(PLAYER CHARACTER

SPECIES GENDER AGE
FRAME CULTURE
HEIGHT Sociat Class:
KWEIGHT CAREER )

fNOTES ABOUT BACKGROUND, COMMUNITY & FAMILYﬁ /—CONTACI’S, ALLIES & ENEMIES —

Ny J J

CHARACTERISTICS ATTRIBUTES e MoNEY & WEALTH———
Original Max. Current Original Current

AcTioN POINTS

DAMAGE MODIFIER

ExXPERIENCE MODIFIER

HeauNnG RATE Income- Day Week Season, Year
Silver C.

/

— MaAgcic PoOINTs —
o 1 2 3 4 5 6 7 8 9 10

1 12 13 14 15 16 17 18 19 20

INITIATIVE

Luck PoiNTs

21 22 23 24 25 26 27 28 20 30
MOVEMENT RATE 324 2% 7 o 3

Used. MP (active effects):
J
/— STANDARD SKILLS N PROFESSIONAL SKILLS N EXPERIENCE ROLLS ————
Skill basicw |4 % Skill basic % [4 %
Athletics & STR+DEX [ [ [ I
Boating & SR +coN [ [ O0_ |- /
Brawn, B STR+S1Z ] [ 10 fMAGIC SKILLS ————
Conceal, i DEX+POW [ ] [] N Skill, basic % u %
Customs INT x2 10 10 Folk Magic POW + CHA [] []
Dance DEX+CHA [] [ Od Binding row+cHa [] [
Deceit INT+CHA [] [ O] Trance CON+POW [ ][]
Drive & DEX+POW [ ]| [ RN Meditation, coN+INT [] [
Endurance oNe [ 0O RN Mysticism, CoN+POW [] [
Evade DEX x2 |:| |:| D D - Invocation. INT x2 |:| D -
First Aid & INT+DEX [ [ o0 Shaping INT+POW [ [
Influence CHaxe [ ] 10 Devotion. POW + CHA [] []
Insight INT+POW [] [] RN Exhort INT+cHA [] [
Locale INT x2 10 RN \ <
Perception. INT+POW [] ] O] ﬁPASS]ONS —
Ride & DEX+POW [ ] [ LANGUAGES . (INT + CHA) Passion. %
Sing CHA+POW [] [ Skill, 4 %
Stealth. DEX+INT [J[] Native- T. ( y 1 d
Swim, i STR+CON [] [] RN
Unarmed. & STR+DEX [] [] 10
K\Xfillpower rowxe [] [] )L 10 )L )

E4: Fumbled skill |(2: Trained skill | &: Affected by Encumbrance (ENC) | U: Armour Penalty Design and layout: Pelayo MDC



- EQUIPMENT & ARMOUR N MOVEMENT —————
Movement types Move U
Walk -
Run.! (Move + Ath., %/25 x 0,5 m.) x3 -Um
Sprint® (Move + Ath. %/25 m.) x5 -Un
e Horizontal! (h,y x2 + Ath. %/20 m)) -Uh2m
2. Vertical? (ha + Ath. %/20 cm)) -Uh2m
- Rough. or rugged. surface- -Pi2m
E Steep surface- -Un
Equipment ENC > Sheer surface- -Uxen
Armour ENC (Equipped. = ENC/2) Swim/? (Move + Swim, %/20 m,) (4)
TOTAL ENC 0); Athletics critical success: +1 m to base/jump Movement.
@:hye: PC's height (meters). Minimal run-up = 5 m.
\ Armour Penalty () = armour ENC/s - P, V\P}Cithout rurig—up(: halved)distance and - Up/4 Iil
©9): Swimming critical success = +1 m.
- HiT LocaTiONS N > 0: PC floats and carvl move.
d2o Location. AP Hit Points ' Swimming Move /2-0 = { : 8 ig fsli(;ali:but amtmove
N /
19 - 20 Head O o ! 2 3 4 5 6 7 8 o 1 O Curt |
4 2 3 -4 -5 -6 -7 -8 -9 -0 ) NFORMATION
Ranks ¢ Benetits ¢ Restrictions ¢ Gifts ¢ Geas
16 - 18 Left Arm. O o v ? 4 s 0 / 8 9 10 Q
1 -2 -3 4 -5 -6 -7 -8 -9 -0
13 - 15 Right Arm. O o ! 2 3 4 5 6 7 8 o 1 O
1 -2 -3 -4 -5 -6 -7 -8 -9 -10
10 - 12 Chest O o ! 2 : 4 > 6 “ 8 E O
A -2 -3 -4 -5 -6 -7 -8 -9 -10
L Abdomen, D . 1 o 3 4 c 6 - 3 9 10 O Max. Current
1 -2 -3 -4 -5 -6 -7 -8 -9 -10 O O
4-6 Left Leg O o ! 2 2 . s o 4 8 e O - /
S ABILITIES
. Right Leg O . 1 2 3 4 5 6 7 8 ¢ 10 O Spells ¢ Espirits + Talents ¢ Miracles
1 -2 -3 -4 -5 -6 -7 -8 -9 -10
N /
~—— RESISTANCES FATIGUE ————
%base [4 % 2
Brawn A siResiz (100 = < IE 2,
Endurance- N [] [] 'T'g = E . § % 2; g_ LE é -
Evade i DXe [J0] 2lEEE 2822 &
Willpower rowe [J0] L) O O O O D/
- COMBAT STYLES N
Style- name- Weapons Trait 7] %
Unarmed 10
0
0
—— O\
WEAPONS & SHIELDS N
Melee weapons & shields Damage- Size Reach. Traits Combat Effects AP HP (Max./current)
/
/.
/
/
/
/.
/.
/-
Ranged. weapons Damage DM Force Load Range- Combat Effects Size AP  HP (Max./current)
/
/
- J
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