BASIC ROLE PLAYING

CLASSIC ¥

Character Record Sheet

Name Player
Race Class Effort Roll
gender Eairh \E/:\i/es h —_————— CON Stamina Roll %
ge eight eight
Destinctive Features SIZ ‘Damage Bonus
INT Idea Roll % 0
Q POW Luck Roll %6 7 8 9 1011
Background DEX AgilityRoll %] 12 13 14 15 16 17
- . o 18 19 20 21 22 23
CHA Reaction Roll 7/0 24 25 26 27 28 29
MOV Current MOV
|
CONMUNICATION 1/2 INT IMENTAL 1/2 INT PHYSICAL 1/2 DEX
Q Bargain (05) U Appraise (15) Q Climb (40)
0 Command (05) Q First Aid (30) U0 Dodge (DEX x2)
Q Disguise (01) O Gaming (INT+POW) Drive (20% Common, 01% Uncommon)
Q Etiquette (05) O Know. (Academic Lore) (01) Q
Q Fast Talk (05) QO Know. (Animal Training) (01) Q
Language, Own (INT x5) Q0 Know. (Blasphemous Lore) (00) U Hide (10)
Qa QO Know. (Earth Lore) (01) Q Jump (25)
Language, Other (00) Q Know. (Folklore) (01) Pilot (01)
Qa QO Know. (Poison Lore) (01) Q
Qa QO Know. (Politics) (01) U Ride Land Animal (05)
Qa O Know. (Religious Lore) (01) Q Ride Flyer (05)
Qa O Know. (Spell Lore) (00) U Ride Swimmer (05)
Perform (05) QO Know. (Streetwise) (01) Q Stealth (10)
Qa QO Know. (Wilderness Lore) (01) Q0 Swim (25)
Qa Q Literacy (00) U Throw (25)
Q Persuade (15) Q CONBAT 1/2 DEX
Q Status (As per Class) Q Q Back Stab, Thief only (00)
Q Teach (10) Q Q Brawl (25)
MANIPULATION 1/2 DEX Q O Grapple (25)
Art (05) Q O Martial Arts, Monk only (00)
Qa O Mapping (25)
Craft (05) O Research (25) HIT FOINTS
Q Q Scribe Magic (00) Dead: (- ) 01 2 3 45
Q Q Strategy (01) 6 7 9 10 11 12 13 14 15 16
Q Fly (1/2 DEX or DEX x4) FPERCEFTION 1/2 INT 17 18 19 20 21 22 23 24 25 26 27
O Heavy Machine (01) O Insight (05) 28 29 30 31 32 33 34 35 36 37 38
Q Pick Locks (05) Q Listen (25) HIT LOCATIONS
Q Pick Pockets (05) U Navigate (10)
Repair (15) Q Research (10) Melee Head
Q Sense (10) 01-04 RLeg AP
a Q Spot (25) 05-08 LLeg HP
Q Traps (00) Q Track (10) 09-11 Abdm |
P 12 Chest Chest L fArm
WEA 13-15 RArm AP AP
weapon type attack/parry  damage range attacks length  hand HP 1618 L Arm — r
19-20 Head
Abdm
Missile AP
01-03 RlLeg HP
04-06 LLeg —
07-10 Abdm RiLeg Lieg
11-15 Chest Ap AP
16-17 RArm | |up
Brawl (25) 1d3+db (cr.) touch 1 close 1h n/a §18-19 LArm - -
Grapple (25) special touch 1 close 2h n/a §20  Head
i
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MAGIC FOINTS

Current POW Total MP
Unconscious 01 2 3 45 6 7 8 9 1011 12 13
14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31

money and treasure
Gold Pieces:

IYIONEY AND TREASURE

location ENC

Silver Pieces:

Copper Pieces:

Item of Power Item MP
0 1 2 3 45 6 7 8 9 1011 12 13 14 15
Item of Power Item MP

0123 456 7 8 9 10111213 14 15
RACIAL ABILITIES

armor type (piece)

ARMORK

location AP ENC

(LASS ABILITIES

equipment

EQUIPMIENT

location HP ENC

L0AD AND FATIGUE

max ENC load level MOV | fatiguelevel penalty
STRx1/2 Unloaded -0 |Q Fresh n/a
STRx1 Light -0 | Winded -5%
STRx11/2 Moderate -0 |Qd Tired -10%
STRx 2 Heavy -2 |0 Weary -20%
STRx21/2 Extreme -4 |0 Exausted  Difficult
STRx3 Maximum -8 |d Collapsed Impossible

mﬂs ot LOAD O Unconscious No Actions

Unloaded: Stamina rolls not typically required.

Light Load: Easy Stamina roll required for Typical or greater exertion.
Moderate Load: Stamina roll required for Typical or greater exertion.
Heavy Load: Easy Stamina rolls required for casual exertion, Difficult
Stamina roll required for Typical or greater exertion.

Extreme Load: Normal Stamina roll required for casual exertion.
Typical exertion automatically fatigues the character one step.
Exceptional exertion only allowed at GM’s discretion, and costs
multiple Fatigue levels as determined by the GM.

Maximum Load: Difficult Stamina roll required for casual exertion.
Typical exertion automatically fatigues the character one step.
Exceptional exertion only allowed at GM’s discretion, and costs
multiple Fatigue levels as determined by the GM.

SOME EXAMFLES of EXERTION

Casual: Strolling 100m, Swimming 10m, travelling by mount for a day
Typical: Jogging 100m, travelling by foot for a day

Exceptional: Sprinting 100m, Exceptional always causes the loss of
at least one level of Fatigue and is cumulative with Load penalties.
Other Automatic Faitgue Drops: Dropping to 1/2 total hp, and again
when dropping to 3 hp or less. Dropping to negitive hp in a limb.

Total ENC
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