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Abilities

Skill Name + Skill Ranks  Modifier

Acrobatics (Dex)

Astrophysics (Int)

Athletics (Str)

Computers (Int)

Deception (Cha)

Insight (Wis)

Intimidation (Cha)

Investigation (Int)

Lore (Int)

Mechanics (Wis)

Medicine (Wis)

Perception (Wis)

Performance (Cha)

Persuasion (Cha)

Sleight of Hand (Dex)

Stealth (Dex)

Survival (Wis)

Xenobiology (Int)

Skills

Save 
Bonus

Passive 
Perception

_________________________________________________

_______________________   _______________________

_______________________   _______________________

CHARACTER NAME

SPECIES

PROFESSION

BACKGROUND

PATH

Fate Points

Type Max Remaining

Modifier Save Modifier Save

STR
Strength

DEX
Dexterity

CON
Constitution

INT
Intelligence

WIS
Wisdom

CHA
Charisma

Profession FeaturesOrigin Features

(DEX + Misc Bonus)

Defense
+

+

+

+

Armor
Bonus

Shield
Bonus

DEX
Modifier

Technique 
Modifier

Item/Misc
Modifier

Medium Armor (Max Bonus = 2)

Heavy Armor (No DEX Bonus)
Stealth
Disadv.

Hit Points
(Base Speed + Misc Bonus)

Max HP

Remaining HP Death Save 
(DC 10)

Survive

Perish
I

II
III

I
II

III

Technique Points

Max TP

Remaining TP
Tech Attack

Tech Save DC
Attacks # OF ATTACKS PER ACTION

Weapon / Technique Grade Range Atk. Pwr Damage Dmg. Type

Notes

Notes

Notes

Notes

Notes

Hit Dice

Resistances 

x
Level Die Type CON # Used

1/2 max HD after Long Rest

+
ARMOR: Light Medium Heavy Shields

WEAPONS:

TOOLS/VEHICLES:

Proficiencies

Level XP

Temp HP

(Ability + Tech Bonus)

(8 + Ability + Save Bonus)

Agility Speed



TP Costs

Rank Cost Rank Cost
0 0 5 14
1 4 6 18
2 6 7 20
3 10 8 22
4 12 9 26

Techniques

Rank Name
Casting 

Time Range
Concentration (C)
Components (P/S) Notes

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

____ _____________________ ______ _____  C   P   S ________________________

Appearance

TECH ABILITY ABILITY MODIFIER

History and Goals

Story Bonds

Languages

Money

Meseta

Equipment
Name Grade # Wt.

Vehicles
Assigned Vehicles Role /Position

Name Grade # Wt.

Lifestyle and Expenses
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©SEGA. All rights reserved.

Advanced  
Techniques

RANK 6 7 8 9
KNOWN

USED

Once each per Long Rest



Sensor Range

Pilot

Technician 1 Technician 2

Initiative 
Bonus

Defense Hull Points

+

+

+

Base 
Defense

Maneuver 
Bonus

Pilot’s DEX
Modifier

Misc
Bonus

RESISTANCES (HALF DAMAGE)

Patch Repair

Weapon Systems

Dexterity Wisdom

Intelligence Wisdom Intelligence Wisdom

MODIFIERS

MODIFIERS MODIFIERS

SSTARSHIPTARSHIP S STATISTICSTATISTICS

Pilot  
Maneuver Check

= Pilot’s DEX modifier  
+ Pilot’s Save Bonus

Maneuver Save DC

= 8 + Pilot’s DEX modifier 
+ Pilot’s Save Bonus

Intercept 
Speed

Maneuver Defense

+

+

+

Save 
Bonus

Pilot’s WIS
Modifier

Misc
Bonus

8

Max HLP = Base Hull Points + 
(Defense Mod x Technician’s INT Mod)

Structural Integrity

Max SI = Base SI + 
Technician’s WIS Mod Remaining SI

Gunner # Weapon Range Attack Damage Dmg. Type

Notes:

Notes:

Notes:

Defense Systems

Special Features

= Pilot’s Agility

+

Die Type Int Mod # Used

(Max of two HD per repair)

Co-Pilot
Dexterity Wisdom

MODIFIERS

Crew Assignments

Attack Power = (Gunner’s Attack Bonus + 
Gunner’s DEX modifier)

_________________________________________

_______________________   _______________
SHIP NAME

SIZE CATEGORY CREW CAPACITY

________________________________________

_______________________________________
OWNER

ACTION STATIONS

____________________   __________________

____________________   __________________

____________________   __________________

CREWMEMBER

CREWMEMBER

ROLE

ROLE

CREWMEMBER ROLE

____________________   __________________

____________________   __________________

____________________   __________________

CREWMEMBER

CREWMEMBER

ROLE

ROLE

CREWMEMBER ROLE

Remaining HLP

Gunner # Weapon Range Attack Damage Dmg. Type

Notes:

Notes:

Notes:
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Ship Description


