___________________

Race:

Profession:

Nickname:

Livelihood/Specialization:

Special Ability:

Special Item:

Negative Trait:

Home:

Family:

Friends:

Background:

MEAG Character Sheet

Character Name  ________________________________________   Race  _____________  Profession ____________________

Hair________  Eyes________  Height_______  Weight_______  Encumbrance Limit_______  Alignment_________________

Stats and Skills:
Specialization: _______________________________ 
____________________________________________

Base Stats:
Stat
+
Skill
+
Special
=
Total
____________________________________________







____________________________________________

Strength
[____]
+
NA
+
[____________________]
=
[____]
____________________________________________







____________________________________________

Agility
[____]
+
NA
+
[____________________]
=
[____]
____________________________________________









Intelligence
[____]
+
NA
+
[____________________]
=
[____]
Special Ability: ______________________________







____________________________________________

Movement
[____]
+
NA
+
[____________________]
=
[____]
____________________________________________







____________________________________________

Defense 
[____]
+
NA
+
[____________________]
=
[____]
____________________________________________







____________________________________________

Endurance
[____]
+
NA
+
[____________________]
=
[____]
____________________________________________


Skills:
Stat
+
Skill
+
Special
=
Total
Special Item: ________________________________







____________________________________________

Melee OB
[____]
+
[____]
+
[____________________]
=
[____]
____________________________________________







____________________________________________

Missile OB
[____]
+
[____]
+
[____________________]
=
[____]
____________________________________________







____________________________________________

General
[____]
+
[____]
+
[____________________]
=
[____]
____________________________________________


Subterfuge
[____]
+
[____]
+
[____________________]
=
[____]
Negative Trait: ______________________________







____________________________________________

Perception
[____]
+
[____]
+
[____________________]
=
[____]
____________________________________________







____________________________________________

Magical 
[____]
+
[____]
+
[____________________]
=
[____]
____________________________________________



Endur.
Damage Taken
Mana Points (5 x Magical Bonus)
Total XP
=
Spent
+
Earned

[______|____________________]
[______|____________________]
[________]
=
[______]
 +  [_____]


Native Language
Trade Language
Rank
Trade Language
Rank
Trade Language
Rank
Trade Language
Rank

[_____________|X|X]
[______________|__|__]
[______________|__|__]
[______________|__|__]
[______________|__|__]

Equipment:

Armor
DB
Subt
Move
Magic
Notes
Encum
Price



[____]
[____]
[____]
[____]

[____]
[____]



[____]
[____]
[____]
[____]

[____]
[____]



[____]
[____]
[____]
[____]

[____]
[____]

Weapon 
Type
Init
MeOB
 MiOB 
AD
Range
Notes
Encum
Price



[____]
[____]
[____]
[____]
[____]
[____]

[____]
[____]



[____]
[____]
[____]
[____]
[____]
[____]

[____]
[____]



[____]
[____]
[____]
[____]
[____]
[____]

[____]
[____]



[____]
[____]
[____]
[____]
[____]
[____]

[____]
[____]



[____]
[____]
[____]
[____]
[____]
[____]

[____]
[____]



[____]
[____]
[____]
[____]
[____]
[____]

[____]
[____]

Miscellaneous:

Item

Notes
Encum
Price




[____]
[____]




[____]
[____]




[____]
[____]




[____]
[____]




[____]
[____]




[____]
[____]




[____]
[____]




[____]
[____]




[____]
[____]




[____]
[____]




[____]
[____]




[____]
[____]




[____]
[____]




[____]
[____]




[____]
[____]




[____]
[____]




[____]
[____]




[____]
[____]




[____]
[____]




[____]
[____]




[____]
[____]




[____]
[____]




[____]
[____]

Coinage: ______________________________________________________
Encumbrance Limit: [____]   Totals:
[____] [____]

Skill Group Maneuvers:

[____] Melee OB Skill Group
[____] Missile OB Skill Group
[____] General Skill Group

[____] Unarmed Combat
[____] Bows
[____] Climbing

[____] Knives
[____] Crossbow
[____] Riding

[____] Swords
[____] Sling
[____] Swimming

[____] Axe/Mace/Hammer
[____] Knives
[____] Jumping

[____] Spear/Polearm
[____] Axe/Hammer
[____] Cooking

[____] Staff (w/ automatic parry)
[____] Spear
[____] First Aid/Herbal Healing

[____] Parry (w/ trained weapons)
[____] Pitch (stones, grapnels, etc.)
[____] Trade/Craft ________________

[____] Dual Attack (w/ trained weapons)
[____] Ranged Spell Attack
[____] Trade/Craft ________________

[____] Subterfuge Skill Group
[____] Perception Skill Group
[____] Magical Skill Group†

[____] Stalk/Hide
[____] Spot Traps/Hidden
[____] Read Runes/Script†

[____] Pick Locks
[____] Naturalism
[____] Cast Spells*

[____] Pick Pockets
[____] Tracking
[____] Sense Magic Objects/Beings

[____] Disarm/Set Traps
[____] Persuasion
[____] Sense Magic Spells

[____] Forgery
[____] Detect Lies
[____] Alchemy (Potions, etc.)†

[____] Trickery
[____] Weather Sense
[____] Enchantment (Scrolls, etc.)

