Palladium Books® Presents:

Palladium Fantasy RPG

Second Edition

This kit is geared to make your job as a Game Master easier and to spread the word about Palladium Books.

It includes the following:

>

Game Master Reference Sheet — This is a cheat sheet for the Game Master. Vital Game Master information
is available at your fingertips.

Palladium Fantasy RPG® Skill List — Need to look up a skill percentage or even W.P. bonuses? This is not
only a useful Game Master tool, but an excellent aid when creating characters. Just a few copies and voila!

Alphabetized Spell Sheet — This quick reference for magic users lists all spells that are currently printed in
the Palladium Fantasy RPG® along with the page number. Again this is another dual purpose aid for both
Game Masters and players.

Combat Matrix — This useful Game Master aid will allow you to streamline combat in your game. Organize
initiative rolls and easily keep track of number of attacks for all your battles.

Magic Circle Reference Sheet — Playing a Summoner or have a player who is? Then you will want copies
of these reference sheets. Everything you need to play a Summoner is at your fingertips.

Palladium Fantasy Mini-Posters — The mini-posters can be used to advertise the game you are running at
your local convention. Post them at your table or where allowed at the convention. Finally, if anyone is
interested in learning more about Palladium’s products, take down their email address and pass it along to
Palladium Books.

Color Maps - New to the Palladium Fantasy line is a color map of the Palladium World and the Timiro
Kingdom.

Palladium Fantasy Character Sheets - A collection of class-specific character sheets. They're also available
on our website, but we thought we'd save you some time and include them here.

Palladium Fantasy Sample Characters — 20 complete characters to hand out to players, use as NPCs, etc.



Game Master Reference Sheet Quick Page Reference:

Blood Loss — 1 Hit Point per minute

Recovery Non-Professional treatment: 2 Hit Points + 4 S.D.C. per day. . i

Recovery Professional treatment: 2 Hit Points per day for the first two St liey Rules./TabIes. Pl as
Combat Rules: Page 43

days and ; ® : .
4 Hit Points a day thereafter + 6 S.D.C. per day. P D™ e g aDng t%;:ﬁgg ';Zg;ez.?Page. 47

® R ; .
Coma Recovery Ratio. Best 2 out of 3 rolls. ® SRR 2 GRS PRGE 208
Poisons: Page 264
Non-Professional treatment: 1-20% Herblore: Page: 265
First Aid: 1-40% - Weapons: Page 268

Professional Surgeon/Holistic Doctor: 1-65% Second Edition Armor: Page 270

Healer or priest with magic/psionics: 1-75% égd;trli(;rrz?:lfriléllgge;;: Sggg 272
God/Supernatural being: 1-88% p - ag

Optional Damage rules: Page 20

Magic Combat — Casting Time
Supernatural Strength & Damage — Add P.S. Damage Bonus Levels 1-8: Two per melee. Take a half a melee per spell. Saving Throws

Bite inflicts half full punch damage. Levels 9-10: One per melee. Takes the whole melee to cast. Acid: None — Dodge!

P.S. Restrained Punch Full Punch Power Punch Levels 13-15 Takes two full melees to cast. Curses: 15 or better.
15 or less 1D4 S.D.C. 1D6 S.D.C. 2D6 S.D.C. Diseases: 14 or better.
16 - 20 1D6 S.D.C. 2D6 S.D.C. 4D6 S.D.C. ENT) (DI 15 or higher.
21-25 2D4S.D.C 3D6 S.D.C. 6D6 S.D.C. Mysteries of Magic Optional Spell Casting Time Insar:"ty: . 12 or better.

Levels 1-5: Take 1 melee attack. Magic: Basic Spell: 12 or better.
26-30 2D6S.D.C. 4D6S.D.C. 1D4x10S.D.C. Levels 6-10: Take 2 melee attacks. Magic: Circles: 13, (Protection 16-20)
31-35 2D6 S.D.C. 5D6 S.D.C. 1D6x10 S.D.C. Leviélls 1f1-152 Tgke 3kmelee é}ttackS- ’ Magic: Faeries’ Spells: 16 or better.

Spells of Legend: Take 3 melee attacks. D .
36- 40 2D6 S.D.C. 6D6 S.D.C. 2D4x10 S.D.C. > 2 Magic: Ritual: 16 or better.

. Magic: Wards: 14 or better.
41-50 2D6 S.D.C. 1D6x10 S.D.C. 2D6x10 S.D.C. Maaic and Body Armor Poison: Lethal: 14 or better.
2D6 S.D.C. ppZVelIHsNoml 3D6x10 S.D.C. ison- _ .
_ 1. Need to expend 20% more P.P.E. Po_lsoh. Non-Lethal: 16 or better. -

2. Roll on the table below for various spell effects. Psionics: 15 or better for non-psionics. -
01-20% Reduce spell damage or effects by 1D4x10%. 12 or better for Major or Minor Psionics.
21-40% Reduce spell duration by 1D4x10%. 10 or better for Master Psionics.

41-60% Reduce spell range by 1D4x10%.
61-80% Reduce both range and duration by 20%.
81-00% Lucked out, no problems.

