Troll & Hero
Play Sheets

Tim Doty




Troll & Hero: Play Sheets
Text, rules, layout and original illustrations copy-
right © 2015 by Tim Doty.

Most art produced with Carrara utilizing con-
tent licensed for commercial use from Daz3d,
Renderosity, and RuntimeDNA. Some images pro-
duced by digital drawing. Occasional clipart from
various Dover collections of public domain artwork.

v0.2 (2016-07-13)



SECTION | SCHOLAR 63
PSYChiC...cccviiiiieiiiiicieeeee e, 65
CHARACTER SHEETS MYSHC ..ttt 67
Unraveler.......ccoocveeieeiienieeiieeieeeeeeie e 69
BASE CHARACTER SHEET 3
GENERAL CHARACTER SHEET 7
FIGHTER 9
Martial ATtist .....ccvevveeieieeiieieeieeeeee e, 11
Elementalist........ccccccovveeeieeniiieciieeieeee, 13
Weapon Master.........ccceeveveeviieenieeenieeenen. 15
SOIAICT ..o 17
SPELL CASTER 19
Hedge Wizard..........cooevviieiiiiiieciee, 21
APt e 23
Common Adept........covevveerieeiienieeieeeeenns 25
MaAZE ..o 27
MaGICIaN ....coveieiiieiieeie e 29
Thaumaturge.......cccceeeveerienieeieeieeeee 31
Wizard .....coovviiiiieiiec e 33
SOTCEIET .ovvieiiiiieeeiiee e 35
ROGUE 37
Thief .o, 39
Knave.....ooooieeeeeeeee e 41
ASSASSIMN ..ottt 43
Ranger ..o, 45
PRIEST u7
Holy Warrior.........cccoocvvevieeiieieeieeiee, 49
(0] 15 4 T USRS 51
Druid....ooooiieieeieeee e 53
SUMMONER 55
Theurgist.....cccueeveerieieeieee e 57
Shaman ........ccccceevvvieiieniieieeeeee e, 59
Goetic SUMMONET .......ccccveeeiieeeiieeeiieeeneen. 61



SECTION 2 SECTION 3

SPELL SHEETS 72  EXAMPLE SHEETS oL
SPELL CASTER SPELL List 73 ALPHONSE (BEGINNING CHARACTER) ..cvvvvvrrrssss 95
HEDGE WizARD CANTRIP LiST 75 ALF (BEGINNING CHARACTER) 99
ADEPT SPELL LisT 77 ALF (FIFTH LEVEL) 103
MAGE SPELL LisT 18 RUNOLF (BEGINNING CHARACTER)...cvrvsvvrrrsssrrres 107
MAGICIAN SPELL LiST 19 RUNOLF (FiFTH LEVEL) 113
MAGICIAN SPELL LisT 80 LUVEN LIGHTBOW (BEGINNING CHAR.)........cccr.... 119
PRIEST SACRAMENT LiIST 8l HRAF NILS (BEGINNING CHAR.) 123

MINIONS 83 CwM BELOR (BEGINNING CHAR.) cccvrrrvrrrrssrrren 127
THEURGE SHEET 83
MAJOR THEURGE SHEET 85
ADDITIONAL THEURGE POWERS SHEET .......ccc0rnnvr 87
MINION SHEET 89
MULTI-MINION SHEET 9l

-1 -



SECTION 1

CHARACTER SHEETS

ustomized sheets
for all eharacter
classes are found

here. The basic sheet is
first, with each character
class sheet following. In
addition to the five basic
classes all subclasses

from the expanded rules
and several from the
additional rules are
included.
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CHARACTER
SHEETS

he first character sheet is the plain, basic char-

acter sheet. Each of the ones that follows has as
many of the primary, secondary, recommended and
general skills identified as is feasible. They are
omitted when they cannot be placed in a single spot,
this 1s particularly the case with “free” skill slots.

The “ghost text” is a reminder as to what goes
into a spot, or in some cases the “default” values.
Where feasible, techniques are listed for the skills.
Frequently selected recommended skills are also
included for player convenience.

The “type” of a skill is its level of difficulty and
relation to class. The difficulty is recorded as E, A,
H, or VH for easy, average, hard and very hard,
respectively. Relation to class means primary, sec-
ondary group one, secondary group two, elective
one, elective two and so on.

For example, a fighter might have “A Pri” to
indicate an average weapon skill selected as his pri-
mary weapon, “A S 2” for an average secondary
skill in the second group. While somewhat redun-
dant with proficiency for class-based characters it
helps with verifying that the skill is listed correctly.
A seventh level character should have “Expert +7”
in any skill whose type is “Pri1”, unless it is very
hard.

If a skill has one of the beginning
recommended” skill credits spent on it then an “R”
should be noted. Similarly, any skill that has free
skill credits used on it should have an “F”. If more
than one skill credit is spent then that number
should be written after the “F”. For example, if a
character used one of his recommended skill credits
on an average recommended skill, and subsequently
spent two free skill credits on it, he would note the

skill type as “A RF2”. In this case the skill would be
Expert +1 proficiency.

All skills have an experience checkbox located
to the left of the skill. This can be checked when a
skill is used in a stressful situation or otherwise
earns an experience check. All checks should be
cleared on gaining a new character level.

Equipment that will always be carried should
have their checkbox selected. When determining a
character’s encumbrance level only selected items
have their weights included, but only those items
will be available in stressful situations, like combat.



O 0O 0o o o o o o o

Name: Alignment: Player:
Class: Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ (~ Complexity fat WIT
STR C 1) + = WIL C ) + = O 0 O
CON C 1) + = CHA C 1) + = @) +1
END C 1) + = SPI C 1) + = @) +2
DEX C 1) + = TAL C ) + = ®) +3
AGI ]+ =__ ) WIT ( | ) + o w4 __
Attr Pts: CMR: Physical < e o > Magical
/EnCO P0undeatAGI Jog Swim Fly RECOVERY CDUMBLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight  +1 0 V. Minor () —%Tired () V. Minor
OEnc. __ 42 -1 Minor () —1Beat () Minor
OHvy. 43 =3 | )(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. +4 =6 ) Major (D —6® Exhau. ) Major
Dodge Agility A R Extreme ()=10® Collap. ) Extreme
BCS Complete () #*@Uncon.(C_)__ Complete
(Retreat  /Weave | Absolute ) *Coma. () Absolute
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
(
(
(
(
(
(
(
(
(
Location/Severity Location/Severity O Disheart —1 A By ( Init.©‘
O Demoral. -3
OScared -6 Ad"-@
O Terrified —10 £ PD
OPetrified * ' @
@Swoon * ) AP @




Proficiency BCS Techniques

Type

Area

Skill
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ot e , LY R S me b
GQQD “\C"e f}“e \m\’ﬂ «;\-0“ s\'\%“ ﬂc"‘“ 5\'\%“ «“0\“ \m\’? g}“e wc"e EviL
Giving O O O O @ @) @ O Greedy
Loving @ Q @ Q @ Q @) @ @) Q O Hateful
Naive @) O @) O @) @) @) @) @) O @) Cunning
Selfless @) O @) O @) @) @) @) @) O @) Selfish
Total: :Total

e 1)

o e Ry S S ¢
LAWFUL W e ey gt 5\\%“ ﬁe““ s\t‘é“ g0 ey e e CHAOTIC
Harmony O O O @) O @) O O O O O Discord
Order O O O O O O O O O @) O Anarchy
Stoic O O O O O O O O O O O Emotional
Thoughtful O O O O O O O O O O O Impulsive
Total: :Total

H\e \

d‘\) eﬂ\e . T IRANEEY | . eV“e io
NATURAL (¢ g ot qeo 5\\%“ ﬂe““ 8 et oy g e CREATIVE
Ascetic O @) O O O O O O O O O Hedonist
Fatalist @) O @) O O @) O O O O O Free Will
Judging @) O @) O @) O O O O O @) Feeling
Practical O O O @) O O O O O O O Idealist
Total: :Total

RV 1)

gt e . AN S we b

¢ ¢ { .oV W { ¢ ¢
Posmve W g qo¥ gt g N gET qrat e g gt NEGATIVE
Admiring O @) O O O @) O O O O O Despising
Cheerful O O O O O O O O O O Gloomy
Hopeful O @) O @) O O @) @) @) O Doubtful
Obliging @) O O O O O @) O O O Crabby
Total: :Total
History Notes
S N2




O 0O 0o o o o o o o

Name: Alignment: Player:
Class: Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C 1) + = O +1
END C 1) + = SPI C 1)) + = O +2
DEX C 1) + = TAL C | ) + = ®) +3
AGL (| )+ = Jlwit (| ) + o 4 __
Attr Pts: CMR: Physical < e o > Magical
/ Enc. Pounds fat AGI Jog SWim Fly RECOVERY <D|.|RABLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight _ +1 0 V. Minor () —%Tired () V. Minor
OEnc. +2 -1 Minor ) -1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —69Exhau. () Major
Dodge Agility A ™ Extreme " )-10® Collap. ) Extreme
BCS Complete () #*@Uncon.(C_)__ Complete
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
(
(
(
(
(
(
(
(
(
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. -3
OScared -6 | = - Adv-@
OTerrified—10 _ ‘O pp
O Petrified * ;o @
O Swoon * ) - |4P @




Skill Area Type Proficiency BCS Techniques

O00O0O0O00OO0OO0OO0O0O0OOOODODOOOODODOOOOVDOOOOVODOOOOODOOOOOOO

OSpeak Trade Commun. G Dialect ; Accent

OSpeak Commun. EG Dialect ; Accent

@)

@)

OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

@ Swoon

Name: Alignment: Player:
Class: Fighter Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C | + = WIL ( | + = O 0 0
CON C 1 + = CHA C 1 + = ®) +1
END C 1 + = SPI C 1 + = O +2
DEX C | ) + = TAL ( | + = O +3
AGI C 1 + = ) \WIT C |y + ) o 4
Attr Pts: CMR: Physical < e o > Magical
/Enc. PoundsfatAGI Jog Swim Fly RECOVERY Cmums._z > CDURABLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight _ +1 0 V. Minor () —%Tired () V. Minor
OEnc. +2 -1 Minor ) -1Beat () Minor
OHvy. 43 =3 |(_ J( J( )Moderate_ () =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
Dodge Agility A R Extreme (" )=10® Collap. ) Extreme
BCS Complete () #*@Uncon.(C_)__ Complete
(Retreat  /Weave | Absolute ) *Coma. () Absolute
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
Pri ( )
Pri ( )
Y C )
A S2 C )
Closing Attack . Increased Engagement
Knife A S2 ( )
Second Strike  ; Draw & Strike
Shield E C )
Retreating Defense ;. Maneuver Shield
C )
C )
C )
Location/Severity Location/Severity O Disheart —1 A B ( Im't.@‘
O Demoral. =3
OScared -6 | = - Adv-@
OTerrified—10 _ ‘O pp
O Petrified * A &) %
_— e AP
* — . J




Skill Area Type Proficiency BCS Techniques

OAthletics Agility A Prim Stamina  ; Sprint

ORide Agility A Meld : Controlled Speed
@)

@)

@)

OAlertness Perception H S#1 High Alert  ; Awareness
Olisten Perception A S#1 Discerning Ear  ; Light Sleeper
OSpot Perception A S#1 Search  ; Track

@)

@)

@)

OTactics Mental A Prim Drills  ; Tactical Advantage
ODiscipline Mental H S#1 Face Hardship  ; Face Fear
OMedical Mental A Diaghose Illness ; Surgery
@)

@)

@)

OLeadership Commun. H Improved Morale ; Pep Talk
@)

@)

@)

@)

ODweomercreft Magic VH Channel ; Gather

@)

OMeditation Magic VH Calm Mind . Deep Trance
@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

OSpeak Trade Commun. G Dialect ; Accent

OSpeak Commun. EG Dialect ; Accent

@)

@)

OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

Name: Alignment: Player:

Class: Martial Artist Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C | ) + = ®) +1
END C 1) + = SPI C | ) + = ®) +2
DEX C 1) + = TAL C | ) + = ®) +3
Attr Pts: CMR: Physical < e o > Magical
(" Enc. Pounds fat AGI Jog Swim Fly - Cmm > CUWLE > -
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight _ +1 0 V. Minor () —%Tired () V. Minor
OEnc. +2 -1 Minor ) -1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
(Dodge Agility APrimary) Extreme (" )=10® Collap. ) Extreme
BCS Complete. () *®Uncon.(_ ) Complete
(Retreat  /Weave | Absolute ) *Coma. () Absolute
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
Pri ( )
s2 C )
( )
( )
( )
( )
( )
( )
( )
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. —3

OScared  —6 Reet %y Adv.@
O Terrified —10 ‘O pp
OPetrified * i % @

@Swoon * : Gl L/C




Skill Area Type Proficiency BCS Techniques

(OAcrobatics Agility H Acute Balance  ; Tumbling
OAthletics Agility A Prim Stamina  ; Sprint

OClimb Agility A

@

@

@

@

OAlertness Perception H S#1 High Alert . Awareness
OListen Perception A Discerning Ear  ; Light Sleeper
OSpot Perception A Search  ; Track

@

@

@

OLeadership Commun. H Improved Morale ; Pep Talk
@

@

@

OMedical Mental A Diagnose Illness ; Surgery
OTactics Mental A S#H2 Drills  ; Tactical Advantage
ODiscipline Mental H S#1 Face Hardship . Face Fear
O Style: Mental H Prim

O_a

o= =

@)

@)

@)

@)

@)

@)

ODweomercreft Magic VH Channel  ; Gather

@)

OMeditation Magic VH S#2 Calm Mind  ; Deep Trance
@)

OEle Magic VH

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

OSpeak Trade Commun. G Dialect ; Accent

OSpeak Commun. EG Dialect ; Accent

@)

@)

OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

Name: Alignment: Player:

Class: Elementalist Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C 1) + = O +1
END C 1) + = SPI C | ) + = ®) +2
DEX C 1) + = TAL C | ) + = ®) +3
AGL (| )+ = Jlwit (| ) + o 4 __
Attr Pts: CMR: Physical < e o > Magical
/ Enc. Pounds fat A GI Jog SWim Fly RECOVERY <D|.|RABLE > CDURABLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight _ +1 0 V. Minor () —%Tired () V. Minor
OEnc. __ +2 -1 Minor () —1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
(Dodge Agility ASec#2 Extreme (" )=10® Collap. ) Extreme
BCS Complete. () *®Uncon.(_ ) Complete
(Retreat  /Weave | Absolute ) *Coma. () Absolute
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
Pri ( )
s1 C )
( )
( )
( )
( )
( )
( )
( )
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. —3

OScared  —6 Reet %y Adv.@
O Terrified —10 ‘O pp
OPetrified * i % @

@Swoon * : Gl L/C




Skill Area Type Proficiency BCS Techniques
(QAcrobatics Agility H Acute Balance ; Tumbling
OAfthletics Agility A Prim Stamina ; Sprint
@)
@)
@)
@)
OLleadership Commun. H Improved Morale ; Pep Talk
@)
@)
@)
QAlertness Perception H S#2 High Alert . Awareness
Qlisten Perception A Discerning Ear  ; Light Sleeper
QSpot Perception A Search ; Track
@)
@)
ODweomercreeft Magic VH Channel ; Gather
@)
OMeditation Magic VH S#2 Calm Mind ; Deep Trance
@)
QEle Magic VH Prim
@)
O_«
O_b:
O_v
0_&
O ¢
@)
@)
ODiscipline Mental H S#2 Face Hardship  ; Face Fear
OLit: Mental Scan ; Copyist
OTactics Mental A S#1 Drills ; Tactical Advantage
OStyle Mental H Prim
O_«
o_b:
O_v
0_&
O ¢
@)
@)
@)
@)
@)
@)
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect ; Accent
@)
@)
OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

Name: Alignment: Player:

Class: Weapon Master Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C 1) + = O +1
END C 1) + = SPI C 1)) + = O +2
DEX C 1) + = TAL C | ) + = ®) +3
AGI ]+ =__ ) WIT ( | ) + o w4 __
Attr Pts: CMR: Physical < e o > Magical
/Enc. Pounds fatAGI Jog Swim Fly RECOVERY <nuus|_z > CDURABLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight _ +1 0 V. Minor () —%Tired () V. Minor
OEnc. __ +2 -1 Minor () —1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. +4 =6 ) Major () —6@Exhau. C)___ Major
Dodge Agility A R Extreme (" )=10® Collap. ) Extreme
BCS Complete. () *®Uncon.(_ ) Complete
(Retreat  /Weave | Absolute ) *Coma. () Absolute
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
Pri ( )
( )
( )
( )
( )
( )
( )
( )
( )
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. —3

OScared  —6 Reet %y Adv.@
O Terrified —10 ‘O pp
OPetrified * i % @

@Swoon * : Gl L/C




Skill Area Type Proficiency BCS Techniques

(OAcrobatics Agility H Acute Balance ; Tumbling
OAthletics Agility A S#1 Stamina  ; Sprint

@)

@)

@)

@)

OLeadership Commun. H Improved Morale ; Pep Talk
@)

@)

@)

QOAlertness Perception H Prim High Alert ; Awareness
QlListen Perception A Discerning Ear  ; Light Sleeper
OSpot Perception A Search ; Track

@)

@)

ODweomercreeft Magic VH Channel ; Gather

@)

OMeditation Magic VH Prim Calm Mind  ; Deep Trance
@)

@)

ODiscipline Mental H S#1 Face Hardship  ; Face Fear
OTactics Mental A Prim Drills  ; Tactical Advantage
OStyle: Mental H Prim

O_«a

O B

O_v

0%

O_&

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

OSpeak Trade Commun. G Dialect ; Accent

OSpeak Commun. EG Dialect ; Accent

@)

@)

OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

Name: Alignment: Player:

Class: soldier Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C | ) + = WIL C | ) + = O 0 O
CON C | ) + = CHA C | ) + = ®) +1
END C | ) + = SPI C | ) + = ®) +2
DEX ly_+ = TAL |+ = O 3
AGL (| )+ = Jlwir ([ )+ Jlo 4
Attr Pts: CMR: Physical < e o > Magical
(" Enc. Pounds fat AGI Jog Swim Fly - CMLE > CMBLE > -
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight _ +1 0 V. Minor () —%Tired () V. Minor
OEnc. +2 -1 Minor ) -1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
Dodge Agility A R Extreme (" )=10® Collap. ) Extreme
BCS Complete. () *®Uncon.(_ ) Complete
(Retreat  /Weave | Absolute ) *Coma. () Absolute
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
Pri ( )
s1 C )
A C )
Closing Attack  ; Increased Engagement
Knife A ( )
Second Strike  ; Draw & Strike
( )
( )
( )
( )
( )
Location/Severity Location/Severity O Disheart —1 A B ( Im't.@‘
O Demoral. —3

OScared  —6 Reet %y Adv.@
O Terrified —10 ‘O pp
OPetrified * i % @

@Swoon * : Gl L/:




Skill Area Type Proficiency BCS Techniques

OQAthletics Agility A Prim Stamina  ; Sprint

OClimb Agility A Pressure Holds ; Slow Fall
ORide Agility A Meld ; Controlled Speed
@)

@)

@)

@)

OLeadership Commun. H S#2 Improved Morale ; Pep Talk
@)

@)

@)

QAlertness Perception H Prim High Alert ; Awareness
QlListen Perception A Discerning Ear  ; Light Sleeper
O Spot Perception A Search ; Track

@)

@)

@)

ODiscipline Mental H Prim Face Hardship  ; Face Fear
OMedical Mental A Prim Diagnose Illness . Surgery
O Tactics Mental A Prim Drills  ; Tactical Advantage
@)

ODweomercraeft Magic VH Channel ; Gather

@)

OMeditation Magic VH Calm Mind  ; Deep Trance
@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

OSpeak Trade Commun. G Dialect ; Accent

OSpeak Commun. EG Dialect ; Accent

@)

@)

OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

Name: Alignment: Player:
Class: Spell Caster Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C | ) + = ®) +1
END C 1) + = SPI C 1)) + = O +2
DEX C 1) + = TAL C | ) + = ®) +3
AGL (| )+ = Jlwit (| ) + o 4 __
Attr Pts: CMR: Physical < e o > Magical
/EnCO P0undeatAGI Jog Swim Fly RECOVERY CDUMBLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight _ +1 0 V. Minor () —%Tired () V. Minor
OEnc. +2 -1 Minor ) -1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
Dodge Agility A ™ Extreme " )-10® Collap. ) Extreme
BCS Complete () #*@Uncon.(C_)__ Complete
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
(
(
(
(
(
(
(
(
(
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. -3
OScared -6 | = - Adv-@
O Terrified —10 AT PD
O Petrified * ;o @
O Swoon * ) - |4P @




Skill Area Type Proficiency BCS Techniques
O Spell Caster Magic H Prim Formulate Cantrip ; Subtle Casting
OSpell Area Magic H S#2 Cantrip Area . Power Up
OSpell Duration  Magic H S#2 Cantrip Duration ; Power Up
O Spell Power Magic H S#1 Cantrip Power ; Power Up
O Spell Range Magic H S#1 Cantrip Range  ; Power Up
ODweomercraeft Magic VH S#2 Channel ; Gather
@)
OMeditation Magic VH Calm Mind  ; Deep Trance
@)
@)
@)
@)
QAlertness Perception H High Alert ; Awareness
QlListen Perception A Discerning Ear  ; Light Sleeper
O Spot Perception A Search ; Track
@)
@)
@)
@)
@)
OMental Acuity  Mental VH S#2 Rapid Memo ; Focus
@)
OlLore: Spell Cast Mental H S#2 Applied Knowledge  ; Educated Guess
OLit: Mental Prim Scan ; Copyist
O Tactics Mental A Drills  ; Tactical Advantage
ODiscipline Mental H Face Hardship  ; Face Fear
OResearch Mental VH Precise Procedure ; Intuitive Discovery
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect ; Accent
@)
@)
OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

