
SEASONSPASS
Code Name

True Name

Player Origin

Role Profession

Race Subrace

Total Experience: Unspent Experience:

Warrants  

-Attributes-
Mass  ○○○○○ ○○○○○

Body Mind
Strength  ●○○○○ ○○○○○ Psyche  ●○○○○ ○○○○○

Agility  ●○○○○ ○○○○○ Insight  ●○○○○ ○○○○○
Endurance  ●○○○○ ○○○○○ Willpower  ●○○○○ ○○○○○

Health Essence
○○○○○ ○○○○○ ○○○○○
□□□□□ □□□□□ □□□□□

○○○○○ ○○○○○ ○○○○○
□□□□□ □□□□□ □□□□□

Stun damage [/] Minor bruises, easily healed.
Wound damage [X] Serious injury, hard to heal

Acute damage [X] Major trauma, requires medical attention

Spend an Essence point for: 3 Bonus skill dice before rolling ~ 1 
automatic success after rolling ~ 1 extra action ~ +1 to all 
Defenses until the end of your next turn ~ Making an Interrupt 
Attack

Pain Threshold

Equal to Endurance +1 -2 to all die pools and -1 to all defenses for damage 
equal to Pain Threshold, cumulative.

Defenses Physical Mental 

Armor Hard Soft 

Speed Run Hustle Crouch Prone 

Hustle Speed x 2 + Athletics + Aerobics  Strength + Agility + 5 Strength + Agility Strength

Actions / Round Initiative Pool

Defensive Actions: Spend 1 normal action to add 1 to All Defenses until end of your next turn. 
Crouching: P Def + 1vs Ranged; -1 vs Melee.    Prone: P Def + 2 vs Ranged; -2 vs Melee.

 -Skills-
Mark ○ for Profession Skills

Name Ranks Attribute Roll Name Ranks Attribute Roll

 ○ Athletics Strength /  ○Medical Agility /

   Acrobatics○ Agility /    ○ Biotech Agility /

   ○ Aerobics Strength /    ○ Diagnosis Insight /

   ○ Stamina Endurance /    Field Dressing○ Agility /

   ○ Throwing Agility /    ○ Operation Insight /

 ○ Covert Agility /  ○Melee Strength /

   Forgery ○ Insight /    ○ Blades Strength /

   ○ Sabotage Insight /    ○ Impact Endurance /

   ○ Sleight of Hand Agility /    Martial Arts○ Agility /

   ○ Stealth Agility /    ○ Piercing Agility /

 ○ Craft Psyche /  ○ Perception Insight /

   Artistry○ Insight /    ○ Empathy Insight /

   ○ Construction Psyche /    ○ Investigation Willpower /

   ○ Repair Insight /    Senses○ Insight /

 ○ Drive Agility /  ○ Propriety Insight /

   ○ Aircraft Agility /    Concentration○ Willpower /

   ○ Aquatic Agility /    Guile○ Insight /

   Ground Vehicles ○ Agility /    Intimidation○ Psyche /

   ○ Spacecraft Agility /    Performance○ Insight /

 ○ Engineering Psyche /    Tact○ Psyche /

   ○ Electronics Psyche /  ○ Ranged Weapons Agility /

   ○ Hacking Insight /    Archery○ Agilty /

   ○ Hardware Psyche /    Automatics○ Strength /

   Programming ○ Insight /    Heavy Weaponry○ Endurance /

 ○ Knowledge Psyche /    Longarms○ Agility /

   Academics○ Psyche /    Shortarms○ Agility /

   ○ Bureaucracy Psyche /  ○ Savvy Insight /

   ○ Geography Psyche /    theric○ Æ Insight /

   ○ History Psyche /    Business○ Insight /

   ○ Occult Psyche /    Online○ Insight /

   Science○ Psyche /    Political○ Insight /

   ○ The therÆ Psyche /    Streetwise○ Insight /

   ○ The Web Psyche /    Survival○ Insight /

 ○ /    Tactical○ Insight /

 ○ /  ○ /



Senses:

 

Pocket Change

- Attacks -
Attack Roll to Hit Damage on Hit Glancing Hit Exceptional Hit Critical Hit

/

/

/

/

-Weapons -
Name Cost Acc Dmg Clip ROF Modes Range

Upgrades:

Upgrades:

Upgrades:

Upgrades:

-Vehicles- 
Name Cost Top Spd Handling Armor Crew Pass Mass Cargo

Upgrades:

Upgrades:

- Traits and Powers -
Cost Cost

  -Other Equipment-
Name / Details Cost




