
USING POOLS
Your character has a num

ber of pools that defi ne their trans-
hum

an capabilities. M
ost pools are derived from

 your m
orph, 

but som
e Flex points com

e from
 your ego.

• 
Each pool is linked to a di�erent group of aptitudes and 
skills and m

ay be used in unique w
ays to m

odify your rolls or 
provide other bonuses.

• 
Each pool m

ay only be used for tests that use their linked 
skills or aptitudes (i.e., a Vigor point can be used on a skill 
test or aptitude check linked to REF or SO

M
). Flex m

ay be 
used on any tests. 

• 
U

nless otherw
ise noted, only 1 pool point m

ay be spent per test.
• 

Before Roll: Ignore all m
odifi ers to the test.

• 
Before Roll: Add +20 to the test’s target num

ber.
• 

A
fter Roll: Flip-fl op a d100 roll. For exam

ple, 83 becom
es 38.

• 
A

fter Roll: U
pgrade a success to a superior success (or one 

to tw
o).

• 
A

fter Roll: D
ow

ngrade a critical failure to a regular failure.
• 

O
ngoing (Insight/M

oxie/Vigor O
nly): Receive +5 (1 point) 

or +10 (2 points) to all skill tests linked to one aptitude 
for 24 hours or until your next recharge

INSIGH
T

Insight pool is linked to m
ental capabilities: 

Cognition, Intuition, and their linked skills.
• 

Take the Initiative: Go fi rst in an action turn if you are 
only taking m

ental or m
esh actions and no physical m

ovem
ent.

• 
Extra A

ction: Take an extra com
plex m

ental or m
esh action 

(or 2 quick actions) in an action turn.
• 

A
cquire a Clue: G

ain a hint or lead through investigation, 
research, or analysis of the facts at hand, w

ithout needing to 
m

ake a test.

M
OXIE

M
oxie pool is linked to social interactions: Savvy, 

W
illpow

er, and linked skills. It m
ay also be used 

for Rep and Infection Tests.
• 

Ignore Traum
a: Ignore the e� ects of 1 traum

a for 24 
hours.

• 
Refresh Rep: Restore rep netw

ork favors at a cost of 1 point 
for a M

inor favor and 2 points for a M
oderate favor. M

ajor 
favors m

ay not be refreshed this w
ay.

• 
Acquire a Clue: G

et a tip or lead by gathering inform
ation via 

social interactions w
ithout needing to m

ake a test.
• 

Control Your Infection: Avoid m
aking an Infection Test 

w
hen using a psi sleight (asyncs only).

• 
N

egate G
a� e: Ignore a player’s social ga� e that the 

character w
ouldn’t m

ake.

VIGOR
Vigor pool is linked to physical e�orts: Reflexes, 
Som

atics, and their linked skills.
• 

Take the Initiative: Go fi rst in an action turn.
• 

Extra A
ction: Take an extra com

plex physical action (or 2 
quick actions) in an action turn.

• 
Ignore W

ound: Ignore the e� ects of 1 w
ound for 24 hours.

FLEX
Flex is a w

ild-card pool. It can be used to a�ect 
dice rolls for any tests and for narrative control.

• 
Introduce N

PC: A new
 or existing N

PC joins 
the scene. � eir presence m

ust be plausible. 
You m

ay defi ne one aspect of this N
PC: their m

orph, 
factional allegiance, a notew

orthy skill, a specifi c trait, etc.
• 

Introduce an Item
: A previously unnoticed item

 is added to 
the scene. Its presence m

ust be plausible. � e item
 cannot 

be o� ensive (no w
eapons) and it m

ust be of M
inor (not Rare 

or Restricted) Com
plexity. It can be a useful tool, a necessary 

piece of gear, or even a clue.
• 

D
efi ne the Environm

ent: You m
ay introduce an 

environm
ental factor to a scene. Its presence m

ust be 
plausible. It should provide a new

 detail that does not 
drastically alter the scene. Exam

ples include hiding spots, 
cover, distractions, shelter, or exploitable elem

ents such as a 
ladder or w

indow.
• 

D
efi ne a Relationship: You m

ay introduce a new, plausible 
relationship betw

een your character and an existing N
PC. 

� is connection should be m
ore loose or m

inor than close 
or serious. For exam

ple, you m
ay have a com

m
on friend, 

shared history, or old but m
inor rivalry. 

