
Character Sheet Playtesting Notes

•  We are still working on some of the sizing/ratios for text and 
boxes. If something doesn’t feel like the right size to you—espe-
cially if it’s confusing because it makes you feel like something 
is more/less important than it should be—please mention it.

•  Take notes if you find yourself frequently having to flip the 
sheet front-to-back during basic game actions (if it’s printed 
double-sided.)

Please take a photo of your sheet when you’re done and share it 
with us!

Hey, guys, it's Ned. I've made some alterations to this character sheet as I've added

the PDF form elements. Don't worry, everything from the original sheet is there, and

I've made notes when I've added new stuff. Make sure you highlight form fields; I

made them transparent so it'd still print nice and not get too busy.

I made comments wherever I changed anything, detailing what I changed and why.

This is based on the June 8 playtest character sheet, so it m
ay be out of date.

	 	 	 	 	 	 	 	 	                     -Ned
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HANDLE NAME PLAYER

MOTIVATIONS LANGUAGES

COGNITION ×3 COG Check

FRAY ÷ 2
INTUITION ×3 INT Check

REFLEXES ×3 REF Check

SAVVY ×3 SAV Check

Stress taken

Lucidity (WIL×2)

Traumas (-10 each)

Trauma Threshold (LUC ÷ 5)

Insanity Rating (LUC × 2)SOMATICS ×3 SOM Check

WILLPOWER ×3 WIL Check

                           |       |
Ranged             DV Reload (SA/BF/FA)  Range                                  Notes

                           |       |
Ranged             DV Reload (SA/BF/FA)  Range                                  Notes

Aptitudes Derived

Mental

RANKS APT TOTAL
Athletics +SOM =      
Deceive      +SAV =      
Exotic Skill:                           +     =      
Exotic Skill:                         +     =      
Fray      +REF×2 =      
Free Fall      +REF =      
Guns      +REF =      
Hardware:                           +COG =      
Hardware:                           +COG =      
Hardware:                           +COG =      
Infiltrate      +REF =      
Infosec      +COG =      
Interface      +COG =      
Kinesics      +SAV =      
Medicine:                           +COG =      
Medicine:                           +COG =      
Medicine:                           +COG =      
Melee      +SOM =      
Perceive      +INT×2 =      
Persuade      +SAV =      
Pilot:                               +REF =      
Pilot:                               +REF =      
Pilot:                               +REF =      
Profession:                          +COG =      
Profession:                          +COG =      
Program      +COG =      
Provoke      +SAV =      
Psi      +WIL =      
Research      +COG =      
Survival      +INT =      
Know:                          +COG =      
Know:                          +COG =      
Know:                          +COG =      
Know:                          +COG =      
Know:                          +COG =      
Know:                          +COG =      
Know:                          +COG =      
Know:                          +COG =      

Short (1d6)

Short (1d6)

Long (full)

INITIATIVE ((REF + INT) ÷ 5)

Armor Energy / Kinetic Modifications

Armor Energy / Kinetic Modifications

Melee Damage 

Melee Damage 

Alienation
Helplessness

The Unknown

Skills

SPENT

=

POOLS SPENT RECHARGE
Per 24 hrs

+
EGO

MOXIE

FLEX

INSIGHT

VIGOR

M
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DURABILITY

WOUND
THRESHOLD

DEATH
RATING

MORPH

CP COST SIZE

MORPH TRAITS (POSITIVE)
WOUNDS (−10 EACH)

DAMAGE TAKENMORPH TRAITS (NEGATIVE)

AUGMENTATIONS

|

|

GEAR PACK

Grenades/Seekers

Ammunition

kawsc
Sticky Note
This was originally stuck down in the combat section. I moved it up. Not sure if this is its intended location, but it's clearly part of the Ego block now.

kawsc
Sticky Note
Altered to make the spacing match the expected contents of the boxes.

kawsc
Sticky Note
Added a little barrier here like on the Reload section above (don't think I got a perfect match, but eh).

