 
Choose 1 tag (Bulky, fragile, exPerimental, 
or 2h) 

sPend 1 additional Credit to remove tag 
on any PieCe of  Custom teCh.
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