Attributes 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30

1.Q.: One time bonus to skills +2% +3% +4% +5% +6%0 +7% +8% +9% +10% +11% +12% +13% +14% +15% +16%
M.E.: Save vs Psionic Attack +1 +1 +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +7 +7 +8
Save vs Insanity +1 +1 +2 +2 +3 +4 +5 +6 +7 +8 +9 +10 +11 +12 +13

M.A.: Trust/Intimidate 40% 45% 50% 55% 60% 65% 70% 75% 80% 84% 88% 92% 94% 96% 97%
P.S.: HTH combat damage +1 +2 +3 +4 +5 +6 +7 +8 +9 +10 +11 +12 +13 +14 +15
P.P.: Bonus to strike, parry, & dodge +1 +1 +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +7 +7 +8

PIE Save vs coma/death +4% +5% +6% +8% +10% +12% +14% +16% +18% +20% +22% +24% +26% +28% +30%
Save vs Magic/Poison +1 +1 +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +7 +7 +8

P.B. Charm Impress 30% 35% 40% 45% 50% 55% 60% 65% 70% 75% 80% 83% 86% 90% 92%
Spd.. Yards/meters per melee - for running 80 85 90 95 100 105 110 115 120 125 130 135 140 145 150
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Palladium Fantasy RPG® Skill List

Communication and Performing Arts

Cryptography 15%+5%

Dance 30%+5%

Language 40%+5%

Literacy 30%+5%

Mime 30%+5%

Play Musical Instrument 25%+5%
Public Speaking 30%+5%

Sign Language 25%+5%

Sing 30%+5%

Writing 20%+5%

Domestic Skills

Note: Characters can attain professional quality by selecting the same

domestic skill twice. Add a one-time bonus of +10% and note that the end

result is of superior quality.

Cook 30%+5%

Dance 30%+5%

Fishing 30%+5%

Play Musical Instrument 25%+5%
Sew 25%+5%

Sing 30%+5%

Espionage Skills

Detect Ambush 30%+5%

Detect Concealment and Traps 25%+5%
Disguise 25%+5%

Escape Aurtist 25%+5%

Forgery 20%+5%

Imitate Voices and Impersonation 36%/16%+4%
Intelligence 30%+4%

Pick Locks 30%+5%

Pick Pockets 25%+5%

Sniper +2 to strike on aimed shot

Track Humanoids 25%+5%

Horsemanship Skills

Horsemanship: General 35%/20%+4%
Horsemanship: Knight 40%/30%+5%
Horsemanship: Palladin 45%/40%+5%
Horsemanship: Exotic Animals 30%/20%+5%

Medical Skills

Animal Husbandry 35%+5%

Biology 30%+5%

Brewing 25%/30%+5%

First Aid 30%+5%

Holistic Medicine 30%/20%+5%
Surgeon/Medical Doctor 30%/20%+5%

Military Skills

Camouflage 20%+5%

Falconry 30%+5%

Field Armorer 30%+5%

Heraldry 15%/20%+5%
Interrogation Techniques 20%+5%
Military Etiquette 35%+5%
Recognize Weapon Quality 25%+5%
Surveillance 25%+5%

Physical Skills

Hand to Hand: Basic

Hand to Hand: Expert

Hand to Hand: Martial Arts

Hand to Hand: Assassin

Acrobatics: +1 to P.S., P.P., P.E., +1 to roll, +1D6 S.D.C.

Athletics General: +1 to P.S., +1 to roll, +1D6 to Spd., +1D8 to S.D.C.
Body building and Weightlifting: +2 to P.S., +10 S.D.C.

Boxing: +2 to P.S., parry and dodge, +1 to roll, +1 attack, and +3D6
S.D.C.

Climbing 40%/35%+5%

Forced March

Gymnastics: +1to P.S., +1 to P.P., +2 to P.E. and roll, +2D6 S.D.C.
Juggling 35%+5% +1 to initiative

Prowl 25%+5%

Running: +1 to P.E., +4D4 to Spd., and +1D6 S.D.C.

Swimming 40%+5%

Werestling: +1 to P.S. and roll, +4D6 to S.D.C.

Rogue and Thief Skills

Card Shark 24%+4%

Concealment 20%+4%

Locate Secret Compartments/Doors 15%+5%
Palming 20%+5%

Pick Locks 30%+5%

Pick Pockets 25%+5%

Prowl 25%+5%

Streetwise 20%+4%

Use and Recognize Poison 24%/16%+4%
Ventriloquism 16%+4%

Science Skills

Anthropology 20%+5%
Archaeology 20%+5%

Astronomy and Navigation 30%+5%
Biology 30%+5%

Botany 25%+5%

Mathematics: Basic 45%+5%
Mathematics: Advanced 45%+5%

Scholar, Technical and Noble Skills

Art 35%+5%

Breed Dogs 40%/20%+5%

Gemology 25%+5%

General Repair and Maintenance 35%+5%
History 30%+5%

Language 40%+5%

Literacy 30%+5%

Lore: Demons and Monsters 25%+5%
Lore: Faeries 25%+5%

Lore: Geomancy or Ley Lines 25%+5%
Lore: Magic 25%/15%/10%+5%

Lore: Religion 30%+5%

Masonry 30%+5%

Rope Works 30%+5%

Sailing 35%/20%+5%

Sculpting and Whittling 30%+5%

Wilderness Skills

Boat Building 25%+5%

Carpentry 25%+5%

Dowsing 20%+5%

Identify Planets and Fruits 25%+5%
Land Navigation 30%+4%

Preserve Food 30%+5%

Skin and Prepare Animal Hides 30%+5%
Track and Trap Animals 20/30%+5%
Wilderness Survival 30%+5%
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Weapon Proficiencies Ancient

W.P. Archery: +1 to strike at levels 2, 4, 6, 8, 11, and 14. +1 to parry at levels 1, 2, 4, 6, 8, 11 and 14.

