
Career: Commander 
Career Skills: Coercion | Cool | Discipline | Leadership | Perception | Vigilance | Scholastic Lore | Ranged (Light) 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



     Specialization: Instructor      
       Specialization Skills: Athletics, Coercion, Discipline, Medicine    

 

 

 

 

 

 

  

 

 

 

 

 

 

 

 

 

  

 

 

 

 

 

 

 

Ranked Talent 

Active Talent 

Passive Talent 

Decrease the difficulty of Cool 

or Discipline checks to avoid 

fear by 1 per rank of 

Confidence. 

 

CONFIDENCE 
 

Cost 10 

Take the Stirring Rhetoric 

action; make an Average 

( ) Leadership check. A 

number of allies equal to ranks 

in Leadership gain  on all 

skill checks for a number of 

rounds equal to  generated. 

 

STIRRING RHETORIC 
 

Cost 15 

Take the Roaring Castigation 

action; make an Average 

( ) Coercion check. A 

number of enemies equal to 

ranks in Coercion gain  on 

all skill checks for a number of 

rounds equal to  generated. 

ROARING 

CASTIGATION 

 

Cost 15 

Decrease the difficulty of Cool 

or Discipline checks to avoid 

fear by 1 per rank of 

Confidence. 

 

 

 

CONFIDENCE 
 

Cost 5 

Once per session, may re-roll 

any one Discipline or 

Leadership check. 

NATURAL 

INSTRUCTOR 

 

Cost 25 

Gain +1 Strain Threshold. 

 

 

Cost 5 

GRIT 
 

Stimpacks heal 1 additional 

Wound per rank of Stimpack 

Specialization. 

 

 

 

Cost 15 

STIMPACK 

SPECIALIZATION 

 

After an Engaged ally fails a 

check, may suffer 1 Strain to 

assist that ally’s next check 

this encounter as an out of 

turn incidental. If it is an 

unskilled assist, add  

(instead of the normal ). 

ENCOURAGING 

WORDS 

 

Cost 10 

Remove  per rank of 

Conditioned from all Athletics 

and Coordination checks. 

Reduce damage and Strain 

suffered from falling by 1 per 

rank of Conditioned. 

 

 

CONDITIONED 
 

Cost 5 

Add  per rank of Physical 

Training to all Athletics and 

Resilience checks. 

 

 

PHYSICAL TRAINING 
 

Cost 5 

After successfully passing a 

Fear test, grant a number of   

or  equal to ranks in 

Confidence to each ally within 

Short range on the same Fear 

test. 

 

IMPROVED 

CONFIDENCE 

 

Cost 20 

Gain +1 to a single 

characteristic. This cannot 

bring a characteristic above 5. 

 

 

DEDICATION 
 

Cost 25 

Gain +1 Strain Threshold. 

 

 

GRIT 
 

Cost 10 

Choose any two skills. They 

permanently become career 

skills. 

 

 

WELL ROUNDED 
 

Cost 20 

Stimpacks heal 1 additional 

Wound per rank of Stimpack 

Specialization. 

 

 

Cost 15 

STIMPACK 

SPECIALIZATION 

 

May spend  or  from 

the Stirring Rhetoric action for 

each affected ally to gain  

instead of . Affects a number 

of allies equal to twice the 

character’s ranks in 

Leadership. 

IMPROVED STIRRING 

RHETORIC 

 

Cost 20 

May spend  or  from 

the Roaring Castigation action 

for each affected ally to gain 

 instead of . Affects a 

number of enemies equal to 

twice the character’s ranks in 

Coercion. 

 

IMPROVED ROARING 

CASTIGATION 

 

Cost 20 

If an ally in Short range has 

lower ranks in a skill, may 

perform a Skill Teacher 

incidental; suffer Strain up to 

ranks in Leadership, then add 

an equal number off  to the 

ally's next check. 

SKILLED TEACHER 
 

Cost 25 

When making a combat check, 

may perform the Wise Warrior 

incidental; spend a Destiny 

Point and use any 

characteristic for the check. 