Name: Alignment: Player:

Class: Hedge Wizard Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C 1) + = O +1
END C 1) + = SPI C 1)) + = O +2
DEX C 1) + = TAL C | ) + = ®) +3
AGI ]+ =__ ) WIT ( | ) + o w4 __
Attr Pts: CMR: Physical < e o > Magical
/EnCO P0undS fatAGI Jog Swim Fly RECOVERY CDUMBLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight _ +1 0 V. Minor () —%Tired () V. Minor
OEnc. __ +2 -1 Minor () —1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. +4 =6 ) Major () —6@Exhau. C)___ Major
Dodge Agility A R Extreme (" )=10® Collap. ) Extreme
BCS Complete. () *®Uncon.(_ ) Complete
(Retreat  /Weave | Absolute ) *Coma. () Absolute
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
A S#2 C )
( )
( )
( )
( )
( )
( )
( )
( )
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. —3

OScared  —6 Reet %y Adv.@
O Terrified —10 ‘O pp
OPetrified * i % @

@Swoon * : Gl L/C




Skill Area Type Proficiency BCS Techniques
OHedge Wizardry Magic A Pri Fast Casting ; Subtle Casting
ODweomercraeft Magic VH s#2 Channel ; Gather
@)
OMeditation Magic VH Calm Mind  ; Deep Trance
@)
@)
OMental Acuity  Mental VH S#2 Rapid Memo ; Focus
@)
OLore: Mental VH S#2 Applied Knowledge  ; Educated Guess
OLit: Mental S#1 Scan ; Copyist
OMedical Mental A S#1 Diagnose Illness . Surgery
O Tactics Mental A Drills ; Tactical Advantage
ODiscipline Mental H Face Hardship  ; Face Fear
OResearch Mental VH Precise Procedure  ; Intuitive Discovery
@)
@)
@)
@)
QAlertness Perception H High Alert ; Awareness
QlListen Perception A Discerning Ear  ; Light Sleeper
O Spot Perception A Search ; Track
@)
@)
@)
@)
OCraft Manip. A Design  ; Production
@)
@)
@)
QO Sneak Agility A Rapid Movement  ; Lose Tail
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect ; Accent
@)
@)
OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

Name: Alignment: Player:
Class: Adept Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C 1) + = O +1
END C 1) + = SPI C | ) + = ®) +2
DEX C 1) + = TAL C | ) + = ®) +3
AGL (| )+ = Jlwit (| ) + o 4 __
Attr Pts: CMR: Physical < e o > Magical
/ Enc. Pounds fat AGI Jog SWim Fly RECOVERY <D|.|RABLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight _ +1 0 V. Minor () —%Tired () V. Minor
OEnc. __ +2 -1 Minor () —1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
Dodge Agility A ™ Extreme " )-10® Collap. ) Extreme
BCS Complete () #*@Uncon.(C_)__ Complete
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
(
(
(
(
(
(
(
(
(
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. -3
OScared -6 | = - Adv-@
OTerrified—10 _ ‘O pp
O Petrified * ;o @
O Swoon * ) - |4P @




Skill Area Type Proficiency BCS Techniques

ODweomercraeft Magic VH s#2 Channel ; Gather

@)

@) Magic Pri Increase Attribute ; Subtle Casting
@) Magic Pri Increase Attribute ; Subtle Casting
@) Magic S#1 Increase Attribute ; Subtle Casting
@) Magic S#1 Increase Attribute ; Subtle Casting
@) Magic S#1 Increase Attribute ; Subtle Casting
@) Magic S#2 Increase Attribute ; Subtle Casting
@) Magic S#2 Increase Attribute ; Subtle Casting
@) Magic S#2 Increase Attribute ; Subtle Casting
OMeditation Magic VH Calm Mind  ; Deep Trance

@)

@)

OMental Acuity  Mental VH Rapid Memo ; Focus

@)

OLit: Mental S#1 Scan ; Copyist

O Tactics Mental A Drills  ; Tactical Advantage
ODiscipline Mental H Face Hardship  ; Face Fear
OResearch Mental VH Precise Procedure  ; Intuitive Discovery
@)

@)

@)

@)

@)

QAlertness Perception H High Alert ; Awareness

QlListen Perception A Discerning Ear  ; Light Sleeper

O Spot Perception A Search ; Track

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

OSpeak Trade Commun. G Dialect ; Accent

OSpeak Commun. EG Dialect ; Accent

@)

@)

OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

Name: Alignment: Player:
Class: common Adept Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C | ) + = ®) +1
END C 1) + = SPI C 1)) + = O +2
DEX C 1) + = TAL C | ) + = ®) +3
AGL (| )+ = Jlwit (| ) + o 4 __
Attr Pts: CMR: Physical < e o > Magical
/EnCO P0undeatAGI Jog Swim Fly RECOVERY CDUMBLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight _ +1 0 V. Minor () —%Tired () V. Minor
OEnc. +2 -1 Minor ) -1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
Dodge Agility A ™ Extreme " )-10® Collap. ) Extreme
BCS Complete () #*@Uncon.(C_)__ Complete
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
(
(
(
(
(
(
(
(
(
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. -3
OScared -6 | = - Adv-@
O Terrified —10 AT PD
O Petrified * ;o @
O Swoon * ) - |4P @




Skill Area Type Proficiency BCS Techniques

ODweomercraeft Magic VH s#2 Channel ; Gather

@)

@) Magic Pri Increase Attribute ; Subtle Casting
@) Magic Pri Increase Attribute ; Subtle Casting
@) Magic S#1 Increase Attribute ; Subtle Casting
@) Magic S#1 Increase Attribute ; Subtle Casting
@) Magic S#1 Increase Attribute ; Subtle Casting
@) Magic S#2 Increase Attribute ; Subtle Casting
@) Magic S#2 Increase Attribute ; Subtle Casting
@) Magic S#2 Increase Attribute ; Subtle Casting
OMeditation Magic VH Calm Mind  ; Deep Trance

@)

@)

OMental Acuity  Mental VH Rapid Memo ; Focus

@)

OLit: Mental S#1 Scan ; Copyist

O Tactics Mental A Drills ; Tactical Advantage
ODiscipline Mental H Face Hardship  ; Face Fear
OResearch Mental VH Precise Procedure  ; Intuitive Discovery
@)

@)

@)

@)

@)

QAlertness Perception H High Alert ; Awareness

QlListen Perception A Discerning Ear  ; Light Sleeper

O Spot Perception A Search ; Track

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

OSpeak Trade Commun. G Dialect ; Accent

OSpeak Commun. EG Dialect ; Accent

@)

@)

OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

Name: Alignment: Player:
Class: Mage Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C 1) + = O +1
END C 1) + = SPI C | ) + = ®) +2
DEX C 1) + = TAL C | ) + = ®) +3
AGL (| )+ = Jlwit (| ) + o 4 __
Attr Pts: CMR: Physical < e o > Magical
/ Enc. Pounds fat AGI Jog SWim Fly RECOVERY <DUMBLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight _ +1 0 V. Minor () —%Tired () V. Minor
OEnc. __ +2 -1 Minor () —1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
Dodge Agility A ™ Extreme " )-10® Collap. ) Extreme
BCS Complete () #*@Uncon.(C_)__ Complete
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
(
(
(
(
(
(
(
(
(
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. -3
OScared -6 | = - Adv-@
OTerrified—10 _ ‘O pp
O Petrified * ;o @
O Swoon * ) - |4P @




Skill Area Type Proficiency BCS Techniques
ODweomercreeft Magic VH s#2 Channel ; Gather
@)
OMeditation Magic VH Calm Mind  ; Deep Trance
@)
OMage: Magic VH Pri Increase Attribute ; Subtle Casting
OMage: Magic VH S#2 Increase Attribute ; Subtle Casting
OMage: Magic VH S#3 Increase Attribute ; Subtle Casting
@)
OMental Acuity  Mental VH Pri Rapid Memo  ; Focus
@)
Olore: Mental VH S1 Applied Knowledge  ; Educated Guess
OLit: Mental Sl Scan ; Copyist
ODiscipline Mental H Face Hardship  ; Face Fear
OTactics Mental A Drills ; Tactical Advantage
OResearch Mental VH Precise Procedure  ; Intuitive Discovery
@)
@)
@)
@)
@)
OAlertness Perception H High Alert ; Awareness
QlListen Perception A Discerning Ear  ; Light Sleeper
OSpot Perception A Search ; Track
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect ; Accent
@)
@)
OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

Name: Alignment: Player:
Class: Magician Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C | ) + = WIL C | ) + = O 0 O
CON C | ) + = CHA C | ) + = ®) +1
END C | ) + = SPI C | ) + = ®) +2
DEX (| ) + = TAL ( [ ) + = o +3
AGI ]+ =__ ) WIT ( | ) + o w4 __
Attr Pts: CMR: Physical < e o > Magical
/EnCO P0undeatAGI Jog Swim Fly RECOVERY CDUMBLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight ____+1 0 V. Minor C ) ~%Tired () V. Minor
OEnc. __ +2 -1 Minor () —1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
Dodge Agility A ™ Extreme " )-10® Collap. ) Extreme
BCS Complete () #*@Uncon.(C_)__ Complete
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
(
(
(
(
(
(
(
(
(
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. =3
OScared -6 | = - Adv-@
O Terrified —10 AT PD
O Petrified * ;o @
O Swoon * ) - |4P @




Skill Area Type Proficiency BCS Techniques
OMagician Magic VH Pri Record Spell ; Subtle Release
ODweomercreeft Magic VH S#2 Channel/ ; Gather/
OMeditation Magic VH Calm Mind/ ; Deep Trance/
@
@
OMental Acuity  Mental VH Pri Rapid Memo/ ; Focus/
OLit: Mental Pri Scan ; Copyist
ODiscipline Mental H Face Hardship  ; Face Fear
OTactics Mental A Drills ; Tactical Advantage
OResearch Mental VH Precise Procedure  ; Intuitive Discovery
@
@
@
@
@
OAlertness Perception H High Alert ; Awareness
OlListen Perception A Discerning Ear  ; Light Sleeper
OSpot Perception A Search ; Track
@
@
@
@
@
@
@
@
@
@
@
@
@
@
@
@
@
@
@
@
@
@
@
@
@
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect . Accent
@
@
OArea Mental HG Applied Knowledge ; Educated Guess
OHist Mental AG Applied Knowledge ; Educated Guess
@

O




O 0O 0o o o o o o o

Name: Alignment: Player:

Class: Thaumaturae Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C 1) + = O +1
END C 1) + = SPI C 1)) + = O +2
DEX C 1) + = TAL C | ) + = ®) +3
AGL (| )+ = Jlwit (| ) + o 4 __
Attr Pts: CMR: Physical < e o > Magical
/ Enc. Pounds fat A GI Jog SWim Fly RECOVERY CDUMBLE > CDURABLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight ____ +1 0 V. Minor () —%Tired () V. Minor
OEnc. +2 -1 Minor ) -1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
Dodge Agility A R Extreme (" )=10® Collap. ) Extreme
BCS Complete. () *®Uncon.(_ ) Complete
(Retreat  /Weave | Absolute ) *Coma. () Absolute
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
A S#2 C )
( )
( )
( )
( )
( )
( )
( )
( )
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. —3

OScared  —6 Reet %y Adv.@
O Terrified —10 ‘O pp
OPetrified * i % @

@Swoon * : Gl L/C




Skill Area Type Proficiency BCS Techniques
ODweomercreeft Magic VH Prim Channel ; Gather
@)
OMeditation Magic VH Calm Mind  ; Deep Trance
@)
OCraft Magic Item Magic VH Restore Charge ; Design Item
@)
@) Magic VH Pri Improve Preparation ; Subtle Casting
@) Magic VH S2 Improve Preparation ; Subtle Casting
@) Magic VH Improve Preparation ; Subtle Casting
@) Magic VH Improve Preparation ; Subtle Casting
@)
@)
Qlore Thaumat. Mental VH Applied Knowledge ; Educated Guess
@)
OHistory Magic  Mental A Applied Knowledge ; Educated Guess
OMental Acuity  Mental VH Rapid Memo ; Focus
@)
ODiscipline Mental H Face Hardship  ; Face Fear
OTactics Mental A Drills  ; Tactical Advantage
OResearch Mental VH Precise Procedure ; Intuitive Discovery
@)
OLit: Mental Pri Scan ; Copyist
OLit: Mental Scan ; Copyist
OLit: Mental Scan ; Copyist
@)
@)
@)
@)
OAlertness Perception H High Alert ; Awareness
QlListen Perception A Discerning Ear  ; Light Sleeper
OSpot Perception A Search ; Track
@)
@)
@)
@)
@)
@)
@)
@)
@)
O Speak Commun. Dialect ; Accent
O Speak Commun. Dialect ; Accent
O Speak Commun. Dialect ; Accent
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect ; Accent
@)
@)
OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

Name: Alignment: Player:

Class: Wizard Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C 1) + = O +1
END C 1) + = SPI C 1)) + = O +2
DEX C 1) + = TAL C | ) + = ®) +3
AGI ]+ =__ ) WIT ( | ) + o w4 __
Attr Pts: CMR: Physical < e o > Magical
/EnCO P0undS fatAGI Jog Swim Fly RECOVERY CDUMBLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight ____ +1 0 V. Minor () —%Tired () V. Minor
OEnc. __ +2 -1 Minor () —1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —69Exhau. () Major
Dodge Agility A R Extreme (" )=10® Collap. ) Extreme
BCS Complete. () *®Uncon.(_ ) Complete
(Retreat  /Weave | Absolute ) *Coma. () Absolute
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
A S#1 C )
( )
( )
( )
( )
( )
( )
( )
( )
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. —3

OScared  —6 Reet %y Adv.@
O Terrified —10 ‘O pp
OPetrified * i % @

@Swoon * : Gl L/C




Skill Area Type Proficiency BCS Techniques
OWizardry Magic VH Pri Increase Power ; Subtle Casting
@)
ODweomercraeft Magic VH Pri Channel ; Gather
@)
OMeditation Magic VH Calm Mind  ; Deep Trance
@)
OCraft Magic ITtem Magic VH Restore Charge ; Design Item
@)
@)
@)
@)
@)
@)
OMental Acuity  Mental VH Rapid Memo ; Focus
@)
OlLore Mental H Applied Knowledge ; Educated Guess
OHistory Magic  Mental A Applied Knowledge ; Educated Guess
ODiscipline Mental H Face Hardship  ; Face Fear
O Tactics Mental A Drills  ; Tactical Advantage
OResearch Mental VH Precise Procedure  ; Intuitive Discovery
@)
OLit: Mental Pri Scan ; Copyist
OLit: Mental Scan ; Copyist
OLit: Mental Scan ; Copyist
@)
@)
@)
@)
@)
QAlertness Perception H High Alert ; Awareness
QlListen Perception A Discerning Ear  ; Light Sleeper
O Spot Perception A Search ; Track
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect ; Accent
@)
@)
OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

Name: Alignment: Player:

Class: sorcerer Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C 1) + = O +1
END C 1) + = SPI C 1)) + = O +2
DEX C 1) + = TAL C | ) + = ®) +3
AGL (| )+ = Jlwit (| ) + o 4 __
Attr Pts: CMR: Physical < e o > Magical
/ Enc. Pounds fat A GI Jog SWim Fly RECOVERY <D|.|RABLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight ____ +1 0 V. Minor () —%Tired () V. Minor
OEnc. +2 -1 Minor ) -1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
Dodge Agility A ™ Extreme " )-10® Collap. ) Extreme
BCS Complete. () *®Uncon.(_ ) Complete
(Retreat  /Weave | Absolute ) *Coma. () Absolute
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
A S#2 C )
( )
( )
( )
( )
( )
( )
( )
( )
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. —3

OScared  —6 Reet %y Adv.@
O Terrified —10 ‘O pp
OPetrified * i % @

@Swoon * : Gl L/C




Skill Area Type

Proficiency BCS Techniques

OSorcery Magic A Prim Amulet ; Subtle Casting
OSacrifice Magic A Delay ; Channel
ODweomercreeft Magic VH S#3 Channel ; Gather

@

OMeditation Magic VH S#3 Calm Mind  ; Deep Trance
@

OCraft Magic Item Magic VH

Restore Charge ; Design Item

O

OMental Acuity  Mental VH S#3

Rapid Memo  ; Focus

O

ODiscipline Mental H S#2 Face Hardship  ; Face Fear
OTactics Mental A S#H2 Drills  ; Tactical Advantage
OResearch Mental VH Precise Procedure  ; Intuitive Discovery
OLit: Mental S#1 Scan ; Copyist

OLit: Mental Scan ; Copyist

OLit: Mental Scan ; Copyist

OLit: Mental Scan ; Copyist

@)

@)

@)

@)

@)

QOAlertness Perception H S#2 High Alert ; Awareness
QlListen Perception A Discerning Ear  ; Light Sleeper
OSpot Perception A Search ; Track

@)

@)

@)

@)

@)

OAthletics Agility A Stamina  ; Sprint

O Sneak Agility A Rapid Stealth ; Lose Tail
@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

OSpeak Trade Commun. G

Dialect ; Accent

OSpeak Commun. EG Dialect . Accent

@)

@)

OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

Name: Alignment: Player:
Class: Rogue Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C | + = WIL C | ) + = O 0 0
CON C | ) + = CHA C | ) + = O +1
END C |1y + = SPI C |y + = ®) +2
DEX C | ) + = TAL C | ) + = O +3
AGI C |1y + = ) \WIT C |y + )0 +4 )
Attr Pts: CMR: Physical < e o > Magical
/EnCO P0undS fatAGI Jog Swim Fly RECOVERY CDUMBLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight _ +1 0 V. Minor () —%Tired () V. Minor
OEnc. __ +2 -1 Minor () —1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
Dodge Agility A ™ Extreme " )-10® Collap. ) Extreme
BCS Complete () #*@Uncon.(C_)__ Complete
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
Pri (
s2 (
Shield E (
Retreating Defense ; Maneuver Shield
(
(
(
(
(
(
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. =3
OScared -6 By Ad"-@
O Terrified —10 AT PD
O Petrified * ;o @
O Swoon * ) - |4P @




Skill Area Type Proficiency BCS Techniques
OAcrobatics Agility H Acute Balance ; Tumbling
OAthletics Agility A S#1 Stamina  ; Sprint
OClimb Agility A Pressure Holds ; Slow Fall
OEscape Agility A Hinder Binding ;. Other Skill
(O Sneak Agility A Pri Rapid Stealth : Lose Tail
OSwim Agility A Hold Breath/Stamina ; Dive
@
@
OBind Manip. A Secure Load ; Repair Bonds
OFine Manipulation Manip. H Evaluate Mechanism  ; Improvise Tools
O Sleight of Hand Manip. A Conceal ; Card Trick
@
OLore Economics Mental
ODiscipline Mental H Face Hardship  ; Face Fear
O Tactics Mental A S#l Drills ; Tactical Advantage
OMental Acuity  Mental VH Rapid Memo  ; Focus
@
OLit: Mental Scan ; Copyist
OLit: Mental Scan ; Copyist
OLit: Mental Scan ; Copyist
@
@
QAlertness Perception H Pri High Alert ; Awareness
OlListen Perception A S2 Discerning Ear  : Light Sleeper
O Spot Perception A Pri Search ; Track
@
@
ODeceit Commun. H Brass ; Takes One To Know One
OLeadership Commun. H Improved Morale ; Pep Talk
ONegotiate Commun. H Haggle ;. Hostage Negotation
OPersuade Commun. H Group Address  ; Exploit Weakness
OPlay Roll Commun. H Improvisation . Observation
OQuestion Commun. A Elicit Response ; Subtle Question
O Schmooze Commun. H Streetwise ; Etiquette
O Seduction Commun. H Bed ; Cosplay
@
ODweomercraeft Magic VH Channel ; Gather
@
OMeditation Magic VH Calm Mind  ; Deep Trance
@
@
O Speak Commun. Dialect ; Accent
O Speak Commun. Dialect ; Accent
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect . Accent
@
@
OArea Mental HG Applied Knowledge ; Educated Guess
OHist Mental AG Applied Knowledge ; Educated Guess
@

O




O 0O 0o o o o o o o

Name: Alignment: Player:
Class: Thief Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C 1) + = O +1
END C 1) + = SPI C | ) + = ®) +2
DEX C 1) + = TAL C | ) + = ®) +3
AGL (| )+ = Jlwit (| ) + o 4 __
Attr Pts: CMR: Physical < e o > Magical
/ Enc. Pounds fat AGI Jog SWim Fly RECOVERY <D|.|RABLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight _ +1 0 V. Minor () —%Tired () V. Minor
OEnc. __ +2 -1 Minor () —1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
(Dodge Agility A Sec#1 Extreme " )-10® Collap. ) Extreme
BCS Complete () #*@Uncon.(C_)__ Complete
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
(
(
(
(
(
(
(
(
(
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. -3
OScared -6 | = - Adv-@
OTerrified—10 _ ‘O pp
O Petrified * ;o @
O Swoon * ) - |4P @




Skill Area Type Proficiency BCS Techniques

(OAcrobatics Agility H Acute Balance ; Tumbling
OAthletics Agility A Stamina  ; Sprint