Rate of Fire: Two at level one, and +1 at levels 2, 3, 5, 7, 9, and 12.

W.P. Axe: +1D6 to damage at level two and +1 to strike at levels 1, 3, 5, 8, 12 and 15. +1 strike when thrown or
parry at 2, 4, 8, and 12.

W.P. Blunt: +1 to strike and parry at levels 1, 3, 6, 9, 12. +1 strike when thrown at levels 5, 10, and 15.

W.P. Chain: +1 to strike at levels 1, 3, 7, 10, and 13. +1 to parry at levels 4, 8, and 12.

W.P. Crossbow: See Archery.

W.P. Forked Weapons/Trident: +1 to strike and entangle at levels 1, 3, 5, 8, 11, and 13. +1 to parry at levels 1, 3,
6, 10 and 13. +1 to strike when thrown at levels 4, 10, and 15.

W.P. Grappling Hook: +1 to strike or entangle at levels 3, 6, 9, and 12.

W.P. Knife: +1 to strike at levels 2, 4, 7, 10, and 13. +1 to parry at levels 1, 3, 6, 9, and12. +1 to strike when thrown
at levels 1, 3, 6, 8, 10, and 13.

W.P. Mouth Weapons/Blowguns: +1 to strike at levels 1, 4, 8, and 12. Rate of Fire: equal to the characters number
of hand to hand attacks per melee round.

W.P. Net: +1 to Strike or entangle at levels 2, 5, 8, 11, and 15. +1 to parry at levels 2, 4, 6, 9, and 12.

W.P. Paired Weapons

W.P. Pole Arm: +2 to damage at levels 2 and 8. +1 to strike and parry at levels 1, 3, 6, 9, and 12. +1 to strike when
thrown at levels 3, 78, and 12.

W.P. Shield: +1 to parry at levels 1, 3, 6, 9, 12 and 15. +1 to strike at levels 4, 8, and 12.

W.P. Siege Weapons: +1 to strike at levels 2, 5, 9 and 12.

W.P. Spear: +1 to strike and parry at levels 1, 3, 5, 8, 11, and 13. +1 to strike when thrown at levels 3, 6, 10, and
14,

W.P. Staff: +1 to strike at levels 1, 3, 7, 10, and 13. +1 to parry at levels 2, 5, 8, 11, and 14. +1 to strike when
thrown at levels 5, 10, and 15.

W.P. Sword: +1 to strike at levels 1, 3, 6, 9, 12, and 15. +1 to parry at levels 2, 4, 7, 10, and 13. +1 to strike when
thrown at levels 4, 8, and 12.

W.P. Targeting/Missile Weapons: +1 to strike at levels 1, 3, 5, 7, 10 and 13.

W.P. Throwing Weapons — See W.P. Targeting.

W.P. Whip: +1 to strike or entangle at levels 2, 4, 7, 10, and 13. +1 to damage at levels 2, 4, 8, and 12.
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Magic Spells

-A-

Age (50) - pg. 206

Agony (20) — pg. 200

Amulet (290+) — pg. 212
Animate/Control Dead (20) — pg. 200
Animate Object (15) — pg. 197
Anti-Magic Cloud (140) — pg. 210
Apparition (20) — pg. 198

Armor of Ithan (10) — pg. 192

Astral Projection (10) — pg. 194

-B-

Banishment (65) — pg. 209
Barrier of Toth (3000) — pg. 217
Befuddle (6) — pg.190

Blind (8) — pg. 194

Blinding Flash (1) — pg. 189
Breathe Without Air (5) — pg. 190

-C-

Call Lightning (15) — pg. 194

Calling (8) — pg. 196

Calm Storms (200) — pg. 212

Carpet of Adhesion (10) — pg. 194
Chameleon (6) — pg. 190

Charismatic Aura (10) — pg. 194

Charm (12) — pg. 196

Circle of Concealment (15 or 100) — pg. 200
Circle of Flame (10) — pg. 196

Climb (3) - pg. 190

Close Rift (200+) — pg. 215

Cloud of Smoke (2) — pg. 189
Commune with Spirits (25) — pg. 203
Compulsion (20) — pg. 198
Concealment (6) — pg. 190

Constrain Being (20) — pg. 200

Control & Enslave Entity (80) — pg. 209
Control the Beasts (18) — pg. 198
Create Golem (700 or 1000) — pg. 213
Create Zombie (250) — pg. 212

Create Bread & Milk (15) — pg. 198
Create Mummy (160) — pg. 210

Create Magic Scroll (100+) — pg. 211
Crimson Wall of Lictalon (5000) — pg. 217
Cure Minor Disorder (10) — pg. 194
Cure Illness (15) — pg. 198

