Name: Race: Age: Sex:

Height: Weight: Skin Color: Hair Color: Eye Color: Handedness:
Skill Level: Total Skill Points Earned: Unspent Discipline Points: Unspent Proficiency Points:
ATTRIBUTES Base  Adjusted Mcflc;‘:ml‘lier Bonuses and Modifiers RESISTANCE
Aglllfy Initiative Modifier OH-h:i?:j I\/\\/::If!;;?n Tor Physical Resistance Mod.
Endurance Bonus Health Points Per Skill Level /
Intellect Inifial Languages Bﬁ;‘:’;."';sgﬁ/ sk 2nd:  3rd:  4th:  Sth:
Presence i‘:)r:IJISPtiiirl:;I BOT;UDSeIT:"h Ist  2nd:  3rd: 4th:  5th: Mental Resistance Mod.
Feat of Melee Missile Armor
Strength Str. Mod. Dmg. Mod. Dmg. Mod. Imp. Adj. /
Dmg.  Impedance HEALTH
ARMOR WORN Absorbance  Score DODGE POINTS MOVEMENT Base  Adjusted
BASE TOTAL Running Rate
Walking Rate (=Run/2)
Swimming Rate
ADJUSTED CURRENT Jumping Height/Distance
(Distance x2 if running)
Total Armor Absorbance Encumbrance Class
Total Armor Impedance (w/ STR Modifier) Eni(,)( f:,'f i/\;wm/Run per closs above [ fo o
WEAPONS #Atks. Length Class To-Hit/Dmg. Adjustment  Damage  Short Range  Med. Range  Long Range
/
/
/
/
/
/
/
/
PROFICIENCIES Grade Modifier Grade Modifier

Armor Impedance - Loss to Dodge, Initiative, Agility Proficiencies, and Jumping Distance is equal to the Armor Impedance modifier.
Loss to Running and Swimming Rate is equal to Armor Impedance Modifier x 10.



DISCIPLINES Grade Grade

EQU'PMENT Location Location

Carrying Capacity (=STRx5; see chart, pg. 40)

MAGIC ITEMS

WEALTH
Bronze Drabs Copper Leptons Silver Royals Gold Crowns Platinum Orbs
(10,000 = 1 Platinum Orb) (1,000 = 1 Platinum Orb) (100 = 1 Platinum Orb) (10 = 1 Platinum Orb)

Treasure:




MAGIC - SPELLS PER DAY

HERMETIC, HEDGE Soclls From  Toral sl FATH SPELL  RITUAL MAGIC  RITUAL MAGIC 1y poinss Current Poins

AND FAITH MAGIC Bonus Spells  Disciplines Per Day DOMAINS SPELL POINTS SPHERES Allocated Remaining
H Primary (1st-8th) Bonus Points

1st Cu:cle BLOOD

2nd Circle

3rd C.Il’Cle Secondary (1st-6th) Pts. from Disciplines DREAM

4th Circle

5th C!rcle* GAEA

6th Circle Tertiary (1st-3rd) TOTAL SPELL POINTS

7th C!rcle STITCH

8th Circle*

*These Circles only exist for Hermetic and Faith Magic.

HERMETIC AND HEDGE SPELLS KNOWN/FAITH SPELLS MEMORIZED

1st Circle:

2nd Circle:

3rd Circle:

4th Circle:

5th Circle:

6th Circle*:

7th Circle*:

8th Circle*:

*These Circles only exist for Hermetic and Faith Magic.
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