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PSYLRIL UZTERAN

“Ain’t nothing here to scare me. Nothin’ even close to the hellscapes | seen, deep in the corners
of terrified minds.”

The Psychic Veteran is a specialist in telepathic combat, a psychic operator with a dark
past comprised of brutal mind-blasting violence.

Play the Psychic Veteran if you want to:

e Getinside your foes’ minds and destroy their sense of self and reality.

e Have a bunch of weird gear.

e Befreaky.

e Use terrifying mind powers.

This side of the sheet is the introduction and getting started guide. The reverse tracks
what you need in play and you’ll write your selections there.

MRKING YOUR PSYUHIT VETZRAN
1. Pick your name.

2. Check out your ratings and special ability (on the other side of this page).

3. Go through your asset list and make any selections. The first option is a good default
if you have trouble choosing.

4. Note down how you look and any history details you've come up with.

5. Introduce yourself to the other heroes and start your quest for glory.

STRRTING RHSTTS
You have:

e Psy-solation suit (2 universal defence)
e Attunement crystals (d6 recovery)

e Heavy sedatives (d4)

e Psy-corps Veteran medal (d4).

Plus pick one set:
[0 Psy-blade (d8 eldritch attack) and mind-amplifier (+2 maximum power)
[0 Psy-blaster (d10 eldritch attack) and crysweave vest (1 physical defence).
[] Blaster (d8 fast attack), bio-knife (d6 eldritch attack), and

psy-booster drugs (3 uses [][_][], each use restores d4 power)
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e After your action, go to the bottom of the Pit.
e Killed?: Get a final feat. Then return as a post-mortem

hero or make a new hero.



