
d100
NAME LEVEL CAPACITY

name it
MARKS

max 3 per level

❖

SCORE

TRIVIAL ROUTINE CHALL

✩

SCORE

TRIVIAL ROUTINE CHALL

◉

SCORE

TRIVIAL ROUTINE CHALL

◬
SCORE

TRIVIAL ROUTINE CHALL

V I T A L I T Y & E X E R T I O N

✚ /

CURRENT MAXIMUM

⊗
−1 −2 −3 −4 −5 MAX

⊖
−1 −2 −3 −4 −5 MAX

ϟ
MAXENERGY

S T A N D I N G V A L U E S

⛊ −
PHYSICAL DEF

⛉ −
MENTAL DEF

⇉
MOVE

➤
INITIATIVE

/
SLOTS

S K I L L S R E S O L U T I O N

G R A D I E N T

D I F F I C U L T Y picks which target you roll against

trivial routine challenging

T H E T U R N

✦✦✦ 3 action points, refresh at the start of your turn

✧ free actions, 3 per turn ✽ activities, out of combat

FAVOR / DISFAVOR — add a die, keep the best or worst. cap 3
unspent points stay available for REACTIONS

P U R S U I T

E Q U I P P E D · P R I M A R Y

NAME SLOTS DEMAND TRAIT & RANGE

PROPERTY WHILE EQUIPPED

✦✦✦
✦✦✦

E Q U I P P E D · S E C O N D A R Y

NAME SLOTS DEMAND TRAIT & RANGE

PROPERTY WHILE EQUIPPED

✦✦✦
✦✦✦

W O R N

NAME SLOT DEMAND

donning or removing armour is an activity

A T H A N D

ring the mark when an item is ACTIVE

❖ VIGOR ✩ DEFT ◉ ACUITY ◬ RESOLVE ✚ HP ⊗ WOUNDS ⊖ FATIGUE ϟ ENERGY

⛊ PHYSICAL DEF ⛉ MENTAL DEF ⇉ MOVE ➤ INITIATIVE ✦ ACTION ✧ FREE ACTION ✽ ACTIVITY ⌗ UNIT

d100
NAME LEVEL CAPACITY

name it
MARKS

max 3 per level

❖

SCORE

TRIVIAL ROUTINE CHALL

✩

SCORE

TRIVIAL ROUTINE CHALL

◉

SCORE

TRIVIAL ROUTINE CHALL

◬
SCORE

TRIVIAL ROUTINE CHALL

V I T A L I T Y  &  E X E R T I O N

✚ /

CURRENT MAXIMUM

⊗
−1 −2 −3 −4 −5 MAX

⊖
−1 −2 −3 −4 −5 MAX

ϟ
MAXENERGY

S T A N D I N G  V A L U E S

⛊ −
PHYSICAL DEF

⛉ −
MENTAL DEF

⇉
MOVE

➤
INITIATIVE

/
SLOTS

S K I L L S R E S O L U T I O N

G R A D I E N T

D I F F I C U L T Y picks which target you roll against

trivial routine challenging

T H E  T U R N

✦✦✦ 3 action points, refresh at the start of your turn

✧ free actions, 3 per turn ✽ activities, out of combat

FAVOR / DISFAVOR  — add a die, keep the best or worst. cap 3
unspent points stay available for REACTIONS

