Unity Dray

Race: Anthropos, Male. 

Class: Siado. Ship 

Position: Medic/Science Officer. 

Born and raised in a devoutly religious home that rejected science entirely (think Amish), he now believes in science, but has not rejected the existence of whatever god he was taught to believe in. He's always on the watch for supernatural phenomenon that cannot be explained by science, and constantly has an internal battle between the 'rational' and 'irrational' aspects of his beliefs. Player: Peter.

Character Stats

	Core
	Sciences
	Resistances
	Combat

	Strength: 2
	Tech: 3
	Fortitude: 4
	Vitality: 4

	Speed Burst: 8
	BioTech: 4
	Willpower: 6
	Nish: 4

	Dexterity: 4
	Cyber: 4
	Arcane: 8
	Luck: 4

	Awareness: 8
	
	Energy: 4
	

	Charisma: 4
	
	
	

	Lore: 2
	
	
	


Weapons (Atk/Dmg)

Sonic Sword 6/3 (2 masteries)

Medium Sonic Sword stealth:Loud (L)
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This sword resembles a small hand grip when not in use. When activated, however, the three prongs in the base create a vibrating field of air molecules, approximately three feet long. Sonic swords cause damage by disrupting the molecular structure of those objects they hit.  If sonic blades are used in space or under water, they will detonate for RCD20 explosive (0/1 radius) damage.  With mastery, these weapons may also be used to break walls or doors and other rigid stationary objects — the user places the blade in contact with the object and it inflicts cumulative damage each round until the obstacle is destroyed. The only drawback is that the object will explode causing explosive damage to all who are near. 
*** Mastery ***

• Armor Sunder, Brittle : The non-doubling die roll of the Dmg roll destroys that much armor if the armor is brittle (metal, ceramic, carapace, etc.) @R MER Stack: Y

• Assassin's Move : If the weapon is placed within an inch of a target and then activated, it is an automatic hit. Just roll damage. @R MER Stack: N

• Knock Back : A blow can knock back an opponent rather than wound them. The success of Dmg vs Str = number of feet knocked back. A second Dmg vs Dex may be made to also knock them over. @~ MER Stack: Y

• Melee Hurl Good : Can hurl the weapon at the same Atk/Dmg for a range of 3/5 @Y MER Stack: N

• Overload Mega : The weapon can be set on overload. It will explode in d4 rounds at a 1/1 range for normal Dmg x4. @~ MER Stack: N

• Structural Damage Cumulative : The weapon can be held in contact with hard structures and damage rolls are cumulative until the structure is overcome. However, each round the force of the explosion that will be felt by the user builds from D5/D10/D15/D20… And when the structure explodes, this damage is released upon the wielder, making it very dangerous to destroy really strong structures. @~ MER Stack: N/A

• Wild Swing : Hits all targets within 1sq at 1/2 Atk and 1/2 Dmg. @O MER Stack: Y

Blaster Pistol 10/1 (1 mastery)

Light Blaster Pistol stealth: typical combat (A)
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Blaster pistols are typically carried by military officers, police and starship crew. They are small and relatively easy to conceal.

*** Mastery ***

• Assassin's Move : If the weapon is placed within an inch of a target and then activated, it is an automatic hit. Just roll damage. @R MER Stack: N

• Overload : The weapon can be set on overload. It will explode in d4 rounds at a 1/1 range for double normal Dmg. @~ MER Stack: N

• Quick Draw : If the character saves their entire Nish (Full action) the entire round, they may fire the weapon on the next round, at any time, even before their Nish or in the middle of a move action. They still get their normal M and A actions as well. @~ MER Stack: Y

• Shred : The non-doubled Dmg die is rolled next round as additional bleeding. @R MER Stack: N/A

• Soft Tissue Dmg : Damage versus light/thin armor (Natural, MA, and Light Partials) is doubled unless the target's Natural armor is particularly good (such as chitenous, thick hide, etc.) @O MER Stack: N

• Spray : Can sweep a 3sq wide area, hitting nearest viable target per game board row (3 max) for half/full damage @O/B MER Stack: Y

Armour (Def/AR)

Natural 6/1

Feats

Medtech - heal wounds: 8 (1 mastery)

MedTech is a medical skill which enables characters to heal serious wounds, set complex fractures, etc.. MedTechs may heal damage to characters once after each combat in which the patient received damage. They may also make a roll to heal wounds of a patient who has been under their care for an eight hour period. Fresh wounds are healed as a normal roll. Old wounds are healed at ½SK a roll and Critical at SK/10. Curing such afflictions as disease, and poison are rolled at SK/10. [A,I,Touch] @~

*** Mastery ***

MER: Yes

Mod: Action is M @O

First Aid - minor healing, stop bleeding: 3

Heals RC4 points of Fresh Wounds First aid allows a character to heal damage to an injured individual. It may also be used once every eight hours without penalty (i.e., at full rating) if the patient has been under the first aid’s care. This skill may also be used to stop Vitality drain. The character administering first aid makes a normal skill roll. If the roll exceeds the amount of critical damage, the vitality drain stops immediately. All other simple first aid tasks may be accomplished such as bandaging wounds, setting simple fractures, CPR, etc. [varies,I,Self] @R