OClimb Agility A Pressure Holds ; Slow Fall
OEscape Agility A Hinder Binding ; Other Skill
OSneak Agility A Prim Rapid Stealth . Lose Tail

OSwim Agility A Hold Breath/Stamina ; Dive

@

@

ODeceit Commun. H Brass ; Takes One To Know One
OLeadership Commun. H Improved Morale ; Pep Talk
ONegotiate Commun. H Haggle ;. Hostage Negotiation
OPersuade Commun. H Group Address  ; Exploit Weakness
OPlay Roll Commun. H Improvisation ; Observation
OQuestion Commun. A Elicit Response ; Subtle Question
O Schmooze Commun. H S#1 Streetwise ; Etiquette
OSeduction Commun. H Bed ; Cosplay

@

OBind Manip. A Secure Load ; Repair Bonds
OFine Manipulat. Manip. H Evaluate Mechanism  ; Improvise Tools
OMechanic Manip. A Intuitive Understanding ; Patch
OSleight of Hand Manip. H Conceal : Card Trick

@

(ODisguise Mental H Cosmetics  ; Improvisation
ODiscipline Mental H Face Hardship  ; Face Fear

OHide Mental H Camouflage : Compensate For Size
OTactics Mental A S#l Drills  ; Tactical Advantage
OMental Acuity  Mental VH Rapid Memo  ; Focus

@

OLit: Mental Scan ; Copyist

OLit: Mental Scan ; Copyist

OLit: Mental Scan ; Copyist

@

@

QOAlertness Perception H Prim High Alert ; Awareness

QlListen Perception A S#1 Discerning Ear  ; Light Sleeper
OSpot Perception A S#1 Search ; Track

@

@

ODweomercreeft Magic VH Channel ; Gather

@

OMeditation Magic VH Calm Mind  ; Deep Trance

@

@

OSpeak Trade Commun. G Dialect ; Accent

OSpeak Commun. EG Dialect . Accent

O Speak Commun. Dialect ; Accent

@

OArea Mental HG Applied Knowledge ; Educated Guess
OHist Mental AG Applied Knowledge ; Educated Guess
@

O




O 0O 0o o o o o o o

Name: Alignment: Player:
Class: Knave Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C | ) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C | ) + = ®) +1
END C 1) + = SPI C | ) + = ®) +2
DEX C 1) + = TAL C | ) + = ®) +3
AGI ]+ =__ ) WIT ( | ) + o w4 __
Attr Pts: CMR: Physical < e o > Magical
/EnCO P0undeatAGI Jog Swim Fly RECOVERY CDUMBLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight ____ +1 0 V. Minor () —%Tired () V. Minor
OEnc. +2 -1 Minor ) -1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
Dodge Agility A ™ Extreme " )-10® Collap. ) Extreme
BCS Complete () #*@Uncon.(C_)__ Complete
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
(
(
(
(
(
(
(
(
(
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. =3
OScared -6 | = - Adv-@
OTerrified—10 _ ‘O pp
O Petrified * ;o @
O Swoon * ) - |4P @




Skill Area Type Proficiency BCS Techniques
OAcrobatics Agility H Acute Balance ; Tumbling
OAthletics Agility A Stamina  ; Sprint
OClimb Agility A Pressure Holds ; Slow Fall
OEscape Agility A Hinder Binding ; Other Skill
O Sneak Agility A Prim Rapid Stealth : Lose Tail
@
@
@
ODeceit Commun. H Prim Brass ; Takes One To Know One
OLeadership Commun. H Improved Morale ; Pep Talk
ONegotiate Commun. H Haggle ;. Hostage Negotiation
OPersuade Commun. H S#1 Group Address  ; Exploit Weakness
OPlay Roll Commun. H S#1 Improvisation . Observation
OQuestion Commun. A S#l1 Elicit Response ; Subtle Question
O Schmooze Commun. H Prim Streetwise ; Etiquette
O Seduction Commun. H Bed ; Cosplay
@
@
OFine Manipulat.  Manip. H Evaluate Mechanism  ; Improvise Tools
OMechanic Manip. A Intuitive Understanding ; Patch
O Sleight of Hand Manip. H Conceal : Card Trick
@
(ODisguise Mental H Cosmetics  ; Improvisation
OHide Mental H Camouflage ; Compensate For Size
@
ODiscipline Mental H Face Hardship  ; Face Fear
O Tactics Mental A Drills ; Tactical Advantage
OMental Acuity  Mental VH Rapid Memo ; Focus
@
OLit: Mental S#H2 Scan ; Copyist
OLit: Mental Scan ; Copyist
@
@
QAlertness Perception H Prim High Alert ; Awareness
OlListen Perception A Discerning Ear  ; Light Sleeper
O Spot Perception A Search ; Track
OKnavecraft Perception VH Prim Sea Change  : Exit Strategy
@
@
ODweomercraeft Magic VH Channel ; Gather
@
OMeditation Magic VH Calm Mind  ; Deep Trance
@
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect . Accent
O Speak Commun. Dialect ; Accent
@
OArea Mental HG Applied Knowledge ; Educated Guess
OHist Mental AG Applied Knowledge ; Educated Guess
@

O




O 0O 0o o o o o o o

Name: Alignment: Player:

Class: Assassin Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C 1) + = O +1
END C 1) + = SPI C 1)) + = O +2
DEX C 1) + = TAL C | ) + = ®) +3
AGL (| )+ = Jlwit (| ) + o 4 __
Attr Pts: CMR: Physical < e o > Magical
/ Enc. P0undS fatAGI Jog Swim Fly RECOVERY CDUMBLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight _ +1 0 V. Minor () —%Tired () V. Minor
OEnc. +2 -1 Minor ) -1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —69Exhau. () Major
Dodge Agility A ™ Extreme " )-10® Collap. ) Extreme
BCS Complete. () *®Uncon.(_ ) Complete
(Retreat  /Weave | Absolute ) *Coma. () Absolute
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
Pri ( )
s2 C )
( )
( )
( )
( )
( )
( )
( )
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. —3

OScared  —6 Reet %y Adv.@
O Terrified —10 ‘O pp
OPetrified * i % @

@Swoon * : Gl L/C




Skill Area Type Proficiency BCS Techniques
OAcrobatics Agility H S#2 Acute Balance ; Tumbling
OAthletics Agility A SH2 Stamina  ; Sprint
OClimb Agility A S#1 Pressure Holds ; Slow Fall
OEscape Agility A Hinder Binding ; Other Skill
(O Sneak Agility A Pri Rapid Stealth : Lose Tail
OSwim Agility A Hold Breath/Stamina ; Dive
@
@
ODeceit Commun. H Brass ; Takes One To Know One
OLeadership Commun. H Improved Morale ; Pep Talk
ONegotiate Commun. H Haggle ;. Hostage Negotiation
OPersuade Commun. H Group Address  ; Exploit Weakness
OPlay Roll Commun. H Improvisation ; Observation
OQuestion Commun. A Elicit Response ; Subtle Question
O Schmooze Commun. H Streetwise ; Etiquette
O Seduction Commun. H Bed ; Cosplay
@
@
OFine Manipulat.  Manip. H Evaluate Mechanism  ; Improvise Tools
OMechanic Manip. A Intuitive Understanding ; Patch
QO Sail Manip. A Tie Knots/Storm Walk ; Mitigate Seasick
O Sleight of Hand Manip. H Conceal : Card Trick
@
(ODisguise Mental H Cosmetics  ; Improvisation
ODiscipline Mental H Face Hardship  ; Face Fear
OHide Mental H Camouflage : Compensate For Size
O Tactics Mental A S#l Drills ; Tactical Advantage
OMental Acuity  Mental VH Rapid Memo  ; Focus
@
OLit: Mental S#H2 Scan ; Copyist
OLit: Mental Scan ; Copyist
@
@
@
OAlertness Perception H S#1 High Alert ; Awareness
OlListen Perception A Pri Discerning Ear  ; Light Sleeper
O Spot Perception A Pri Search ; Track
@
@
ODweomercraeft Magic VH Channel ; Gather
@
OMeditation Magic VH Calm Mind  ; Deep Trance
@
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect . Accent
@
@
OArea Mental HG Applied Knowledge ; Educated Guess
OHist Mental AG Applied Knowledge ; Educated Guess
@

O




O 0O 0o o o o o o o

Name: Alignment: Player:

Class: Ranger Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C 1) + = O +1
END C 1) + = SPI C 1)) + = O +2
DEX C 1) + = TAL C | ) + = ®) +3
AGI ]+ =__ ) WIT ( | ) + o w4 __
Attr Pts: CMR: Physical < e o > Magical
/ Enc. P0undS fatAGI Jog Swim Fly RECOVERY CDUMBLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight _ +1 0 V. Minor () —%Tired () V. Minor
OEnc. +2 -1 Minor ) -1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —69Exhau. () Major
Dodge Agility A ™ Extreme " )-10® Collap. ) Extreme
BCS Complete. () *®Uncon.(_ ) Complete
(Retreat  /Weave | Absolute ) *Coma. () Absolute
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
Pri ( )
s2 C )
( )
( )
( )
( )
( )
( )
( )
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. —3

OScared  —6 Reet %y Adv.@
O Terrified —10 ‘O pp
OPetrified * i % @

@Swoon * : Gl L/C




Skill Area Type Proficiency BCS Techniques
OAthletics Agility A S#1 Stamina  ; Sprint
OClimb Agility A Pressure Holds ; Slow Fall
ORide Agility A Meld ; Controlled Speed
OSneak Agility A Prim Rapid Stealth : Lose Tail
OSwim Agility A Hold Breath/Stamina ; Dive
@
O Sail Manip. A Tie Knots/Storm Walk ; Mitigate Seasick
@
@
@
@
ODiscipline Mental H S#2 Face Hardship  ; Face Fear
OHide Mental H S#2 Camouflage ; Compensate For Size
OTactics Mental A S#1 Drills  ; Tactical Advantage
@
@
@
@
QOAlertness Perception H S#1 High Alert ; Awareness
Olisten Perception A S#1 Discerning Ear  : Light Sleeper
OSpot Perception A Prim Search ; Track
OSurv. Perception H Prim Lowered Expectations ; Abundant Harvest
@
@
@
ODweomercreeft Magic VH Channel ; Gather
@
OMeditation Magic VH Calm Mind  ; Deep Trance
@
ODruid Magic H Improve Casting . Subtle Ritual
OFe Magic A Wild Calling ; Subtle Casting
@
@
@
@
@
@
@
@
@
@
@
O Speak Commun. Dialect ; Accent
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect . Accent
@
OArea Mental H Applied Knowledge ; Educated Guess
OArea Mental HG Applied Knowledge ; Educated Guess
OHist Mental AG Applied Knowledge ; Educated Guess
OHist Mental A Applied Knowledge ; Educated Guess

O




O 0O 0o o o o o o o

Name: Alignment: Player:
Class: ppiest Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C | ) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C 1) + = O +1
END C | ) + = SPI C | ) + = ®) +2
DEX C | ) + = TAL C | ) + = ®) +3
AGL (| )+ = Jlwit (| ) + o 4 __
Attr Pts: CMR: Physical < e o > Magical
/EnCO P0undeatAGI Jog Swim Fly RECOVERY CDUMBLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight ____+1 0 V. Minor C ) ~%Tired () V. Minor
OEnc. +2 -1 Minor ) -1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
(Dodge Agility A Sec#2 ) Extreme " )-10® Collap. ) Extreme
BCS Complete () #*@Uncon.(C_)__ Complete
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
A S2 (
(
(
(
(
(
(
(
(
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. =3 :
OScared -6 0 Adv.@
O Terrified —10 & PD
O Petrified * ;o @
O Swoon * ) - |4P @




Skill Area Type Proficiency BCS Techniques
OlInitiate Magic H Prim Sacrament ; Subtle Casting
QOPriest Magic H Prim* Sacrament ; Subtle Casting
ODweomercraeft Magic VH Channel ; Gather
@
OMeditation Magic VH Calm Mind  ; Deep Trance
@
@
OlLore Mental VH Prim Hidden Mysteries ; Educated Guess
ODiscipline Mental H Face Hardship  ; Face Fear
O Tactics Mental A SH2 Drills  ; Tactical Advantage
OMental Acuity  Mental VH Rapid Memorize ; Focus
@
OLit Mental Prim Scan ; Copyist
OLit Mental Scan ; Copyist
@
@
@
QAlertness Perception H S#1 High Alert ; Awareness
QlListen Perception A Discerning Ear  ; Light Sleeper
O Spot Perception A Search ; Track
@
@
@
@
OAthletics Agility A S#1 Stamina  ; Sprint
OClimb Agility A Pressure Holds ; Slow Fall
ORide Agility A Meld ; Controlled Speed
(O Sneak Agility A Rapid Stealth . Lose Tail
OSwim Agility A Hold Breath/Stamina ; Dive
@
@
@
@
@
@
@
@
@
@
@
@
@
O Speak Commun. Dialect ; Accent
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect ; Accent
@
@
OArea Mental HG Applied Knowledge ; Educated Guess
OHist Mental AG Applied Knowledge ; Educated Guess
@

O




O 0O 0o o o o o o o

Name: Alignment: Player:

Class: Holy Warrior Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C | + = WIL C | ) + = O 0 0
CON C | ) + = CHA C | ) + = O +1
END C | ) + = SPI C | ) + = O +2
DEX C | ) + = TAL C | ) + = O +3
AGI ]+ =__ ) WIT ( | ) + o w4 __
Attr Pts: CMR: Physical < e o > Magical
/Enc. PoundsfatAGI Jog Swim Fly RECOVERY <nuus|_z > CDURABLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight _ +1 0 V. Minor () —%Tired () V. Minor
OEnc. __ +2 -1 Minor () —1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
Dodge Agility A R Extreme (" )=10® Collap. ) Extreme
BCS Complete. () *®Uncon.(_ ) Complete
(Retreat  /Weave | Absolute ) *Coma. () Absolute
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
Pri ( )
s2 C )
Shield E C )
Retreating Defense ; Maneuver Shield
( )
( )
( )
( )
( )
( )
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. —3

OScared  —6 Reet %y Adv.@
O Terrified —10 ‘O pp
OPetrified * i % @

@Swoon * : Gl L/C




Skill Area Type Proficiency BCS Techniques
OZInitiate Magic H Prim Sacrament ; Subtle Casting
ODweomercreeft Magic VH Channel ; Gather
@)
OMeditation Magic VH Calm Mind  ; Deep Trance
@)
@)
QOlore Mental VH S#1 Hidden Mysteries ; Educated Guess
@)
OLit Mental S#H?2 Scan ; Copyist
ODiscipline Mental H Face Hardship  ; Face Fear
OMedical Mental A Diagnose Illness . Surgery
OTactics Mental A Prim Drills  ; Tactical Advantage
OMental Acuity  Mental VH Rapid Memorize ; Focus
@)
@)
@)
QAlertness Perception H S#1 High Alert ; Awareness
QlListen Perception A Discerning Ear  ; Light Sleeper
OSpot Perception A Search ; Track
@)
@)
@)
@)
OAthletics Agility A Prim Stamina  ; Sprint
OClimb Agility A Pressure Holds ; Slow Fall
ORide Agility A Meld : Controlled Speed
OSneak Agility A Rapid Stealth : Lose Tail
OSwim Agility A Hold Breath/Stamina ; Dive
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect ; Accent
@)
@)
OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

Name: Alignment: Player:
Class: Cleric Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C 1) + = O +1
END C 1) + = SPI C | ) + = ®) +2
DEX C 1) + = TAL C | ) + = ®) +3
AGL (| )+ = Jlwit (| ) + o 4 __
Attr Pts: CMR: Physical < e o > Magical
/ Enc. Pounds fat AGI Jog SWim Fly RECOVERY <D|.|RABLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight _ +1 0 V. Minor () —%Tired () V. Minor
OEnc. __ +2 -1 Minor () —1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
Dodge Agility A ™ Extreme " )-10® Collap. ) Extreme
BCS Complete () #*@Uncon.(C_)__ Complete
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
(
(
(
(
(
(
(
(
(
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. -3
OScared -6 | = - Adv-@
OTerrified—10 _ ‘O pp
O Petrified * ;o @
O Swoon * ) - |4P @




Skill Area Type Proficiency BCS Techniques
OZInitiate Magic H Prim Sacrament ; Subtle Casting
OPriest Magic H Prim* Sacrament ; Subtle Casting
ODweomercreeft Magic VH Channel ; Gather
@
OMeditation Magic VH Calm Mind  ; Deep Trance
@
@
OLore Mental VH Prim Hidden Mysteries ; Educated Guess
ODiscipline Mental H Face Hardship  ; Face Fear
OTactics Mental A SH2 Drills  ; Tactical Advantage
OMental Acuity  Mental VH Rapid Memorize ; Focus
@
OLit Mental Prim Scan ; Copyist
OLit Mental S#1 Scan ; Copyist
OLit Mental Scan ; Copyist
@
@
@
QOAlertness Perception H High Alert ; Awareness
OlListen Perception A Discerning Ear  ; Light Sleeper
OSpot Perception A Search ; Track
@
@
ODeceit Commun. H S#2 Brass ; Takes One To Know One
OLeadership Commun. H Improved Morale ; Pep Talk
ONegotiate Commun. H Haggle ;. Hostage Negotiation
OPersuade Commun. H Group Address  ; Exploit Weakness
OPlay Roll Commun. H Improvisation . Observation
OQuestion Commun. A Elicit Response ; Subtle Question
O Schmooze Commun. H S#1 Streetwise ; Etiquette
OSeduction Commun. H Bed ; Cosplay
@
@
OAthletics Agility A Stamina  ; Sprint
OClimb Agility A Pressure Holds ; Slow Fall
ORide Agility A Meld ; Controlled Speed
O Sneak Agility A S#H2 Rapid Stealth ; Lose Tail
OSwim Agility A Hold Breath/Stamina ; Dive
@
@
@
O Speak Commun. S#1 Dialect ; Accent
O Speak Commun. Dialect ; Accent
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect . Accent
@
@
OArea Mental HG Applied Knowledge ; Educated Guess
OHist Mental AG Applied Knowledge ; Educated Guess
@

O




O 0O 0o o o o o o o

Name: Alignment: Player:
Class: Druid Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C 1) + = O +1
END C 1) + = SPI C 1)) + = O +2
DEX C 1) + = TAL C | ) + = ®) +3
AGL (| )+ = Jlwit (| ) + o 4 __
Attr Pts: CMR: Physical < e o > Magical
/EnCO P0undeatAGI Jog Swim Fly RECOVERY CDUMBLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight _ +1 0 V. Minor () —%Tired () V. Minor
OEnc. +2 -1 Minor ) -1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —69Exhau. () Major
Dodge Agility A ™ Extreme " )-10® Collap. ) Extreme
BCS Complete () #*@Uncon.(C_)__ Complete
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
(
(
(
(
(
(
(
(
(
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. -3
OScared -6 | = - Adv-@
OTerrified—10 _ ‘O pp
O Petrified * ;o @
O Swoon * ) - |4P @




Skill Area Type Proficiency BCS Techniques
OZInitiate Magic H Prim Sacrament ; Subtle Casting
OPriest Magic H Prim* Sacrament ; Subtle Casting
ODweomercreeft Magic VH Channel ; Gather
@
OMeditation Magic VH Calm Mind  ; Deep Trance
@
@
OLore Mental VH Pri Hidden Mysteries ; Educated Guess
OLit Mental Prim Scan ; Copyist
ODiscipline Mental H Face Hardship  ; Face Fear
OTactics Mental A SH2 Drills  ; Tactical Advantage
OMental Acuity  Mental VH Rapid Memorize ; Focus
@
@
@
OAlertness Perception H S#1 High Alert ; Awareness
QlListen Perception A Discerning Ear  ; Light Sleeper
OSpot Perception A Search ; Track
@
@
@
@
OAthletics Agility A S#1 Stamina  ; Sprint
OClimb Agility A Pressure Holds ; Slow Fall
ORide Agility A Meld ; Controlled Speed
O Sneak Agility A Rapid Stealth : Lose Tail
OSwim Agility A Hold Breath/Stamina ; Dive
@
@
@
@
@
@
@
@
@
@
@
@
@
@
@
@
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect . Accent
@
@
OArea Mental HG Applied Knowledge ; Educated Guess
OHist Mental AG Applied Knowledge ; Educated Guess
@

O




O 0O 0o o o o o o o

Name: Alignment: Player:

Class: summoner Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C 1) + = O +1
END C 1) + = SPI C 1)) + = O +2
DEX C 1) + = TAL C | ) + = ®) +3
AGL (| )+ = Jlwit (| ) + o 4 __
Attr Pts: CMR: Physical < e o > Magical
/ Enc. Pounds fat A GI Jog SWim Fly RECOVERY <D|.|RABLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight ____ +1 0 V. Minor () —%Tired () V. Minor
OEnc. +2 -1 Minor ) -1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
Dodge Agility A ™ Extreme " )-10® Collap. ) Extreme
BCS Complete. () *®Uncon.(_ ) Complete
(Retreat  /Weave | Absolute ) *Coma. () Absolute
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
A S#1 C )
( )
( )
( )
( )
( )
( )
( )
( )
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. —3

OScared  —6 Reet %y Adv.@
O Terrified —10 ‘O pp
OPetrified * i % @

@Swoon * : Gl L/C




Skill Area Type Proficiency BCS Techniques

O Summoner Magic H Prim Sacrament ; Subtle Casting
ODweomercraeft Magic VH Prim Channel ; Gather

@)

OMeditation Magic VH S#2 Calm Mind  ; Deep Trance

@)

@)

