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Specializations: Assassin

SOAK
VALUE WOUNDS
4 _ 14

CURRENT THRESHOLD CURRENT

DEFENSE

Characteristics

e e

Combat Skills

2 2

Dice Pool

BRAWN

General Skills Rank Dice Pool

Astrogation (Int)

L

Brawl (Br)

L

Athletics (Br)

Gunnery (Ag)

4440

Charm (Pr)

*ee

Melee (Br)

¢

Coercion (Will)

L

Ranged: Heavy (Ag)

¢

Computers (Int)

L

Ranged: Light (Ag)

4440

Cool (PR)

¢4

Coordination (Ag)

¢444HE

Knowledge Skills

Dice Pool

Deception (Cun)

¢

Core Worlds (Int)

L

Discipline (Will)

L

Education (Int)

L

Leadership (Pr)

*e

Lore (Int)

¢

Mechanics (Int)

L

Outer Rim (Int)

e

Medicine (Int)

L

Underworld (Int)

e

Negotiation (Pr)

*ee

Xenology (Int)

e

Perception (Cun)

Warfare (Int)

e

Piloting: Planet (Ag)

449

Other:

Piloting: Space (Ag)

449

Resilience (Br)

¢

Custom Skills

Dice Pool

Skulduggery (Cun)

Stealth (Ag)

X3 ||

Streetwise (Cun)

Survival (Cun)

L

Vigilance (Will)

Weapon

Skill

Range

Special

Blaster Rifle (Modified)

Ranged
(Heavy)

Extreme

Accurate 1, Cumbersome 2, Stun—Setting,
Decrease difficulty of ranged combat checks

at Long or Extreme range by 1)

Other Traits
Likes: Hurting Imperials, standing up

Description Notable Features
Male
Early 30s

1.9m

Gender:
Age:
Height:

for the weak, stubbornness, resolve




1=0//[s 8 Average Dislikes: Mercy to the Empire,
Hair: BNNE betrayal, second chances for those
Dark Green who do wrong

Encumbrance Threshold: _ Encumbrance Value:
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You can also perform any number of Incidental actions. P ——

EQUIPMENT LOG
Weapons & Armor Personal Gear Assets & Resources
Modified Blaster Rifle (Marksman Tool Kit, 2 Stim—Packs, Commlink 1,000 Cr
Barrel [Accurate Mod], Telescopic
Sight Mod), Armored Clothing (+2
Soak, Defense 1, Superior Mod)

TALENTS AND SPECIAL ABILITIES

Name (Time Required) ‘ Page # ‘ Summary

Dodge (2) When targeted by a combat check, may perform a Dodge incidental to suffer up to
2 strain to upgrade the difficulty of the check by an equal amount

Grit (1) +1 to Strain Threshold (already added into stats)

Jump-Up Once per round, may stand from seated or prone as an incidental

Lethal Blows (2) Add +20 to any Critical Injury results inflicted on opponents

Precise Aim (2) Once per round, perform a Maneuver; suffer up to 2 strain to reduce target’ s mele
and ranged defense by that number
Stalker (2) Add MM to all stealth and coordination checks (already added to stats)

Targeted Blow After making a successful attack, may spend 1 Destiny Point to add damage equal
to Agility to one hit.
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"“Zenith” is the code name of a Balmorran revolutionary fighter who has
made a career out of hurting the Empire. Once a member of a powerful
resistance cell broken up by Imperial infiltrators, Zenith has struck out on
his own, gathering followers from Balmorra’s oppressed population to
launch sneak attacks, raids and bombings against the occupying Imperial
forces. Years spent in hiding and seeing the plight of Balmorran citizens
have left Zenith with a deep-seated paranoia and hatred of the Empire—
especially Balmorra’s Sith governor, Darth Lachris. Nothing enrages him
more than those who collaborate with the oppressors; he has been known
to refuse aid to Balmorrans who cooperate with Imperial soldiers. The
sacrifices he has endured have also nurtured Zenith’s ambitions—when
Balmorra is finally free, someone will have to ensure her new government
is strong enough to prevent another occupation."

"Zenith", as he is known amongst the people of Balmorra, is seen amongst the population as either a savior or a menace.
A child of Balmorra, Zenith witnessed first-hand the brutality of the Empire on the citizens who dared to speak out
against their rule; citizens were arrested in the streets for their outspoken opposition, while many of his friends began to
disappear during the night. Witnessing the hardships that his fellow Balmorrans experienced at the hands of the Empire
embittered Zenith, and after witnessing an especially brutal beating and detainment of a protestor outside of the
Imperial-controlled Sobrik, the young Twi'lek made the decision to take up arms against the invaders of his home and
free the people of Balmorra from the Empire's oppressive occupation.

Taking the name "Zenith," he joined with a powerful resistance cell. Over the next several months, he and his fellow
freedom fighters would strike at the heart of the Imperial structure, launching numerous supply raids, bombings and
surprise attacks on Imperial outposts. But his time in the resistance cell would come to an abrupt end. The Empire
learned of the cell's location and dismantled it from the inside.

Fueled by a hatred for those who murdered his friends and repressed his people, Zenith continues the fight against the
Empire; and once he's forced the enemy off his world, he intends to lead his people to a new, prosperous age of
rebuilding their shattered lives.