RECH
ARGING POOLS

You recover the points you have spent from
 pools by taking 

a recharge action to rest and recalibrate. You can’t increase a 
pool above its original rating; unspent points are lost.

• 
Short R

echarge (2/day): Short recharges are a task 
action w

ith a tim
efram

e of 10 m
inutes. You m

ay take tw
o 

short recharges per 24-hour period. Each short recharge 
restores 1d6 pool points; you decide w

here to allocate them
.

• 
Long Recharge (1/day): A

 long recharge is a task action 
w

ith a tim
efram

e of 4 hours (8 for flats and other biom
orphs 

w
ithout biom

ods). You m
ay only benefit from

 one long 
recharge per 24-hour period. A

 long recharge com
pletely 

restores your pools to their full value.

ECLIPSE PH
ASE SECOND EDITION

Com
bat is an opposed test.

• Attacker rolls attack skill +/– m
odifi ers.

• M
elee: D

efender rolls Fray or M
elee skill +/– m

odifi ers.
• Ranged: D

efender rolls (Fray skill ÷ 2) +/– m
odifi ers.

• If attacker succeeds and rolls higher than the defender, the 
attack hits. Roll dam

age.
• Superior hits infl ict +1d6 D

V
• Critical hits double the D

V.
• � e w

eapon’s dam
age is reduced by the target’s energy or 

kinetic arm
or, as appropriate.

• If the dam
age equals or exceeds the target’s W

ound 
Threshold, a w

ound is scored. If the dam
age equals or 

exceeds the target’s W
ound � reshold by m

ultiple factors, 
m

ultiple w
ounds are infl icted.

• If total dam
age reaches D

urability, the target is incapacitated. 
If it reaches D

eath Rating, they are killed/destroyed.

H
acking Tests are opposed tests, 

your Infosec skill V
S. the target’s Firew

all.

• W
hen hacking a target, there are tw

o m
ethods you can go 

about it:
• Brute-Force-A

ttacks are quick and noisy. �
ey require a 

com
plex action and inflict a –30 m

odifier to your H
acking 

Tests. If you succeed, you have user privileges on the system
 

but also spotted status (the system
 is aware of your intrusion).

• Subtle Intrusions are quiet but take tim
e. �

ey are task 
actions w

ith a tim
efram

e of 1 hour. If you succeed, you 
have user privileges on the system

 and covert status (the 
system

 is unaw
are of your presence).

• Each superior success on the H
acking Test increases your 

privileges one step (from
 user to security to adm

in).
• A critical success on the H

acking Test increases your status 
one step (from

 spotted to covert to hidden).
• W

hen intruding, you do not need to m
ake tests for actions 

your privileges allow. For other actions, you m
ust succeed in 

additional H
acking Tests.
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NAME ALIAsEs

 MOTIvATIONs

 LANGUAGEs

 EGO TRAITs

BACKGROUND   CAREER

INTEREsT   FACTION

GENDER/PRONOUNs sEX  AGE  MUsE

REZ POINTs (sPENT/UNsPENT)