*** Mastery ***

MER: NO – no meaning

Mod: Heals RC6/8/10/12 @R/O/Y/G

First Aid, Combat - improve severity of wounds: 4

Move wounds to the previous best type: critical to old, old to fresh. Select a type of wound, then roll SK to see how many are moved. [A,I,Touch] @~

*** Mastery ***

MER: Yes

Mod: Action is M/P @R/Y

Siado: Parry Perfect - dBuff10 to Def: 10 (2 masteries)

With a power blade, can parry at RCB 10. [I,Bound,Self] @BoundR

*** Mastery ***

Mod: Can parry at RCB 15/20/25/3V for the rest of

the binding @BindsO/Y/G/B

Siado: Power Block - block ranged attacks: 6

This enhancement is effective against all ranged weapons, even beam weapons. Characters with this enhancement who are attacked are allowed to make an Atk roll vs the opponent’s Atk. If the roll succeeds, the attack is blocked or knocked aside, and does no damage. Otherwise a normal Def/AR roll is allowed. [I,Bound,Self] @BindsR

*** Mastery ***

MER: No (Just Use Weapon Atk Buffs)

Mod: For duration of the bind gain a RC+

5/10/20/3V @BindsO/Y/G/B

Taunt - make others attack you: 6

The character, through gestures, remarks and pure body language can enrages opponents and cause them to attack the character rather than other targets. If all targets are equal, taunting an opponent to choose you is pretty easy – may not even need to roll. But taunting an opponent away from the Shanask that just obliterated the opponent’s mate will be a lot harder. Taunt difficulty is GM set and based on the opponent’s WP. [A, P, vocal Rng]@~

*** Mastery ***

MER: Yes

Mod: Action is M/P @O/Y

Mod: Can taunt 2/3 opponents at once @O/Y

Handicaps

Bad Balance : 3pts -10RC penalty to balance Characters with this handicap must roll at a -3r penalty for all acts which require good balance.

Deep Sleeper : 2pts Sleep through nearly anything and -10RC penalty to wake up A deep sleeper will sleep through virtually anything, and suffers a -3c penalty when attempting to wake up, even in the face of loud noise, attack, etc.

Unity possesses an unusual artifact - a pair of tech glasses that gives him a +Buff3 to Awareness rolls

Background

You really didn't realise how stifling your community was until you met Lastra - the woman who introduced you to technology.

The planet Hurame was colonised centuries ago by anthropos who wished to live a simple life, unburdened by technology, where they could commune with The One forever. They pray, they hold ceremonies, they work the land, castigate sinners... but all that changed when Lastra came to Hurame on a routine supply ship.

She was a minor functionary - an engineer or something. She used you mercilessly like someone who hadn't been planetside for five years and who has just been granted shore leave. You had no objections at the time. You had always wanted to help people who were suffering. There wasn't a great deal of violence on Hurane - although there was some - but there was disease and misfortune, and you found yourself frustrated that you didn't have the ability to do more. Lastra told you about the medical miracles that Guild technology could accomplish - the elimination of chronic disease, healing of grievous wounds, and even the replacement of damaged or broken limbs with technological versions! You made a sacred vow to The One that you would leave Hurame and learn more about this miraculous technology.

Unfortunately, Lastra's ship left Hurame unexpectedly, before you had an opportunity to sign on. You had to catch the next ship, and when it was attacked by pirates, you had the opportunity to demonstrate your already considerable skill at medicine. The ship's medical officer sponsored you to the House of the Cadeuceus, where you spent five years studying medicine under the best tutors the Guild had to offer.

You were outposted as an intern to Connor's Rift, where a young man was brought in with horrendous wounds to arm and face. The doctor, a draca named Urkaa-ra-Sho deemed him suitable for cybernetic replacements, and you were privileged to act as intern to this remarkable case. The young man, with the aid of cybernetic equipment donated by his family, made a full recovery - despite your initial prognosis. You have kept tabs on him ever since. He returned once for additional cybernetic upgrades, but then you lost track of him.

You are still a devoted follower of The One - you believe that all that happens in the universe happens for a reason, and that you (like everyone else) have a specific part to play in the upcoming dramas. You are comfortable with your recent employment by Relena Horvald, as you believe that it is from there that you will fulfil your manifest destiny. Strangely enough, the pilot of the ship is none other than Lance Magnum of House Magnum - the young man who received the cybernetic implants. You're not sure whether he remembers you though - you were a mere intern at that time. You are convinced though that he also has a destiny that he cannot avoid.

The One guides and shepherds the universe along a course only known to The One. You strongly believe that The One guides your every choice, and you make your choices according to what you understand The One's will to be. You also believe that there is more to the Universe than meets the eye. You have seen ordinary people manifest powers that you could not understand. You have embraced science, but there are things out there that mere science cannot explain. After many years of prayer and meditation, you now believe that it is your destiny to uncover these anomalies - the things for which science is inefficient. You have seen hints here or there of mystic powers, but you have never been close enough to study them. The One has granted you certainty - you are absolutely convinced that Relena Horvald and her eclectic crew will help you to fulfil your destiny of understanding these strange, occult powers. The ship's engineer, a zin-shee named Noumalia, might hold the key. The females of the zin-shee race are said to be strong psychics. You must study her.
