
Fate Points:

Refresh:

Physical Stress:  1       2      3      4

Mental Stress:     1       2      3      4

2 
Mild (             )

2 
Mild (             )

4 
Moderate (             )

6 
Severe (             )

Credit Stress:       1       2      3      4

2 Mild Cons (             )

2 

4 
Moderate Cons (             )

4

6 
Severe Cons (             )

6

CR
ED

IT
 S

TR
ES

S

Superb (+5):

Great (+4):

Good (+3):

Fair (+2):

Average (+1):

High Concept:

Trouble:

Other Aspects:

Name:

Culture:

Tech Index:

Headquarters:

Nearest Presence:

Type: 

Scale: 

Reach: 

ASPECTS
HALO

STUNTS
CONSEQUENCES

SKILLS
ST

AT
US

OT
HE

R 
EX

TR
AS

NO
TE

S

Mindjammer - The Roleplaying Game © 2014 Mindjammer Press Ltd. http://mindjammerpress.com/mindjammer. Permission granted to copy for personal use only.

ORGANISATION SHEET

TM


	Name: 
	Type: 
	Scale: 
	Tech Index: 
	Fate Points: 
	Reach: 
	Mild Num 01: 
	Mild Text 01: 
	Mild Text 02: 
	Mod Text 01: 
	Refresh: 
	Phys Stress 01: Off
	Phys Stress 02: Off
	Phys Stress 03: Off
	Phys Stress 04: Off
	Mental Stress 01: Off
	Mental Stress 02: Off
	Mental Stress 03: Off
	Mental Stress 04: Off
	Sev Text 01: 
	Trouble: 
	Notes: 
	Mild Num 02: 
	Mod Num 01: 
	Sev Num 01: 
	Superb 01: [ ]
	Superb 02: [ ]
	Superb 03: [ ]
	Great 01: [ ]
	Great 02: [ ]
	Great 03: [ ]
	Good 01: [ ]
	Good 02: [ ]
	Good 03: [ ]
	Fair 01: [ ]
	Fair 02: [ ]
	Fair 03: [ ]
	Average 01: [ ]
	Average 02: [ ]
	Average 03: [ ]
	Average 04: [ ]
	Average 05: [ ]
	Average 06: [ ]
	Stunts: 
	Halo: 
	Other Extras: 
	Credit Stress 01: Off
	Credit Stress 02: Off
	Credit Stress 03: Off
	Credit Stress 04: Off
	Mild Cred Con Num 01: 
	Mild Cred Con Text 02: 
	Mild Cred Con Num 02: 
	Mild Cred Con Text 01: 
	Mod Cred Con Num 01: 
	Mod Cred Con Num 02: 
	Mod Cred Con Text 01: 
	Sev Cred Con Num 01: 
	Sev Cred Con Text 01: 
	Sev Cred Con Num 02: 
	Mod Cred Con Text 02: 
	Sev Cred Con Text 02: 
	High Concept: 
	Other Aspects: 
	Culture: 
	HQ: 
	Nearest Presence: 


