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EXCELLENCE pts SPENT:

CLASSES LEVEL

weight  eyes hair

race template

character name

player

age gender height

VALUES
virtue vice

ALLEGIANCES
major minor

cl
as

s 
sk

il
l 

SkIll total ranks str  
mod

misc  
mod

□	 Climb  _______  =_______   +_______   +_______   
□	 Jump  _______  =_______   +_______   +_______   
□	 Swim  _______  =_______   +_______   +_______   
□   _______  =_______   +_______   +_______   

   temp temp 
 score mod score mod 

STRENGTH

cl
as

s 
sk

il
l 

SkIll total ranks dex  
mod

misc  
mod

□	 Balance  _______  =_______   +_______   +_______   
□	 Escape Artist  _______  =_______   +_______   +_______   
□	 Hide  _______  =_______   +_______   +_______   
□  Move Silently _______  =_______   +_______   +_______   
□  Pilot (civilian) _______  =_______   +_______   +_______ 
□  Pilot (military) _______  =_______   +_______   +_______   
□  Ride  _______  =_______   +_______   +_______   
□  Sleight of Hand _______  =_______   +_______   +_______   
□  Tumble _______  =_______   +_______   +_______   
□   _______  =_______   +_______   +_______     

   temp temp 
 score mod score mod 

DEXTERITY

cl
as

s 
sk

il
l 

SkIll total ranks con  
mod

misc  
mod

□	 Concentration  _______  =_______   +_______   +_______   
□	   _______  =_______   +_______   +_______   

   temp temp 
 score mod score mod 

CONSTITUTION

SAvING 
ThRoWS total base ability  

mod
misc  
mod

 fortitude  _______  =_______   +_______   +_______    

 Reflex  _______  =_______   +_______   +_______    

 Will  _______  =_______   +_______   +_______   

base dex class equip. misc.

10

    
 max threshold

HIT POINTS

damage taken:

cl
as

s 
sk

il
l 

SkIll total ranks int  
mod

misc  
mod

□	 Creative Art  _______  =_______   +_______   +_______   
□	 Engineer (chemical)  _______  =_______   +_______   +_______   
□	 Engineer (ethertech)  _______  =_______   +_______   +_______   
□  Engineer (mechanical) _______  =_______   +_______   +_______   
□	 Engineer (pharmaceutical)  _______  =_______   +_______   +_______ 
□	 Engineer (structural)  _______  =_______   +_______   +_______ 
□	 Forgery  _______  =_______   +_______   +_______ 
□	 Investigate  _______  =_______   +_______   +_______
□	 Knowledge (                    ) _______  =_______   +_______   +_______ 
□	 Knowledge (                    ) _______  =_______   +_______   +_______ 
□	 Knowledge (                    ) _______  =_______   +_______   +_______ 
□	 Knowledge (                    ) _______  =_______   +_______   +_______ 
□	 Knowledge (                    ) _______  =_______   +_______   +_______ 
□	 Munitions _______  =_______   +_______   +_______ 
□	 Navigate _______  =_______   +_______   +_______ 
□	 Research _______  =_______   +_______   +_______ 
□	 Scope Use (immersed) _______  =_______   +_______   +_______ 
□	 Scope Use (remote) _______  =_______   +_______   +_______ 
□	 Search _______  =_______   +_______   +_______ 
□	   _______  =_______   +_______   +_______

   temp temp 
 score mod score mod 

INTELLIGENCE

SkIll total ranks ability 
score

ability  
mod

misc  
mod

______ _______ ___  ______  =______   +______   +______   +______ 

______ _______ ___  ______  =______   +______   +______   +______ 

______ _______ ___  ______  =______   +______   +______   +______ 

______ _______ ___  ______  =______   +______   +______   +______

OCCULT POWERS

ATTACk TyPE total base 
atk

ability 
score

ability  
mod

size  
mod

 Melee ______  =       str     +______   +______   +______  

 Grapple ______  =       str     +______   +______   +______  

 Ranged ______  =      dex    +______   +______   +______  

BASE ATTACK

cl
as

s 
sk

il
l 

SkIll total ranks wis  
mod

misc  
mod

□	 Listen  _______  =_______   +_______   +_______   
□	 Scope Awareness  _______  =_______   +_______   +_______   
□	 Sense Motive   _______  =_______   +_______   +_______   
□  SpotSpot _______  =_______   +_______   +_______   
□	 Survival   _______  =_______   +_______   +_______ 
□	    _______  =_______   +_______   +_______

