
Career: Medicae 
Career Skills: Cool, Medicine, Perception, Resilience, Ranged (Light), Survival, Common Lore, Scholastic Lore 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



     Specialization: Chymist      
       Career Skills: Resilience, Stealth, Streetwise, Forbidden Lore     

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Ranked Talent 

Active Talent 

Passive Talent 

Gain +1 Strain Threshold. 

 

 

GRIT 
 

Cost 5 

After being exposed to a 

substance, as an out of turn 

incidental may flip a Destiny 

Point to immediately identify 

its composition and effects. 

IDENTIFY 

INGREDIENTS 

 

Cost 25 

Gain +1 to a single 

characteristic. This cannot 

bring a characteristic above 5. 

 

 

DEDICATION 
 

Cost 25 

Reduce the difficulty of the 

Improvised Mixture action to 

( ) . May instead create a 

dose of an acid with a 

corrosive rating of Intellect + 

ranks in Forbidden Lore +  

IMPROVED 

IMPROVISED MIXTURE 

 

Cost 25 

Gain +1 Strain Threshold. 

 

GRIT 
 

Cost 10 

Add  per rank of Blooded to 

checks to resist or recover 

from poisons, venoms, or 

toxins. Reduce duration of 

ongoing poisons by 1 round 

per rank of Blooded to a 

minimum of 1. 

 

 

BLOODED 
 

Cost 15 

Add  per rank of Blooded to 

checks to resist or recover 

from poisons, venoms, or 

toxins. Reduce duration of 

ongoing poisons by 1 round 

per rank of Blooded to a 

minimum of 1. 

 

BLOODED 
 

Cost 5 

As an action, make a Hard 

( ) Resilience check to 

immediately recover from all 

poisons and side effects of 

drugs. Reduce difficulty once 

per rank of Blooded. 

IMPROVED BLOODED 
 

Cost 15 

Gain +2 Wound Threshold. 

 

 

TOUGHENED 
 

Cost 15 

Stimpacks heal 1 additional 

Wound per rank of Stimpack 

Specialization. 

 

 

STIMPACK 

SPECIALIZATION 

 

Cost 5 

When targeted by a combat 

check, may use a Dodge 

incidental. Suffer Strain no 

greater than ranks in Dodge to 

upgrade the difficulty of the 

attack by that number. 

DODGE 
 

Cost 10 

As an incidental, make an Hard 

( ) Medicae check as 

part of a maneuver to inject 

drugs into a target. On success, 

the target does not suffer the 

normal penalties when the 

drug wears off. 

SMOOTH COCKTAIL 
 

Cost 20 

When making a melee combat 

check using a poisoned weapon, 

the character treats it as 

possessing the Burn 2 quality. 

 

Cost 20 

VENOM SOAKED 

BLADE 

 

May spend a Destiny Point to use 

a Utility Belt incidental; produce 

a previously undocumented item 

or weapon, with restrictions, 

from a tool belt, pack, or satchel. 

Cost 25 

UTILITY BELT 
 

Once per session as an action, 

make a Hard ( ) 

Forbidden Lore check to create 

1 dose of a poison or drug with 

Rarity of Intellect +  spent, 

or less. 

 

IMPROVISED MIXTURE 
 

Cost 20 

May suffer 2 Strain as an 

incidental after applying a 

drug or poison. The target 

upgrades difficulty of the 

Resilience check to resist the 

drug or poison’s effects once 

per rank of Potent Concoction. 

 

POTENT CONCOTION 
 

Cost 15 

May suffer 2 Strain as an 

incidental after applying a 

drug or poison. The target 

upgrades difficulty of the 

Resilience check to resist the 

drug or poison’s effects once 

per rank of Potent Concoction. 

 

POTENT CONCOTION 
 

Cost 10 

When acquiring illegal goods, 

may reduce Rarity by 1 per 

rank, increasing base cost by 

50% per reduction. 

BLACK MARKET 

CONTACTS 

 

Cost 5 

Remove  per rank of Secret 

Lore from all Forbidden Lore 

checks. 

 

HIDDEN LORE 
 

Cost 10 

Gain hidden storage in vehicles 

or equipment that holds items 

with total Encumbrance equal 

to ranks in Hidden Storage. 

 

HIDDEN STORAGE 
 

Cost 20 



     Specialization: Field Chirurgeon    
       Career Skills: Coordination, Disicpline, Medicine, Scholastic Lore     

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Ranked Talent 

Active Talent 

Passive Talent 

Gain +1 to a single 

characteristic. This cannot 

bring a characteristic above 5. 

 

 

DEDICATION 
 

Cost 25 

Gain +1 Ranged Defense. 

 

Cost 25 

SIXTH SENSE 
 

Once per encounter, suffer 2 

Strain to decrease the 

difficulty of a Medicae check by 

1, to a minimum of 1. 

MASTER MEDICAE 
 

Cost 25 

When a patient under the 

character’s care heals Wounds 

from natural rest, they heal 

additional wounds equal to 

twice the character’s ranks in 

Apothecary. 

 

 

APOTHECARY 
 

Cost 15 

When healing an ally, spend a 

Destiny Point to heal 

additional Wounds equal to 

ranks in Scholastic Lore. 

 

 

KNOWLEDGEABLE 

HEALING 

 

Cost 15 

Gain +1 Strain Threshold. 

 

 

GRIT 
 

Cost 10 

Gain +1 Strain Threshold. 

 

 

GRIT 
 

Cost 5 

When making a Medicae check 

to help a character heal 

Wounds, the target heals 1 

additional Wound per rank of 

Surgeon. 

 

 

SURGEON 
 

Cost 5 

Remove  per rank of Swift 

Suture from all Medicae 

checks. Medicae checks take 

half the usual time. 

