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Callsign: El Guapo Name: Sam Evergreen Faction: Mercenary
Mech: Firefly FFL-4A Pilot Skill: 4 Gunnery Skill: 3
Pilot Special Abilities:

Payday: Bonus 50,000 C-Bills for successful missions, 10,000 C-Bills for unsuccessful
ones.

Doc Wagon Contract: Once per scenario, remove up to one pilot hit from every other
friendly pilot. Any unconscious pilot that removes a point of damage may make an
immediate consciousness roll at the new damage total (pilots with no damage
automatically wake up)

Melee Specialist: Gain a -1 to hit bonus and apply 1 additional damage to physical
attacks. The Damage modifier is applied after all multipliers (for TSM, for example)

Melee Master: Once per scenario, during the melee phase, you may make an additional
melee attack (Punch, Kick or Weapon) with a +2 to hit penalty. This would potentially
allow for 2 kicks, 3 punches, or 2 punches and a kick. However, you are still restricted
from making melee weapons with limbs that fired weapons that round.

Background: Sam Evergreen (“El Guapo”) is known throughout
Galatea for his easy smile and his quick wit. Some people say
that Sam has an excellent story for any situation that can make
the entire room laugh. Others say that you can’t trust anything
he says, and that for the most part he’s completely full of it.
Both groups are probably right.
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