
Asha Rosales
An erudite Belter engineer who loves robots (5d6) HOMELAND  —

---------------------------
CAREERS 
Traveler (14 years)
Space Jockey (2 years)
3 x Engineer (7 years)
---------------------------
AGE 23

Biography
Asha Rosales has spent virtually her entire life in the space lanes. Asha’s parents met on a long 
haul transit run, and Asha was born in space. She was taken up for her first flight before her first 
birthday and actually accompanied her parents on a run when she was five—something both 
her parents got heavily fined over when the company found out. Asha was working as a grease 
monkey, using fake papers, by the time she was fifteen and has been in space ever since. She’s 
used to long hours and can find her way around most tech. Her dream is to help her parents get 
their own ship so she’s signed up for a term on Somerset Landing to earn some decent cash, 
see the Atmospheric Processing Units up close, and enjoy a bit of R&R.

Attributes

Movement

Attacks Defenses

Skills
astronomy 1 (1d6)
engineering 3 (2d6)
gambling 1 (1d6)
computers 3 (2d6)
navigation 1 (1d6)
electronics 1 (1d6)
acrobatics 3 (2d6)

WEAPON ATTACK DAMAGE RANGE NOTES
-------------------------------------------------------------------
Brawling 3d6 1d6+2 blunt –– ––
-------------------------------------------------------------------
TC14 Tac-Shotgun 4d6 3d6 ballistic 6 shotgun
-------------------------------------------------------------------

MELEE DEFENSE  18
RANGED DEFENSE  20
MENTAL DEFENSE  10
VITAL DEFENSE  10

Gear
high quality engineering kit
TC14 Tac-Shotgun
stab vest
1000cr

HEALTH 16
SOAK 4 (stab vest)
VULN none
IMMUNE none

Frail Form. Belters are tall and spindly. 
Asha’s STRENGTH attributes can 
never exceed 6.

Flexible. Like all Belters, Asha can contort 
herself into unusual positions and fit into 
the smallest spaces. When restrained by 
somebody not trained in Belter restraint 
techniques, she can escape in one minute. 
If the captor is aware of this they can 
make an opposed LOG v AGI check to 
nullify this ability.

Hard-to-Hit. Belters often have to dodge 
flying debris and rocks. Asha gains +2 
RANGED DEFENSE (included in her 
stats, above).

Hold Breath. Asha can hold her breath 
for 10 minutes before having to form 
any kind of suffocation dice pool. This 
enables her to move in vacuums and 
ignore noxious fumes.

SPEED 5     CLIMB 3     JUMP 10'/6'

STR

5
(2d6)

AGI

7
(3d6)

END

5
(2d6)

INT

6
(3d6)

LOG

8
(3d6)

WIL

3
(2d6)

CHA

3
(2d6)

LUC

8
(3d6)

REP

1
(1d6)

Exploits and Traits
Erudite. Once per target, Asha may 

substitute LOG (3d6) in place of CHA 
to interact with somebody by recalling 
a piece of trivia of interest to them.

Stargazer. Asha is always able to 
recognize what system she is in simply 
by looking up at the stars.

Zero-g Monkey. Asha has a zero-g 
speed equal to her regular SPEED.

Jury-rig. Asha can temporarily repair a 
broken item of medium-size or smaller 
by sending five minutes with it. The item 
will operate for a number of minutes 
equal to her LOG check (3d6 minutes). 
If she spends one hour with it, it will 
operate for a number of hours equal to 
her LOG check. If she spends one day 
with it, it will operate for a number of 
days equal to her LOG check.

Saboteur. Asha can disable any mechani-
cal or electronic device to which she 
has access. This exploit does not open 

INITIATIVE 3d6     PERCEPTION 3d6     CARRY 100lb (max lift 200lb)   REACH 5-ft       ACTIONS 2

a locked door (disabling the lock sty 
means it stays stuck in its current 
configuration). This takes five minutes.

Upgrade. Asha can modify a piece of 
equipment of size small or smaller to 
upgrade it permanently to a high quality 
item. This process takes one hour, but 
the item can only be used by Asha due to 
unfamiliar and jury-rigged controls, and 
it renders the item monetarily worthless.

Utilikit. Asha is able to turn one device 
into another of equal value or lower. For 
example, she can enable a laser knife 
to operate as a lock pick, or a mining 
scanner to work as an frag grenade. The 
device only functions in this way for a 
single action before becoming perma-
nently useless. It takes 10 minutes to 
make the change.

Aim. By spending an action aiming, Asha 
gains +1d6 to a subsequent ranged attack.¤