OLit Mental Prim Scan ; Copyist

ODiscipline Mental H Face Hardship  ; Face Fear

O Tactics Mental A Drills ; Tactical Advantage
OMental Acuity  Mental VH S#2 Rapid Memorize ; Focus

@)

@)

@)

OAlertness Perception H High Alert ; Awareness
QlListen Perception A Discerning Ear  ; Light Sleeper
O Spot Perception A Search ; Track

@)

@)

@)

ONegotiate Commun. H Haggle ; Hostage Negotiation
(OPersuade Commun. H Group Address  ; Exploit Weakness
@)

@)

@)

OAthletics Agility A Stamina  ; Sprint

OClimb Agility A Pressure Holds ; Slow Fall
ORide Agility A Meld ; Controlled Speed

(O Sneak Agility A Rapid Stealth . Lose Tail
OSwim Agility A Hold Breath/Stamina ; Dive
@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

OSpeak Trade Commun. G Dialect ; Accent

OSpeak Commun. EG Dialect ; Accent

@)

@)

OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

Name: Alignment: Player:

Class: Theurgist Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C 1) + = O +1
END C 1) + = SPI C 1)) + = O +2
DEX C 1) + = TAL C | ) + = ®) +3
AGI ]+ =__ ) WIT ( | ) + o w4 __
Attr Pts: CMR: Physical < e o > Magical
/EnCO P0undS fatAGI Jog Swim Fly RECOVERY CDUMBLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight _ +1 0 V. Minor () —%Tired () V. Minor
OEnc. +2 -1 Minor ) -1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —69Exhau. () Major
Dodge Agility A ™ Extreme " )-10® Collap. ) Extreme
BCS Complete. () *®Uncon.(_ ) Complete
(Retreat  /Weave | Absolute ) *Coma. () Absolute
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
A S#1 C )
( )
( )
( )
( )
( )
( )
( )
( )
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. —3

OScared  —6 Reet %y Adv.@
O Terrified —10 ‘O pp
OPetrified * i % @

@Swoon * : Gl L/C




Skill Area Type Proficiency BCS Techniques
O Theurgy Magic VH Prim Ingrained Knowledge ; Improvisation
@)
ODweomercraeft Magic VH Prim Channel ; Gather
@)
OMeditation Magic VH S#2 Calm Mind  ; Deep Trance
@)
@)
OLit Mental Prim Scan ; Copyist
ODiscipline Mental H Face Hardship  ; Face Fear
O Tactics Mental A Drills ; Tactical Advantage
OMental Acuity  Mental VH S#2 Rapid Memorize ; Focus
@)
@)
@)
QAlertness Perception H High Alert ; Awareness
QlListen Perception A Discerning Ear  ; Light Sleeper
O Spot Perception A Search ; Track
@)
@)
ONegotiate Commun. H Haggle ; Hostage Negotiation
OPersuade Commun. H Group Address  ; Exploit Weakness
@)
@)
OAthletics Agility A Stamina  ; Sprint
OClimb Agility A Pressure Holds ; Slow Fall
ORide Agility A Meld ; Controlled Speed
(O Sneak Agility A Rapid Stealth : Lose Tail
OSwim Agility A Hold Breath/Stamina ; Dive
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect ; Accent
@)
@)
OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

Name: Alignment: Player:
Class: Shaman Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C 1) + = O +1
END C 1) + = SPI C | ) + = ®) +2
DEX C 1) + = TAL C | ) + = ®) +3
AGL (| )+ = Jlwit (| ) + o 4 __
Attr Pts: CMR: Physical < e o > Magical
/ Enc. Pounds fat AGI Jog SWim Fly RECOVERY <D|.|RABLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight _ +1 0 V. Minor () —%Tired () V. Minor
OEnc. __ +2 -1 Minor () —1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
Dodge Agility A ™ Extreme " )-10® Collap. ) Extreme
BCS Complete () #*@Uncon.(C_)__ Complete
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
(
(
(
(
(
(
(
(
(
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. -3
OScared -6 | = - Adv-@
OTerrified—10 _ ‘O pp
O Petrified * ;o @
O Swoon * ) - |4P @




Skill Area Type Proficiency BCS Techniques
O Theurgy Magic VH Pri Ingrained Knowledge ; Improvisation
@)
ODweomercraeft Magic VH Pri Channel ; Gather
@)
OMeditation Magic VH S2 Calm Mind  ; Deep Trance
@)
@)
OlLore Mental VH Pri Hidden Mysteries ; Educated Guess
OLit Mental Prim Scan ; Copyist
ODiscipline Mental H Face Hardship  ; Face Fear
O Tactics Mental A Drills  ; Tactical Advantage
OMental Acuity  Mental VH S2 Rapid Memorize ; Focus
@)
@)
@)
QAlertness Perception H High Alert ; Awareness
QlListen Perception A Discerning Ear  ; Light Sleeper
O Spot Perception A Search ; Track
@)
@)
ONegotiate Commun. H Haggle ; Hostage Negotiation
(OPersuade Commun. H Group Address  ; Exploit Weakness
@)
@)
OAthletics Agility A Stamina  ; Sprint
OClimb Agility A Pressure Holds ; Slow Fall
ORide Agility A Meld ; Controlled Speed
(O Sneak Agility A Rapid Stealth : Lose Tail
OSwim Agility A Hold Breath/Stamina ; Dive
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect ; Accent
@)
@)
OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

Name: Alignment: Player:
Class: Goetic Summoner Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C | ) + = ®) +1
END C 1) + = SPI C 1)) + = O +2
DEX C 1) + = TAL C | ) + = ®) +3
AGL (| )+ = Jlwit (| ) + o 4 __
Attr Pts: CMR: Physical < e o > Magical
/EnCO P0undeatAGI Jog Swim Fly RECOVERY CDUMBLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight ____+1 0 V. Minor C ) ~%Tired () V. Minor
OEnc. +2 -1 Minor ) -1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
Dodge Agility A ™ Extreme " )-10® Collap. ) Extreme
BCS Complete () #*@Uncon.(C_)__ Complete
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
(
(
(
(
(
(
(
(
(
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. -3
OScared -6 | = - Adv-@
O Terrified —10 AT PD
O Petrified * ;o @
O Swoon * ) - |4P @




Skill Area Type Proficiency BCS Techniques
O Theurgy Magic VH Pri Ingrained Knowledge ; Improvisation
@)
ODweomercraeft Magic VH Pri Channel ; Gather
@)
OMeditation Magic VH S2 Calm Mind  ; Deep Trance
@)
@)
OlLore Mental VH Pri Hidden Mysteries ; Educated Guess
OLit Mental Prim Scan ; Copyist
ODiscipline Mental H Face Hardship  ; Face Fear
O Tactics Mental A Drills  ; Tactical Advantage
OMental Acuity  Mental VH S2 Rapid Memorize ; Focus
@)
@)
@)
QAlertness Perception H High Alert ; Awareness
QlListen Perception A Discerning Ear  ; Light Sleeper
O Spot Perception A Search ; Track
@)
@)
ONegotiate Commun. H Haggle ; Hostage Negotiation
(OPersuade Commun. H Group Address  ; Exploit Weakness
@)
@)
OAthletics Agility A Stamina  ; Sprint
OClimb Agility A Pressure Holds ; Slow Fall
ORide Agility A Meld ; Controlled Speed
(O Sneak Agility A Rapid Stealth : Lose Tail
OSwim Agility A Hold Breath/Stamina ; Dive
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect ; Accent
@)
@)
OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

Name: Alignment: Player:
Class: scholar Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C 1) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C 1) + = O +1
END C 1) + = SPI C | ) + = ®) +2
DEX C 1) + = TAL C | ) + = ®) +3
AGL (| )+ = Jlwit (| ) + o 4 __
Attr Pts: CMR: Physical < e o > Magical
/ Enc. Pounds fat AGI Jog SWim Fly RECOVERY <D|.|RABLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight _ +1 0 V. Minor () —%Tired () V. Minor
OEnc. __ +2 -1 Minor () —1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
Dodge Agility A ™ Extreme " )-10® Collap. ) Extreme
BCS Complete () #*@Uncon.(C_)__ Complete
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
(
(
(
(
(
(
(
(
(
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. -3
OScared -6 | = - Adv-@
OTerrified—10 _ ‘O pp
O Petrified * ;o @
O Swoon * ) - |4P @




Skill Area Type Proficiency BCS Techniques
O Theurgy Magic VH Pri Ingrained Knowledge ; Improvisation
@)
ODweomercraeft Magic VH Pri Channel ; Gather
@)
OMeditation Magic VH S2 Calm Mind  ; Deep Trance
@)
@)
OlLore Mental VH Pri Hidden Mysteries ; Educated Guess
OLit Mental Prim Scan ; Copyist
ODiscipline Mental H Face Hardship  ; Face Fear
O Tactics Mental A Drills  ; Tactical Advantage
OMental Acuity  Mental VH S2 Rapid Memorize ; Focus
@)
@)
@)
QAlertness Perception H High Alert ; Awareness
QlListen Perception A Discerning Ear  ; Light Sleeper
O Spot Perception A Search ; Track
@)
@)
ONegotiate Commun. H Haggle ; Hostage Negotiation
(OPersuade Commun. H Group Address  ; Exploit Weakness
@)
@)
OAthletics Agility A Stamina  ; Sprint
OClimb Agility A Pressure Holds ; Slow Fall
ORide Agility A Meld ; Controlled Speed
(O Sneak Agility A Rapid Stealth : Lose Tail
OSwim Agility A Hold Breath/Stamina ; Dive
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect ; Accent
@)
@)
OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

Name: Alignment: Player:
Class: Psychic Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C | ) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C | ) + = ®) +1
END C 1) + = SPI C | ) + = ®) +2
DEX C 1) + = TAL C | ) + = ®) +3
AGI ]+ =__ ) WIT ( | ) + o w4 __
Attr Pts: CMR: Physical < e o > Magical
/EnCO P0undeatAGI Jog Swim Fly RECOVERY CDUMBLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight ____ +1 0 V. Minor () —%Tired () V. Minor
OEnc. +2 -1 Minor ) -1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
Dodge Agility A ™ Extreme " )-10® Collap. ) Extreme
BCS Complete () #*@Uncon.(C_)__ Complete
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
(
(
(
(
(
(
(
(
(
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. =3
OScared -6 | = - Adv-@
OTerrified—10 _ ‘O pp
O Petrified * ;o @
O Swoon * ) - |4P @




Skill Area Type Proficiency BCS Techniques
O Theurgy Magic VH Pri Ingrained Knowledge ; Improvisation
@)
ODweomercraeft Magic VH Pri Channel ; Gather
@)
OMeditation Magic VH S2 Calm Mind  ; Deep Trance
@)
@)
OlLore Mental VH Pri Hidden Mysteries ; Educated Guess
OLit Mental Prim Scan ; Copyist
ODiscipline Mental H Face Hardship  ; Face Fear
O Tactics Mental A Drills  ; Tactical Advantage
OMental Acuity  Mental VH S2 Rapid Memorize ; Focus
@)
@)
@)
QAlertness Perception H High Alert ; Awareness
QlListen Perception A Discerning Ear  ; Light Sleeper
O Spot Perception A Search ; Track
@)
@)
ONegotiate Commun. H Haggle ; Hostage Negotiation
(OPersuade Commun. H Group Address  ; Exploit Weakness
@)
@)
OAthletics Agility A Stamina  ; Sprint
OClimb Agility A Pressure Holds ; Slow Fall
ORide Agility A Meld ; Controlled Speed
(O Sneak Agility A Rapid Stealth : Lose Tail
OSwim Agility A Hold Breath/Stamina ; Dive
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect ; Accent
@)
@)
OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

Name: Alignment: Player:
Class: Mystic Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C | ) + = WIL C | ) + = O 0 O
CON C 1) + = CHA C | ) + = ®) +1
END C 1) + = SPI C | ) + = ®) +2
DEX C 1) + = TAL C | ) + = ®) +3
AGI ]+ =__ ) WIT ( | ) + o w4 __
Attr Pts: CMR: Physical < e o > Magical
/EnCO P0undeatAGI Jog Swim Fly RECOVERY CDUMBLE > CDUMBLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight ____ +1 0 V. Minor () —%Tired () V. Minor
OEnc. +2 -1 Minor ) -1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
Dodge Agility A ™ Extreme " )-10® Collap. ) Extreme
BCS Complete () #*@Uncon.(C_)__ Complete
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
(
(
(
(
(
(
(
(
(
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. =3
OScared -6 | = - Adv-@
OTerrified—10 _ ‘O pp
O Petrified * ;o @
O Swoon * ) - |4P @




Skill Area Type Proficiency BCS Techniques
O Theurgy Magic VH Pri Ingrained Knowledge ; Improvisation
@)
ODweomercreeft Magic VH Pri Channel ; Gather
@)
OMeditation Magic VH S2 Calm Mind  ; Deep Trance
@)
@)
OLore Mental VH Pri Hidden Mysteries ; Educated Guess
OLit Mental Prim Scan ; Copyist
ODiscipline Mental H Face Hardship  ; Face Fear
OTactics Mental A Drills ; Tactical Advantage
OMental Acuity  Mental VH S2 Rapid Memorize ; Focus
@)
@)
@)
QOAlertness Perception H High Alert ; Awareness
QlListen Perception A Discerning Ear  ; Light Sleeper
OSpot Perception A Search ; Track
@)
@)
ONegotiate Commun. H Haggle ; Hostage Negotiation
(OPersuade Commun. H Group Address  ; Exploit Weakness
@)
@)
OAthletics Agility A Stamina  ; Sprint
OClimb Agility A Pressure Holds ; Slow Fall
ORide Agility A Meld ; Controlled Speed
OSneak Agility A Rapid Stealth : Lose Tail
OSwim Agility A Hold Breath/Stamina ; Dive
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect ; Accent
@)
@)
OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




O 0O 0o o o o o o o

Name: Alignment: Player:
Class: Unraveler Level: Race: Gender:
Description:
Size: Sleep: Jump: Age:
ViSion: DISTANCE NIGHT VISION Hearing: ACUITY Smelling: ACUITY SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR C | ) + = WIL C | ) + = O 0 O
CON C | ) + = CHA C | ) + = ®) +1
END C | ) + = SPI C | ) + = ®) +2
DEX C 1) + = TAL C 1)) + = O +3
AGL (| )+ = Jlwit (| ) + o 4 __
Attr Pts: CMR: Physical < e o > Magical
/Enc. PoundsfatAGI Jog Swim Fly RECOVERY <nuus|_z > CDURABLE > RECOVERY
OUnen. 0 0 Minimal D, 0Fresh () Minimal
OLight ____ +1 0 V. Minor () —%Tired () V. Minor
OEnc. +2 -1 Minor ) -1Beat () Minor
OHvy. 3 =3 |(__)(_ )( )Moderate C ) =30 Weary () Moderate
OExtr. _ +4 —6 ) Major () —6@Exhau. () Major
Dodge Agility A ™ Extreme " )-10® Collap. ) Extreme
BCS Complete () #*@Uncon.(C_)__ Complete
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
(
(
(
(
(
(
(
(
(
Location/Severity Location/Severity O Disheart —1 A B ( Init.©‘
O Demoral. =3
OScared -6 | = - Adv-@
O Terrified —10 AT PD
O Petrified * ;o @
O Swoon * ) - |4P @




Skill Area Type Proficiency BCS Techniques
OTheurgy Magic VH Pri Ingrained Knowledge : Improvisation
@)
ODweomercraeft Magic VH Pri Channel ; Gather
@)
OMeditation Magic VH S2 Calm Mind _; Deep Trance
@)
@)
OLore Mental VH Pri Hidden Mysteries . Educated Guess
OLit Mental Prim Scan _ ; Copyist
ODiscipline Mental H Face Hardship  ; Face Fear
OTactics Mental A Drills  ; Tactical Advantage
OMental Acuity  Mental VH S2 Rapid Memorize : Focus
@)
@)
@)
OAlertness Perception H High Alert ;. Awareness
OlListen Perception A Discerning Ear _; Light Sleeper
OSpot Perception A Search  : Track
@)
@)
ONegotiate Commun. H Haggle ; Hostage Negotiation
OPersuade Commun. H Group Address ;. Exploit Weakness
@)
@)
OAthletics Agility A Stamina _ ; Sprint
Oclimb Agility A Pressure Holds  ; Slow Fall
ORide Agility A Meld : Controlled Speed
OSneak Agility A Rapid Stealth  : Lose Tail
Oswim Agility A Hold Breath/Stamina  ; Dive
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
OSpeak Trade Commun. G Dialect ; Accent
OSpeak Commun. EG Dialect ; Accent
@)
@)
OArea Mental HG Applied Knowledge ; Educated Guess
QHist Mental AG Applied Knowledge ; Educated Guess
@)

O




SECTIOL 2

— B4

SPELL SHEETS

his chapter has
sheets for tracking
the spells of each of

the various users of
magic. In addition-to the
description of each spell’s
sight, sound and smell,
check boxes are provided
for tracking which spells

are prepared. Provision is
also made for recording
each spell’s power,
range, duration and area.




SPELL
SHEETS

Each of the many approaches to magic has a
sheet here for tracking their spells. Many of
these are found in the appropriate book, but are col-
lected here for convenience. Any time a spell is kept
in active memory the box by its name should be
checked.



Spell Caster Spell List

O Name: Type: Target:
Sight: Power Range  Duration Area
Sound: Reflex
Smell: Action
Description: Round
2 Rnds
3 Rnds
5 Rnds
1 Min
O Name: Type: Target:
Sight: Power Range  Duration Area
Sound: Reflex
Smell: Action
Description: Round
2 Rnds
3 Rnds
5 Rnds
1 Min
O Name: Type: Target:
Sight: Power Range  Duration Area
Sound: Reflex
Smell: Action
Description: Round
2 Rnds
3 Rnds
5 Rnds
1 Min
O Name: Type: Target:
Sight: Power Range  Duration Area
Sound: Reflex
Smell: Action
Description: Round
2 Rnds
3 Rnds
5 Rnds
1 Min
O Name: Type: Target:
Sight: Power Range  Duration Area
Sound: Reflex
Smell: Action
Description: Round
2 Rnds
3 Rnds
5 Rnds

1 Min




O Name: Type: Target:
Sight: Power Range  Duration Area
Sound: Reflex
Smell: Action
Description: Round
2 Rnds
3 Rnds
5 Rnds
1 Min
O Name: Type: Target:
Sight: Power Range  Duration Area
Sound: Reflex
Smell: Action
Description: Round
2 Rnds
3 Rnds
5 Rnds
1 Min
O Name: Type: Target:
Sight: Power Range  Duration Area
Sound: Reflex
Smell: Action
Description: Round
2 Rnds
3 Rnds
5 Rnds
1 Min
O Name: Type: Target:
Sight: Power Range  Duration Area
Sound: Reflex
Smell: Action
Description: Round
2 Rnds
3 Rnds
5 Rnds
1 Min
O Name: Type: Target:
Sight: Power Range  Duration Area
Sound: Reflex
Smell: Action
Description: Round
2 Rnds
3 Rnds
5 Rnds

1 Min




Hedge Wizard Cantrip List

O Name: Type: Memorized:
Sight: Fatigue
Sound: Reflex Power:
Smell: Action Range:
Description: Round Duration:
3 Rnds Target:
1 Min Area:
O Name: Type: Memorized:
Sight: Fatigue
Sound: Reflex Power:
Smell: Action Range:
Description: Round Duration:
3 Rnds Target:
1 Min Area:
O Name: Type: Memorized:
Sight: Fatigue
Sound: Reflex Power:
Smell: Action Range:
Description: Round Duration:
3 Rnds Target:
1 Min Area:
O Name: Type: Memorized:
Sight: Fatigue
Sound: Reflex Power:
Smell: Action Range:
Description: Round Duration:
3 Rnds Target:
1 Min Area:
O Name: Type: Memorized:
Sight: Fatigue
Sound: Reflex Power:
Smell: Action Range:
Description: Round Duration:
3 Rnds Target:
1 Min Area:




O Name: Type: Memorized:
Sight: Fatigue
Sound: Reflex Power:
Smell: Action Range:
Description: Round Duration:
3 Rnds Target:
1 Min Area:
O Name: Type: Memorized:
Sight: Fatigue
Sound: Reflex Power:
Smell: Action Range:
Description: Round Duration:
3 Rnds Target:
1 Min Area:
O Name: Type: Memorized:
Sight: Fatigue
Sound: Reflex Power:
Smell: Action Range:
Description: Round Duration:
3 Rnds Target:
1 Min Area:
O Name: Type: Memorized:
Sight: Fatigue
Sound: Reflex Power:
Smell: Action Range:
Description: Round Duration:
3 Rnds Target:
1 Min Area:
O Name: Type: Memorized:
Sight: Fatigue
Sound: Reflex Power:
Smell: Action Range:
Description: Round Duration:
3 Rnds Target:
1 Min Area:




Adept Spell List

O Name: Area: Grade:
Difficulty: Proficiency: BCS:
Sight: Normal Reduced
Sound: Score:
Smell: Fatigue:
Description: Range:
Duration:
Target:
Area:
O Name: Area: Grade:
Difficulty: Proficiency: BCS:
Sight: Normal Reduced
Sound: Score:
Smell: Fatigue:
Description: Range:
Duration:
Target:
Area:
O Name: Area: Grade:
Difficulty: Proficiency: BCS:
Sight: Normal Reduced
Sound: Score:
Smell: Fatigue:
Description: Range:
Duration:
Target:
Area:
O Name: Area: Grade:
Difficulty: Proficiency: BCS:
Sight: Normal Reduced
Sound: Score:
Smell: Fatigue:
Description: Range:
Duration:
Target:
Area:
O Name: Area: Grade:
Difficulty: Proficiency: BCS:
Sight: Normal Reduced
Sound: Score:
Smell: Fatigue:
Description: Range:
Duration:
Target:

Area:




Mage Spell List

O Name: Area: Grade:
Complexity: Preparation: Lasts:
Sight: Score  Normal Reduced
Sound: Score: () ()
Smell: Fatigue: () ()
Description: Range: () ( )
Duration: () ()
Target: () ()
Area: () ()
O Name: Area: Grade:
Complexity: Preparation: Lasts:
Sight: Score  Normal Reduced
Sound: Score: () ()
Smell: Fatigue: () ()
Description: Range: () )
Duration: () ()
Target: () ()
Area: () (D)
O Name: Area: Grade:
Complexity: Preparation: Lasts:
Sight: Score  Normal Reduced
Sound: Score: () ()
Smell: Fatigue: () ()
Description: Range: () )
Duration: () ()
Target: () ()
Area: () ()
O Name: Area: Grade:
Complexity: Preparation: Lasts:
Sight: Score  Normal Reduced
Sound: Score: () ()
Smell: Fatigue: () ()
Description: Range: () ( )
Duration: () ()
Target: () ()
Area: () ()
O Name: Area: Grade:
Complexity: Preparation: Lasts:
Sight: Score  Normal Reduced
Sound: Score: () ()
Smell: Fatigue: () ()
Description: Range: () )
Duration: () ()
Target: () ()
Area: () (D)




Magician Spell List

O Name: Area: Grade:
Complexity: Spawn: Source:
Sight: Score  Normal Reduced
Sound: Score: () ()
Smell: Fatigue: () ()
Description: Range: () )
Duration: () ()
Target: () ()
Area: () ()
O
O
O



Magician Spell List



Priest Sacrament List
Standing: Deity/Aspect: Alignment:

O Name: Aspect: Standing:
Range: Duration: SL Fatigue Effect
Target: Area: 1

Sight:

Sound:

Smell:

Description:

O 0 3 N D B W N

O Name: Aspect: Standing:
Range: Duration: SL Fatigue Effect
Target: Area:

Sight:

Sound:

Smell:

Description:

O 0 3N N bW -

O Name: Aspect: Standing:

Range: Duration: SL Fatigue Effect
Target: Area:

Sight:

Sound:

Smell:

Description:

O 0 3N i B W —

O Name: Aspect: Standing:

Range: Duration: SL Fatigue Effect
Target: Area:

Sight:

Sound:

Smell:

Description:

O o0 1N L A WD =




O Name: Aspect: Standing:
Range: Duration: SL Fatigue Effect
Target: Area:

Sight:

Sound:

Smell:

Description:

O o0 1N LN A WD =

O Name: Aspect: Standing:
Range: Duration: SL Fatigue Effect
Target: Area:

Sight:

Sound:

Smell:

Description:

O o0 1N L A WD =

O Name: Aspect: Standing:
Range: Duration: SL Fatigue Effect
Target: Area:

Sight:

Sound:

Smell:

Description:

O 0 1N Lt B WD =

O Name: Aspect: Standing:

Range: Duration: SL Fatigue Effect
Target: Area:

Sight:

Sound:

Smell:

Description:

O 0 1N L B WD =




Name: MAG Link Sentience
Description: POW WIL Attack
MOL CHA  Reach
Size SPI  BCS
Lang. TAL  Damage
Command BCS Last Profic. WIT ~~ Defense
(Combat) ( ) C ) C ) (C ) (C ) )
Jog Swim Fly Exertion Physical( JPen.( )Magical Exertion ([ Location Wound\
Minimal C_ > o0 C_ Minimal
V. Minor C_ O = (D V. Minor
Minor C_ O -1 C_ D Minor
() )( IModerate (> =3 () Moderate
Major C O -6 (D Major
Extreme C_ =10 C_ D Extreme
Complete C D = (D Complete
Absolute C_ O = (D Absolute \_
Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:
Sight: Sight:
Sound: Sound:
Smell: Smell:
Description: Description:
Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:
Sight: Sight:
Sound: Sound:
Smell: Smell:
Description: Description:
Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:
Sight: Sight:
Sound: Sound:
Smell: Smell:

Description: Description:




Name: MAG Link Sentience

Description: POW WIL Attack
MOL CHA  Reach
Size SPI  BCS
Lang. TAL  Damage
Profic. WIT _ Defense
(Gombat) ( ) C ) C ) (C ) (C ) )
Jog Swim Fly Exertion Physical( )Pen.C)Magical Exertion [ Location Wound
Minimal C_ > o0 C Minimal
V. Minor C_ O = (D V. Minor
Minor C_ O -1 C_ D Minor
() )( IModerate (> =3 () Moderate
Major C O -6 (D Major
Extreme C_ =10 C_ D Extreme
Complete C D = (D Complete
Absolute C_ O = (D Absolute \_
Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:
Sight: Sight:
Sound: Sound:
Smell: Smell:
Description: Description:
Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:
Sight: Sight:
Sound: Sound:
Smell: Smell:
Description: Description:
Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:
Sight: Sight:
Sound: Sound:
Smell: Smell:

Description: Description:




Major Theurge Sheet

Name: MAG Link Sentience
Description: POW WIL Attack
MOL CHA  Reach
Size SPI  BCS
Lang. TAL  Damage
Profic. WIT _ Defense
(Combat) ( ) C ) C ) (C ) (C ) )
Jog Swim Fly Exertion Physical( JPen.( )Magical Exertion ([ Location Wound\
Minimal C_ > o0 C Minimal
V. Minor C_ O = (D V. Minor
Minor C_ O -1 C_ D Minor
() )( IModerate (> =3 () Moderate
Major C_ O -6 (D Major
Extreme C_ =10 C_ D Extreme
Complete C D = (D Complete
Absolute C_ O = (9 Absolute \_
Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:
Sight: Sight:
Sound: Sound:
Smell: Smell:
Description: Description:
Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:
Sight: Sight:
Sound: Sound:
Smell: Smell:
Description: Description:
Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:
Sight: Sight:
Sound: Sound:
Smell: Smell:

Description: Description:




Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:

Sight: Sight:

Sound: Sound:

Smell: Smell:

Description: Description:

Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:

Sight: Sight:

Sound: Sound:

Smell: Smell:

Description: Description:

Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:

Sight: Sight:

Sound: Sound:

Smell: Smell:

Description: Description:

Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:

Sight: Sight:

Sound: Sound:

Smell: Smell:

Description: Description:




Additional Theurge Powers Sheet

Theurge:

Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:

Sight: Sight:

Sound: Sound:

Smell: Smell:

Description: Description:

Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:

Sight: Sight:

Sound: Sound:

Smell: Smell:

Description: Description:

Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:

Sight: Sight:

Sound: Sound:

Smell: Smell:

Description: Description:

Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:

Sight: Sight:

Sound: Sound:

Smell: Smell:

Description: Description:




Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:

Sight: Sight:

Sound: Sound:

Smell: Smell:

Description: Description:

Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:

Sight: Sight:

Sound: Sound:

Smell: Smell:

Description: Description:

Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:

Sight: Sight:

Sound: Sound:

Smell: Smell:

Description: Description:

Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:

Sight: Sight:

Sound: Sound:

Smell: Smell:

Description: Description:




Minion Sheet

Name: Race Size

Description: STR WIL
CON CHA
END SPI
DEX TAL
AGI WIT

Sentience
Perception
Vision
Night
Hearing
Smell

(Comeat) ( (

N

) (

N

(Wagica ) ((Recovery ) (Toraie)

Jog Swim Fly Exertion Physical( JPen.( )Magical Exertion ([ Location Wound\
Minimal C_ > o0 C_ Minimal
V. Minor C} =1 C} V. Minor
Minor C_ O -1 C_ D Minor
() )( IModerate (> =3 () Moderate
Major O -6 (D Major
Extreme C_ =10 C_ D Extreme
Complete C D = (D Complete
Absolute C_ O = (D Absolute \_
Weapon Skill Type Proficiency BCS R/Inc. Damage Def/Shot  Med/Long
C )
C )
C )
Name: Race Size Sentience
Description: STR WIL Perception
CON CHA Vision
END SPI Night
DEX TAL Hearing
AGI WIT Smell
(Combat) ( ) (C PR ) ) C ) ( )
Jog Swim Fly Exertion Physical( )Pen.( )Magical Exertion ( Location Wound\
Minimal C_ > o C Minimal
V. Minor C_ ) - C V. Minor
Minor C_ ) 1 C Minor
( )( )( ) Moderate C_ ) =3 C Moderate
Major o 6 Major
Extreme ) -10 C_ Extreme
Complete C_ ) = (D Complete
Absolute C_ ) = (D Absolute \_
Weapon Skill Type Proficiency BCS R/Inc. Damage Def/Shot  Med/Long
C )
C )




Techniques

Type Proficiency BCS

Area

Skill

Equipment

CNCNY NN YT )
NEPANY
.
Y
NN
YR
NN
N
SN N N N N )
%
S

Techniques

Type Proficiency BCS

Area

Skill

CNCNY NN YT )
NEANI
YL
Y
NN
N
NN
N
AN N N NN )
®
S
]
2
O
g
N
S
&
S
S




Multi-Minion Sheet

Group: Race Size Sentience
Description: STR WIL Perception
CON CHA Vision
END SPI Night
DEX TAL Hearing
AGI WIT Smell
(vicmRr) ( ) C ) C ) C ) (C ) )
[ Minion 1 "\ (~ Minion 2 "\ ( Minion 3 " (" Minion 4 )
N N N N
Weapon Skill Type Proficiency BCS R/Inc. Damage Def/Shot  Med/Long
C
C
C
Group: Race Size Sentience
Description: STR WIL Perception
CON CHA Vision
END SPI Night
DEX TAL Hearing
AGI WIT Smell
(mvichRr) ( ) (C ) C ) C ) (C ) ( )
(" Minion 1 (" Minion 2 ("~ Minion 3 (" Minion 4
\s \s \s \s
Weapon Skill Type Proficiency BCS R/Inc. Damage Def/Shot  Med/Long
C )
C )




Group: Race Size Sentience
Description: STR WIL Perception
CON CHA Vision
END SPI Night
DEX TAL Hearing
AGI WIT Smell
(vicmRr) ( ) C ) C ) (C ) (C ) )
(" Minion 1 "\ (~ Minion 2 [ Minion 3 " (" Minion 4 )
N N N N
Weapon Skill Type Proficiency BCS R/Inc. Damage Def/Shot  Med/Long
C )
C )
C )
Group: Race Size Sentience
Description: STR WIL Perception
CON CHA Vision
END SPI Night
DEX TAL Hearing
AGI WIT Smell
(mvichRr) ( ) (C ) C ) ) ) )
("~ Minion 1 (" Minion 2 (" Minion 3 (" Minion 4
\s \s \s \s
Weapon Skill Type Proficiency BCS R/Inc. Damage Def/Shot  Med/Long
C )
C )




Many-Minion Sheet

Group: Race Size Sentience
Description: STR WIL Perception
CON CHA  Vision
END SPI ~ Night
DEX TAL  Hearing
AGI WIT Smell

(wicwR) (Pnysicar) ( ) (Gather ) (Wagicat ) (Recovery ) )

Weapon Skill Type Proficiency BCS R/Inc. Damage Def/Shot  Med/Long
C )
C )
C )

" Minion 1 " Minion 1 " Minion 1 " Minion 1

\Z \Z \Z \Z

" Minion 5 . Minion 6 " Minion 7 (" Minion 8

\Z \Z \Z \Z

.~ Minion 9  Minion 10 " Minion 11 "~ Minion 12

\Z \Z \Z

" Minion 13 Minion 14 " Minion 15 " Minion 16

\Z \Z \2




Group: Race Size Sentience

Description: STR WIL Perception
CON CHA  Vision
END SPI  Night
DEX TAL  Hearing
AGI WIT Smell

(micwR) (Pnysican) ( ) (Gather ) (Wagicat ) ((Recovery ) )

Weapon Skill Type Proficiency BCS R/Inc. Damage Def/Shot  Med/Long
C )
C )
C )

" Minion 1 " Minion 1 . Minion 1 " Minion 1

\Z \Z \Z \Z

" Minion 5 . Minion 6 . Minion 7 (" Minion 8

\Z \Z \Z \Z

. Minion 9  Minion 10 " Minion 11 " Minion 12

\Z \Z \Z

" Minion 13 Minion 14 N [ Minion 15 (" Minion 16

\Z \2




SECTION 3

— B4

EXAMPLE SHEETS

his section has
sheets that have
been filled out to

provide an example,of
how the character-sheets
are used. The characters
vary in race and level in
order to better
demonstrate the rules.




EXAMPLE
SHEETS

Filled out sheets are provided here to supply
examples of how the various sheets are used.
Starting with Alphonse, the example character from
the Troll & Hero rule book, these examples include
a dolgfin weapon master, a sidhe spell caster, and
more.

By showing a variety of races, classes and levels
these characters explore the rules, serving as practi-
cal examples of what characters can be like and to
supply the referee with non-player characters suit-
able to a variety of situations and locations.



Name: p
Class: Fighter

B

inni

aract
Level:

Alignment: Lawful ood

Player: Jon dmith

Race: Human

Gender: Male

Description: eventh son of a poor noble family he is on his own, seeking action and adventure; tall, lean and

muscular with blond hair and peach fuzz for a beard. Blue eyes fading o grey. Strong nose. fair skinned

LEVEL HEIGHT

WEIGHT

MAX AWAKE

FATIGUE MIN SLEEP

BROAD

HIGH

O Demoral. =3 disablin

Size: Medium (0 b0 Ibs  Sleep: 24hrs 2 hrs bhrs Jump: T 3/, Age: i
ViSion: lD%SByCE Norﬂ'lrﬁ‘f“]'rav\lslﬂﬂ Hearing: Acu:vo Smelling: ACU—IT% SENSE X DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR +2 (| )+2+0 = +2 WIL 0 ( | )0 + =0 O _hard 0 0
CON +2 (| )+2+0 = +2 CHA + ( | )+ + = +| o_complex  +1
END 0 ( | )0 +0 =0 SPI  +2(__| )+2+ = +2 | |g.multiplex +2 -3
DEX +2 (| )+2+ 0 2 | |TAL U (| ) -1+  =-1 O_polyplex  +3 -
AGL +l (| ) #l+0 = +l ) \VVIT +o( ] )+l + = +l o omnig\ex +4 'ﬁ/
Attr Pts: CMR: Mv (2) Physical < o > Magical
(" Enc. Pounds fat AGI Jog Swim Fly lO mi: 1 hr CiPDRGE 10 mi; 40 mi
OUnen.__20 0 0 @2 (A ;Minimal _10h () O0Fresh C )_2h Minimal
OLight __ 50 +1 0 2 @) [ V.Minor _2h () ~%Tired C )_lh V. Minor
®Enc. _ 100 +2 -1 | 3 1Ya | Minor the ) -1Beat (_)_20m _ Minor
OHvy. _ 200 +3 =3 |(4 )J( 2)( [)Moderate_20m () =30 Weary () _Tm Moderate
OExtr. __ 400 +4 —6 ) 5 2 Major Im () —6@Exhau. () __2m Major
Dodge Agility A N _b 4 Extreme _2m (C)=10® Collap. () _Tr Extreme
BCS 1 5 Complete _TIr () *@Uncon.( )__ 2r Complete
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
O_Long sword Sword 1-h APri Normal 12 M 12 chop 3 ( )
O_ Brawl Brawl A Dec 2Partial o C 10 brawl 3 ( )
O_Round Shield  Shield A Dec2 Partial 10 5 ( )
O _Dagger Knife A Sec2 Partial 0 C Il cut - )
O_Belt knife 10 cut C )
O Francesca Axe 1-h A Sec2 Partial 0 M Il chop 2 ( )
O_Long Spear Spear 2-h Arec. Partial o P 12 imp 12 ( )
O Francesca Throw Axe A Prim Normal 12 15 1l Chop 4 ( ) L0’
200’
O Med. Crossbow  Crossbow A Ele#1 Partial 0 25 10 impale (2 )29
1,000
Location/Severity Location/Severity ©Disheart —1 impairing ) B Init.

OScared —6 cripplin
O Terrified —10 grievous
O Petrified

@ Swoon

* mortal
* {ethal

=/




Skill Area Type Proficiency BCS Techniques

O Adhletics Agility Primary Normal 1
O Tactics Mental  Primary Normal I
OAlertness Perception  dec#l  Partial 9
O Discipline Mental SecHl  Partial 9
O Listen Perc. Sec#l  Partial 9
Oopof Perc Dec #1 Partial 9
O ide Horse Agility  Elec#l  Partial 10
O Medical Mental  rec. Partial 9
Oopeak Middle K. Mental  base Normal 1l
OKnow. Middle K. Mental  base Partial 9
O Hist. Middle K. Mental base Partial 9
O Opeak Trade Mental  base  Partial 9
O Oneak Agility  free Partial 9
OHide agility free  Partial 9
Ooail Agility  free  Partial 9
OQuestion Comm.  free Partial q

O00O0O0O0O0O0OOO0O0O0OOOOODO0OOOODODOOOODVDOOOOOOOOO




Equipment Carried Weight

O Long dword waist/belt/left 3
O _Dagger waist/belt/right |
O Hard Leather armor worn 20

O Medium crossbow slung/right shoulder %

NN
N
N

ORI,

(
O auiver + 12 quarrels _slung/left shoulder 3 (
O francesca x | left hand 2 C ) (
O francesca x 2 waist/belt/front 4 ( ) (
O francesca x | waist/belt/back 2
O _round shield slung/left shoulder 12Y2
O long spear right hand 3
O total weapons = 58/
O _shirt & pants worn under armor 3
O _sandals worn Vi
O _belt knife waist/belt/left /
O _money pouch waist/belt/front /3

fotal carried =02 2/%

NN
N
N

ORI,

NI N
TN

N N NV VAR VAR
G AN NN ) N N N A )

NN
7N
TN

A,

NN
YA

NI N
NN
N

AN,

NN
7N

O000000O000O0OLOOLOOOLOVLOLOObLOLLOLOLODLUOOLOLLOLUOOLOLOLOO

T NC Y N N Y (N Y OV N vy )
AL A\ NPAN) B\ AN AN AN AN AN




H\¢ \

Q0 e : TR S S Wb
GQQD “\C"e f}“e \m\’ﬂ «;\-0“ s\'\%“ ﬂc"‘“ 5\'\%“ «“0\“ \m\’? g}“e wc"e EvIL
Giving O O @ @ O Greedy
Loving O O O O O @ Q @ O O Hateful
Naive O O O O O O Q @ O O Cunning
Selfless @) @) @) @) @) A @) A @) @) Selfish
Total: | | :Total

A\e A\l

ot e W A SR S ¢ b
LAWFUL @ e ey et g ﬁe““ N R CHAOTIC
Harmony @) O @) @) O @) O @) O @) Discord
Order O O O ) O O O O O O O Anarchy
Stoic O O O O O O O O O O Emotional
Thoughtful O O O O O O O O O O Impulsive
Total:_? 2 :Total

A\ \

d‘\) eﬂ\e . T IRANEEEY | . eV“e o
NATURAL (¢ g ot qeo 5\\%“ ﬂe““ s\\%“ YL s B . CREATIVE
Ascetic O O O O O O O O O O Hedonist
Fatalist O O O ® O O O O O @) O Free Will
Judging @) O @) ® @) O @) O @) O @) Feeling
Practical O O O O © O O O O O O Idealist
Total:_Y 0 :Total

A0 A\l

ot e . T S S we A

¢ ¢ { . o\V W £ ¢ ¢
Posmve W g yot gt qien Nt Qg qeot e g NEGATIVE
Admiring O @) O ® O @) O @) O @) O Despising
Cheerful @) O @) O %) O @) O @) O @) Gloomy
Hopeful O O O O O O O @) O O O Doubtful
Obliging @) O @) @) O @) O @) O @) Crabby
Total:__ 5 2 :Total
History Notes

NS




Name: A|f (Beqinning Charact Alignment; Chaotic Positive Player: Jon Smith

Class: Weapon Master Level: 0 Race: Dolgfin Gender: Male
Description:slight build (for dolgfin) and very muscular, fur is mottled brown, grey & black. Eyes are mismatched

\(P\\nw and black

LEVEL HEIGHT WEIGHT MAX AWAKE FATIGUE MIN SLEEP BROAD HIGH

Size: Medium ' 2001bs  Sleep: 25 hrs 3 hrs 4% hrs Jump: % 4 Age: %
VISIOn 2DIOST6 E Darﬂg“'r%i[qﬂ‘]‘t Hearing: Icu:; Smelling: Aiu%v SENSE DISTANCE/ACUITY

; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR +2 (| ) +2+41 = 43 WIL 0 (| ) 0+-1 = -l ®average 0 0
CON .4 (| )abitsl =5 | |CHA -V (| ) -1+-2 = -3 | |ghard  +1 !
END 1 (| ) ts =42 SPT 0 (| ) O0+-1 = -l OéomL% +2 3
DEX 42 (| )se2+t-1 =+ | |TAL + (| ) #+-2 = -1 | [gmultiplex  +3 -0
AGL 42 (| )sa+0 =42 ) (WIT + (| ) #l+-1 =0 | @90\12 +4 710 |
Attr Pts: CMR: Mv (2) Physical (oo ) Magical

(" Enc. Pounds fat AGI Jog Swim Fly (™) mins; 40 m 20 min; 1% h‘“
OUnen. 20 0 0 A . Minimal __Tor () 0Fresh Q | e Minimal

|
®Light 15 +1 0 2 (D | V. Minor 2h ) —%Tired () 20 m__ V. Minor
OEnc. _ 150 +2 =1 | 4 % | Minor 45m () —1Beat () Minor
OHvy. __ 200 +3 -3 |(5 )(2 ) Moderate__15m () -3 Weary () Moderate

b

=

%

9

OExtr. L00 +4 —6 ) Major __5m_ () —6® Exhau. () i Major
(Dodge Agility A tle#
Partial BCS 10

2

4 Extreme _ 15r  ( )-10® Collap. () 2r  Extreme

5 Complete_ 5c () *@Uncon.(_ )_2act Complete
b Absolute Ir () *®Coma. () _reflex  Absolute

Retreat - /Weave -

—
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
O Heawy Mace Aub 1-H A Pri Normal N M 12 crush 4 (1/-1)
O Mace t 9 12crush 3 (I/-2)
@] ( )
O Kukri knife A Sec2 Partial 9 C 12 chop — (G4/+2)
O Dagger ! 9 C 12Cut — (4/0 )
O Throwing Dagger  Throw Knife A Fr | Partial 3 100 10imp 3 ( ) 90’
300’
@] ( )
@] ( )
@] ( )
. . . . AD; 1 imbaicing ) - (. )
Location/Severity Location/Severity ODisheart —1 _impairing -.»?J_? % 5p Imt.