P U R S U I T

E Q U I P P E D  ·  P R I M A R Y

NAME SLOTS DEMAND TRAIT & RANGE

PROPERTY WHILE EQUIPPED

✦✦✦
✦✦✦

E Q U I P P E D  ·  S E C O N D A R Y

NAME SLOTS DEMAND TRAIT & RANGE

PROPERTY WHILE EQUIPPED

✦✦✦
✦✦✦

W O R N

NAME SLOT DEMAND

donning or removing armour is an activity

A T  H A N D

ring the mark when an item is ACTIVE

❖ VIGOR ✩ DEFT ◉ ACUITY ◬ RESOLVE ✚ HP ⊗ WOUNDS ⊖ FATIGUE ϟ ENERGY

⛊ PHYSICAL DEF ⛉ MENTAL DEF ⇉ MOVE ➤ INITIATIVE ✦ ACTION ✧ FREE ACTION ✽ ACTIVITY ⌗ UNIT



NAME LEVEL CAPACITY

WORN ITEM SLOTS DEMAND NOTE

NAME LEVEL CAPACITY

WORN ITEM SLOTS DEMAND NOTE



NAME PRONOUNS

click to place an image, or draw here

agree it together - revisit it when it is met

NAME PRONOUNS

click to place an image, or draw here

agree it together - revisit it when it is met


	character_name: Tam Kurek
	level: 1
	capacity: 
	identity_1: Ocular Suite
	identity_label_1: CHASSIS
	identity_2: Corp. Defector
	identity_label_2: BACKGROUND
	identity_3: Netrunner 2
	identity_label_3: PROTOCOL
	identity_4: Kinetics 1
	identity_label_4: CALIBRATION
	identity_5: 
	identity_label_5: 
	mark_1: Off
	mark_2: Off
	mark_3: Off
	attr_vigor_score: 40
	attr_vigor_target_t: 60
	attr_vigor_target_r: 40
	attr_vigor_target_c: 20
	attr_vigor_name: VIGOR
	attr_deft_score: 50
	attr_deft_target_t: 75
	attr_deft_target_r: 50
	attr_deft_target_c: 25
	attr_deft_name: DEFT
	attr_acuity_score: 60
	attr_acuity_target_t: 90
	attr_acuity_target_r: 60
	attr_acuity_target_c: 30
	attr_acuity_name: ACUITY
	attr_resolve_score: 50
	attr_resolve_target_t: 75
	attr_resolve_target_r: 50
	attr_resolve_target_c: 25
	attr_resolve_name: RESOLVE
	hp_current: 19
	hp_max: 19
	wound_1: Off
	wound_2: Off
	wound_3: Off
	wound_4: Off
	wound_5: Off
	wound_max: 2
	fatigue_1: Off
	fatigue_2: Off
	fatigue_3: Off
	fatigue_4: Off
	fatigue_5: Off
	fatigue_max: 3
	energy_1: Off
	energy_2: Off
	energy_3: Off
	energy_4: Off
	energy_5: Off
	energy_6: Off
	energy_7: Off
	energy_8: Off
	energy_9: Off
	energy_10: Off
	energy_max: 2
	def_physical: 0
	def_mental: 3
	movement: 5
	initiative: 10
	slots_used: 3
	slots_total: 10
	skill_category_1: BODY
	skill_1_1_have: Yes
	skill_1_1: Sleight
	skill_1_2_have: Off
	skill_1_2: 
	skill_1_3_have: Off
	skill_1_3: 
	skill_1_4_have: Off
	skill_1_4: 
	skill_category_2: MIND
	skill_2_1_have: Yes
	skill_2_1: Systems
	skill_2_2_have: Yes
	skill_2_2: Security
	skill_2_3_have: Yes
	skill_2_3: Engineering
	skill_2_4_have: Yes
	skill_2_4: Salvage
	skill_category_3: VOICE
	skill_3_1_have: Yes
	skill_3_1: Negotiation
	skill_3_2_have: Off
	skill_3_2: 
	skill_3_3_have: Off
	skill_3_3: 
	skill_3_4_have: Off
	skill_3_4: 
	resolution_roll: d100  -  ROLL UNDER TARGET
	resolution_note: nothing is added. a natural 100 always fails
	gradient_source: re-read the units die
	gradient_1_face: 0-1
	gradient_1_result: POSITIVE
	gradient_2_face: 2-7
	gradient_2_result: NORMAL
	gradient_3_face: 8-9
	gradient_3_result: NEGATIVE
	gradient_4_face: 
	gradient_4_result: 
	difficulty_1: x1.5
	difficulty_2: x1
	difficulty_3: x0.5
	pursuit_1: Pull the incident file with my signature
	pursuit_2: forged on it, before it's scrubbed.
	weapon_1_name: Shock Baton
	weapon_1_slots: 1
	weapon_1_demand: 1
	weapon_1_trait: Kinetics - Melee 1
	weapon_1_property: Vigor or Deft. Native at Kinetics 1: holds no energy. Drops people without killing them.
	weapon_1_action1_ap1: Yes
	weapon_1_action1_ap2: Off
	weapon_1_action1_ap3: Off
	weapon_1_action1_name: Jolt
	weapon_1_action1_effect: vs Phys Def within 1 unit. Hit: 1d6. Crit: no Reaction
	weapon_1_action2_ap1: Off
	weapon_1_action2_ap2: Off
	weapon_1_action2_ap3: Off
	weapon_1_action2_name: 
	weapon_1_action2_effect: 
	weapon_2_name: 
	weapon_2_slots: 
	weapon_2_demand: 
	weapon_2_trait: 
	weapon_2_property: 
	weapon_2_action1_ap1: Off
	weapon_2_action1_ap2: Off
	weapon_2_action1_ap3: Off
	weapon_2_action1_name: 
	weapon_2_action1_effect: 
	weapon_2_action2_ap1: Off
	weapon_2_action2_ap2: Off
	weapon_2_action2_ap3: Off
	weapon_2_action2_name: 
	weapon_2_action2_effect: 
	armour_name: 
	armour_slots: 
	armour_demand: 
	armour_effect_1: 
	armour_effect_2: 
	armour_effect_3: 
	athand_1_active: Off
	athand_1: Datapad (1 slot)
	athand_2_active: Off
	athand_2: Hand Scanner (1 slot)
	athand_3_active: Off
	athand_3: Multitool (1 slot)
	athand_4_active: Off
	athand_4: Ration Block (0)
	athand_5_active: Off
	athand_5: 
	p2_character_name: Tam Kurek
	p2_level: 1
	p2_capacity: 
	p2_equipment_heading: ADDITIONAL EQUIPMENT
	p2_equip_1_worn: Yes
	p2_equip_1: Shock Baton
	p2_equip_1_slots: 1
	p2_equip_1_demand: 1
	p2_equip_1_note: Equipped
	p2_equip_2_worn: Off
	p2_equip_2: Datapad
	p2_equip_2_slots: 1
	p2_equip_2_demand: 0
	p2_equip_2_note: Look It Up
	p2_equip_3_worn: Off
	p2_equip_3: Hand Scanner
	p2_equip_3_slots: 1
	p2_equip_3_demand: 0
	p2_equip_3_note: Sweep
	p2_equip_4_worn: Off
	p2_equip_4: Multitool
	p2_equip_4_slots: 1
	p2_equip_4_demand: 0
	p2_equip_4_note: Work On It
	p2_equip_5_worn: Off
	p2_equip_5: 
	p2_equip_5_slots: 
	p2_equip_5_demand: 
	p2_equip_5_note: 
	p2_origin_heading: ORIGIN
	p2_archetype_heading: ARCHETYPE
	p2_origin: CHASSIS: OCULAR SUITE
-1 maximum energy, permanently.
You ignore Disfavor from darkness, smoke, glare, and concealment.
You have not seen an unfiltered color in years and have stopped noticing.