WISE WARRIOR 
 

Cost 10 

Once per session, make one 

skill check using Presence 

instead of the characteristic 

tied to that skill. 

EXPERIENCE COUNTS 
 

Cost 25 



     Specialization: Field Marshall    
       Specialization Skills: Discipline, Leadership, Melee, Ranged (Light)   

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The character may suffer 2 

Strain to make the Tactical 

Advance incidental. Until the 

end of the character’s turn, the 

character and allies within 

Short range may leave cover 

and continue to receiver its 

benefits. 

 

 

TACTICAL ADVANCE 
 

Cost 10 

When this character or an ally 

in Short range takes cover, he 

increases Soak against ranged 

attacks by 1 per rank of Prime 

Positions until he leaves that 

cover. 

 

 

PRIME POSITIONS 
 

Cost 20 

Ranked Talent 

Active Talent 

Passive Talent 

Remove  per rank of 

Commanding Presence from 

all Leadership and Cool checks. 

 

 

COMMANDING 

PRESENCE 

 

Cost 5 

Once per encounter, may use a 

Second Wind incidental to heal 

Strain equal to ranks in Second 

Wind. 

SECOND WIND 
 

Cost 5 

Gain +1 to a single 

characteristic. This cannot 

bring a characteristic above 5. 

 

 

DEDICATION 
 

Cost 25 

Gain +1 Strain Threshold 

 

GRIT 
 

Cost 20 

Remove  per rank of 

Commanding Presence from 

all Leadership and Cool checks. 

 

 

COMMANDING 

PRESENCE 

 

Cost 15 

May decrease the difficulty of 

Cool or Discipline checks to 

avoid fear by 1 per rank of 

Confidence. 

 

 

CONFIDENCE 
 

Cost 10 

Add 1 point of damage per 

rank of Point Blank to one hit 

of successful Ranged (Light) or 

Ranged (Heavy) attacks made 

while at Short range or 

Engaged. 

 

 

POINT BLANK 
 

Cost 10 

The difficulty of Formation 

Tactics is reduced to Average 

( ). May spend  or 

 to have the 

effect last until the end of the 

encounter. 

 

 
Cost 20 

IMPROVED 

FORMATION TACTICS 

 

Gain +2 Wound Threshold 

 

 

TOUGHENED 
 

Cost 20 

May take a Formations Tactics 

action; make a Hard ( ) 
Leadership check. If successful, 
choose a number of allies within 

Short range equal to  on check. 
Upgrade the difficulty of attacks 
against these allies once until the 

end of his next turn 

FORMATION TACTICS 
 

Cost 15 

Once per encounter, may use a 

Second Wind incidental to heal 

Strain equal to ranks in Second 

Wind. 

 

SECOND WIND 
 

Cost 10 

Add 1 point of damage per 

rank of Point Blank to one hit 

of successful Ranged (Light) or 

Ranged (Heavy) attacks made 

while at Short range or 

Engaged. 

 

 

POINT BLANK 
 

Cost 5 

Use the Two-Weapon Wielder 

incidental; suffer 2 strain to 

avoid increasing the difficulty  

of a check to attack with more 

than one weapon. 

TWO-WEAPON 

WIELDER 

 

Cost 15 

After a successful combined 

weapons check, additional hits 

may be allocated to other 

targets within range of the 

weapons. 

 

 

Cost 25 

TWO-WEAPON 

MASTERY 

 

When targeted in combat, 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 15 

After succeeding on a 

Leadership check, or other check 

to inspire, lead, or rally an 

audience, may spend a Destiny 

Point to upgrade the ability of 

the next combat check made by 

all allies within Short range. 

LEAD FROM THE 

FRONT 

 

Cost 25 

The character may spend 

 from any check they 

make or from a combat 

check targeting them to make 

the Tactical Advance incidental 

(instead of suffering Strain) 

IMPROVED TACTICAL 

ADVANCE 

 

Cost 15 

When this character or an ally 

in Short range takes cover, he 

increases Soak against ranged 

attacks by 1 per rank of Prime 

Positions until he leaves that 

cover. 