O Demoral. —3 disab\ing
OScared -6 cripp\ing Adv.

O Terrified —10 grievous & | pp @
OPetrified * mortal i

(O Swoon * lothal ) WIS AP /




Skill
OAthletics

Area
Aqility

Type
H S#1

Proficiency BCS

Partial

10

Techniques
Stamina 0 ; Sprint 0

Odimb

Ele#2

Partial

10

OPAcrobatics

Free |

Partial

1

O

O

O

OMeditation

Magic VH Pri

Normal

Calm Mind 0 ; Deep Trance 0

OWood Element.

Magic Kec 2

Partial

S|P

basic attack

O

OAlertness

Perception H Pri

Normal

High Alert 0 ; Awareness 0

OlListen

Perception A

Partial

® |=

Discerning Ear . Light Sleeper

OSpot

Perception AfFree |

Partial

R

Search . Track

O

O

O

O

OTactics

Mental A Prim

Normal

Drills  ; Tactical Advantage 0

ODiscipline

Mental H S#1

Partial

Face Hardship 0 ; Face Fear 0

OEacrima

Mental H Prim

Normal

O

O

O!. Combo

O2. Countering

03%. Direct Chi

0O4. Zanshin

O

O

OMedical

Mental  Free |

Partial

3

O00O0O0O0O0O0

O Speak Trade

Mental Gen

Partial

1

Dialectp  Accento

O _Speak Dogah

Mental E Gen

Normal

Il

Dialect 0 ; Accent 0

O

O

O

O

O

OAreaPalewood

Mental H Gen

Normal

10

Applied Knowledge ¢ ; Educated Guess 0

OHistDolfin

Mental A Gen

Partial

3

Applied Knowledge 0 ; Educated Guess 0

000000




Equipment Carried Weight

p
O Heawy Mace waist/belt/left 5 C

O Heaw Mace waist/belt/right 5

O Hard Leather armor worn 20 ( ) ( ) (
O mace x | left hand 3 ( ) ( ) (
O Kukri x | waist/belt/front |

O dagger x | waist/belt/back l C ) ( C

O fhrowing daggers x 2 bandoleer 3 ( ) (

O bandoleer slung/left shoulder l

O total weapons = 39

O _shirt & pants worn under armor 3

O _sandals worn Vi

O _belt knife waist/belt/left /

O _money pouch waist/belt/front /3

fotal carried =42 1/%
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O

O

O

O

O

O

Name: A[f (Fifth Level) Alignment: Chaotic Positive (2004 Player: Jon 9mith

Class: Weapon Master Level: 2 Race: Dolgfin Gender: Male
Description:slight build (for délgfin) and very muscular, fur is mottled brown, grey & black. Eyes are mismatched
yellow and black

LEVEL HEIGHT WEIGHT MAX AWAKE FATIGUE MIN SLEEP BROAD HIGH

Size: Medium ' 2001bs  Sleep: 25 hrs 3 hrs 472 hrs Jump: % 4 Age: 4
VISIOn {58 E DaF\IE“T %S'Ia%‘t Hearing: Acu:r'Vl Smelling: ACiI% SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR 42 ( | ) 421+ 41 = 43 WIL 0 ( | ) + -1 = - (X _average 0 0
CON 44 (| ) _+4t 41 = 45 CHA -\ (| )__+-2 =-3 Ohard  +1 -
END 4 (| ) 41+ 41 =42 [[SPL 0 (| ) +-1 = -l O.complex _ +2 -3
DEX +2 (3 |3) +3+ -| = 42 TAL +« (| ) +-2 = -l O _multiplex  +3 '(’
AGL +2 (| ) w2+ 0 =2 ) (WIT + (| ) +—l=0/\opo\;{p +4—_l0
Attr Pts: 2 CMR: My 3 Physical ("™t ) Magical
( Enc. Pounds fat AGI Jog swim Fly ("™ )bmihomi CZ7 ) (™ 0 )30 min; 4 br(™™)
OUnen.__20 0 0 L (A , Minimal __ 15he C ) OFresh ( )__ lhr Minimal
®Light 15 +1 0 | 2 () _ | V.Minor __5h () —Y% Tired QMV.Minor
OEnc. __ 150 +2 =1 | 4 % | Minor Y%m () —1Beat ( ) Minor
OHvy. 200 +3 =3 |(5 J(2 J( | )Moderate__20m () —30 Weary () 2m Moderate
OExtr. _ 00 +4 =6 ) (, 3 Major om ) —6®Exhau. () Tr  Major
Dodge Agility A tle®1_\ 4 Extreme 2m ( )—10® Collap. () 2 ¢ Extreme
Expert 2 BCS 14 % 5 Complete or C ) *®»Uncon.(_ )__ 2act Complete
Retreat 2 /Weave? | 9 P Absolute 2¢ () *9Coma. (_)_ reflex  Absolute
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
Heavy Mace Club 1-H A Pri Expert+5 1T M 13 crush g (1/-1)
lmoroved Parry 4 Increased Engagement 2
Mace . n__ 93 2ceush 1 (i/-2)
( )
Kukeri Knife Ddecz  Expert+l 13 C 12 chop — W/+2)
Second Strike L Draw & Ofrike |
Dagger 2 C 12 Cut — (/o )
Throwing Dagger  Throw Knife  Free 2 Normal 10 10" 10 imp 5 ()90
300’
( )
( )
( )
. — 3hp
Location/Severity Location/Severity O Disheart —1 m_ﬂganfmg B lllspp Init.
O Demoral. —3 dlsab\mg 2
OScared —6 crippling | " = -, Adv.
O Terrified —10 grievous “ | PD @
OPetrified * mortal
OSwoon ~ * lethal ) S AP




Skill Area Type Proficiency BCS Techniques

OAthletics Agility HS#1 ©xpert +2 10 Stamina 2 : Sprint 2

@)

Odimb Agility A Ele#2 Expert +1 10 Pressure Holds I, Slow Fall |
O~Acrobatics Agility  H Free 2_Normal I

@)

@)

OMeditation Magic VHPri  Expert +2 10 Calm Mind | ; Deep Trance |
OWood Element.  Magic VH R 4 Normal 3 basic attack; basic defense
ODweomercrft  Magic — none 4

OAlertness Perception HPri Expert +5 14 High Alert 2 ;. Awareness 2
OlListen Perception A Expert +l Il Discerning Ear | ; Light Sleeper
QSpot Perception A Fr 2 Normal 10 Search  ; Track

@)

@)

@)

@)

OTactics Mental APrim  Expert +5 15  Drills 3 ; Tactical Advantage 2
ODiscipline Mental HS#1  txpert +2 Il Face Hardship| ; Face Fear |
Obscrima Mental HPrim Expert +5 14

Op. dpeed Lightning, Grreased Lightning; Double Strike Club 1-h
Os. Weapon Off-Hand Weapon Club 1-h; Fast Draw Club 1-h
O\ Combo Combo |, Combo 2

O2. Countering Disarm Club 1-h

03. Direct Chi Kiai

0O4. Zanshin Zanghin |

@)

@)

OMedical Mental  Free | Partial 3

@)

@)

@)

@)

@)

@)

@)

@)

O Speak Trade  Mental Gen  TPartial 9  Dialect 0 :Accent 0

O Speak 00gah  Mental ~ EGen Normal Il Dialect 0 Accent 0

@)

@)

@)

@)

@)

OAreaPalewood  Mental HGen  Normal 10 Applied Knowledge 0 : Educated Guess 0
OHist Dolgfin Mental AGen  Partial 3 Applied Knowledge 0 ; Educated Guess 0

000000




Equipment Carried Weight : .
O Heawy Mace waist/belt/left 5 C iron Fing of Reatgidion
O _Heawy Mace +2 waist/belt/right 5
O Ligh’r' chainmail armor worn 25 ( Average ) ( ’ ) ( |
O mace x | left hand 3 ( First ) (3 ) (—
O Kukri x | waist/belt/front | :
O dagger x | waist/belt/back l (3 rounds ) <3 minutes ) C -
O fhrowing daggers x 5 bandoleer 5 ( L4 ) (5 (20)
O bandoleer slung/left shoulder l
0 total weapons = 40 roduces a red auraaround wearer providing AP
O _shirt & pants worn under armor 3 protection for one minute. Only works on medium
O _sandals worn Ya size and smaller
O _belt knife waist/belt/left A
money pouch waist/belt/front /3
Dack Slung/right shoulder l (
iron rations x10 sacK 10
shirt & pants (spare) sack 3 ( ) ( ) (
hearth stone sack Va C ) ( ) (
diamond (=1 sp) money pouch
ruby (=272 6p) money pouch C ) ( ) C
brass monkey ring right hand ( ) (
iron ring of protection left hand
total carried =04 /3 ‘
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A\ \

ot e , LY R S we b
GQQD “\C"e f}“e \m\’ﬂ «;\-0“ s\'\%“ ﬂc"‘“ 5\'\%“ «“0\“ \m\’? g}“e wc"e EviL
Giving O O O O @ @) @ O Greedy
Loving O O ) O O O @) O @) O O Hateful
Naive @) O @) O @) 9 @) @) @) O @) Cunning
Selfless @) @) O @) O @) @) @) O @) Selfish
Total: 1 0 :Total

A\e A\l

ot e W A SR S ¢ b
LAWFUL SO T 5\\%“ ﬁe““ s\t‘é“ g ey e e CHAOTIC
Harmony O O O O O O O O O O Discord
Order O O O O O O O O O O Anarchy
Stoic O O O O O O O ® O O O Emotional
Thoughtful (O O O O O O O O ® O O Impulsive
Total:_ ° IZ . Total

H\e \

d‘\) eﬂ\e . T IRANEEEY | . eV“e o
NATURAL (¢ g ot qeo 5\\%“ ﬂe““ s\\%“ YL s B . CREATIVE
Ascetic O O O ® O O O @) O @) O Hedonist
Fatalist @) O O @) O O O @) &) @) @) Free Will
Judging @) O @) O @) O @) O O @) Feeling
Practical O O O O O O @) O @) O Idealist
Total: 4 b :Total

A0 A\l

ot e : (AN S we b

¢ ¢ { . o\V W £ ¢ ¢
Posmve W g go¥ ettt qieh et QT gt gor¥ gt g NEGATIVE
Admiring O @) O 3] O @) O @) O @) O Despising
Cheerful O O O 3 O O O O O O O Gloomy
Hopeful O O O @) © O O O O O O Doubtful
Obliging @) O @) 3 @) O @) O @) O @) Crabby
Total:__] 0 :Total
History Notes
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O

O

O O 0O 0O O O

Name: R gnolf (Beginning Character) Alignment: Chaotic Positive (100 Player: Jon $mith

Class: spell Caster Level: O Race: didhe Gender: Male
Description:short and heavy set with brown hair and black eyes.

LEVEL HEIGHT WEIGHT MAX AWAKE FATIGUE MIN SLEEP BROAD HIGH

Size: dmall 2" (" 191bs  Sleep: 27hrs 3 hrs 4/, hrs Jump: 3 172" Age: 2

DISTANCE NIGHT ISI% ACUITY ACUITY SENSE DISTANCE/ACUITY

Vision: 10 Moon-oight Hearing: +! Smelling: -4

; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT

STR _+1 (__ | ) #l+ -1 = 40 WIL -2 (| ) +l+0 =_+ O hard 0 0
CON o0 ( | ) o+« = CHA o0 ( | ) ++ = + ®.complex  +1 _~!
END +2(_ | ) +2+0 =42 ||SPL 0 (| ) +1+0 =_+ | |omultiplex +2 -%
DEX -1 (| ) #l++ =42 | |TAL +2 (__| )__ ++ = _+3 | |gpolyplex +3 -
AGL a1 (| ) 2t vl =43 J\WIT 0 (| ) #1+0 =_+ | Qomnip\w +4 ﬂ/

GATHER SOURCE

Attr Pts: CMR: Mv (1) Physical < Lunar > Magical
(" Enc. Pounds fat AGI Jog Swim Fly 10 min: 40 min (M > C” >% min: 50 min

OUnen.__ 2 0 0 | () () | Minimal 2he ) 0Fresh ( )_5hr  Minimal
@Light 5 +1 0 |1% | | V. Minor th C ) —%Tired ( )lAhbe V. Minor
OEnc. _ 10 +2 -1 2 2 | Minor 20m () —1Beat () 320m _ Minor
OHvy. _ 20 +3 -3 |(4)( 3 )( [)Moderate__1m ) -3 Weary () _10.m _ Moderate
OExtr. 40 +4 —6 ) 5 4 Major _ 2m () —6@Exhau. C )_2m _ Major
Dodge Agility A_tlot ) 2 2 Extreme _ ¢ ( )—10® Collap.(_ )_1m  Extreme
Pactial BCS i | T b Complete_ 2¢ () *®Uncon.(_ )__2r  Complete
Retreat  /Weave ) g 1 Absolute __2.a¢t () *9Coma. (_)__Ir  Absolute
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
didhe Staff taff Elel  Partial 0 M 10 crush g (/o)
Sidhe Belt Knife  Knife none & (n  %ut - (3/0)
( )
( )
( )
( )
( )
( )
( )
Location/Severity Location/Severity O Disheart —1 impairing A B ( Init.‘
O Demoral. =3 d'ﬁabhng
OScared —6 crippli IR Ad"-
O Terrified —10 grievous ‘O pp
OPetrified * mortal 2 LY @
OSwoon  * letha| ) S AP




Skill Area Type Proficiency BCS Techniques
O Spell Caster Magic H Prim  Normal |2 Formulate Cantrip 0 ;. Subtle Casting 0
OSpell Area Magic HS#2  Partial 10 Cantrip Area 0 Power Up 0
O Spell Duration  Magic HS#2  Partial 10 Cantrip Duration 0; Power Up 0
O Spell Power Magic HS#1  Partial 10 Cantrip Power 0 ; Power Up 0
O Spell Range Magic HS#1 7Partial |0 Cantrip Range 0; Power Up 0
ODweomercreft Magic VH Prim Normal 2 Channel 0 ; Gather o
@)
OMeditation Magic VHRI  Limited q Calm Mind  ; Deep Trance
@)
@)
@)
@)
OAlertness Perception H Partial q High Alert ; Awareness
QlListen Perception A Discerning Ear  ; Light Sleeper
O Spot Perception A Search ; Track
@)
@)
@)
@)
@)
OMental Acuity  Mental VH S#2 Partial 2 Rapid Memo 0: Focus 0
@)
OLore: Spell Cast Mental HS#2 Partial 2 Applied Knowledge 0 ; Educated Guess 0
OLit: didhe Mental £ Prim Normal 12 Scan 0 ; Copyist 0
OTactics Mental A Free TPartial q Drills ; Tactical Advantage
ODiscipline Mental H Face Hardship  ; Face Fear
(OResearch Mental VHRec. Limited 7 Precise Procedure ; Intuitive Discovery
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
@)
OSpeak Trade Commun. G Partial |0 Dialect 0 ; Accent 0
OSpeak Sidhe  Commun. EG Normal |2 Dialect 0; Accent 0
@)
@)
OAreaMzve's MndMental HG Normal Il Applied Knowledge 0 ; Educated Guess 0
OHistMa2ve's Mnd Mental AG Partial q Applied Knowledge 0: Educated Guess 0

O

O
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A\ \

ot e , LY R S we b
GQQD “\C"e f}“e \m\’ﬂ «;\-0“ s\'\%“ ﬂc"‘“ 5\'\%“ «“0\“ \m\’? g}“e wc"e EviL
Giving O O O O @ @) @ O Greedy
Loving O O ) O O O @) O @) O O Hateful
Naive @) O @) O @) 9 @) @) @) O @) Cunning
Selfless @) @) O @) O @) @) @) O @) Selfish
Total: 1 0 :Total

RV 1)

ot e W A SR S ¢ b
LAWFUL SO T 5\\%“ ﬁe““ s\t‘é“ g ey e e CHAOTIC
Harmony O @) O @) O O O O O O Discord
Order O O O O O O O O O O Anarchy
Stoic O O O O O O O ® O O O Emotional
Thoughtful (O O O O O O O O ® O O Impulsive
Total:_ ° IZ . Total

H\e \

d‘\) eﬂ\e . T IRANEEEY | . eV“e o
NATURAL (¢ g ot qeo 5\\%“ ﬂe““ s\\%“ YL s B . CREATIVE
Ascetic O O O ® O O O @) O @) O Hedonist
Fatalist @) O O @) O O O @) &) @) @) Free Will
Judging @) O @) O @) O @) O O @) Feeling
Practical O O O O O O @) O @) O Idealist
Total: 4 b :Total

RV 1)

ot e : (AN S we b

¢ ¢ { . o\V W £ ¢ ¢
Posmve W g go¥ ettt qieh et QT gt gor¥ gt g NEGATIVE
Admiring O @) O 3] O @) O @) O @) O Despising
Cheerful O O O 3 O O O O O @) O Gloomy
Hopeful O O O @) © O O O O O O Doubtful
Obliging @) O @) 3 @) O @) O @) O @) Crabby
Total:__T 0 :Total
History Notes




Spell Caster Spell List

Name:Heal Type: Standard Target: Creature
Sight: shower of pink g\owmg flow pe‘ra\s Power Range  Duration Area
Sound: pleasant humming Reflex (2)- fouch insfant  XT/9L |
Smell: freashly cut roses i Action (3)- fouch instant Vo/dL |
Description: jm; i Impairi - Round (#)12  touch instant ~ med/dL |
disabling @ SL 3; crippling @ SL4: grievous @ HL 5; 2Rnds (524  fouch instant ~ med/SL 2
heals shqh’r wound per 1 (neals [P eaua\ to D) 3Rnds ()25 touch instant ~ med/dL 3
maximum 3L is listed first then for medium. then for 5 Rnds (D4l touch instant  med/dL 4
small (because Rinolf is small) 1 Min ()51  touch instant  med/SL 5
Name:Magic Bolt Type: Targeted Target: Corporeal
Sight: red laser boh‘ flies from index finger to target Power Range  Duration Area
Sound!pew pew” Reflex 3% Cr 2h/5h instant  single
Smell: 070ne Action b e 3h/Th instant  single
Description: {; i Round 10 Cr A4h/1oh  instant  single
does 10 crush damage to target with normal casting 2Rnds 15 Cr  Ab/lh instant _ single
3Rnds 21 L 4h/12h instant  single
5Rnds 2% Cr 4h/13h instant  single
I1Min 3L e 4h/14h instant single
Name:Light Type: Standard Target: Corporeal
Sight: ﬂickering \{e\\ow—orange flame Power Range  Duration Area
Sound: ¢crackling Reflex P2 5hexes 15 min single
Smell:amoke Action P3 Thexes 28 min  single
Description: target sheds light having [P for I Round P4 10 hexes 55 min single
2Rnds IP5 I hexes  Lb min  single
3Rnds Pl 12 hexes 12 min single
5Rnds P17 12 hexes 9l min single
1 Min [P% 14 hexes 105 min _ single
Name:Protection Type: Standard Target: Corporeal
Sight: red shimmering aura Power Range  Duration Area
Sound: si77ling ’ Reflex (2)- S5hexes 5rnds  XT/OL |
Smell:bacon Action (3)- Thexes Trnds  VO/OL |
Description: ' i i Round (HAPI 10 hexes 10rnds  med/dL |
AP 3 when cast on self (small size). In general, +2 AP~ 2Rnds (5)APZ  lheres  lrnds — med/SL 2
when cast on self, but must be at least round casting 3 Rnds (WAPZ 12 heres 12 rnds  med/SL 2
for amall 5Rnds (DAP4 1Zhexes 12rnds  med/dL 4
1 Min (@)AP5 14 hexes 14 rds  med/dDL5
Name: Type: Target:
Sight: Power Range  Duration Area
Sound: Reflex
Smell: Action
Description: Round
2 Rnds
3 Rnds
5 Rnds

1 Min




Spell Caster Spell List

Name: Type: Target:
Sight: Power Range  Duration Area
Sound: Reflex
Smell: Action
Description: Round
2 Rnds
3 Rnds
5 Rnds
1 Min
Name: Type: Target:
Sight: Power Range  Duration Area
Sound: Reflex
Smell: Action
Description: Round
2 Rnds
3 Rnds
5 Rnds
1 Min
Name: Type: Target:
Sight: Power Range  Duration Area
Sound: Reflex
Smell: Action
Description: Round
2 Rnds
3 Rnds
5 Rnds
1 Min
Name: Type: Target:
Sight: Power Range  Duration Area
Sound: Reflex
Smell: Action
Description: Round
2 Rnds
3 Rnds
5 Rnds
1 Min
Name: Type: Target:
Sight: Power Range  Duration Area
Sound: Reflex
Smell: Action
Description: Round
2 Rnds
3 Rnds
5 Rnds

1 Min




Name: Rnol f (Fifth Level) Alignment; Chaotic Positive (004 Player:_Jon $mith
Class: Spell Caster Level: 2 Race: didhe Gender: Male

Description:ghort and heavy set with brown hair and black eyes.