Curse Phobia (50) — pg. 206

-D-

Death Trance (1) — pg. 189

Decipher Magic (4) — pg. 189

Detect Poison (10) — pg. 199

Detect Concealment (6) — pg. 191
Dimensional Portal (1000) — pg. 216
Dimensional Pocket (30 or 140) — pg. 209
Dimensional Teleport (800) — pg. 216

Dispel Magic Barriers (20) — pg. 201
Domination (10) — pg. 196
Doppleganger: Superior — pg. 217

-E-

Energy Bolt (5) — pg. 192
Energy Field (10) — pg. 194
Energy Disruption (15) — pg. 196
Escape (8) — pg. 196

Exorcism (30) — pg. 203
Extinguish Fire (4) - pg. 191
Eyes of Thoth (8) — pg. 196

Eyes of the Wolf (8) — pg. 196

-F-
Faerie Speak (5) — pg. 192
Faerie’s Dance (55) — pg. 206
Familiar Link (55) — pg. 206
Fear (5) — pg. 191
Finger of Lictalon (150) — pg. 211
Fingers of Wind (5) — pg. 192
Fire Fist (15) — pg. 199
Fire Ball (10) — pg. 199
Float in Air (5) — pg. 192
Fly (15) - pg. 197
Fly as the Eagle (25) — pg. 201
Fool's Gold (10) — pg. 194
Fuel Flame (5) — pg. 192

-G-

Globe of Daylight (2) — pg. 189
Globe of Silence (20) — pg. 201

-H-

Hallucination (30) — pg. 204
Havoc (50) - pg. 207

Heal Self (20) — pg. 201

Heal Wounds (10) — pg. 197
Heavy Breathing (5) — pg. 191
Horrific Illusion (10) — pg. 197

Id Barrier (600) — pg. 215

Ignite Fire (6) — pg. 192

Immobilize (25) — pg. 201
Impenetrable Wall of Force (600) — pg. 216
Impervious to Energy (20) — pg. 199
Impervious to Fire (6) — pg. 199
Impervious to Poison (5) — pg. 192
Increase Weight (4) — pg. 189
Invisibility: Superior (20) — pg. 201
Invisibility: Simple (6) — pg. 193
Invulnerability: Limited (25) — pg. 201

-L-
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Magic Spells

Levitation (5) — pg. 191

Ley Line Transmission (30) — pg. 195
Life Drain (25) — pg. 202

Locate (30) — pg. 204

Love Charm (40) — pg. 204

Luck Curse (40) — pg. 204

-M-

Magic Net (7) — pg. 195

Magic Pigeon (20) — pg. 199

Memory Bank (12) — pg. 199

Mend Cloth (12) — pg. 197
Metamorphosis: Animal (25) - pg. 202
Metamorphosis: Dragon (2000) — pg. 218
Metamorphosis: Human (40) — pg. 204
Metamorphosis: Insect (60) — pg. 207
Metamorphosis: Mist (250) — pg. 213
Metamorphosis: Superior (100) — pg. 209
Minor Curse (35) — pg. 205

Monster Insect (50 or 100) — pg. 207
Multiple Image (7) — pg. 195

Mute (50) — pg. 207

Mystic Alarm (5) — pg. 191

Mystic Portal (60) — pg. 209

-N-

Negate Magic (30) — pg. 205
Negate Poison/Toxin (5) — pg. 193

-O-
Oracle (30) - pg. 205
-pP-

Paralysis: Lesser (5) — pg. 193

Phantom Horse (60) — pg. 210

Protection Circle: Simple (45) — pg. 207
Protection Circle: Superior (250) — pg. 214
Purification (20) — pg. 202

-R-

Reduce Self (20) — pg. 199
Remove Curse (140) — pg. 211
Resist Fire (3) — pg. 193
Restoration (750) — pg. 216
Resurrection (2000) — pg. 217

-S-

Sanctuary (1500) — pg. 218
Sanctum (390) - pg. 215

Seal (7) — pg. 195

Second Sight (20) — pg. 202
See the Invisible (4) — pg. 190

See Wards (20) — pg. 193

See Aura (6) — pg. 189

Sense Evil (2) — pg. 195

Sense Dimensional Anomaly (30) — pg. 205
Sense Traps (7) — pg. 193

Sense Magic (4) — pg. 190

Shadow Meld (10) - pg. 195

Sickness (50) - pg. 205

Size of the Behemoth (12) — pg. 197

Sleep (10) — pg. 197

Speed of the Snail (50) — pg.208

Spoil (30) - pg. 206

Stone to Flesh (30) — pg. 206

Summon & Control Rodents (70) — pg. 210
Summon Shadow Beast (140) — pg. 210
Summon & Control Animals (125) — pg. 211
Summon Greater Familiar (580) — pg. 216
Summon & Control Canines (50) — pg. 208
Summon & Control Entity (250) — pg. 213
Summon & Control Storm (260) — pg. 214
Summon Fog (140) — pg. 212

