
Reading a Character Sheet

Resources

Important Gear

Common 
Traits

Skills & 
Techniques

Resistances

your health points, energy 
points & focus points - they 
represent your health, 
vitality and ability to 
concentrate.

particularly your weapons 
and armour.

your ability to resist 
physical damage, once an 
opponent overcomes your 
target challenge (TC)

you perform actions with 
these: they type of action is 
the skill or technique, your 
ability in them is rated by 
two numbers...

5|3(Materials) - means 
that you have 5 ranks in 
the skill Materials & your 
modifier is +3

the ranks
you have 
taken in the 
skill or 
technique

the modifier
you have in 
the skill or 
technique

Includes the challenges you 
present to your foes, 
presence and likelihood of 
mishap, your senses and 
your move speed in 
contests.

M|R



The Resources

Working With Tallies

Using the tally for vital health points Using the tally for the accelerator rifle ammunition

Taking 3 health points in damage looks like this

9 hp-v remain

12 hp-v to begin with

6 hp-v remain

If you take 3 further points, you can do this

Vital: hp=12 : ep=2 : fp=8  ◊ Rec: hp=4/rest : ep=2/rest : fp=5/rest

hp(v)  ○ ○ ○ ○ ○ ○ ○ 5 

hp(v)   ○ ○ ○ ○ ○ ○ ○  5 

fp      ○ ○ ○ ○ ○ ○ ○ ○
ep(v)   ○ ○

hp(s)   ○ ○ ○ ○ ○  5  5  5  10  10  10 

ep(s)   ○ ○ ○ ○ ○  5  5  5  10  

hp(v)  ○ ○ ○ ○ ○ ○ ○ 5 

Stored: hp=50 : ep=30 ◊ Rec: hp=1/hr : ep=10/hr

Resources

Resource Totals
showing:
   12 health points
   2 energy points
   8 focus points.

Vital Resources
Resources to do with your 
own body -can be shown as 
hp(v), ep(v) and fp

Resource Tallies
Give you a way to tick off 
amounts as you consume 
resources (see below)

Stored Resources
External resources usually 
from matter and energy 
generators -can be shown 
as hp(s), ep(s)

You need these.

Your equipment needs these.

3hp 1ep  ○ ○ ○ ○ ○ 5  <- [○ ○]x x x x x x

hp(v)  ○ ○ ○ ○ ○ ○ ○ 5 x x

Weapon (Accelerator rifle, battle): chk(TC)= +M[6] ->

burst=4 : sniping : audio=70 : range=50|150 : dmg(hp,prc)=3d8+4[M] 

3hp 1ep  ○ ○ ○ ○ ○ 5  <- [○ ○]

3hp 1ep  ○ ○ ○ ○ ○  5  <- [○ ○]

Emptying the clip of 10 rounds

Replacing the clip with the first spare

If you don't have any spares, you must get 3hp 
matter and 1ep energy from your stores to conjure a 
new clip

3hp 1ep  ○ ○ ○ ○ ○ 5 <- [○ ○]

x x x

x



Resistance

frc prc sls elec fire cold heat corr psn rad

min 2 0 0 0 0 3 3 0 0 0

amr 0 5 5 0 1 1 0 0 0 0

fld 2 6 6 3 3 0 0 0 0 0

shd 0 0 0 0 0 0 0 0 0 0

aeg 1 1 2 0 0 4 4 1 10 3

rst(prc)=11
If you're wearing armour 
and your field is switched 
on, these combined may 
give you 11 pierce 
resistance rst(prc)=11

dmg(hp,prc)=3d8+4
The user of this accelerator 
rifle has a modifier M of 4, so 
they can roll 3d8+4 damage 
on a successful hit.

Weapon (Accelerator rifle, battle): chk(TC)= +M[6] ->

burst=4 : sniping, audio=70 :

range=50|150 : dmg(hp,prc)=3d8+M[4]

3hp 1ep   ○ ○ ○ ○ ○ 5 <- [○ ○]

3hp 1ep  ○ ○ ○ ○ ○ 5 <- [○ ○]

Grigori's foe get's a successful hit on their second attempt

Doing dmg(hp,prc)=16

rst from your sophont 
or enhancements

rst from armour

rst from 
personal fields

rst from 
shields

rst from any aegis 
suit (eva,hazmat,
radiation)

So dmg(hp,prc)=5 damage actually penetrates to Grigori's body

He is wearing his armour and his Fortitude 2 Field is switched on, so he has rst(prc)=11.

Grigori has 12 hp(v) to begin with

and after the dmg(hp,prc)=5, he has 7 hp(v) left

hp(v)  ○ ○ ○ ○ ○ ○ ○ 5 

hp(v)  ○ ○ ○ ○ ○ ○ ○ 5 

16 hp(v) - 11(rst) = 5 hp(v)

x

x

x



Weapon Properties

Weapon (Accelerator rifle, battle): chk(TC)= +M[6] ->

burst=4 : sniping, audio=70 :

 range=50|150 : dmg(hp,prc)=3d8+M[4]

3hp 1ep  ○ ○ ○ ○ ○ 5 <- [○ ○]

chk = check
TC = target challenge

M = modifier
This is the modifier 
to the d20 roll 
from the relevant 
skill or technique. 
In this case its the 
skill Cbt-Ranged

how loud the 
weapon is 
during normal 
use.

damage from 
being hit by the 
weapon.

attacker's combat skills

Grigori's combat skills (for comparison)

effective range of the 
weapon in metres (some 
weapons have a standard 
and long range).

The value of the 6 comes partly from the modifier the 
attacker has in Cbt-Tanged (+4), but also a +2 bonus to 
chk(TC) given by the cyberware Movement Prediction 2

A check is a d20 roll action, 
usually pitting a skill against 
a challenge. A check is 
successful if d20 + modifier 
in skill is at least equal to 
the challenge.

The challenge 
associated with 
hitting a target. 
Grigori's character 
sheet indicates (see 
Challenges section) 
that he has a TC of 
10.

0|-2(Cbt-Melee), 0|-2(Cbt-Ranged)

the ranks
you have 
taken in the 
skill or 
technique

the modifier
you have in 
the skill or 
technique

4|2(Cbt-Melee), 5|4(Cbt-Ranged), 1|-1(Cbt-Tactical)


