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General skill list °t|“e;(w:!)

ADVENTURER SUMMARY(-(=)?) combat(Agility) ehiins

= = archery acting

campaign attr. skill pow. trait blade other(Health)

(“low normal 30A 55 - <9 brawling running

(® normal 35A 10S - <11 club swimming

Cheroic 40A 155 5P <15 firearms carousing

(“grand heroic 50A 20S 10P <20 heavy weapon special skills

(" superheroic 65A 25S 30P <30 martial arts p‘ack-of-aII-trades(choose attr.)

(" grand super. 85A 35S 60P <45 polearm ] . '

) hobbies

Oother - - - - sling

Attributes staff _ Ger_IeraI t_ralt .|ISt _

. . . . throwing (V= in use in this campaign)

(V'=in use in this campaign) . .

wrestling name points

no attribute can be more than 3 i
. . transport(Agility) advantages var!es

points higher/lower than next o [1age varies

. beast riding
closest without gamemaster ) ) Ubackground +1
. air vehicles .
permission. . boon/bane +varies
land vehicles . 1to +4

Strength(STR) ~ Will(WIL) water vehicles enemies Thiow

" strike "' tough(dice) space vehicles experience -1
kick charm - favors -1
throw resist othgr(l;\gﬂﬂy) forte/weakness -1A/+2A

climbing friends -1to -4

Agi.lity(AGL) Health(HLT) security systems increased/decr. hits +1/-1
fight - walk sleight of hand larger than life -2P/-5P
balance - recovery stealth looks £1S
throw trades(choose one) "I motivation +1S

[l dodge(dice x 2 ; :

ge( ) academic(Awareness) mythlc_archetype special

Awareness(AWR) Fate(FAT) chemistry neat t_r'Ck_ '1_

" spot 7 luck history organization -varies
listen shield language permits . _1S_
think power sciences(choose one) Opersonality t+varies

. law secret +1 to +4

S_econdary attributes edicin S e

Hits: faquals Strength + Health programming unusual background 1

Stamina: equals Health bsychology " wealth/poverty e

Skills religion
- Money

skill bonus +0d +1d +2d +3d base stand. of living best skill

magic(Awareness . =

cost 1S 2S 4S 6S gic( ) dice - 10

. sorcery

Free skills enchantment savings = standard of living + 12

area kn.(home region)(AWR): +0d

native language(AWR): +0d other(Awareness) gtl'!er rul_es . ;

common skill in your culture: +0d area knowledge ( =Inusein this campaign)

(governing attribute varies) armorer hit IO(‘:atlons

bribery stunning

diplomacy crippling damage
technician(choose one) blunt trauma
scrounging dramatic called shots
tracking encumbrance


btrc
Note
Any of the areas that have colored dots will let you pick and choose which items are highlighted, so players can have a quick reference for what is and is not going to be used as part of adventurer creation and play. You can save a flattened copy of this page after you set it up to avoid any accidental changes.

btrc
Note
In the event that the pdf reader you are using is somehow giving you awful reference sheets because of the embedded forms and programming, versions of the pages with and without forms are available for free on the BTRC web page.
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