Superhuman Strength (10) — pg. 197
Superhuman Speed (10) — pg. 197

Swim as a Fish (6) — pg. 195

Swim as a Fish: Superior (12) — pg. 199
Swords to Snakes (50) — pg. 208

-T-

Talisman (500) — pg. 215
Telekinesis (8) — pg. 193
Teleport: Superior (600) — pg. 216
Teleport: Lesser (15) — pg. 199
Thunder Clap (4) — pg. 190
Time Hole (210) - pg. 213
Time Capsule (30) — pg. 206
Time Slip (20) — pg. 200
Tongues (12) — pg. 200

Trance (10) — pg. 195

Transferal (50) — pg. 208
Transformation (2000) — pg. 217
Turn Dead (6) — pg. 191

-V-
Ventriloguism (3) — pg. 190

-W-
Water to Wine (40) — pg. 209
Weightlessness (6) — pg. 191
Wind Rush (20) — pg. 203
Wink-Out (20+) — pg. 203
Wisps of Confusion (40) — pg. 206
Witch Bottle (28) — pg. 203
Words of Truth (15) — pg. 200

-X-

X-Ray Vision (25) — pg. 203
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Palladium Fantasy RPG® Combat Matrix

The Palladium Fantasy RPG Combat
Matrix is a combination chart for keeping
track of individual attacks, the number of
melees, and a quick reference tool for the
game master. Combat is somewhat
inevitable in most games and keeping all the
information organized can be a daunting
task to newer game masters. Well now with
the Palladium Fantasy RPG Combat Matrix,
battles can now flow a bit quicker.

Top of the Corn‘baltﬂl\/lgtwrix

The top of the matrix has a section to
list the names of all of the Player Characters,
N.P.C.’s and villains or monsters. Write all
the names down then when combat is
expected write down the respective
characters initiative in the “Initiative Roll”
column. The remaining columns are
reference information for the game master.
You might want to collect this information
ahead of time from the players. Sometimes it
adds a little suspense to a game if a
character doesn’t know what they are rolling
for. For example if the players are in a seedy
bar known for pick pockets and one of the
players is “accidentally” bumped by a patron
and | tell the player to make a perception
roll and they roll pathetic the player still
knows they probably had their pocket
picked. On the other hand if we replay that
last scene and | just tell the player to roll me
a D20 and they roll low, then I just tell them
a guy just brushed by you on the way out, or
if the player rolls very high, then | say a guy
that brushed by you on the way out and you
see him quickly putting something the size
of a Universal Debit Card in his pocket and
as you look, yours is missing! Another
example is the ambush. What surprise is it to
the player if a GM tells the players to roll
their Detect Ambush skill? Gee, could an
ambush be coming? On the other hand the
game master can just tell his players to roll
percentile dice. For those that make the roll

they see a glint of a gun barrel reflecting in
the distance, while those that fail may lose
initiative and their first melee attack. In the
end game masters you should do what works
best for you. Use this information as you see
fit for your game.

The remainder of the combat matrix
is to keep track of melees and melee attacks.
After initiative has been rolled, write down
from first to last your initiative order next to
the first set of boxes.

Character/N.P.C. Name filalea

The boxes next to each name
represent attacks per melee. The average
character will have 5 to 7 attacks per melee.
Starting at the top of the list and working
your way down place a slash in the first box
to indicate that the character has used their
first melee attack. In some instances
characters may be put on the defensive and
may have to use several of their attacks
dodging. As melee attacks are used place a
slash in the next box. For characters who
have more than 8 melee attacks just make a
slash going in the other direction so you
have an “X” in the box. Finally I also find it
useful for keeping track of magic users
when they cast their spells. If the character
decides to go for a high level spell and it is
going to take three attacks to cast I’ll mark
the first two boxes with slashes and the third
box with an “S” so | know that the
characters spell is going to be cast on that
attack. It is also useful for determine the
duration of spells. If a character is caught in
a Magic Net spell and they are trying to cut
their way out | can plot it out on the matrix
to let me know when they have finally cut
their way out.

Each melee has its own set of boxes
to represent numerous melees.
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Character/N.P.C. Name Initiative Roll Horror Factor Save Magic Psionic Penalties or Prowl Detect Locate Secret
Save Save Bonuses Ambush Concealment Compartments/Doors
Character/N.P.C. Name Melee Melee Melee Melee Melee Melee Melee
Melee Melee Melee Melee Melee Melee Melee
Melee Melee Melee Melee Melee Melee Melee
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Circle Name

Protection Circle: Simple

Protection Circle: superior

Protection from Angels

Protection from Deevils

Protection from Demons

Protection from True Elementals

Protection from Elemental Forces

Protection from Evil

Protection from Faerie Folk

Protection from Ghosts, Spirits, Entities

Protection from Good

Protection from the Jinn

Protection from Magic (simple)

Protection from Magic (Superior)

Protection from the Old Ones

Protection from the Undead

Protection from Witches

Protection from Were-beasts

Notes:

P.P.E.

35

70

90

70

70

100

120

70

70

70

70

90

50

100

120

70

70

70

Protection Circles

Time to create

5 minutes

15 - 20 minutes

15 - 20 minutes

15 - 20 minutes

15 - 20 minutes

15 - 20 minutes

15 - 20 minutes

5-10 minutes

15 - 20 minutes

15 - 20 minutes

5-10 minutes

15 - 20 minutes

15 - 20 minutes

15 - 20 minutes

15 - 20 minutes

15 - 20 minutes

15 - 20 minutes

15 - 20 minutes

Components

Chalk or white or clear wax

Drawn in quartz crystals or silver and sealed with the
circles makers blood.

