IRON KINGDOMS GAME MASTER ENCOUNTER SHEET LIFE SPIRALS 2
‘ ‘ S NAME: NAME:
: - 9 | QSAMPAIGN NAME ENCOUNTER
(‘IRONJ,(INGDOM , * EFFECT: EFFECT:
1.) NAME: f
INITIATIVE ORDER :
( ) STATUS
NOTES: | VITALITY EFFECT
NAME: NUMBER -
(NUMBER) s
— 2.) NAME:
NAME: NUMBER STATUS
— NOTES: VITALITY EFFECT
! S— -
NAME: NUMBER 3.) NAME: f
(NUMBER)
STATUS
NOTES: VITALITY EFFECT
NAME: NUMBER 2
(NUMBER)
SEE— 4.) NAME: f
NAME: NAME:
NAME: NUMBER STATUS
EPETTLIGT NOTES: VITALITY EFFECT
( ) S EFFECT: EFFECT:
NAME: NUMBER 5.) NAME: (
(NUMBER)
EREETE
NOTES VITALITY rrrer
b EFFECT
NAME: NUMBER .
(NUMBER)
! S— (
6.) NAME:
NAME: NUMBER STATUS
FER T NOTES: | VITALITY EFFECT ‘
NAME: NUMBER 7.) NAME:
R T
et STATUS
S NUMBER 2 | VITALITY EFFECT
(NUMBER)
! S— (
8.) NAME:
NAME:
NUMBER STATUS
— NOTES: | VITALITY EFFECT NAME: NAME:
NAME: NUMBER [
Chhly) 9.) NAME: EFFECT: EFFECT:
STATUS
NOTES N\ | NotEs: | VITALITY EFFECT
10.) NAME: 1
STATUS
NOTES: | VITALITY EFFECT
11.) NAME: (
STATUS
NOTES: | VITALITY EFFECT
12.} NAME: 1
STATUS
NOTES: | VITALITY || EFFECT
N\ i \E

Copyright 2002-2012 Privateer Press, Inc. All rights reserved. lron Kingdoms and its logo are trademarks of Privateer Press, Inc. Permission is hereby granted to make photocopies for personal, non-commercial use only.




	Initiative1: 
	11: 
	12: 
	10: 
	09: 
	08: 
	07: 
	06: 
	05: 
	04: 
	03: 
	02: 
	01: 

	Ini#1: 
	12: 
	11: 
	10: 
	09: 
	08: 
	07: 
	06: 
	05: 
	04: 
	03: 
	02: 
	01: 

	Creature: 
	1: 
	12: 
	11: 
	10: 
	09: 
	08: 
	07: 
	06: 
	05: 
	04: 
	03: 
	01: 

	CreatureNotes: 
	11: 
	12: 
	10: 
	09: 
	08: 
	07: 
	06: 
	05: 
	04: 
	03: 
	01: 
	02: 

	Vitality: 
	12: 
	11: 
	10: 
	09: 
	08: 
	07: 
	06: 
	05: 
	04: 
	03: 
	01: 
	02: 

	Status1: 
	12: 
	11: 
	10: 
	09: 
	08: 
	07: 
	06: 
	05: 
	04: 
	03: 
	02: 
	01: 

	Sprials1: 
	12: 
	11: 
	10: 
	09: 
	08: 
	06: 
	07: 
	05: 
	04: 
	03: 
	02: 
	01: 

	Campaign: 
	Encounter: 
	Notes: 


