ENGINEER

Fire at Will. One gunner of your choice can then use its
reaction to make one attack with a ship weapon.

Full Speed Ahead. The pilot can then use its reaction
to move the ship half its movement within the cone of move-

ment.

DOGFIGHTER

You can move your fighter’s entire speed on its turn and

use your action to fire its weapons. Movement and weapon
attacks follow the same rules as the Pilot's Move action and
the Gunner's Open Fire action, except that moving your
fighter doesn’t require an action. You can also take the Pilot’s

Dogfighting action.

of its consecutive sides, instead of only one, and it regains
all of its shield points at the beginning of the initiative order,
instead of only half. In exchange, each gunner makes one
weapon attack fewer than normal when they take the Open
Fire action.

Overcharge. If you are a spellcaster, you can use your
action to expend a spell slot with a level greater than or
equal to the Dark Matter engine’s class to overcharge the
engine. The shield recharges completely, and until the begin-
ning of your next turn, power is invested in the ship’s engines
(increasing the ship’s movement speed by half) and every
gun (allowing each gunner to make one additional attack
using that weapon when they take the Open Fire action on

1,000 feet, you can use your action to perform a complex
maneuver. Make a Dexterity (Piloting) check, contested by
the other ship. On a success, following several tight turns,
you switch places with that ship. The direction both ships
face remains the same.

Hard Turn. You move your ship 500 feet in any direction
and rotate to face any way you choose.

Ram. You can ram your ship directly into a target by
moving up to your speed within your cone of movement and
entering a ship or mega creature’s space. Your ship and the
target each take 2d10 mega bludgeoning damage. Larger
ships deal and take more damage in a ram: Transport ships
deal 3d10, Corvettes and Frigates deal 4d10.

Until the start of your next turn, any attack roll made against you
has disadvantage if you can see the attacker, and you make Dex-
terity saving throws with advantage. You lose this benefit if you are
incapacitated or if your speed drops to 0.

HELP

You help one creature with a task, giving that creature advantage
on the next ability check it makes for that task. Or you distract one
creature within 5 feet of you, and the next attack roll that an ally of
yours makes against that creature has advantage.

Whichever option you choose, the advantage goes away
once used or when your next turn starts.

HIDE

e The charmer has advantage on any
ability check to interact socially with
the creature.

DEAFENED

¢ A deafened creature can't hear and
automatically fails any ability check
that requires hearing.

FRIGHTENED

e A frightened creature has disadvan-
tage on ability checks and attack rolls

while the source of its fear is within line

Attack rolls against the creature have
advantage.

Any attack that hits the creature is a
critical hit if the attacker is within 5 feet
of the creature.

PETRIFIED

e A petrified creature is transformed,

along with any nonmagical object

it is wearing or carrying, into a solid
inanimate substance (usually stone).
Its weight increases by a factor of ten,
and it ceases aging.

The creature is incapacitated (see the

STUNNED

A stunned creature is incapacitated
(see the condition), can't move, and
can speak only falteringly.

The creature automatically fails
Strength and Dexterity saving throws.
Attack rolls against the creature have
advantage.

UNCONScIous

An unconscious creature is incapacitat-
ed (see the condition), can’t move or

Nature (Intelligence)
Perception (Wisdom)
Performance (Charisma)
Persuasion (Charisma)
Piloting (Dexterity)
Religion (Intelligence)
Sleight of Hand (Dexterity)
Stealth (Dexterity)

Survival (Wisdom)
Technology (Intelligence)

Acrobatics (Dexterity)
Animal Handling (Wisdom)
Arcana (Intelligence)
Athletics (Strength)

Data (Intelligence)
Deception (Charisma)
History (Intelligence)
Insight (Wisdom)
Intimidation (Charisma)
Investigation (Intelligence)

Medicine (Wisdom)

~

DAMAGE SEVERITY BY LEVEL

your Constitution modifier (minimum of 30 seconds).

When you run out of breath or are choking, you can survive
for a number of rounds equal to your Constitution modifier
(minimum of 1 round). At the start of your next turn, you drop to
0 hit points and are dying, and you can't regain hit points or be
stabilized until you can breathe again.

VAcuum

Upon entering a vacuum without a breathing apparatus, you can
survive a number of rounds equal to 1 + your Constitution modifi-
er (minimum 2 rounds). At the start of your next turn, you drop to
0 hit points and are dying.

Even if you have a breathing apparatus, you might still be
subject to Extreme Temperature if you don't have other protective
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BLASTERS

Blasters are ammunition-less ranged weapons which use two dam-
age dice instead of one, but don't add your ability score modifier
to damage.

MEGA DAMAGE

Ships use mega hit points and mega damage, each worth one
hundred normal points. Ship weapons can’t target non-mega
creatures.

MEGA SPELLS
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USE AN OBJECT
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