Drawn in any substance. Must include a lump of salt, a
dish of water, burning candle, and an empty sealed jar.

Drawn with holy water or blood of a Priest of Light.

Drawn with holy water or blood of a Priest of Light.

Drawn with any substance but must include: a dish of
water with a pearl, dish of salt, lit candle, ruby and a
diamond.

Drawn in any substance. An emerald, onyx, topaz, and
sapphire are key components.

Drawn with any substance. Requires either a lit wax
candle or a clear glass jar or vial filled with water.

Drawn with salt. A cross or horseshoe with a red ribbon
is placed in the center of the circle.

Drawn with a green color and a burning incense with a
sweet aroma.

Drawn with any substance. Requires either a lit wax
candle or a clear glass jar or vial filled with water.

A dish of water with a pearl, dish of salt, ruby, diamond,
and a lit oil lantern. The circle can be drawn in any
substance.

Can be drawn in any substance.

Drawn in gold and must be sealed with the blood of the
circle maker.

Drawn with holy water or blessed ink using the quill of
an angel feather and sealed with the circler makers
blood.

Drawn in any substance. Must have a silver cross and a
clove of garlic.

Made of salt with 3 iron nails driven into the center of
the circle.

Drawn with silver and sprinkled with holy water.

Bonuses

+1 on all saving throws

+3 on all saving throws

+6 vs magic and psionics

+5 vs magic and psionics

+5 vs magic and psionics

+3 vs elemental magic or psionics

+3 vs all elemental magic and all effects
are half as potent.

+3 vs magic and psionics

+4 vs magic or psionics

+4 vs magic or psionics

+3 vs magic or psionics

+6 vs magic or psionics

+2 vs all magic attacks. Only +1 vs magic
from a god, demon lord or alien
intelligence.

+6 vs all magic attacks. Only +3 vs magic
from a god, demon lord or alien
intelligence.

+5 vs Horror Factor, insanity,
possession, and psionics.

+5 vs magic, psionics and Horror Factor.
Impervious to mind control of a
vampire.

+6 vs magic and psionic attacks. +1 vs
other minions of the witch.

+5 vs Horror Factor, magic and psionics.
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Circle Name P.P.E.
Summon Angels 150
Summon Animal 60 or 100

Sa bl

Summon Lesser Demon or Deevil {+ 4 :l 100
Summon Greater Demon or Deevil 250
Summon True Elemental 100
Summon Elemental Forces 150
Summon Faerie Folk 100
Summon Gargoyles & Sub-Demons 100
Summon Ghosts & Entities 100
Summon Insects 50
Summon Jinn 250
Summon Pawn 100 or 50
Summon Serpents 50/100/200
Summon Spirits 200
Summon the Undead 100

Summoning Circles

Time to create

30 - 60 minutes

30 - 60 minutes

30 - 60 minutes

30 - 60 minutes

30 - 60 minutes

30 - 60 minutes

30 - 60 minutes

30 - 60 minutes

30 - 60 minutes

30 - 60 minutes

30 - 60 minutes

30 - 60 minutes

30 - 60 minutes

30 - 60 minutes

30 - 60 minutes

Components

Drawn with gold and requires the sacrifice of a live
butterfly.

Drawn in the blood of the animal desired and the

sacrifice of a living animal from a mouse to an elephant.

Drawn in the blood of a goat and requires the sacrifice
of a goat or sheep.

Drawn in the blood of a dove and requires the sacrifice
of three doves.

Drawn with charcoal and requires an emerald, onyx,
ruby and a sapphire. The sacrifice is that of fruit, cut in
half with a sword or smashed.

Drawn with iron dust and requires an emerald, onyx,
ruby and a sapphire. A hawk must be sacrificed.

Drawn in flower petals or honey and requires the
sacrifice of a lamb.

Drawn with or in mud and requires the sacrifice of a
lizard.

Drawn in owl's blood and two toads sacrificed.

Drawn in the mangled bodies of the general insect
desired. A giant cave spider or timber spider must be
sacrificed.

Drawn in black of any substance and four rats must be
sacrificed.

Drawn in silver, requires the person's true name
inscribed with chalk or charcoal and a lamb must be
sacrificed.

Drawn in the blood or scales of a snake and requires
the sacrifice of a poisonous snake.

Drawn with the blood of a lamb, a dead butterfly is
needed and a ram must be sacrificed.

The components are a silver cross and a clove of garlic.
It can be drawn in any substance.

Component

Angel Feather Quill
Animal sacrifices:

Quantity

Component

Cross (Silver)
Demon/Deevil excrement

Blood from: Diamond

Bones (EIf) Dish

Brazier Dragen bones (ground)
Butterfly (dead) Dragon Helm

Butterfly (live) Dragon's Heart (warm)
Butterfly wings Emerald

Candles Faerie's wings

Cat's entrails Flower peatals

Chalk Fruit

Charcoal Garlic Cloves

Cross Honey
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Summoner Component List

Quantity Component Quantity

Horseshoe
Incense

Ink

Ink (Blessed)
Iron dust

Iran Nails
Lotus petals
Mandrake root juice
Qil Lantern
onyx

Paint

Pearls
Powdered Gold

Component

Powdered Silver
Powedered Bones
Quartz Chrystals
Quicksilver

Red Ribbon
Ruby

Salt (crushed)
Salt (lump)
Saphire
Sawdust

Scales

Sealed Glass Jar
Snake venom

Range

Dimensional portal.

