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Spend Momentum to:

Keep it Up: Immediately take an action 
after completing an action

Seize the Spotlight: Take the spotlight 
from an NPC

No You Don’t: Cancel GM Momentum 
spend (costs 2 Momentum)

Catch A Break: Recover an action token  
(once per session)

Spend Reserves to:

Sure Gamble: Replace a test result 
before rolling

Second Wind: Recover an action token  
(5–8: Yellow, 9–10: Green)

Gain Momentum: Gain 1 Momentum  
(2 Reserves that total 10)

Take Cover: After combat action, take 
cover


	Name: Jamarion Locke
	Profession: Hacker
	Experience: 
	Abilities: Hacking: You're tech savvy and highly skilled with WETnet technology.
	Talents: Safehouse
 - Security: Any tests made to locate or break into your safehouse take a -1d10 penalty

Educated: Private tutoring, focusing on mathematics, and extensive self-learning on history of Neo York and technology.
- Gain +1d10 on tests related to what you've learned from you academic pursuits.

Quick step
 - You may spend a green or yellow action token to take an immediate action to move.

	Origin: Cyborg
	Qualities 1: 
	Qualities 2: 
	Weapon 2: 
	Armour: 
	Mods: 
	Weapon 1: 
	Cybernetics: Cyberlimbs legs
EYEnet Implants + low quality WETsight
Lifehack: tracked by parent
	Equipment: Earlink
Dumb-Box
WETgloves: +1d10 bonus to any tests made to manipulate AR, and increase the value of any reserves spent during hacking by 1.
	Genemods: 
	Clever: 2
	Dramatic: 2
	Empathetic: 2
	Fast: 3
	Resolute: 2
	Sneaky: 2
	Violent: 2
	Cred Rating: 2d10
	Reserves 6: X
	Reserves 5: 
	Reserves 4: 
	Reserves 3: 
	Reserves 2: 
	Reserves 1: 
	Reload 1: 
	Range 1: 
	Damage 2: 
	Reload 2: 
	Range 2: 
	Damage 1: 
	Cautious: 2
	Bonus: 


