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/M | rage Cybertronian, a couple mischievous alien tongues
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/ / . {2 J 3 O | |Hunting Rifle || 150/600 (min 30) ||Targeting || Sharp 1 Sharp 2 (11), 3 (13), reload
S e C u r I ty ENERGON MOVEMENT |Rocket Launcher” 1007200 (min 30) ||Targeting || Sharp 1 (20 ft radius) |
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0000000000 | Frag Grenade (2) || 20/50 ||Ath|etics || Sharp 1 blast (10 ft) | | consumable, wrecker
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PERKS GEAR BACKGROUND-BONDS
“Security influence: When you're surprised, you can take a Move action and roll a . .
Skl Test. Mirage has largely blended in well
-Look Out!: You can defend with Evasion even if you're unaware of an attack. . .
-Disappear: As a Free Action, you can spend an Energon Point to take total cover W|th h IS fe”ow Autobots, althoug h
until the end of your turn, as though you became invisible. . R
-Ally Awareness: If an ally has an ability that affects allies within a certain range, some Strange q ues‘“ons pers|st about
you gain the benefits of that ability as long as you are within 5 times its range.
Once per scene as a Free action, you can use the memory of advice an ally once 1 1 1 1 1
gave you to gain the benefits of Lend Assistance. h IS paSt In SeCU rlty USI ng SpeCIa‘I
-Forward Observation: Alertness is both Smarts and Social for you. When you roll HH H H
an Alertness Skill Test and the targets you're observing aren't aware of your ablllty Sometl mes exposes h'm to
presence, you can score a Critical Success on a d2. H H H 1
-Acute Sense (Sight): gain an Edge on any Alertness Skill Test involving sight, and ha”UCI I"IatIOI"IS, but typIC8.| |y he S Of
11 on a non-Alertness Skill Test where sight is relevant. . . A .
-Stunning Surprise: When you attack a creature who is unaware of your exact SOU nd mlnd and II’] faCt q u |te SOCI8.| .
location, your attack deals Stun 1 in addition to its normal effect. /
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W HARDPOINTS
ALTERNATIVE

NAME RANGE  HARDPOINT TRAITS ATTACK EFFECTS EFFECTS
Sharp 1 (20 ft radius)

|Rocket Launcher 100/200 (min 30)| |eng|ne anti-tank, reload, wrecker | | Targeting

1
_///////// | TYPE | | DESCRIPTION | | EFFECT | | TRAITS

|
| | | | J/////////
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Lookout 1
——— ORIGIN NAME CREW —— ORIGIN NAME CREW
2 common| |45 ft ground
HEALTH SIZE MOVEMENT HEALTH SIZE MOVEMENT
race car /—I /—I
MOVEMENT MOVEMENT
FEATURES —— FEATURES ——M8Mm™—
ATTACKS ATTACKS
WEAPON RANGE EFFECTS WEAPON RANGE EFFECTS
|Ram | |Reach | |1 Blunt, Trip | | | | | | |
TOUGHNESS EVASION WILLPOWER CLEVERNESS TOUGHNESS EVASION WILLPOWER CLEVERNESS

7 : / ORIGIN:NOTES

Invisibility: Mirage may spend 1 Energon Point to turn truly invisible, undetectable by almost

any visual means. While invisible, Mirage gets the benefit of full cover. Invisibility may

persist so long as each round Mirage passes an Infiltration Skill Test where DIF equals the

number of rounds he's currently been invisible. /4 /7
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	Influences: Security
	Personal Power: 2
	Movement: 30
	Hang Ups: 
	Att Name 2: Rocket Launcher
	Att Rng 2: 100/200 (min 30)
	Att 2: Targeting
	Att Eff 2: Sharp 1 (20 ft radius)
	Att Note 2: 
	Att Name 3: Close-combat Blade
	Att Rng 3: Reach
	Att 3: Finesse
	Att Eff 3: Sharp 1
	Att Name 4: Takedown
	Att Rng 4: Reach
	Att 4: Finesse
	Att Eff 4: Stun 1
	Att Note 4: Blunt 1(↓1), maneuver(↓1)
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	POWERS: -Security influence: When you're surprised, you can take a Move action and roll a Skill Test. 
-Look Out!: You can defend with Evasion even if you're unaware of an attack.
-Disappear: As a Free Action, you can spend an Energon Point to take total cover until the end of your turn, as though you became invisible.
-Ally Awareness: If an ally has an ability that affects allies within a certain range, you gain the benefits of that ability as long as you are within 5 times its range. Once per scene as a Free action, you can use the memory of advice an ally once gave you to gain the benefits of Lend Assistance.
-Forward Observation: Alertness is both Smarts and Social for you. When you roll an Alertness Skill Test and the targets you're observing aren't aware of your presence, you can score a Critical Success on a d2.
-Acute Sense (Sight): gain an Edge on any Alertness Skill Test involving sight, and ↑1 on a non-Alertness Skill Test where sight is relevant.
-Stunning Surprise: When you attack a creature who is unaware of your exact location, your attack deals Stun 1 in addition to its normal effect. 
	PERKS: 
	BACKGROUND BONDS: Mirage has largely blended in well with his fellow Autobots, although some strange questions persist about his past in security. Using special ability sometimes exposes him to hallucinations, but typically he's of sound mind and in fact quite social.
	A T 1: 
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	A Eff 1: 
	A Traits 1: 
	A T 2: 
	A Desc 2: 
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	Notes: Invisibility: Mirage may spend 1 Energon Point to turn truly invisible, undetectable by almost any visual means. While invisible, Mirage gets the benefit of full cover. Invisibility may persist so long as each round Mirage passes an Infiltration Skill Test where DIF equals the number of rounds he's currently been invisible. 
	Name1: Rocket Launcher
	Range 1: 100/200 (min 30)
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