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You are a relic: A hitwoman from the colonial wars, trained to localize and take out
your target with precision and—if needed—discretion. You prefer precision to
discretion when you can’t have both. Like with Feng Strek, the Tgakan supervisor of
Sector 7: You took him out with a single shot in the heart, short range, middle of
Oma Plaza, back in 1282! You had to hide in a manhole for three days afterwards. Ah—
the memories! If you would have to list the keys to a long successful life in this
business they would be equipment, training, local knowledge and perhaps a hand when
you really need one. Oh, and you also need to consider who you are working with, for
or against. Mistakes are easy to make in this regard, and you have made a few...
interesting ones in your time. If you live long enough, old sins always catch up.

You start the game with a +2 Ranged hand–eye optical implant, “borrowed” from a former
employer. You also have the “Old” keyword, to be invoked in a positive manner by you
and in a detrimental manner by the AI.
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