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Harry Reel Cap’n / Harry
Captain



Cortex Spectre Fight’n Type

No details can be found about Harry on
Most systems. He is a technical ghost. 
Plus, you know, a mite of bewilderment.

You get a free non-combat action per turn
(Move, Grab, Activate etc)

Credo Leadership

Personal Code of Honour. Once per game you can get a +2 step 
bonus to any leadership test.
You can spend plot points on the actions
of others.

Deadly Enemy Lightning Reflexes

You have been hunted, but you are not 
sure who is hunting you or why. 

+2 step initiative bonus (factored in on 
other page)

Hooked - Alcohol Mean Left Hook

Hard drinker. You drink to keep the dreams
at bay.

Hand to hand attacks deal half wound and
half stun

Loyal Reader

Your shipmates can count on you. +4 step empathy on all sense rolls
Once per game can spend a plot point to
discover information about any question.

Traumatic Flashes

Once per game the GM can describe for
you a traumatic flashback, and you can
take no actions for d2 rounds then suffer 
a -2 penalty to all actions for 10 mins.

Things don’t go Smooth

Twice per game the GM can force you to
re-roll a success and accept the second 
result.

Ballistic Mesh
1
Arms, Legs, Torso
Nil

Pistol
1d6 W                          100
3                                    8
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