Reading a Character Sheef

Resources Important Gear

your health points, energy particularly your weapons
points & focus points - they and armour.

represent your health,

vitality and ability to

concentrate.

STRIRER
Grigori Kurnow
Common

I Engineer (rigger) 3
ral s Vocations: Hacker (machinery;

Backgrounds: Navy Officer

/ﬂc[udgs thg Cha[lgﬂggs ygu \4\0\'Swzt}‘ 1(hardness), 4(HX), 2(EX), 2(FX). 1(reach)
present to your foes,

Vital: 12(hp), 2(ep). 8(fp) © Recovery: 4/r(hp), 2/r(ep), 5/r(fp)

presence and likelihood of b
m[Shaﬂ, yﬂ[,{/" senses aﬂd fpv[00000 000

Stored: 50(hp). 30(ep) ¢ Recovery: 1/hr(hp). 10/hr(ep)

your move 5[789[1’ in 1p5[000005 551010 10

eps[0000055510]
contests. ras
Challenges: 10(TC), 11(SC), 11(PC), -1(init)
Mishap/Vuln: mishap(cyb.3), vuln(psnrad)

). 1(audiosense), 1(olfactorsense)

1,Hacker (materials) 2
neering) 3, Colonist 1

cold heat corr

Resistances

your ability to resist
physical damage, once an ¢ | | i lolololelel i lol
Uppaﬂerlt UUE/TUmBS yaur 1/2(Health), 0/0(Energy), 2/3(Focus) (Mun): Fireball [hp ep 1fp]: chk(TC-A)= +M*[2], 400(audio) ->

(Mat): Riot Foam [10hp fep 2fp): chk(TC-Athrown)= +M*[10], 2-M*[20] (radius), cond,
incapacitated, 10(rst.frc), 1(rst,prc), % (sense) for min

(Mat): Wall of force [10hp Sep 1fp): eff= 10+14-M*[12] (area), 20(range), 20(rst.all) for 1
min but see text

[arge[ Chﬂ[lgﬂgg (7-[) -3(Strength), 0/1(Perception), 1/-1(Resolve) eff=20-M*[40] (range), 10+M*[12] (radius), 2-M*[4] (Fieldfire)
A(Insight), 3/1[-2] (Stealth) (Mun): Tear gas [10np Tep 1fp): chik(TC-A)= +M*(2] >
0/-1(Deceive), 2/2(Investigate), 0/-1(Perform), 0/0(Persuade) imp(svHealth 8+M*[10])= 10(radius), 0(lightsense), cond.shaken for 104 rnd

e g R
0/-2(Cht-Melegy ) . .
3/4(Machiner b/0(Muritions), -1(Neuronetic Enhancements (cyberware): Grav e 2, Mnemonic 24, Reflexes, Resistance, cold 1,

- Skills (qual): ASS; COT-Za0-0. UTM-Tools, Scan-Toals, Vel-Space Resstanos, eat 1 Suboutaneous mesf, o2
) Techniques (general): 1P2\Caimness), 1/2(Clarity-Save), 1/1(Tenacious-Save), § .
skl I Is & 1/1(Busheraft), 3/5(Track) Field (Fortitude 2) > 5ep [0 0 0 0 0 §]
i (Apass), 2/3(Conjugate)
- :::::::::: EE::::::)) ?;’Ey p:::‘/ f:!\g;:ﬁ?;c\/ Weapon (Handfle:’mtte ?mm) chk(TC)=+M|[-2] -> eff= |(recol), 350(audio)
e c n I q u es Techniques (Eng,mun): 1/1(BypAss), 1/1(Conjugate) o= 30/S0(angs). 206+M[-2](tpgro)
Techniques (Eng,neu): 1/0(Bypasg) 391000009

you perform actions with M ~

Sub Lieutenant Grigori Kurnow is very precise man. He is literal minded
and does not think in terms of metaphor.

. . (Mac): Carapace [20hp tep 1fp): 1(tg\puch) -> eff= fp[1]-d6-+M[3] (hptemp) for hr
these: they type of Action is v s tww v -
H 0 eff=cut or erosion (see text) for'kcene
the skill or technigue, your e an SN s e e st n ety conforts ety ey i
TR / | (Mac): Grim Reaper [4hp %ep 1fp]: -> eff=\1(reach) > shipping container.

ability in them is rated by o gl ) 1 e
wvoid i 1t must happen, then Grigor will rely on conjugates, Grim

two ﬂumbers... (Mat): Fabricate [50p Tep 1p] Reaper and Lightning are useful here, as well as Black Tentacles to

0 eff=50+M*[59] (range), fabri ate s -
0 chk(TC)= +M*[g] -> imp(svStrength8+N¥(17)= caged GM to give him passive Per checks psv(Per) for any movement of creatures