LEVEL HEIGHT WEIGHT MAX AWAKE FATIGUE MIN SLEEP BROAD HIGH

Size: dmall 2" (" 191bs  Sleep: 27hrs 3 hrs 4% hrs Jump: % 12 Age: 2l
VISIOn _fB';ANCE MOO;;G“T%ISI%“' Hearing: AcuiVl Smelling: ACuITV—l‘- SENSE DISTANCE/ACUITY
; roll points base+race = final \ [ roll points base+race = final \ [~ Complexity fat WIT
STR +l (| ) #l+ -1 = +0 WIL -2 (3 |+3) +l+ 0 = + O complex 0 0
CON 0 (| ) 0O++ = ~ CHA 0 (| ) ++ = + @multiplex  +1 0
END +2 (| ) +2+0 =+2 | |SPI 0 (1 [+I) +l+ 0 = + | [gpolplex  +2 -2
DEX -l (_ | ) +l++ = 42 TAL +2 (3 _|+1) +3++1 = +A& | |qomniplex  +3 -5
AGL +l (| ) #2++1 = +3 ] \WIT 0 (2 |*2) +24+ 0 = +2 ) ©1ranscend +4-1 )
Attr Pts: CMR: Mv 2 Physical < Tlhhar > Magical
(" Enc. Pounds fat AGI Jog Swim Fly 10 min: 40 min (M > C” )4 min: 50 min s
®Unen._ 2 0 0 Mlnlmal 3 e ()  O0Fresh ( )_5hr  Minimal
OLight _ % +1 0 |, /1 ‘,L V. Minor I () —%Tired ( DlAhe V. Minor
OEnc. _ 10 +2 -1 Minor 20m () —1Beat (_)30m __ Minor
OHvy. _ 20  +3 -3 ﬂ Moderate__ 1M () -3 Weary () _10 m _ Moderate
OExtr. _ 40 +4 -6 ) & Major Zm () —6®Exhau. () _2m _ Major
Dodge Agility A_tle#2) b 5 Extreme Tr  ()-109Collap.C_)_1m _ Extreme
Expert +1 BCS 14 |1 b Complete 22: () *@Uncon.(_ )__3r Complete
Retreat | /Weave | ) 8 1 Absolute _#2¢1 () *®Coma. (_)__Ir  Absolute
Weapon Skill Type Proficiency BCS R/Inc Damage  Def/Shots  Med./Long
Ooidhe Staff Otaff A Elel Expert +2 14 M 10 crush 3 (1/0)
Double Strike 2; Increased Engagement 2
O%idhe Belt Knife  Knife A none 3 Cn % cut - (3/0)
@] ( )
@] ( )
@] ( )
@] ( )
@] ( )
@] ( )
@] ( )
Location/Severity Location/Severity O Disheart —1 impairing A B ( Init.‘
O Demoral. =3 disabling
OScared -6 cripp\ing Adv.@
O Terrified —10 grievous ‘Y| pp @
OPetrified * mortal 2 LY 7
OSwoon  * lethal ) T \AP»




Skill Area Type Proficiency BCS Techniques
O Spell Caster Magic HPrim  Expert +2 15 Formulate Cantrip ; Subtle Casting

OSpell Area Magic H S#2 Expert +l 14 Cantrip Area | Power Up |

OSpell Duration  Magic H S#2 Expert +1 14 Cantrip Duration | Power Up |

O Spell Power Magic HS#1 Expert +2 15 Cantrip Power 2 ; Power Up 2

O Spell Range Magic HS#1 Expert +2 15  Cantrip Range 2. Power Up 2

ODweomercreeft Magic VHPrim £xpert +2 15  Channel 2 ; Gather 2: Master Art. 2: Divine Art, 2

O

OMeditation Magic VHZ 2 Partial I Calm Mind  ; Deep Trance

O

O

O

O

OAlertness Perception HO#2  Expert +2 1% High Alert 2. ; Awareness 2

OlListen Perception A F 2 Normal 12 Discerning Ear  Light Sleeper

O Spot Perception A none 2 Search ; Track

00000

OMental Acuity  Mental VH S#2 txpert +| 12 Rapid Memo 0: Focus 0

O

OLore: Spell Cast Mental HS#2 Expert +| 12 Applied Knowledge 0 ; Educated Guess 0

OLit: didhe Mental £ Prim Expert +5 1% Scan 4 ; Copyist 3

O Tactics Mental A 2 Normal 12 Drills : Tactical Advantage
ODiscipline Mental H Face Hardship  ; Face Fear

(OResearch Mental VH & Limited 2 Precise Procedure ; Intuitive Discovery
@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

@)

OSpeak Trade  Commun. €6 2 Normal 12 Dialect 0 : Accent 0

OSpeak didhe Commun. EG Normal 12 Dialect 0; Accent 0

@)

@)

OAreaMzve's MndMental HG Normal 12 Applied Knowledge 0 ; Educated Guess 0
OHistMa2ve's Mnd Mental AG Partial 10 Applied Knowledge 0: Educated Guess 0
@)

O




N AN NN NN N AN
\I/\)(\ \)\I//(\ \I/\)(\ \I/\I/(
7N 7N VR 7\
N\ N\ N AN NN
NN NN NN NN
N AN S\ NN NN
NN NN NN NN
AN AN AN ) R\ AN A A ) B\ AN AN ) B\ AN A A A )
) X
= MOM
.Wa//lll =
\
+—| = \M
9— = =2
s& | g
< ~E
352 |93
T ¢ s
..m =
)
£
£ 135
~ < 4
$E 3,58
S A W=l A
RSP N s I
mnm.whmﬂmo
S o ) E
O0000

0O000C0000000000000L0O00ObOb0OL0OO0O0OULOOObOOOOO0OOO0OO0O0OO



A\ \

ot e , LY R S we b
GQQD “\C"e f}“e \m\’ﬂ «;\-0“ s\'\%“ ﬂc"‘“ 5\'\%“ «“0\“ \m\’? g}“e wc"e EvIL
Giving O O O O @ @) @ O Greedy
Loving @ Q ™ Q @ Q @) @ @) Q O Hateful
Naive @) O @) @) @) ) @) @) @) @) @) Cunning
Selfless @) @) @) @) @) @) @) @) @) @) Selfish
Total: | 0 :Total

RV 1)

ot e W A SR S ¢ b
LAWFUL @ e ey et g ﬁe““ N R CHAOTIC
Harmony O O O O O O O O O O Discord
Order O O O O O O O O O O Anarchy
Stoic O O O O O O O ® O O O Emotional
Thoughtful (O O O O O O O O ® O O Impulsive
Total:_ © 2 .Total

A\ \

d‘\) eﬂ\e . T IRANEEEY | . eV“e o
NATURAL (¢ g ot qeo 5\\%“ ﬂe““ s\\%“ YL s B . CREATIVE
Ascetic O O O &) O O O @) O O O Hedonist
Fatalist O O O @) O O O O & O O Free Will
Judging @) O @) O @) O @) O O @) Feeling
Practical O O O O O O @) O O O Idealist
Total:_Y 10 :Total

RV 1)

ot e . T S S we b

¢ ¢ { . o\V W £ ¢ ¢
Posmve W g qo¥ gt g N QET qrat e g gt NEGATIVE
Admiring o O 0O ©®» 0O o o o o o Despising
Cheerful O O O 3 O O O O O O Gloomy
Hopeful O O O O © O O O O O Doubtful
Obliging @) O @) 3 @) O @) O @) O Crabby
Total: o 0 :Total
History Notes

NS




Spell Caster Spell List

Name:Heal Type: Standard Target: Creature
Sight: shower of pink g\owmg flow pe‘ra\s Power Range  Duration Area
Sound: pleasant humming Reflex (3)- touch instant  XT/3L |
Smell: freashly cut roses i Action (4)- fouch instant Vo/dL |
Description: jm; Round (B)2  touch instant ~ med/dL |
disabling @ SL 3; crippling @ Sl 4: grievous @ SL 5; 2Rnds (024  fouch instant ~ med/SL 2
heals shqh’r wound per 31 (heals [P eaua\ to L) 3Rnds ()25  touch instant  med/SL 3
maximum L is listed first then for medium, then for . 5 Rnds (@46 fouch instant  med/SL 4
small_(because Rnolf is small) 1Min (951 fouch instant  med/dL 5
Name:Magic Bolt Type: Targeted Target: Corporeal
Sight: red laser bolt flies from index finger to target Power Range  Duration Area
Sound:pew pew” . 0 Reflex L Cr  4h/1oh  instant  single
Smell:ollone,l Action 10 Cr 4h/12h instant sinq\e
Description: Round 15 Cr  5h/15h instant  single
does 15 crush damage 1o farget with normal casting 2Rnds 21 e 5h/bh  instant single
i - - 3Rnds 28 Cr 5h/Tlh instant  single
5Rnds 3L Cr  5h/13h  instant  single
1Min 45Cc  5h/h instant  single
Name:Light Type: Standard Target: Corporeal
Sight: flickering yellow-orange flame Power Range  Duration Area
Sound: crack\iﬁql ” Reflex P?% 10 hexes 45 min SiHQ\(’/
Smell: smoke Action P4 12 hexes Ll min  single
Description: target sheds light having P for I Round [P5 15 hexes 105 min  single
2Rnds Pl b hexes 120 min  single
3Rnds P71 Thexes 126 min  single
5Rnds IP% 1% hexes 152 min  single
1 Min (P9 19 hexes Ml min  single
Name:Profection Type: Standard Target: Corporeal
Sight: red shimmering aura Power Range  Duration Area
Sound: sizzling i Reflex (3)- Shexes  qrnds MO/OL I
Smell:bacon Action (4)-  Thexes llrnds  med/dL 2
Description: Round (B)AP5 10 hexes 14rnds  med/dSL 5
to medium size. An action casting on self (small) pro- 2 Rnds (W)APL 1l hexes  15rnds  med/SL b
vides AP 4 and a reflex casting on self provides AP 2. 3 Rnds (NAPT 12 hexes 1o rnds  med/oL1
When cast on med large and bigger will have 5Rnds B)APT 1Zhexes [Mrnds  med/dL %
correspondingly lower AP 1Min (DAP3 14 hexes 12 rnds  med/OL 9
Name:Charm Weapon Type: Standard Target: Object
Sight: blue aura Power Range  Duration Area
Sound: buzzing Reflex (%)- Shexes  qrnds  T/OL 1|
Smell: machine oil Action (4)+1  Thexes 1l rnds MS/OL 1
Description: gj +| L3 + L Round (5)4—1 10 hexes 14 rnds med/oL 2
+3 at DL 4 medium size weapon is Tiny and the 2Rnds (0W+2 lthexes 15rnds  med/OL 3
bonuses listed for power are for that size of weapon (no 3 Rnds ()+2 12 hexes 1o rnds  med/SL 4
more than three pounds) 5Rnds ®)+2 1Bheres Mrnds  med/SL5
I1Min D+2  thhexes 13rnds  med/OL b




Spell Caster Spell List

Name:Amplify Sound Type: Standard Target: Creature
Sight: ear trumpet afixes to target's ear Power Range  Duration Area
Sound: trumpets Reflex (3) +1 10 hexes 9 rnds single
Smell: \avender Action (4) +1  12hexes lrnds  single
Description: gives bonus of +1 2t 1., +2 at 3. b and Round () +1 1B hexes 14 rnds  single
+3 at DL 10 2Rnds () +2 b hexes 15rnds  single
3Rnds () +2 1Thexes 1brnds  single
5Rnds (8) +2 1%hexes 1Mrnds  single
IMin () +2 dhexes 12rnds  single
Name:Cure Disease Type: Standard Target: Creature
Sight: farget’s head kicks back abruptly Power Range  Duration Area
Sound!You Are Healed!” Reflex -b POT Touch instant ~ MS/OL |
Smell: cracking/snapping noise Action -10 POT Touch instant  med/dL 2
Description: reduces potency of weakest disease on tac- Round  -19 POT Touch instant  med/dL 5
get by sumdL — by -15 with standard one round 2 Rnds -2! POT Touch instant ~ med/dL b
casting ' 3 Rnds -2% POT Touch instant  med/dL T
- 5Rnds -2l POT Touch instant ~ med/dL
1 Min 45 POT Touch instant ~ med/dL 9
Name:Double Type: Standard Target: Lreature
Sight: farget shimmers, blurs and splits in two Power Range  Duration Area
Sound: tearing cloth Reflex 3 10 hexes 9 rnds MD/OL |
Smell: musky fish Action 4 12 hexes  1lrnds  med/OL 2
Description: creates 2 double whose SL is reduced by ~ Round 9 15 hexes 14 rnds  med/dL 5
one each fime it is forcibly interacted with (e.q., struck); 2 Rnds b b hexes 15rnds  med/dL b
cannot initiative physical inferaction (e.q. open or close 3 Rnds T Mhexes 1o rnds  med/SL1T
2 door) 5Rnds 8 1% hexes  Mrnds  med/OL 8
1Min 9 19 hexes 1% rnds  med/OL 9
Name:dure Thing Type: Standard Target: Corporeal
Sight: yellow halo around ’rarge’r's head Power Range  Duration Area
Sound!Righteous!” Reflex +3% 10 hexes instant  single
Smell: frankincense Action +4 12 hexes  instant  single
Description: gj ' Round +5 15 hexes  instant  single
To satisfy fiming, this is usually cast as a reflex 2Rnds +b b hexes  instant  single
i ' 3Rnds +1 M hexes instant  single
5Rnds +% 1% hexes  instant  single
1 Min +9 19 hexes instant  single
Name: Type: Target:
Sight: Power Range  Duration Area
Sound: Reflex
Smell: Action
Description: Round
2 Rnds
3 Rnds
5 Rnds

1 Min




Name: | yven Lightbow (Beainnin ar) Alignment: Evil, creative tendency  Player:  Jon $mith

Class: Rogue Level: O Race: Halfling Gender: Male

Background:instead of apprenticeship, hung with some brigands

Description:®rown hair, blow cut, dark skin, green eyes, slightly chubby. Wears plain homespun trousers and shirt,
aoes barefoot

4 base race final\ [ base race final\ (  Pounds fat AGI\ ( Complexity fat WIT
STR (0)+2 -1 =42 WIL (-H-l 0 =-I ©_ 0 0 0 O Hard 0 0
CON ()4l + =42 CHA (0)+ 0 =+ O__% +1 0 ®.complex  +1 =H
END (p)o -1 =-| SPI (0)0 0 =0 O__% +2 -1 O.multiplex  +2 =%
DEX (_O_)+l +1 = +2 TAL (ﬁ) +| =l = 0 ® 100 +3 -3 @) ]20\)”2\5% +3 i

= 0Y+l 0 = +| 200 14 — i +4 --10
éGI (+D)+2_ 0 oy WIT (0) ) o 4 6/ (@ omniplex 4 190 |
Size: Med-Omall 4 301bs  Sleep:22hrs 2 hrs 9% brs  Jump: 3 Age: 19
VlSlon. luésByCE NI TOVE)SI N Hearlng: Acu:\i Smelllng: ACU:T2} SENSE DISTANCE/ACUITY

(@) (o ) Gmin e ) (cBarth ) (o ) (5mingihe >/< slight >\
Jog Swim Fly Exertion Ph sical "~ Pen.(” - )Magical Exertion (1 ) Morale
@ (A | Minimal %V hr 0 () Vabr  Minimal it -\ )| 0Concerned 0

_20m V. Minor | Adv. 0~ ) Oworried A
_10m  Minor ODisheart —1

12 (/) | V. Minor _20m
2 (2 | Minor 10 m

—s
-1

O

O

O

O O O O

O

O

O

O

(Frsh)
(Tire) )
PD (0 ODemoral. —3
(4 )1 )([)Moderate__ 2™ (7o) -3 () ?m_ Moderate emoral.

5 12 Major I'm C) -6 C} I'm Major AP (o OScar.ed -6
b 2 | Bxteme 2T () 10 (_ )70 Exteme ————— |OTemified 10
1 £ Complete__'* () * (7 )__1r  Complete O Petrified :
8 4 " Absolte 120 (o) * (L0912 Absolute OSwoon %
Melee Weapon Skill Type Proficiency BCS R Damage Defense 4 Location Severiljy\

Short dword  Sword 1-H Sec2 Partial 0 S Wchop 2 (4/+D

Belt Knife Knife Rec  Partial 0 C 10 Cut - (3/0)

_ (/)

_ (/)

_ (/)

_ (/)

_ (/)
. /

Ranged Weapon Skill Type Proficiency BCS Incr. Medium Long Damage  Shots

Short Bow Bow Prim. Normal 25 150’ 700’ Il impale ()
Throwing Knife  Thrown Knife ~ Rec  Partial 9 1A 30 100’ % impale )
()
()
)




Skill Area Type Proficiency BCS Techniques
OAthletics Agility  Sec#1 Partial 0~ Stamina 0 ; Sprint 0
O Sneak Agility  Primary Normal |2 Rapid Stealth 0 ; Lose Tail 0
Od&limb Agility  Sec#2 Partial 10
OPodge Agility Sec#l  Partial 10
Otscape Agility Ele#l  Partial q
Odwim Agility Ele#2  Partial 10
@)
@)
OTactics Mental Sec#1 Partial q Leadership 0 ; Tactical Advantage 0
ODiscipline Mental Free  Partial 3
@)
@)
@)
@)
@)
@)
@)
OAlertness Perception Primary Normal I0- ' High Alert 0 ; Awareness 0
OSpot Perception Primary Normal Il Search 0 : Track 0
OlListen Perception Sec#2 Partial q Discerning Ear 0 ; Light Sleeper 0
@)
@)
@)
@)
@)
OPersuade Commun. Sec#2 Partial %
ODeceit Commun. Rec Partial 5
Odchmooze Commun. Rec Partial %
@)
@)
OFine Manipulate Manipulate Sec#l  Partial 10
@)
@)
@)
@)
@)
O Speak Trade  Mental Gen Partial |0 Dialect 0 . Accent 0
OoSpeak Middle K. Mental  Gen Normal |2 | Dialect 0 : Accent 0
@)
@)
@)
@)
@)
OArea Middle Ki© Mental Gen Normal Il Applied Knowledge 0 : Educated Guess 0
OHistory Middle K. Mental Gen Partial q Applied Knowledge 0 ; Educated Guess 0

000000
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g e

\
i : Y S S we g
GQQD “\C"e f}“e N «;\-0“ s\'\%“ ﬂc"‘“ 5\'\%“ «“0\“ yery g}“e wc"e EviL
Giving O O O O @ @ O Greedy
Loving O Q @ @ @) @ @) &) @) @ @ Hateful
Naive O O O O O O @ @ O O Cunning
Selfless @) @) @) @) @) @) A A @) @) Selfish
Total: ° 1 :Total
RV 1)
ot e W A SR S ¢ b
LAWFUL @ e ey et g ﬁe““ N R CHAOTIC
Harmony @) O @) O @) O @) @) O @) Discord
Order O O O O O O O ® O O O Anarchy
Stoic O O O O O O ® O O O O Emotional
Thoughtful O O O O O O O O O O Impulsive
Total:_ ° b .Total
A\ \
ot e Y SR W R L
NATURAL ¢ f}“a yory et 5\\%“ ﬂe““ s\\%“ PYCARY eﬁ“e et CREATIVE
Ascetic O O O O O O & O O O O Hedonist
Fatalist O O O O O O O O & O O Free Will
Judging @) O @) O O @) O @) O @) Feeling
Practical O O O O O O O O O O Idealist
Total:_' b :Total
RV 1)
ot e . T S S we A
¢ ¢ { . o\V WL w £ ¢ ¢
Posmve W g gort et gReT N quet g e g NEGATIVE
Admiring O @) O 3] O @) O @) O @) O Despising
Cheerful O O O 3 O O O O O O @) Gloomy
Hopeful o o o o o o o o O O Doubtful
Obliging @) O @) O O @) O @) O @) Crabby
Total: 5 l :Total
History Notes
NS




Name: Hraf Nils (B eginning Char.) Alignment: Evil, creative tendency Player: Jon Smith

Class: Ranger Level: 0 Race: Halfling Gender: Male

Background:born & raised in a swamp by a band of brigands

Description:black hair, grey eyes, pointed ears (he's embarrased by being “elfin®)