 

 

SWIFT SUTURE 
 

Cost 15 

When a patient under the 

character’s care heals Wounds 

from natural rest, they heal 

additional wounds equal to 

twice the character’s ranks in 

Apothecary. 

 

 

APOTHECARY 
 

Cost 10 

When a patient under the 

character’s care heals Wounds 

from natural rest, they heal 

additional wounds equal to 

twice the character’s ranks in 

Apothecary. 

 

 

APOTHECARY 
 

Cost 5 

Perform an Intense Focus 

maneuver; suffer 1 strain and 

upgrade the ability of the next 

skill check once. 

INTENSE FOCUS 
 

Cost 20 

Once per session, may re-roll 

any one Cool or Medicine 

check. 

NATURAL MEDICAE 
 

Cost 20 

Once per session, may take the 

Improved Apothecary 

incidental, adding  or  

equal to ranks in Apothecary 

to the character’s next Medicae 

check. 

IMPROVED 

APOTHECARY 

 

Cost 20 

When making a Medicae check 

to help a character heal 

Wounds, the target heals 1 

additional Wound per rank of 

Surgeon. 

 
 

SURGEON 
 

Cost 15 

Once per encounter, may use a 

Second Wind incidental to heal 

Strain equal to ranks in Second 

Wind. 

 

 

SECOND WIND 
 

Cost 10 

Once per encounter, may use a 

Second Wind incidental to heal 

Strain equal to ranks in Second 

Wind. 

 

 

SECOND WIND 
 

Cost 5 

Choose any two skills. They 

permanently become career 

skills. 
 

Cost 20 

WELL ROUNDED 
 

Remove  per rank of Swift 

Suture from all Medicae 

checks. Medicae checks over 

extended periods of time 

require half the usual time. 

 

 

SWIFT SUTURE 
 

Cost 10 

Once per session when an ally 

would suffer a Critical Injury, 

may take an It’s Not That Bad 

incidental; make a Hard 

( ) Medicae check to 

stop the ally from gaining the 

Critical Injury. 

 

IT’S NOT THAT BAD 
 

Cost 25 



     Specialization: Medic      
       Career Skills: Athletics, Cool, Vigilance, Common Lore      

 

 

 

 

  

Ranked Talent 

Active Talent 

Passive Talent 

When making a Medicae check 

to help a character heal 

Wounds, the target heals 1 

additional Wound per rank of 

Surgeon. 

 

SURGEON 
 

Cost 5 

When taking the Stim 

Application action, spend  to 

increase an additional 

characteristic by 1. 

 

 

Cost 25 

SUPREME STIM 

APPLICATION 

 

Suffer 2 strain to reduce the 

penalty imposed by 

performing a Medicae check 

on oneself by 1. 

COMBAT MEDICAE 
 

Cost 25 

Gain +1 to a single 

characteristic. This cannot 

bring a characteristic above 5. 

 

 

DEDICATION 
 

Cost 25 

Stimpacks heal 1 additional 

Wound per rank of Stimpack 

Specialization. 

 

 

STIMPACK 

SPECIALIZATION 

 

Cost 20 

Stimpacks heal 1 additional 

Wound per rank of Stimpack 

Specialization. 

 

 

STIMPACK 

SPECIALIZTION 

 

Cost 10 

Gain +1 Strain Threshold. 

 

 

GRIT 
 

Cost 10 

Once per session, when an ally 

protected by the Body Guard 

maneuver suffers a hit, may 

take the hit instead. 

 

IMPROVED 

BODYGUARD 

 

 

Cost 25 

After making a successful 

attack, may spend a Destiny 

Point to add damage equal to 

Intellect to one hit. 

ANATOMY LESSONS 
 

Cost 20 

Stimpacks heal 1 additional 

Wound per rank of Stimpack 

Specialization. 

 

 

STIMPACK 

SPECIALIZATION 

 

Cost 5 

Gain +1 Strain Threshold. 

 

 

GRIT 
 

Cost 5 

When taking the Stim 

Application action, may 

increase the difficulty to Hard 

( ) and target only 

suffers 1 Strain. 

IMPROVED STIM 

APPLICATION 

 

Cost 20 

Take the Stim Application 

action; make an Average 

( ) Medicae check. If 

successful, one engaged ally 

increases one characteristic by 

1 for the encounter and suffers 

4 Strain. 

STIM APPLICATION 
 

Cost 15 

May decrease the difficulty of 

Cool or Discipline checks to 

avoid Fear by 1 per rank of 

Confidence. 

 

 

CONFIDENCE 
 

Cost 10 

Once per round, as a 

maneuver, guard an Engaged 

ally. Suffer Strain up to ranks 

in Body Guard to upgrade the 

difficulty of attacks against 

that ally by that number until 

the start of the next turn. 

BODYGUARD 
 

Cost 5 

Gain +2 Wound Threshold. 

 

 

TOUGHENED 
 

Cost 15 

When making a Medicae check 

to help a character heal 

Wounds, the target heals 1 

additional Wound per rank of 

Surgeon. 

 

 

SURGEON 
 

Cost 20 

Once per round, as a 

maneuver, guard an Engaged 

ally. Suffer Strain up to ranks 

in Body Guard to upgrade the 

difficulty of attacks against 

that ally by that number until 

the start of the next turn. 

BODYGUARD 
 

Cost 10 

Do not suffer the normal 

penalties for moving through 

difficult terrain. 

 

Cost 15 

SWIFT 
 

Once per encounter, after 

using the Aim maneuver to 

target a specific part of a 

target’s body, may make a 

Medicae check in place of the 

appropriate combat check. 

FIELD VIVISECTION 
 

Cost 15 


