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PLAYTEST
Desmond is a Fiercely loyal man with a strict code of honor 
and a stubborn streak that runs the length of his body. 
Desmond is good at holding a team together, and can more 
than hold his own in a fight. He prefers close quarters 
combat and knows how to put a shield to good use.

Choose Desmond if you want to play a strong melee 
tank who can hold his own and passively help allies 
stay active in combat.

BACKGROUND:
 As a youth, Desmond went straight from highschool 
into a prestigious military academy on Mars, learning how 
to be a leader at a young age. Despite his talent, he found 
himself growing bored with the regimented life of a cadet. By 
chance he found out about the colony ship Albatross, and 
her mission to travel out to a distant star to establish a new 
human colony.
 Even with his limited leadership training, Desmond 
was perfect for the mission, and being in his 20s meant he’d 
be in his prime at the end of the 20 year trip.
 Sadly the Albatross didn’t make it to its destination, 
but Desmond was instrumental in helping people escape 
the Albatross during the orbital incident, and he was one of 
the first to volunteer with the Voyagers to help find other 
crashed survivors.
 Because of his leadership experience, and his drive, 
he is the leader of his patrol team, and his fierce loyalty 
means he’ll go above and beyond to make sure they return 
home after every mission.

Follow us at www.Demonskunkstudios.com for more



ATTRIBUTES

SKILLS

ARMOR

WEAPONS

EDGES HINDRANCES

EQUIPMENT
PUSH
Desmond can attack the enemy by 
shoving with his shield. Desmond and 
his target make an opposed Strength 
roll. If you succeed you can:
Bash: push the target 1” for a suc-
cess, 2” for a raise. This deals geri’s 
STRENGTH die +3 damage (1d6+3). If the 
target hits an obstacle he suffers 1d6 
damage for every 1” he would have 
moved.
Knock Prone:Knock the target down 
on their back. if you run at least 3” be-
fore the push, add +2 to your STRENGTH 
roll.

RAPID ATTACK
Desmond can attack wildly in a desper-
ate attempt to defend himself. 
He can make up to 3 attacks as a single 
action. Roll a Fighing die for each, and 
subtract -4 from each. Because this 
attack is so reckless, he suffers a -2 
penalty to Parry until his next turn.
Rapid Attack cannot be combined with 
any other special action allowing you 
to attack multiple targets at once.
Desmond can attack a different target 
with each attack.

WILD ATTACK
Desmond can put everything into 
one attack, leaving himself open but 
potentially hitting harder.
He takes a -2 penalty to Parry until his 
next turn, but adds +2 to his FIGHTING 
roll and the resulting DAMAGE if it hits.

SPECIAL ACTIONS

AGILITY

SMARTS

SPIRIT

STRENGTH

VIGOR

FIGHTING
HEALING

NOTICE

REPAIR
DRIVING
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Assault Blade
A sturdy sword with good balance 
and solid, sharp blade.
Damage: Str+d8 (2d8)
Notes: AP2

PACE

PARRY

CHARISMA

TOUGHNESS

ARMOR

FOR UNTRAINED SKILLS ROLL 1d4-2
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Code of Honor (Major)
Desmond has a strict code of honor 
preventing him from using torture 
or killing or attacking unarmed or 
helpless opponents.

Stubborn (Minor)
When Desmond’s mind is made up, 
it’s hard to change it.

Loyal (Minor)
Desmond will never leave a man be-
hind, he is loyal to his friends.

Off-Worlder (Minor)
Humans have only been on Elisi for 
about a few months, so they suffer 
a -2 penalty to Common Knowledge 
rolls.

Shieldbearer
Desmond’s combat training gives him a 
+1 Parry when wielding a shield.

Command
Desmond’s experience in leadership 
allows him to give allies +1 to their spirit 
rolls to recover from being shaken.

Brawny
Desmond is strong. +1 Toughness, 
+Carry Wt.

Built to Run
Humans, like Desmond can run and 
perform an action without taking a mul-
tiaction penalty.

Pocom
A pocket-sized computerphone

E-Canteen
A self-heating/cooling canteen

Comm Bit
A short-range in-ear communicator

Utilitorch
A flashlight that can become a lantern

E-Ration
A self-heating meal ready-to-eat

Modular Medium Armor
Lightweight polymer/metal armor that 
attaches to a standard survival suit.
Armor: +3
Notes: Negates 3 AP from bullets.

Tactical Shield
A sturdy, transparent medium shield.
Notes: +1 Parry, +2 Armor vs. Ranged 
attacks that hit


