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Notes

Spend a Fate Point to...
   • Get +1 on any roll
   • Make a Declaration
   • Invoke or Tag an Aspect for +2, reroll, or use alternate Skill
   • Power some Stunts
   • Refuse Compulsion
   • Compel opponent Aspect
Earn Fate Points by...
   • Accepting Compels
   • Good or entertaining roleplay
Each Shift can...
   • Improve the time taken, quality, or subtlety of a task
   • Increase attack stress
Spin (3 shifts) allows...
   • +1 or -1 on very next roll that happens
   • Creating a Sticky Aspect with a successful Manoeuvre/effort
Effort = Skill + Dice
Shifts = Effort - Difficulty or Opposing Effort
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v1.1 Character sheet layout by David Steiger [dasjunk@hotmail.com].
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	Superb Skill: [Science]
	Physical Stress 1: Off
	Composure Stress 1: Off
	Physical Stress 2: Off
	Physical Stress 3: Off
	Physical Stress 4: Off
	Physical Stress 5: Off
	Physical Stress 6: Yes
	Physical Stress 7: Yes
	Physical Stress 8: Yes
	Physical Stress 9: Yes
	Physical Stress 10: Yes
	Composure Stress 2: Off
	Composure Stress 3: Off
	Composure Stress 4: Off
	Composure Stress 5: Off
	Composure Stress 6: Yes
	Composure Stress 7: Yes
	Composure Stress 8: Yes
	Composure Stress 9: Yes
	Composure Stress 10: Yes
	Fate Point Refresh Amount: 6
	Current Fate Point Pool: 
	Great Skill (1 of 2): [Alertness]
	Great Skill (2 of 2): [Engineering]
	Good Skill (1 of 3): [Starship Engineering]
	Fair Skill (1 of 4): [Guns]
	Average Skill (1 of 5): [Deceit]
	Good Skill (2 of 3): [Survival]
	Fair Skill (2 of 4): [Academics]
	Average Skill (2 of 5): [Empathy]
	Good Skill (3 of 3): [Drive]
	Fair Skill (3 of 4): [Athletics]
	Average Skill (3 of 5): [Resolve]
	Fair Skill (4 of 4): [Investigation]
	Average Skill (4 of 5): [Weapons]
	Average Skill (5 of 5): [Resources]
	Character's Name: Jon Hector
	Character's Description: Scientist with a shady past
	Character's Homeworld: Omicron Persei 8
	Character's Family: Orphan
	Character's Background: Ex-cyberpunk low rung techie
	Character's Career: [Sci-Tech]
	Notes_Text2: Jon was kinda just a low life bottom-rung mobster - the techie guy sent to fix stuff and in fear of his life for failure (and desparate to get out of the crime group and off planet). He's a scientist who comes from a fallen decadent world where intellectuals were basically the kicked dogs of anyone with power. He escaped the mob by using his brain
	Notes_Text1: 
	Minor_Consequence: 
	Major_Consequence: 
	Severe_Consequence: 
	Extreme_Consequence: 
	Stunt_Consequence: 
	Stunt_Consequence_Value: 
	Aspect1: Good with numbers
	Aspect2: Jury-Rig under pressure
	Aspect3: Hacker
	Aspect4: Underworld infamy
	Aspect5: Fascinated with ancient tech
	Aspect6: Sucker for the underdog
	Aspect7: Values life
	Aspect8: Doesn't trust AIs
	Aspect9: Religion is hokum
	Aspect10: Avoids consequences
	Phase2: Jon Hector's Digital Revenge!
	Phase3: Eight and the Lost World
	Phase4: Xiao Ling versus the Robot Race - in The Long Shot
	Phase5: The Legacy of the Ancients / Prince of Shadows
	Phase1: Living on a Cyberpunk World
	Stuff1: Ray Gun
	Stuff2: Portable Fusion Bomb ("Trevor" - don't make Trevor angry)
	Stuff3: Cryogenic Pods (installed on ship, never used, make an offer)
	Stuff4: Shank Retrieval Claw (installed on ship, some battle damage, slightly foxed, only used to 
	Stuff5:                rescue adventurers on weekends)
	Stuff6: 
	Stuff7: 
	Stuff8: 
	Stunt1: Universal Gadget
	Stunt2: Scientific Genius (Physics +1, Electronics +2)
	Stunt3: Theory in Practice
	Stunt4: Scientific Invention
	Stunt5: Weird Science
	Stunt6: Mad Science (Phasic Neural Sensoriums)
	Stunt7: 
	Stunt8: 