BACKGROUND: CORPORATE DEFECTOR
You left with more than they know, and they are still counting.
Skills: Systems, Negotiation (Deception not taken).

LEVERAGE
Credentials you never surrendered. They still clear one door somewhere, and the logs still read you as staff. Nobody has revoked them because nobody has noticed, and the day somebody does, they will start looking for whoever holds them.

THE DEBT
Legal fees. The advocate is good, and she is not doing it for the cause.
	p2_archetype: NETRUNNER 2   (+3 HP per step)   Capacity 2
Everything out here is listening to something. Netrunner owns the Gradient die.

[1] > ping.local   1 AP Action - Demand 2 (free)
Every networked device within 20 units reports itself: what it is, roughly where, and whether it is currently doing anything. It does not tell you what any of them contain.

[2] > spoof.id   1 AP Action - Demand 3 (costs 1 energy)
Once against a system per day.
One system treats you as authorized for as long as you do nothing that obviously contradicts it. Doors open, credentials clear, logs read you as someone permitted. While spoofed, any roll you fail against that system reads its Gradient as Normal. It does not escalate. It simply does not work.

Next step [3] > recompile: a Reaction that rewrites the Gradient of any roll within 12 units.

KINETICS 1   (+5 HP per step)   Capacity 1
Access to melee weapons and heavy armor: no Disfavor. +0.

LOADOUT (2):  ping.local  +  spoof.id

ENERGY
Max 3 at Level 1, -1 for the Suite = 2. The baton is native and holds nothing.
	p3_character_name: Tam Kurek
	p3_pronouns: he/him
	p3_portrait_heading: PORTRAIT
	p3_vitals_heading: DESCRIPTION
	p3_vital_label_1: AGE
	p3_vital_1: 31
	p3_vital_label_2: HEIGHT
	p3_vital_2: Average
	p3_vital_label_3: BUILD
	p3_vital_3: Slight
	p3_vital_label_4: EYES
	p3_vital_4: Green, amber lenses
	p3_vital_label_5: HAIR
	p3_vital_5: Black; company cut growing out
	p3_vital_label_6: SKIN
	p3_vital_6: Pale olive
	p3_vital_label_7: VOICE
	p3_vital_7: Precise, apologetic
	p3_party_pursuit_heading: PARTY PURSUIT
	p3_appearance_heading: APPEARANCE
	p3_background_heading: BACKGROUND
	p3_personality_heading: PERSONALITY
	p3_ties_heading: ALLIES & FACTIONS
	p3_connections_heading: CONNECTIONS
	p3_connection_1_who: 
	p3_connection_1_what: 
	p3_connection_2_who: 
	p3_connection_2_what: 
	p3_connection_3_who: 
	p3_connection_3_what: 
	p3_connection_4_who: 
	p3_connection_4_what: 
	p3_notes_heading: NOTES
	p3_appearance: Still dresses like the office: pressed collar, cheap tie, a lanyard he keeps forgetting to take off. The ocular lenses give his eyes a faint amber ring. The baton rides in a document tube.
	p3_background: Systems auditor at a freight carrier. He found a manifest pattern that meant people were being moved in containers, and not all of them were arriving. He reported it internally, in triplicate.

Two days later the incident file carried his signature on the approval. He left that night with his credentials and half the evidence. The other half is still in the company's archive, and it gets scrubbed on a schedule nobody will tell him.
	p3_personality: Polite, anxious, meticulous. Thinks in logs and timestamps.

Believes paperwork should mean something, which is exactly his problem.

Apologizes to doors he is about to spoof.
	p3_ties: 
	p3_notes: spoof.id is once per system per day. Save it for the door that matters.
	p3_party_pursuit: 