Local area of dimensional portal.

Dimensional portal.

Dimensional portal.

Dimensional portal.

20 miles (32 km) maximum radius.

20 mile (32 km) radius or via
dimensional portal.

20 mile (32 km) radius or via
dimensional portal.

Dimensional portal.

20 mile (32 km) radius or via
dimensional portal.

Dimensional portal.

1000 miles (1600 km) or via
dimensional portal.

20 mile (32 km) radius or via
dimensional portal.

Dimensional portal.

Dimensional portal.

Quantity Component

Toad skeleton
Tongue - Dragon
Tongue - Goblin
Tongue - Wizard
Tongue - Wolfen
Topaz

Unicorn Horn
Vegetable oil
Vials

Water

‘Water (Holy)
‘Wax (Clear)
‘Wax (pure)
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Name

All Seeing - Power Circle

Animate (and control) Dead - Power Circle

Command - Power Circle

Death - Power Circle

Dimensional Rift - Power Circle

Domination/Control - Power Circle

Force - Power Circle

Healing - Power Circle

Invisibility - Power Circle

Insanity - Power Circle

Knowledge - Power Circle

Pain - Power Circle

Passion - Power Circle

Power - Power Circle

Power Leech - Power Circle

Power Matrix - Power Circle

Teleport - Power Circle

Wonder - Power Circle

P.P.E.

400/100

200

200

300

500

200

(% 200
>

200/75

200

300

250/50

200

200

400/100

300

500/100

300

300

Power Circles

Time to create

30 - 60 minutes

30 - 60 minutes

30 - 60 minutes

30 - 60 minutes

30 - 60 minutes

90 - 120 minutes

30 - 60 minutes

30 - 60 minutes

30 - 60 minutes

30 - 60 minutes

30 - 60 minutes

90 - 120 minutes

90 - 120 minutes

90 - 120 minutes

30 - 60 minutes

6 hours

30 - 60 minutes

30 - 60 minutes

Components

The circle must be drawn with the juice of a mandrake
root, the symbols are drawn in the blood of an eagle. A
candle burns in the middle of the eye of knowledge
symbol. The initial activation of the circle requires the
ground bones of a dragon (1/2 ounce of dragon dust)
be sprinkled into the candle's flame.

The circle must be drawn in the blood of a vampire or
other undead and the symbols drawn on the animated
dead must be made with the blood of a salamander.

The circle must be made of lotus petals (either placed
or glued on the floor), the mystic symbols are drawn in
vegetable oil.

The circle must be drawn with the poisonous venom of
a snake(color may be added) and the symbols drawn in
quicksilver.

The circle must bear the true name of its maker and the
circle itself must be drawn in the blood of the circle
maker. The symbols are drawn in the excrement of a
deevil or demon, and a still warm dragon's heart must
be stabbed three times while the power words are
invoked (Cockatrice, Basilisk or Kukulcan are the most
common victims).

Mystic symbol of force and the circle is created from a
cat's entrails, the symbols are inscribed in gold. The
victim's true name and clippings of hair and nails are
placed in a flask or pouch in the center of the circle.

The circle can be drawn in any substance. A white dove
must be sacrificed when the power words are spoken.

The circle is drawn in silver and its symbols are drawn
with the powdered wings of butterflies.

Drawn with the powdered bones of toads and the
symbols are made in clear wax. A complete unbroken
skeleton of a toad must be placed within the circle's
radius.

Drawn with the mangled bodies of scorpions, the
symbols can be any color drawn with ink or paint. Two
live scorpions are tied to a post in the middle of the
circle.

The circle is drawn in yellow, the symbols in blue with
ink or paint. A small brazier sits in the middle to burn
the various tongues needed.

The circle is drawn with the bodies of mangled spiders,
the symbols are painted in black.

Circle is created with lotus petals, the symbols are
painted in blue ink/paint. A small fire and prepared doll
are placed in the center. A goat is sacrificed at the start
of the ritual.

The circle maker must wear a helm fashioned from a
Cockatrice or Kukulcan (dragon). The helm must be
inscribed with the symbol of force. The circle and
symbols must be drawn using the bone from an EIf, but
can be made in any substance.

A helm fashioned from a cockatrice with the symbols
painted in brown on the helm. The circle is created
from the soft mangled bodies of leeches, a light placed
in the middle and two live leeches are applied to each
arm.

All symbols drawn in gold. A dragon helm must be worn
and the circle maker must paint the eleven power
words of force on his skin.

Drawn in any substance. Only burning a pair of faerie
wings activates the circle.

Drawn in any substance, but the complete horn of a
unicorn must be saturated in flammable oil and burned
completely. Burns for 6D6 minutes.
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Range

Unlimited

Affects all who bear the symbol of
death.