ACTIVE SKILLS
SKILL APT TYPE TOTAL

Athletics SOM Physical 

Deceive SAV Social 

Exotic Skill:   Field 

Exotic Skill:   Field 

Fray REF × 2  Combat 

 Fray ÷ 2 (vs. ranged attacks) REF × 2  Combat 

Free Fall SOM Physical 

Guns REF Combat 

Hardware:  COG Field • Technical 

Hardware:  COG Field • Technical 

Hardware:  COG Field • Technical 

Hardware:  COG Field • Technical 

Hardware:  COG Field • Technical 

Infiltrate REF Physical 

Infosec COG Technical 

Interface COG Technical 

Kinesics SAV Social 

Medicine: COG Field • Technical 

Medicine: COG Field • Technical 

Medicine: COG Field • Technical 

Medicine: COG Field • Technical 

Medicine: COG Field • Technical 

Melee SOM Combat 

Perceive INT × 2 Mental 

Persuade SAV Social 

Pilot:  REF Field • Vehicle 

Pilot:  REF Field • Vehicle 

Pilot:  REF Field • Vehicle 

Pilot:  REF Field • Vehicle 

Pilot:  REF Field • Vehicle 

Program COG Technical 

Provoke SAV Social 

Psi WIL Mental • Psi 

Research INT Technical 

Survival INT Mental 

APTITUDES & DERIVED STATS
COG INT REF SAV SOM WIL

APT APT APT APT APT APT
CHECK
APT X 3

CHECK
APT X 3

CHECK
APT X 3

CHECK
APT X 3

CHECK
APT X 3

CHECK
APT X 3

         INITIATIvE  LUCIDITY TRAUMA THREsHOLD  INsANITY RATING

         sTREss TAKEN    TRAUMAs TAKEN

         RANGED  Dv      FIRING MODE        RANGE sKILL AMMO NOTEs

         RANGED  Dv      FIRING MODE        RANGE sKILL AMMO NOTEs

         RANGED  Dv      FIRING MODE        RANGE sKILL AMMO NOTEs

         MELEE  sKILL  DAMAGE vALUE

         MELEE  sKILL  DAMAGE vALUE

         ARMOR  ENERGY/KINETIC

COMBAT GEAR

GEAR PACKS

         PACK    PACK 

         PACK    PACK 

KNOW SKILLS
SKILL APT TOTAL

 

  

  

  

 

 

REPUTATION
@-REP C-REP F-REP G-REP 

I-REP R-REP  X-REP    ₃ MIN FAvORs/WEEK
₁ MOD FAvOR/WEEK

 ₁ MAJ FAvOR/sTORY ARC

∞

∞

∞

∞

∞ ∞

∞

 
Movement Rate

Ware

Morph Traits
 

Notes

INSIGHT
[COG, INT]

VIGOR
[REF, sOM]

FLEXMOXIE
[sAv, WIL, REP]

MORPH NAME MP COST

WOUND THRESHOLD DURABILITY DEATH RATING EGO FLEX

[sPENT] [sPENT] [sPENT] [sPENT]

RECHARGE [Per 24 hrs]DAMAGE TAKEN WOUNDS TAKEN



CHARACTER NOTES

         LAsT BACKUP ENTRY DATE sTORAGE LOCATION   

     MENTAL EDITs/PsYCHOsURGERY 

         ONGOING EFFECTs/CONDITIONs

MOTIVATION GOALS

ACTIVE FORKS
TYPE  WHEN MADE  NOTES

ADDITIONAL NOTES

MUSE

         sUB-sTRAIN

         INFECTION RATING  

INFLUENCE EVENTS
₁:      PHYsICAL DAMAGE. TAKE Dv ₁D₆.
₂:

₃:

₄:

₅:

₆:

SLEIGHTS
TYPE ACTION DURATION INFECTION MOD EFFECTS

ASYNC

 ₃₃+: INCREAsED EFFECT PUsH TO ALL PsI-CHI sLEIGHTs (DOUBLE THE EFFECT)
₆₆+: FREE PUsH TO ALL PsI-GAMMA sLEIGHTs

         NAME

COG INT REF SAV SOM WIL

APT APT APT APT APT APT
CHECK
APT X 3

CHECK
APT X 3

CHECK
APT X 3

CHECK
APT X 3

CHECK
APT X 3

CHECK
APT X 3

         INITIATIvE  LUCIDITY TRAUMA THREsHOLD  INsANITY RATING

SKILLS   
HARDWARE: ELECTRONICs  ₃₀

INFOsEC   ₃₀

INTERFACE   ₆₀

KNOW: ACCOUNTING  ₆₀

KNOW: PsYCHOLOGY  ₆₀

MEDICINE: PsYCHOsURGERY ₃₀

PERCEIvE   ₃₀

PROGRAM   ₃₀

REsEARCH   ₃₀

KNOW:   ₄₀

         NOTEs

 MESH

WT DUR DR

4 20 40
     MEsH DAMAGE WOUNDs

BOT/VEHICLE

         BOT/vEHICLE

VIGOR FLEX

    DAMAGE  WOUNDs         

     ARMOR WT DUR DR  sIZE

     MOvEMENT   

         WARE

         NAME

REPUTATION
——-REP ——-REP ——-REP 
∞  ∞  ∞

——-REP ——-REP ——-REP 
∞  ∞  ∞

FAKE ID

         NAME

REPUTATION
—-REP —-REP —-REP 
∞  ∞  ∞

—-REP —-REP —-REP 
∞  ∞  ∞

FAKE ID

₅

10 30 15 45 10 30 10 30 10 30 10 30

₂₀ ₄ ₄₀
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