[____] Art/Music
[____] Navigation/Orienteering

Notes:
† Only Read Runes/Script and Alchemy can be used if a Character’s Magical Skill Group bonus is less than +1.


* Cast Spells can only be used if a Character’s Magical Skill Group bonus is +1 or higher at Character Creation.

Potions Learned:

Item
Healing
Prep†
Price
Notes

[__] Wolfwort
1
+1
2c
Leathery leaves; also speeds healing by 2x for four hours

[__] Fishfeather
2
+1
2c
Feathery plumes

[__] Arroweed
3
+0
6c
Triangular seeds; also neutralizes any animal venom

[__] Hart's Glory
4
-1
1s
Thin petals; also speeds healing by 2x for eight hours

[__] Nightrod
6
*
-2
3s
Small cones; * restores Mana Points instead of Endurance

[__] Stagberry
6
-3
25c
Bitter berries; also speeds healing by 3x for eight hours

[__] Snowbane
8
-2
8c
Fleshy leaves

[__] Gemberry
12
-3
3s
Bright red berries; also neutralizes any plant poison

[__] Athelas
18
-4
5s
(aka Kingsfoil); also cures any disease (natural or magical)

[__] Queensfan
NA
-5
20g
Gold leaves; one leaf sets Damage = ½ Endurance, even if dead (< one day)

[__] Sarah's Root
NA
-2
6c
Small bulb; when eaten, one prepared bulb equals a full day's rations

[__] Aule's Boon
NA
-3
3s
Bitter leaf; tea gives +1 Strength (plus Me OB & General) Bonus for two hours

[__] Goodwort
NA
-2
4c
Small seeds; tea gives +1 General bonus for 1D3 hours

[__] Bright Eyes
NA
-2
1s
Blue petals; tincture gives +2 Perception Bonus in darkness for four hours

[__] Celandine
-10
-3
5c
Sap; on a sharp weapon it adds +10 Additional Damage to the attack (once/dose)

[__] Snakeroot
NA
-2
1s
Root extract; ingested it causes an "Attack" of 2D6+2 (no DB) each of 2D3 hours

[__] __________
____
____
____
__________________________________________________________________

[__] __________
____
____
____
__________________________________________________________________

[__] __________
____
____
____
__________________________________________________________________

[__] __________
____
____
____
__________________________________________________________________

[__] __________
____
____
____
__________________________________________________________________

[__] __________
____
____
____
__________________________________________________________________

Spells Learned:

Sorcerer Spells [__]

[__] Analyze Item
[3] Cast on item, allows caster to know the special properties (if any) of item.  Caster must touch item.  Item "resists" with the Magical Bonus of the person who made it (GM will assign a number).  One attempt/item/day.  If caster sees some of the item's powers in action first, then detailed info can be obtained at a +3 to caster's Magical bonus.  The success roll should be made secretly by  GM.

[__] Concentration
[3] Gives a +2 bonus to the Perception of the target character for 10 minutes.

[__] Firebolt
[5] Missile Attack (RSA = [+1], AD = [2 x Magical Bonus], Range 100').  Affects physical Undead, but does not affect Spirits.  This spell causes light, flammable materials to ignite (e.g. cloth, thin wood, parchment, dry grass and leaves, lamp oil, etc.).

[__] Ice Arrow
[6] Missile Attack (RSA = [+2], AD = [2 x Magical Bonus], Range 100').  AD = (Magical Bonus) vs. physical Undead, but does not affect Spirits. AD = (3 x Magical Bonus) vs. creatures of a fiery nature.

[__] Light
[3] Cast on an object, creates light equal to a moonlit night (-2 to Perception, instead of -4) for 2D6+3 hours.  Radius of 25'.

[__] Lightning

[5] Missile Attack [RSA = +3, AD = (Magical Bonus), Range 100']. If spell damage is more than ¼ of the target's original Endurance points, the target is Stunned (cannot attack or move) for [Magical Bonus] rounds. Note that some foes (e.g. Undead) may be resistant or immune to Stun effects.