kawsc
Sticky Note
Moved the plus sign a little, plus vertically aligned left column with wound stuff below. This should make things a little more equal.

kawsc
Sticky Note
Spaced a little more vertically so positive traits use up more whitespace and negative traits have enough vertical room

kawsc
Sticky Note
Why are these not vertically aligned in the original document?

kawsc
Sticky Note
Extended Morph box to match the other section markers' approximations of section size.

kawsc
Sticky Note
This isn't perfect, but it fills the whitespace.Do we need ammo and grenades here when the Gear section could handle them? Probably not.

kawsc
Sticky Note
Made this outline thicker. 'twas bothering me.

kawsc
Sticky Note
I thought the text breaking out of the box was cool. I did it here too.(Clever use of white box there)

kawsc
Sticky Note
For those wondering why these lines are different thickness than the others, they're text, not drawings. I can't fix them because I don't have the time to.

kawsc
Sticky Note
Everyone else got the full text written out, and since "Threshold" is not particularly shorter than "durability" I figured it should be evened out.

kawsc
Sticky Note
This "Per 24 hrs" bothers me. Can't find a fix that doesn't really screw with the formatting, though.
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Handle

PSI TRAIT LEVEL

Base

Current

Name Player

Background Career

Backups

Known Forks

Ego Traits (Positive)

1. Physical Damage (DV 1d6 + strain mod)

2. 

3. 

4.

5.

6. 

Ego Traits (Negative)

Additional Gear & Augmentations

Interests Faction

Name Notes

RP Earned

RP Spent

@-List (@-Rep)

∞ ∞ ∞ ∞ ∞ ∞ ∞

STRAIN

NOTES

Civicnet (c-Rep) Fame (f-Rep) Guanxi (g-rep) The Eye (i-Rep) Researchnet (r-Rep) eXploreNet (x-Rep)

Sleight Type Range Action Duration Strain Modifier

Sleight Type Range Action Duration Strain Modifier

Sleight Type Range Action Duration Strain Modifier

Sleight Type Range Action Duration Strain Modifier

Sleight Type Range Action Duration Strain Modifier

Sleight Type Range Action Duration Strain Modifier

Sleight Type Range Action Duration Strain Modifier

Sleight Type Range Action Duration Strain Modifier

Sleight Type Range Action Duration Strain Modifier

Cognition

Intuition

Reflexes

Savvy

Somatics

Skills

Willpower

kawsc
Sticky Note
Extended Psi box to match the other section markers' approximations of section size.

kawsc
Sticky Note
Seems a bit much. An async that filled these would fail infection rolls left and right.Likewise, there's a lack of room for, say, drones or alternate morphs. Could change during playtest based on feedback/proportion of players who play Asyncs?Maybe put psi on a third page so not everyone has to wade through it?Unrelatedly, I removed 1 sleight from the space so that Psi could be its own unified block.Maybe make the sleight block like the skill block with headings, so there aren't things under each line getting in the way.

kawsc
Sticky Note
Placement could make it unclear whether these are muse or character notes.Also, made outline thicker in an attempt to communicate that this is not part of the muse section. .5 pt is thinner than almost everything else on the page, and it bothered me.

kawsc
Sticky Note
This little box is a nightmare. I tried doing stuff with it and didn't like it,  but it's the only non-heading to have a background.

kawsc
Sticky Note
Fixed weighting to match other text lines.

kawsc
Sticky Note
Made the outline thicker to match other outlines, moved it down into the Psi section.

kawsc
Sticky Note
Made fit in sidebar.Because this is form fillable and can have multiple lines, there is now only one Additional Gear & Augmentations line.

kawsc
Sticky Note
There's nothing to go here according to the current rules, but I did add the forms in case someone wanted to use them.

kawsc
Sticky Note
None of the things in the second column lined up. Fixed.

kawsc
Sticky Note
If I wasn't going to have specific ratings, I'd just make this into a box of its own.
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