   temp temp 
 score mod score mod 

WISDOM

cl
as

s 
sk

il
l 

SkIll total ranks cha  
mod

misc  
mod

□	 Bluff   _______  =_______   +_______   +_______   
□	 Diplomacy  _______  =_______   +_______   +_______   
□	 Disguise   _______  =_______   +_______   +_______   
□  Handle AnimalHandle Animal _______  =_______   +_______   +_______   
□	 Intimidate   _______  =_______   +_______   +_______ 
□	 Perform (                        )   _______  =_______   +_______   +_______ 
□	 Perform (                        )   _______  =_______   +_______   +_______ 
□	 Perform (                        )   _______  =_______   +_______   +_______ 
□	 Perform (                        )   _______  =_______   +_______   +_______ 
□	 Resolve   _______  =_______   +_______   +_______
□	 Scope Resilience   _______  =_______   +_______   +_______

   temp temp 
 score mod score mod 

CHARISMA ATTACK

weapon atk mod damage

type critical properties

feats/talents/special ability notes:

ATTACK

weapon atk mod damage

type critical properties

feats/talents/special ability notes:

ATTACK

weapon atk mod damage

type critical properties

feats/talents/special ability notes:

COMBAT SUMMARY

size speed initiative dr

/

STylE total ranks ability 
score

ability  
mod

misc  
mod

______ _______ ___  ______  =______   +______   +______   +______
feats

manoeuvres

FIGHTING TECHNIQUE

ARMOUR/PROTECTIVE ITEM

armour/protective item equip. bonus

type check pen. max dex. properties

ARMOUR/PROTECTIVE ITEM

armour/protective item equip. bonus

type check pen. max dex. properties

ChArACter sheet

  
 total flat footed touch

DEFENCE
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FEATS

feat gained page  
ref

TALENTS AND CLASS ABILITIES

talent ability class/talent 
tree

page  
ref

EQUIPMENT

item weight (lb) where held

 sCope AVAtAr

ChArACter sheet

te
m

pl
t 

in
fl

ue
nc

e

INfluENCE total ranks misc  
mod details

	□	______ _____ _____  =_____   +_____   
	□	______ _____ _____  =_____   +_____   
	□	______ _____ _____  =_____   +_____    
	□	______ _____ _____  =_____   +_____   
	□	______ _____ _____  =_____   +_____   
	□	______ _____ _____  =_____   +_____   
	□	______ _____ _____  =_____   +_____   
	□	______ _____ _____  =_____   +_____   
	□	______ _____ _____  =_____   +_____   
	□	______ _____ _____  =_____   +_____   
	□	______ _____ _____  =_____   +_____   

SOCIAL TEMPLATE AND INFLUENCES

social template social 
class wealth knowledges

bonus skills/feats

feats/talents/special ability notes:

TABS AND PROGRAMS

SCoPE TABS

jack-in location # tabs

uPloAD TABS

skill (s) ranks # tabs

SCoPE PRoGRAMS

description/ item replicated level load on jack-in?

SAvING ThRoWS total base ability  
mod

misc  
mod

 fortitude  ______  =______  +______   +______    

 Reflex  ______  =______  +______   +______   

     temp temp 
 ability scores based on score mod score mod 

CONSTITUTION

DEXTERITY

STRENGTH

COMBAT SUMMARY

initiative

enhanced transfer
domain classes speed bonus

ATTACk TyPE total base 
atk

ability 
score

ability  
mod

size  
mod

 Melee ______  =       str     +______   +______   +______    

 Grapple ______  =       str     +______   +______   +______    

 Ranged ______  =      dex    +______   +______   +______  

BASE ATTACK

ATTACK

weapon atk mod damage

type critical properties

feats/talents/special ability notes:

ARMOUR/PROTECTIVE ITEM

armour/protective item equip. bonus

type check pen. max dex. properties

base dex class equip. misc.

10

  
 total flat footed touch

DEFENCE

ATTACK

weapon atk mod damage

type critical properties

feats/talents/special ability notes:

ARMOUR/PROTECTIVE ITEM

armour/protective item equip. bonus

type check pen. max dex. properties

    
 max threshold

SCOPE  POINTS

damage taken:

CYBERNAUGHTICS

item cpp tol min 
con size upgrades effects