(Mat): Black tentacles [30hp 2ep 1fp]: ohk(TC-A)\ +M*[g] - (creature size determines the C) within 40 metres. He won’t be able to
(Met) (Tc-4)
implsvStrength+M<{17) 30(ange), 2rea).cordgrapld formin detect the movement of absolutely minute things like nanobots, microbes
(Mat): Gaussian shield [5hp 4ep 2fp): (tgself) > etc., but if its big enough to be seen on Ripley’s motion tracker, then
off o0(rius), (26 M 5}};1[% ! there’s a reasonable chance of Grigori picking it up. You can also make
20( d (rst.elec)
(Met): Lightring [5¢p 1p): hK(1C)= +M(9] -> efF= 300 (aucic), 5-M*(45] renge), active Per checks

fp[1]-d6+M[8] (hp.elec) -> eff= M*(3] (radius), M* (9] (FY/d elec)

incapacitate a target. Grigori has 40(gravitysense) so you can remind the

the ranks the modifier 5/3(Materials) - means
you have you have in that you have 5 ranks in
taken in the the skill or the skill Materials & your
Skill or technique modifier is +3

technigue




The Resources

Resource Totals Resource Tallies
showing: Give you a way to tick off
12 health points Amounts as you constme
2 energy points resources (see below)
8 focus points.

Vital Resources N
'gfjﬁ% izj fgalrjlobleug/go%% s —>| Vital:[f2(hp), 2(ep). 8(fp)| ¢ Recovery: 4/r(hp), 2/7(ep). 5/p
You need these. ep-v[0 0]

fpv[00000 000

Stored Resources —>> | Stored; 50(hp), 30(ep) © Recovery:

External resources usually hp-s[000005 5510 10 10]
from matter and energy ep-s[000005 5 5 10]
generators (can be shown

as hp-s, ep-s and fp-s)

Your equipment needs these.

/ir(hp), 10/hrfep)

Weapon (Accelerator rifle, battle): chk(TC)= +M[6] >
eff=4(burst), sniping, 70(audio) ->
eff=50/150(range), 3d8-+M[4] (hppbe
Bhptep[0 0000 5] <00 |

Working With Tallies

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

hpv[00000 00 9 3hp1ep 00000 5 <00
12 hp-v to begin with

Taking 3 health points in damage looks like this Emptying the clip of 10 rounds

hp-v [&#&&00 00 9 Shplep BRRREE & <- 0 0

9 hp-v remain

If you take 3 further points, you can do this Replacing the clip with the first spare
hpv(®8000000 & 3hptep[0 0000 5] <80
6 hp-v remain If you don't have any spares, you must get 3hp

matter and Tep energy from your stores to conjure a
new clip



Resisfance

11(rst,prc) 3d8+4(hp,pre)
If you're wearing armour The user of thls accelemtar
o those Combined ity e o rol bt
give you 11 pierce damage on asuccessfp hit.
resistance 11(rst,prc)
rst from your sophont
aref,mané/emgmf \ PG elec fire cold heat corr psn rad
; min 2 0 0 0 0 3 K 0 0 0
8 f;"m amor —, Tame | 0 s o 1|1 lolo]o]o
rst from :
versonal fields —> 110 2 6 6 : 0 0 0 0 0
rst from > shd 0 0 0 0 ) 0 0 0 0 0
shields / aeg 1 1 9 0 0 4 4 1 10 4
rst Zf?am %ny HE?IS
suit (eva hazma
radiation) Weapon (Accelerator rifle, pattle): chk(TC)=+M[6] >

):
eff=4(burst), sniping, 7(}(audio) ->
eff=50/150(range),3d8-+M|4] (hppre)
3hp1ep00000 5 <-00

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

3hplep [RB000 5] <00

Doing 16(hp,prc) in damage

He is wearing his armour and his Fortitude 2 Field is switched on, so he has T1(rst prc).

16(hp,pre) - M(rst,pre) = 5(hp,pre)

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

Grigori has 12 hp-v to begin with

hp-v(00000 00 §

and after the 5(hp,prc) has 7 hp-v left

hpv[00000 00 &



Weapon Properties

TC = target challenge

chk = check The challenge
associated with
A check is a d20 roll action, hitting a target.
usually pitting a skill against Grigori’s character
a challenge. Al check is™ sheet indicates (see M = modifier
successful if 420 + modifier Challenges section)
eff = effect in skill s at least equal to that he has a TCof  /This is the modifier
. the challenge. 10. to the d20 roll
Effects list any from the relevant
consequences for Skill or technigue.
using the weapon, In this case its the
SUch as its range or Skill Cot-Ranged
damage from a hit
Weapon (Accelerator rifle, battle): chk(TC)=

eff=/4(burst), sniping [70(audio)|> how loud the
eff=(50/150(range)| 3d8+M[4] (hp,pro) dring rorma

3hp1epl[0 0000 § <-0 0

damage from
effective range of the being hit by the
weapon in metres (some weapon.
weapons have q standard
and long range).

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

attacker's combat skills

4/9(Cht-Meles), 5/4(Cht-Ranged), 1/-1(Cht-Tactical)

Grigori's combat skills (for comparison)

0/-2(Cht-Meles), 0/-2(Cht-Ranged) :
I:l%:l
the modifier <=L
the ranks you have in "
you have the skill or
laken in the technigue
Skill or
technique
S1TRINER