[__] Mage Lock
[5] Seals a door or gate and adds [Magical Bonus] to the difficulty level to break it down by force, for one hour.

[__] Mage Shield
[4] On caster only, this spell doubles the caster's Magical Bonus for resisting hostile magic spells and adds the caster's normal Magical Bonus to his DB vs. spells that make a Missile Attack.  Lasts for one day, or until one spell is successfully resisted/avoided.

[__] Shield
[4] This will increase the Defensive Bonus (DB) of the target character by +2 for six rounds.

Healer Spells [__]

[__] Calm
[4] Target is any living animal or humanoid being.  If successful, the Calmed being will not attack caster, or those within 25' of caster, unless attacked itself.  This will last as long as the caster is within sight of target and target is not attacked. Spell range is 100'.

[__] Charm Beast
[5] Cast on any normal animal (hostile or not), it will befriend caster and can be sent to fight caster's foes.  The animal will remain with the caster until involved in one fight, then it will leave peacefully.  The caster may only have one Charmed animal at a time.  Range 50'.

[__] Grace
[3] Increases the General and Subterfuge bonuses of the target character by +2 for five minutes.

[__] Healing
[4+X] Spell heals 4+X points of Damage immediately, then allows the target to heal 6 points per hour as long as the target is resting.    Spell ends when the target is either fully healed or stops resting.

[__] Rage
[4] This increases the target's Melee OB by +2, but adjusts his Defense Bonus by -1, for six rounds.

[__] Shapeshift
[8] Caster assumes the shape of the totem animal of his clan/god/race/sect.  Duration is 1D3+3 hours.  When in animal form, caster only has a +1 Intelligence above the norm for that animal and can only indicate yes/no answers to simple questions.  Friends of the caster are friends of the animal, foes of the caster are foes of the animal.  In animal form, caster may not cast spells or use weapons.

[__] Sleep
[6] If  target is unaware of any foes (including caster), then spell will cause target to fall soundly asleep for 2D6+3 minutes (unless awakened by a very loud noise, deliberate shaking and/or taking Damage).  Spell range is 50'.

[__] Speed
[4] The target character of this spell may perform two Actions per round for three rounds.

[__] Steady Aim
[4] Increases the target character's Missile OB by +2 for six rounds.

[__] Sustenance
[6] This has the same health effects on the target as having eaten a full day's rations and a full day's water.

Seer Spells [__]

[__] Blessing
[9] Target character gets +1 to his Defensive Bonus until a "U" or "K" result occurs against him.  Then the spell converts the result to just damage (character goes to a maximum of Damage Taken = Endurance) and then ends.  Caster cannot Bless himself.

[__] Bind
[16] Binds oaths and curses.  Person stating oath/curse and one(s) targeted (if any) must all be within 50' of caster when cast.  If a party to the oath/curse attempts to act contrary to oath/curse, he will suffer one Damage Point per hour until back in line or falls unconscious.  This damage will not heal until he is obeying oath/curse. Oath/curse may not be structured to directly damage/kill any party to it.

[__] Ghostspear
[6] Missile attack (RSA = [+1], AD = [2 x Magical Bonus], Range 100') that affects any (and only) Undead or Spirits.  Target gets no Defensive Bonus from armor or shield vs. this spell.

[__] Intuition
[5] When confronted with two to five choices, and limited information, gives caster a feeling for which is the "best" choice (based on simple criteria stated by caster).  Momentary spell (on caster only), gives a single flash of insight.  The success roll is rolled by GM.

[__] Seek
[2] On caster only, this spell gives the direction to any one (possibly hidden) material, item, or person (within 300').  The caster must have a sample of the material, a similar item, or an object belonging to the person (respectively).  The spell only lasts a moment.  Subtract from the die roll if (material/item/object) held by caster is not an exact match for the target.  The success roll to be rolled by GM.

[__] Shadow Sight
[2] Allows caster (only) to see beyond this world and perceive the spirit world, invisible objects/beings, and auras of all beings.  Perception for seeing in the physical world is at -2, though.  Duration is 1D3+2 minutes.  An aura shows a being's health, emotional state, race and special state (animal form, cursed, etc.).  A separate Magical skill roll (rolled by GM) tells how much caster learns from an aura.

[__] Spiritsafe
[4] On caster only, but all within 10' of caster take only ½ normal Endurance drain from Ghosts, Specters, Barrow-wights, Wraiths, etc. and resist Fear effects at +3.  Duration is 1D3+1 hours.

[__]______________[__] ___________________________________________________________________________________

[__]______________[__] ___________________________________________________________________________________

[__]______________[__] ___________________________________________________________________________________

[__]______________[__] ___________________________________________________________________________________

[__]______________[__] ___________________________________________________________________________________

