Character Name N = s, X & Player Name

Character Race = : " & i) Archetype
CHARACTERISTICS (COMBAT INFORMATION
Val Char Base Cost Points Roll Notes Base OCV __ BaseDCV o
__STR 10 x1 ___ ___ HtHdamage ___d6 Lift END__ Adjustments  +/-  Adjustment +/-
_ DEX 10 x3 - ___ocv DCV S -
— CON 02— TotalOCV  __ TomlDCV  _
___BODY 10 x2 - ota - Tota -
CONT 10 x1 __ __ PerceptionRoll Combat Skill Levels
__EGO 10 x2 - __ BaseECV
___PRE 10 x1 - __ Base Presence Attack dé
___com 10 xh __ . COMBAT MANEUVERS
___PD(sTrr) . xt ResistantPD___ TotalPD___ I\Blllan:uver Phase oocv Dé:v Elffeﬁt }
. ocl _ +0 +H ock, abort
___ ED (conm) . x1 - Resistant ED Total ED Brace 0 42 12 +2vs RangeMod.
___ SPD 1+ (DEX/10) _xt0 Phases:1 2345678910 11 12 Disarm _ 2 +0 Candisarm
REC (STR/5)+(CON/5) X2 Dodge _ — +3  Abort, vs. all attacks
- - 1 - Grab _ -1 -2 Grab two limbs
___END(conx2) _ X% _ Grab By B -3 -4 Move and Grab
_ STUN BODY+(STR/2)+(CON/2) X1 o ___ Total Characteristics Points Haymaker ~ _  +0 -5 +4DC
Move By _ 2 -2 STRI2+V/5
EXPERIENCE AND BUILD POINTS g/btveThroughT ;\/1/5 ;30 ?{TFH(;//Stt o
e anged attacks only
Type Combat NonCom | Type Combat NonCom Total Experience Eamed Strike _ 40 +0 STRorweapon
Run (67) -
. Total Experience Spent B —
o
zwll_m 2) ) Original Base Points + -
' eap(_H) Disadvantage Points + _ — —
V.Leap(__) Total Build Points = - = =

SKILLS, PERKS, TALENTS, AND POWERS

Cost Name RIE Cost Name Roll

Total Skills, Perks, Talents, and Powers

Name OCV Mod Range Mod Damage StunX Notes




DISADVANTAGES

Cost Disadvantage Roll

Cost Disadvantage Roll

ADDITIONAL SKILLS, PERKS, TALENTS, AND POWERS

Cost Name RIE

___ Total Additional Skills, Perks, Talents and Power
Total Skills, Perks, Talents and Power from page 1
Total Characteristics

TOTAL CHARACTER COST

PERSONAL INFORMATION

Height Hair color
Weight Eye color
Physical Description

Background / History

EQUIPMENT

Item Wt

MONEY

Gold Other
Silver
Copper




SPELLS
Standard Modifiers
Value Modifier

Value Modifier

Real

Active

Roll End Effects and Additional Modifiers




FOLLOWER RECORD  Name Race Type
CHARACTERISTICS (COMBAT INFORMATION
Val Char Base Cost Points Roll Notes Base OCV Base DCV o
__STR 10 x1 ___ ___ HtHdamage __d6 Lift END__ Adjustments ~ +/-  Adjustment +/-
_ DEX 10 x3 - ___ocv DCV S -
— CON 02— TotalOCV  __ TomlDCV  _
___BODY 10 x2 - ota - Tota
CONT 10 x1 __ __ PerceptionRoll Combat Skill Levels
__EGO 10 x2 - __ BaseECV
___PRE 10 x1 - ___ Base Presence Attack dé
___com 10 xh __ . COMBAT MANEUVERS
___PD(sTrr) . xt ResistantPD___ TotalPD___ I\Blllan:uver Phase oocv Dé:v Elffeﬁt }
. ocl +0 +H ock, abort
___ ED (conm) . x1 - Resistant ED Total ED Brace 0 42 12 +2vs RangeMod.
__ SPD 1+ (DEX/10) _xt0 Phases:1 2345678910 11 12 Disarm _ 2 +0 Candisarm
REC (STR/5)+(CON/5) X2 Dodge _ — +3  Abort, vs. all attacks
- - 1 - Grab _ -1 -2 Grab two limbs
___END(conx2) _ X% _ Grab By B -3 -4 Move and Grab
_ STUN BODY+(STR/2)+(CON/2) X1 o Total Characteristics Points Haymaker ~ _  +0 -5 +4DC
Move By _ 2 -2 STR2+V/5
BUILD POINTS Move Through _ /5 -3 STR+V/3
Set 1 +1 +0 Ranged attacks onl
Type Combat  NonCom | Type Combat NonCom | qjiower Base Points stike 40 40 STRor v?eaa:orsm o
Run (67) - | Vileap(__)—__ ____ |Disadvantage Points + - — —
Swim (27) Total Build Points = —_ — —
H.Leap( ") -

SKILLS, PERKS, TALENTS, AND POWERS

Cost Name

Roll

Total Additional Skills, Perks, Talents and Power
Total Characteristics
TOTAL CHARACTER COST

DISADVANTAGES

Cost Disadvantage Roll

SPECIAL TRAITS

PERSONAL INFORMATION

Hair color
Eye color

Physical Description

Background / History

Name

OCV Mod Range Mod Damage StunX Notes