4 base race final\ [ base race final\ ( Pounds fat AGI\ ( Complexity fat WIT
STR (0)+2 -1 =4l WIL (#h+l 0 =+ O__ 1 0 0 @complex 0 0
CON (4D+l  + =42 CHA (-)0 0 =0 o__"T+1 o0 O multiplex  +1 !
END (p)+1 -1 =0 SPI (-H-! 0 =-I O__% +2 -1 Opolyplex ~ +2 —3
DEX (+1)+3  +l =44 TAL (0)+ -1 =0 ZO +3 =3 Oommg\w +3 =
_ = +N+l 0 = +| 140 44 — —lO
éGI =D+ 0 Ty WIT (+1) ) o 4 6/ @’rranswnd +4 10 |
Size: Med-Small 2" 3" 43 Ibs Sleep:22 hrs 2 hrs 9% hrs  Jump: 5 24 Age: 20
VlSlon luésByCE NI&' VISIQN Hearlng: Acu:\i Smelhng: ACU:T2} SENSE DISTANCE/ACUITY
Cemeiy) (el ) (zwins ke ) (cBarth ) (0 ) (20-min 1% hr)( slight >\
Jog Swim Fly Exertion PhysicalC)Pen. :}Magical Exertion Tnit @\ Morale
() (A _ ; Minimal v () o (_)_lbr  Minimal | O Concerned 0
| (A | ViMinor _'hr (T ) =% (C_)20m V. Minor | Adw 0. )| O Worried =
2 (0 [ Minor 20m (") -1 () _Tm _ Minor P @ ODisheart —1
(2 )(®)( [)Moderate_ 1M (777 =3 (7. )_2m __ Moderate ODemoral. —3
&0 [ Maor Zm__ () 6 (D _1tr  Major (4P (o )|OScared =6
5 1/ Extreme _ 10 () -10 (-7 )_2r  Extreme D OTerr}ﬁed—lg
o 2 | Complete_2r () * () _2a _ Complete OPetificd  *
1 2 Absolute 2act (00D * (T ) _refl  Absolute (OSwoon  *
Melee Weapon Skill Type Proficiency BCS R Damage Defense ( Location Severiliv\
O Halfling Sword  Sword 1-H# Dec2 Partial 2 S Wchop 2 (4/+D
O Belt Knife Knife - None 0 C 10 Cut - (3/0)
@] . (/)
@] . (/)
@] . (/)
@] . (/)
@] . (/)
. /
Ranged Weapon Skill Type Proficiency BCS Incr. Medium Long Damage  Shots
0 3ling dling Prim.  Normal 2 50 105 250’ 9 crush (12)
@] )
@] )
@] )
@] )




Skill Area Type Proficiency BCS Techniques
OPAcrobatics Agility Free  Partial %
OAthletics Agility  Sec#l Partial 4 ~ Stamina _: Sprint
OClimb Agility Ble#2  Partial 9 Pressure Holds  ; Slow Fall
ODodge Agility Ele#l  Partial il Retreating Defense  ; Weaving Dodge
ORide Agility ec Partial 9 Meld  ; Controlled Speed
OSneak Agility  Primary Normal Il Rapid Stealth  : Lose Tail
O Swim Agility Kec Partial 9 Hold Breath  ; Stamina  ; Dive
@
@
@
ODiscipline Mental Sec#2 Partial 3 Face Hardship . Face Fear
OHide Mental Sec#2 Partial 4 = Camouflage  ; Compensate for Size
OTactics Mental Sec#1 Partial q Leadership . Tactical Advantage
@
@
@
@
OAlertness Perception Sec#1 Partial 3 High Alert . Awareness
OlListen Perception Sec#1 Partial q Discerning Ear  ; Light Sleeper
OSpot Perception Primary Normal Il Search  : Track
OSurvival Perception Primary Normal [0 ' Lowered Expectations . Abundant Harvest
@
@
@
@
@
OSail Manip. Sec#2  Partial IZ = Tie Knots ;. Storm Walk . Mitigate Seasick
@
@
@
OPweomercreft — Magic Free  Limited 0
@
@
@
@
@
O Speak Trade  Mental Gen Partial [0 Dialect 0 ; Accent 0
Odpeak Middle K. Mental  Gen Normal |2 Dialect 0 . Accent 0
@
@
@
@
@
OArea Middle Ki© Mental Gen Normal Il Applied Knowledge 0 : Educated Guess 0
OHistory Middle K. Mental Gen Partial q Applied Knowledge 0 ; Educated Guess 0
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g e
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i : Y S S we g
GQQD “\C"e f}“e N «;\-0“ s\'\%“ ﬂc"‘“ 5\'\%“ «“0\“ yery g}“e wc"e EviL
Giving O O O O @ @ O Greedy
Loving O Q @ @ @) @ @) &) @) @ @ Hateful
Naive O O O O O O @ @ O O Cunning
Selfless @) @) @) @) @) @) A A @) @) Selfish
Total: ° 1 :Total
RV 1)
ot e W A SR S ¢ b
LAWFUL @ e ey et g ﬁe““ N R CHAOTIC
Harmony @) O @) O @) O @) @) O @) Discord
Order O O O O O O O ® O O O Anarchy
Stoic O O O O O O ® O O O O Emotional
Thoughtful O O O O O O O O O O Impulsive
Total:_ ° b .Total
A\ \
ot e Y SR W R L
NATURAL ¢ f}“a yory et 5\\%“ ﬂe““ s\\%“ PYCARY eﬁ“e et CREATIVE
Ascetic O O O O O O & O O O O Hedonist
Fatalist O O O O O O O O & O O Free Will
Judging @) O @) O O @) O @) O @) Feeling
Practical O O O O O O O O O O Idealist
Total:_' b :Total
RV 1)
ot e . T S S we A
¢ ¢ { . o\V WL w £ ¢ ¢
Posmve W g gort et gReT N quet g e g NEGATIVE
Admiring O @) O 3] O @) O @) O @) O Despising
Cheerful O O O 3 O O O O O O @) Gloomy
Hopeful o o o o o o o o O O Doubtful
Obliging @) O @) O O @) O @) O @) Crabby
Total: 5 l :Total
History Notes
NS




Name: cwm Belor (B eginning Char.) Alignment: Evil, creative tendency Player: Jon Smith

Class: Theuraist Level: 0 Race: Elf Gender: Male

Description: born & raised in a swamp by a band of brigands

black hair, grey eyes, pointed ears (he's embarrased by being “elfin®)

4 base race final\ [ base race final\ ( Pounds fat AGI\ ( Complexity fat WIT
STR (p)o -1 =-| WIL (+h)+l 0 =+l o__ 1 T 0 0 @complex 0 0
CON (44l 0 =+l CHA (0)0 0 =0 o__"T+1 o0 O multiplex  +1 !
END (p)+l 0 =+l SPI (+h)+l 0 =+l O__% +2 -1 Opolyplex ~ +2 —3
DEX (+1)+2 0 =44 TAL (0)0 +l =+ ZO +3 -3 Oommg\m« +3 -

_ = +N+l 0 = +| 140 44 — —lO
éGI =D+l + Ty WIT (+1) ) o 4 6/ @’rranswnd +4 10 |
Size: Med-Small 2" 3" 43 Ibs Sleep:22 hrs 2 hrs 9% hrs  Jump: 5 24 Age: 20
VlSlon luésByCE NI&' VISIQN Hearlng: Acu:\i Smelhng: ACU:T2} SENSE DISTANCE/ACUITY

ing; N N
Cemeiy) (el ) (zwingthe ) ( Treeer ) (0 ) (2oeming % bhe) (C glightoe )
Jog Swim Fly Exertion PhysicalC)Pen. :}Magical Exertion Tnit @\ Morale
() (A _, Minimal 200 (5 0 (Z__lhc  Minimal | O Concerned 0
| (A | ViMinor _'hr (T ) =% (C_)20m V. Minor | Adw 0. )| O Worried =
2 (0 [ Minor 20m (") -1 () _Tm _ Minor P @ ODisheart —1
(2 )((@))( [)Moderate_ 1M (777 -3 (7. )_2m __ Moderate O Demoral. —3
&0 [ Maor Zm__ () 6 (D _1tr  Major (4P (o )|OScared =6
5 1/ Extreme _ 10 () -10 (-7 )_2r  Extreme D OTerr}ﬁed—lg
o 2 | Complete_2r () * () _2a _ Complete OPerified  *
1 2 Absolute 2act (00D * (T ) _refl  Absolute (OSwoon  *
Melee Weapon Skill Type Proficiency BCS R Damage Defense ( Location Severiliv\
O Halfling Sword  Sword I-H  Sec#1 Partial 1209 Wihop 2 (4/+D
O Belt Knife Knife - None 0 C 10 Cut - (3/0)
@] . (/)
@] . (/)
@] . (/)
@] . (/)
@] . (/)
. /
Ranged Weapon Skill Type Proficiency BCS Incr. Medium Long Damage  Shots
0 3ling dling Prim.  Normal 2 50 105 250’ 9 crush (12)
@] )
@] )
@] )
@] )




Skill Area Type Proficiency BCS Techniques
OTheurgy Magic VHPri  Normal 10 Ingrained Know/ : Improvisation/
ODweomercraeft Magic VHPri  Normal |0 Channel  : Gather
OMeditation Magic VH S2  Partial 3 Calm Mind  ; Deep Trance
@) Ele#l  Partial 9
@] ec Partial q
@ Normal I
@] ec Partial q
@
OMental Acuity  Mental  VHS2  Partial 3 Rapid Memorization  : Focus
OLit-dylvan Mental  EPrim_ Normal |2 Scan ; Copyist
ODiscipline Mental H Partial % Face Hardship  : Face Fear
OTactics Mental A Partial q Drills  ; Tactical Advantage
@ Partial 9
@
@
@
@
OAlertness Perception H Partial 3 High Alert ;. Awareness
@ Partial 9
@ Normal I
@ Normal 10
@
@
ODodge Agility A Retreating Defense  ; Weaving Dodge
@
@
@] dec#2  Partial 12
@
@
ONegotiate Commun. H Haggle  ; Hostage Negotiation
OPersuade Commun. H Limited b Group Address  ; Exploit Weakness
@
@
@
@
@
O Speak Trade  Mental E Gen Partial 10 Dialect 0 . Accent 0
OoSpeak Hylvan..  Mental ~ E Gen  Normal 12 . Dialect 0 : Accent 0
@
@
@
@
@
ORArea dylvan, Mental A Gen  Normal Il Applied Knowledge 0 : Educated Guess 0
OHistory Dylvan.  Mental A Gen  Partial q Applied Knowledge 0 ; Educated Guess 0

000000




Equipment Carried Weight

p
O Long dword Dheathed/left 3 (

O _shirt & pants worn 3

O _Sandals worn / ( ) ( ) (
O _belt knife waist/Delt/right 4 oz ( ) ( ) (
O _money pouch waist/belt/front | oz

O __work book, 100 pages 2 C ) ( C

O _3 quills, quill knife ( ) (

O _inkpot & bottle of ink 4 o1

O _5 theurgic reference works, 100p each 10 {

fotal carried = |9
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g e

\
i : Y S S we g
GQQD “\C"e f}“e N «;\-0“ s\'\%“ ﬂc"‘“ 5\'\%“ «“0\“ yery g}“e wc"e EviL
Giving O O O O @ @ O Greedy
Loving O Q @ @ @) @ @) &) @) @ @ Hateful
Naive O O O O O O @ @ O O Cunning
Selfless @) @) @) @) @) @) A A @) @) Selfish
Total: ° 1 :Total
RV 1)
ot e W A SR S ¢ b
LAWFUL @ e ey et g ﬁe““ N R CHAOTIC
Harmony @) O @) O @) O @) @) O @) Discord
Order O O O O O O O ® O O O Anarchy
Stoic O O O O O O ® O O O O Emotional
Thoughtful O O O O O O O O O O Impulsive
Total:_ ° b .Total
A\ \
ot e Y SR W R L
NATURAL ¢ f}“a yory et 5\\%“ ﬂe““ s\\%“ PYCARY eﬁ“e et CREATIVE
Ascetic O O O O O O & O O O O Hedonist
Fatalist O O O O O O O O & O O Free Will
Judging @) O @) O O @) O @) O @) Feeling
Practical O O O O O O O O O O Idealist
Total:_' b :Total
RV 1)
ot e . T S S we A
¢ ¢ { . o\V WL w £ ¢ ¢
Posmve W g gort et gReT N quet g e g NEGATIVE
Admiring O @) O 3] O @) O @) O @) O Despising
Cheerful O O O 3 O O O O O O @) Gloomy
Hopeful o o o o o o o o O O Doubtful
Obliging @) O @) O O @) O @) O @) Crabby
Total: 5 l :Total
History Notes
NS




Name: MAG Link Sentience
Description: POW WIL Attack
MOL CHA  Reach
Size SPI  BCS
Lang. TAL  Damage
Profic. WIT  Defense
(Combat) ( ) C ) ) (C ) (C ) )
Jog Swim Fly Exertion Physical( JPen.( )Magical Exertion ([ Location Wound\
Minimal GEDEEGED Minimal
V. Minor (Tire)y =y (Tire) V. Minor
Minor (Beat) —1 ((Beat) Minor
() )( IModerate (o) =3 () Moderate
Major (b -6 (Exh) Major
Extreme (Colly =10 (ol Extreme
Complete (Unc.) * (Unc) Complete
Absolute (Com.) * (Com. Absolute \_
Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:
Sight: Sight:
Sound: Sound:
Smell: Smell:
Description: Description:
Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:
Sight: Sight:
Sound: Sound:
Smell: Smell:
Description: Description:
Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:
Sight: Sight:
Sound: Sound:
Smell: Smell:

Description: Description:




Name: MAG Link Sentience

Description: POW WIL Attack
MOL CHA  Reach
Size SPI  BCS
Lang. TAL  Damage
Profic. WIT  Defense
(Gombat) ( ) (C ) C ) (C ) (C ) )
Jog Swim Fly Exertion Physical( )Pen.C)Magical Exertion [ Location Wound
Minimal GEDEERGED Minimal
V. Minor (Tire)y =y (Tire) V. Minor
Minor (Beat) —1 ((Beat) Minor
() )( IModerate (o) =3 () Moderate
Major (b -6 (Exh) Major
Extreme (Colly =10 (ol Extreme
Complete (Unc.) * (Unc) Complete
Absolute (Com.) * (Com. Absolute \_
Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:
Sight: Sight:
Sound: Sound:
Smell: Smell:
Description: Description:
Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:
Sight: Sight:
Sound: Sound:
Smell: Smell:
Description: Description:
Power: SL: Fatigue: Power: SL: Fatigue:
Range: Duration: Range: Duration:
Target: Area: Target: Area:
Sight: Sight:
Sound: Sound:
Smell: Smell:

Description: Description:




Minion Sheet

Name: Kobalt Lightning Race Kobold

Description: A peerless kobold STR _ +2 WIL -1
CON _ +1 CHA -2
END  +1 SPI -1
DEX  +3 TAL -1
AGI _ +5 WIT -2

Size M Small Sentience Normal

Perception
Vision 40’
Night dark-sight
Hearing O
Smell

< 2 ) ( sl > (15 min;lhour) <Shadow> ( Mag > @5 min; 75 min) (cr‘ippling)

Jog Swim Fly Exertion Physical( JPen.( )Magical Exertion ([ Location Wound\
Minimal C_ O o0 C D Minimal
V. Minor C_ O = (D V. Minor
Minor C_ O -1 C_ D Minor
() )( IModerate (> =3 () Moderate
Major C O -6 (D Major
Extreme C_ =10 C_ D Extreme
Complete C D = (D Complete
Absolute C_ O = (D Absolute \_
Weapon Skill Type Proficiency BCS R/Inc. Damage Def/Shot  Med/Long
Short Sword +2  Sword 1-h APri Exp+10 23+2 S 10+2 chop 8 (4/+4
Improved Parry 5; Increased Engagement 5
Sling Sling HPri Exp+10 22 15" 10 crush (12 100 200
Effective Aim 5; Rapid Ready 5; Ballistic Compensation 5
C )
Name: Sir Billius Maximus Race Kobold  Size M Small Sentience Normal
Description: A kobold hero of sorts, he wears ring STR 0 WIL -1 Perception
mail armor fashioned by a captured human crafterand CON _ +1 CHA -2 Vision _40
wears a Ring of Command END _ +1 SPI -1  Night dark-sight
DEX _ +1 TAL -1 Hearing O
AGI _ +2 WIT -1 Smell -2
(Combat) ( ) (C ) C PR ) (C ) ( )
Jog Swim Fly Exertion Physical( )Pen.( )Magical Exertion ( Location Wound\
Minimal C_ > o C Minimal
V. Minor C_ ) - C V. Minor
Minor C_ ) 1 C Minor
( )( )( ) Moderate C_ ) =3 (C Moderate
Major ) -6 (D Major
Extreme ) -10 C_ Extreme
Complete C_ ) = (D Complete
Absolute C_ ) = (D Absolute \_
Weapon Skill Type Proficiency BCS R/Inc. Damage Def/Shot  Med/Long
Short Sword Sword 1-h APri  Exp+5 16 S 10 chop 6 (4/+4)
Improved Parry 3; Increased Engagement 3
Sling Sling HPri Exp+5 15 15 10 crush ( 12) 100" 200

Effective Aim 3; Rapid Ready 3; Ballistic Compensation 3

C )




Techniques

Type Proficiency BCS
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Skill

Equipment
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Multi-Minion Sheet

Group: Sir Billius Maximus Race Kobold Size M Small SentienceNormal
Description: A kobold hero of sorts, he wears ring STR 0 WIL -1 Perception
mail armor fashioned by a captured human crafterand CON _ +1 CHA -2 Vision 40’
wears a Ring of Command END  +1 SPI -1 Night dark-sight
DEX  +1 TAL -1 Hearing O
AGI  +2 WIT -1 Smell -2
(vicMr) ( ) C ) C ) (C ) (C ) )
[ Minion 1 "\ (~ Minion 2 [ Minion 3 N (~ Minion 4 N
o o o o
Weapon Skill Type Proficiency BCS R/Inc. Damage Def/Shot  Med/Long
C )
C
C
Group: Sir Billius Maximus Race Kobold Size M Small SentienceNormal
Description: A kobold hero of sorts, he wears ring STR _ 0 WIL -1 Perception
mail armor fashioned by a captured human crafter and CON __ +1 CHA -2 Vision 40
wears a Ring of Command END  +1 SPI -1 Night dark-sight
DEX _ +1 TAL -1 Hearing 0
AGI  +2 WIT -1 Smell -2
(vichr) ( ) (C ) C ) ) (C ) ( )
(" Minion 1 (" Minion 2 (" Minion 3 [ Minion 4
\o \o \o \o
Weapon Skill Type Proficiency BCS R/Inc. Damage Def/Shot  Med/Long
C )
C )




Group: Sir Billius Maximus Race Kobold  Size M Small SentienceNormal
Description: A kobold hero of sorts, he wears ring STR 0 WIL -1 Perception
mail armor fashioned by a captured human crafterand CON _ +1 CHA -2 Vision 40’
wears a Ring of Command END +1 SPI -1 Night  dark-sight
DEX +1 TAL -1 Hearing O
AGI _ +2 WIT -1 Smell -2
(mvicmRr) ( ) (C ) C ) (C ) (C ) )
[ Minion 1 "\ (~ Minion 2 "\ ( Minion 3 "\ (" Minion 4 )
o o o o
Weapon Skill Type Proficiency BCS R/Inc. Damage Def/Shot  Med/Long
C )
C )
C )
Group: Race Size Sentience
Description: STR WIL Perception
CON CHA Vision
END SPI Night
DEX TAL Hearing
AGI WIT Smell
(mvichRr) ( ) (C ) C ) ) (C ) )
(" Minion 1 (" Minion 2 (" Minion 3 (" Minion 4
\o \o \o \o
Weapon Skill Type Proficiency BCS R/Inc. Damage Def/Shot  Med/Long
C )
C )




Many-Minion Sheet

Group: Regular kobolds Race Kobold  Size M Small SentienceNormal
Description: A kobold hero of sorts, he wears ring STR -1 WIL -1 Perception

mail armor fashioned by a captured human crafterand CON 0 CHA -2 Vision 40

wears a Ring of Command END O SPI -1 Night dark-sight

DEX 0 TAL -1 Hearing O

AGI +1 WIT -1 Smell -2

GEEDRS ) ( ) ( ) ( ) ( ) )

Weapon Skill Type Proficiency BCS R/Inc. Damage Def/Shot  Med/Long

C )

C )

C )
 Minion 1 N (" Minion 1 N (" Minion 1 N (" Minion 1 M
\Z S —/ \Z —/ \C —/
" Minion 5 N ( Minion 6 N (" Minion 7 N (" Minion 8 N
\Z —/ \C —/ \Z S —/
.~ Minion 9 N (" Minion 10 N (" Minion 11 N (" Minion 12 h
\Z —/ —/ \Z —/ \Z —/
"~ Minion 13 Minion 14 " Minion 15 (" Minion 16




Group: Cannon-fodder

Description:

These kobolds are riff-raff, the young

and the old, the women and the children. They have nho

possessions, hot even weapons, jewelry or scraps of

cloth. However, like all kobolds, they will willingly sacri-

fice their lives

Race Kobold
STR -2
CON -1
END -1
DEX -1
AGI 0

Size M Small SentienceNormal

WIL -1 Perception
CHA -2 Vision 40

SPI -1 Night dark-sight
TAL -1 Hearing 0

WIT -1 Smell -2

GEEDRS

) (

> ¢

) ( ) )

Weapon Skill Type Proficiency BCS R/Inc. Damage Def/Shot  Med/Long
C )
C )
C )
" Minion 1 " Minion 1 " Minion 1 N (" Minion 1 N
\Z \Z \Z —/ \C —/
" Minion 5 . Minion 6 " Minion 7 N (" Minion 8 N
\Z \Z \Z S —/
¢~ Minion 9  Minion 10 " Minion 11 N (" Minion 12 N
\Z \Z —/ \Z =~/
" Minion 13 Minion 14 N (" Minion 15 (" Minion 16
\Z S —/
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