 

 

PRIME POSITIONS 
 

Cost 5 



     Specialization: Tactician       
       Specialization Skills: Cool, Leadership, Perception, Scholastic Lore   

Ranked Talent 

Take the Field Commander 

action; make an Average 

( ) Leadership check. A 

number of allies equal to 

presence may immediately 

suffer 1 Strain to perform one 

free maneuver. 

Active Talent 

Passive Talent 

FIELD COMMANDER 
 

Cost 20 Cost 20 

Perform a Coordinated Assault 

maneuver to add  per rank 

of Coordinated Assault to 

combat checks for a number of 

allies equal to Leadership until 

the beginning of the next turn.  

 

COORDINATED 

ASSAULT 

 

Cost 15 

Perform a Coordinated Assault 

maneuver to add  per rank 

of Coordinated Assault to 

combat checks for a number of 

allies equal to Leadership until 

the beginning of the next turn.  

COORDINATED 

ASSAULT 

 

Cost 15 

Gain +1 Strain Threshold 

 

 

GRIT 
 

Cost 5 

Gain +1 Strain Threshold 

 

 

GRIT 
 

Cost 5 

Gain +2 Wound Threshold 

 

 

TOUGHENED 
 

Cost 15 

Add  per rank of Command 

to all Leadership checks. 

Affected targets add  to all 

Discipline checks for the next 

24 hours. 

 

 

COMMAND 
 

Cost 5 

Add  per rank of Command 

to all Leadership checks. 

Affected targets add  to all 

Discipline checks for the next 

24 hours. 

 

 

COMMAND 
 

Cost 10 

When the character makes a 

check that does not generate 

any , the check gains  

equal to ranks in First Among 

Brothers. The character may 

only spend the additional  

to affect allied guardsmen. 

 

 

FIRST AMONG 

BROTHERS 

 

Cost 10 

When the character makes a 

check that does not generate 

any , the check gains  

equal to ranks in First Among 

Brothers. The character may 

only spend the additional  

to affect allied guardsmen. 

 

 

FIRST AMONG 

BROTHERS 

 

Cost 20 

Concentrated Fire affects twice 

the number of allies, and allies 

add  to combat checks 

against the target. 

 

 

Cost 25 

IMPROVED 

CONCENTRATED FIRE 

 

When an ally is incapacitated 

or killed, the character may 

make a Daunting ( ) 

Leadership check. If successful, 

the ally is not defeated until 

the end of the following round. 

 

FOR THE IMPERIUM 
 

Cost 25 

The Field Commander action 

affects allies equal to double 

Presence, and may spend 

 or  to allow an 

ally to suffer 1 Strain to 

perform 1 action instead. 

 

 
Cost 25 

IMPROVED FIELD 

COMMANDER 

 

Gain +1 to a single 

characteristic. This cannot 

bring a characteristic above 5. 

 

 

DEDICATION 
 

Cost 25 

Once per session, the character 

may substitute a Scholastic 

Lore skill check for another 

skill check. 

 

TACTICAL PLANNING 
 

Cost 20 

On a successful attack, may 

suffer 2 Strain and select allies 

up to ranks in Leadership who 

add  to attacks against the  

same target until the 

character’s next turn. 

 

CONCENTRATED FIRE 
 

Cost 20 

Once per session, may perform 

the Known Schematic 

maneuver; make a Hard 

( ) Scholastic Lore check 

to gain familiarity with a 

building or vehicle’s design. 

 

KNOWN SCHEMATIC 
 

Cost 10 

Once per session, make the 

Thorough Assessment action. 

Make an Average ( ) 

Scholastic Lore check to gain 

 equal to  that can be 

distributed to other characters 

during the encounter. 

 

THOROUGH 

ASSESSMENT 

 

Cost 10 

When this character or an ally 

in Short range takes cover, he 

increases Soak against ranged 

attacks by 1 per rank of Prime 

Positions until he leaves that 

cover. 

 

 

PRIME POSITIONS 
 

Cost 5 

Once per session, may spend a 

Destiny Point to recover strain 

equal to Presence. 

 

INTENSE PRESENCE 
 

Cost 15 


