
Carrie Goldstein
An obnoxious Human pilot who resents authority (5d6)

HOMELAND Agricultural
-------------------------------
CAREERS 
Farmhand (18 yrs)
2 x Space Jockey (6 yrs)
Pilot (2 yrs)
Boxer (1 yr)
-------------------------------
AGE 27

Biography
Carrie Goldstein grew up in Alaska in a remote fishing town. She learnt to fly before she could 
learn to drive as her parents’ plane could often get to places far easier than their cars or trucks 
could. Although she enjoyed the remoteness of where she lived she wanted to explore, and 
what better place to go exploring than the blackness of space… pushing the boundaries of 
human civilization further planet by planet, system by system. When she was 18 she left Alaska 
and enrolled on a freighter run by the Chen Zua Corporation. She’d often co-pilot the freighter 
itself as well as piloting the shuttles back and forth between planets and orbital stations. To 
help pass the time she took up boxing, and excelled at it, often beating many of her stronger 
male counterparts, in part thanks to her agility. The ship’s command frowned upon the fights, 
but overlooked them as they were popular among the crew and helped relieve some of the 
boredom common on long haul flights. That changed when, during one fight, Carrie’s opponent 
—Emmanuel Owusu—had an unidentified hairline fracture on his skull. Her punch was nothing 
unusual, but after her right hook knocked Emmanuel down his head rebounded off the floor 
just in the wrong place. Emmanuel was comatosed, Carrie was arrested. Emmanuel died two 
days later. Carrie was tried by her superiors. Everyone knew it was an accident but the Captain 
wanted to stamp out the boxing and make an example. Carrie was to lose her commission 
and be expelled from the service. However, the Captain did help Carrie get a new commission 
elsewhere for the Chen Zua Corporation, on the Somerset Landing Terraforming colony.

Attributes

Movement

Attacks Defenses

Skills
fishing 1 (1d6)
farming 1 (1d6)
engineering 3 (2d6)
driving 1 (1d6)
piloting 3 (2d6)
swimming 1 (1d6)
reactions 1 (1d6)
navigation 1 (1d6)
boxing 1 (1d6)
dodging 1 (1d6)

WEAPON ATTACK DAMAGE RANGE NOTES
-------------------------------------------------------------------
Boxing 4d6 2d6+2 blunt –– ––
-------------------------------------------------------------------

MELEE DEFENSE  15
RANGED DEFENSE  15
MENTAL DEFENSE  10
VITAL DEFENSE  11

Gear
250cr

HEALTH 20
SOAK 0
VULN none
IMMUNE sickness

Obnoxious. Carrie has soured on 
authority and doesn’t work well with 
others. She is able to make a LOG (3d6) 
mental attack at a target which can 
understand her, and on a success the 
target gains the Angry condition.

Enduring. Carrie gets +1 to any d6 rolls 
to shake off conditions.

Dreamer. Once per day, Carrie can spend 
five minutes daydreaming about the 
stars; this recharges her 3d6 LUC pool.

Push the Limits. When Carrie is 
piloting a starship, she is able to 

SPEED 5     ZEROG 5     CLIMB 3     JUMP 16'/4'

STR

4
(2d6)

AGI

8
(3d6)

END

8
(3d6)

INT

5
(2d6)

LOG

6
(3d6)

WIL

5
(2d6)

CHA

3
(2d6)

LUC

8
(3d6)

REP

1
(1d6)

Exploits and Traits
increase its normal maximum FTL 
speed by 1 factor.

Zero-g Monkey. When in zero-g, Carrie 
can move at her normal SPEED.

Space Sickness. Nearly every astronaut 
gets sick. Carrie learned to ignore it. 
She is immune to the Sick condition.

Bare Knuckles. Not all fights require 
gloves. When not wearing boxing gloves, 
Carrie does +1d6 damage with unarmed 
attacks (this is already included in her 
Boxing attack stats, above).

INITIATIVE 3d6     PERCEPTION 2d6     CARRY 120lb (max lift 200lb)   REACH 5-ft       ACTIONS 2

Deadly Strike. Once per round, Carry 
can do +1d6 damage on her attack.

Knockdown. When she uses a Called 
Shot to knock a target prone, Carry does 
not have to pay the 2d6; additionally, the 
target gains the Downed condition 
(making it unable to stand until that 
condition has been shaken off).

Feint. By spending an action feinting, 
Carry gains +1d6 to a subsequent 
melee attack.