60 foot (18.3 m) radius.

40 foot (12.2 m) radius or miles.

Special

40 foot (12.2 m) radius or a specific
person.

Circle area only.

Those in the top quarter of the circle
area only.

The people/objects within the circle.

Circle radius.

Circle radius.

Special

Special

Empowers those within the circle.

30 foot (9 m) radius per level of the
circle maker.

Special

Circle area/distance 1800 miles (2896
km).

Special
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PALLADIUM FANTASY RPG® CHARACTER SHEET

CoMBAT SKILL

NAME : Rack:
TrRUE NAME:
# oF ATTACKS : INNITIATIVE : + ALIGNMENT :
DAMAGE : + STRIKE : + HiT PoiNTs: [ ].D.C.(RuvsicaL):
PARRY: + Dobce: + E . .
XPERIENCE LEVEL: PoinTs:
SaviNg THRoOws RoLL : + ResTR. PUNCH: i c T——— ° S .
SavE vs. SPELL/WARD: / PUNCH: ROWER PUNCH: IQ AGE. L|FESPAN. PPE
SAvE vs. FUME/RITUAL / Kick - Leap Kick : M.E.: SEX: Gr:
SAVE vs. Psionics: Knock OuT: M.A.: H EIGHT : WEIGHT : I.S.P.:
§VE VS. LOXINS/POIIDSONS:' / CRITICAL | 20P .S LanD oF ORIGIN :
VE VS. ARMFUL. RUGS. DEATH: PP ENV|RONMENT
SAVE vs. INSANITY: Fup: (+ ) 0/13 E E— % IE B -
SAVE Vs, POSSESSION ¥ Leap- p— g P CIAL /FAMILY ACKGROUND.
Save vs. HORROR FACTOR: T T 55, CARRY. ss) P.B RaciaL HosTILITIES :
SAVE vs. CoMA/DEATH + 0 [THROW(M AX): LBS. e SPD DisPoSITION:
PercepTION RoLLs: | | | ][Run: MPH (MAX) MEeLEES
DAMAGE RECORD — FT;“F",ELE(E’\AAX) FT/A'\;TEALCE*;S INSANITY (IF ANY):
.D.C.: : ) . 0, - 0,
[ = tIMELEE cr/arrack | INVOKE TRUST/INTIMIDATE : % CHARM /I MPRESS: %
DL ILLS +9%/vL. % ECONDARY SKILLS +9fL. %
[1DC & %iv. % S Sk Y. %
AT PoinTs: _ _
I.S.P.: I R
CHi:
P.P.E..
0.C.C. XiLLs +%/lvL. % S N
NATIVE LANGUAGE 98 —_— —
SPEAK (+_ %): 5 E— —
WEAPONS Rance  Dawace  WEAPON PROFICIENCIES pomlTer  Puanel Daweel TACMOR,
AR. [].D.C.: /
; WEIGHT: @sT:
/ ProwL PENALTY :- %
/
/
/
/ ARMOR:
/ AR. []1.D.C.: /
[ WEIGHT : ®sT:
; ProwL PENALTY :- %
| AMMUNITION (_): /
/
|AvMuniTION (_); /
EquiPMENT SeeciAL ABILITIES /SKILLS NoTEs
I MoNEY
GolD:
SALARY ©
VALUABLES
OuTFITS

(I ()
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CoMBAT SKILL

NAME RacE:
TrRUE NAME:
# OF ATTACKS : INITIATIVE : + ALIGNMENT :
DAMAGE : + STRIKE : + HiT PoiNTs: [ ].D.C.(RivsicaL):
SaviNG THROWS PARRY: + Dooge: + EXPERIENCE LEVEL: PoinTs:
RoL: + ResTR. PUNCH: | . A —L i PPE.-
SavE vs. SPELL/WARD: —/ PUNCH: ROWER PUNCH: Q - GE.— IFESPAN. _ F.FrF.E.
SAvE vs. FUME/RITUAL / Kick - Leap Kick : M.E. SEX: Gu:
SAVE vs. Psionics: Knock Ou: M.A.: HEIGHT: W\EIGHT : .S.P..
§VE VS. LOXINS/POIIDSONSZ. / CRITICAL : 20P.S.: LaNnD oF ORIGIN :
VE VS. ARMFUL. RUGS: DEATH: PP ENVIRONMENT °
SAVE vs. INSANITY: Fuep: =) "/tp E: T % IF B -
SAVE vs. POSSESSION T LEAp: O .0 . CIAL /FAMILY ACE(GROUND.
SavE vs. HoRROR FACTOR: + LiFT: 1BS. CARRY: ss) P.B . RaciAL HosTILITIES :
Save vs. Coma/DEATH:  + %) [THROW (M AX): LBS. rr| SPD DisposITION:
PercepTION RoLLs: | | | ][Run: MPH  (MAX) MEeLEES
DAMAGE RECORD Fr/veLEE FTIATTACK | | NSANITY (F ANY):
[ID.C: : Swi: uen (Max) MeLces INVOKE TRUST/INTIMIDATE : % CHARM /I MPRESS; %
FT/MELEE FT/ATTACK f—_— —
[].D.C: SKILLS +%Ilv.. %  SECONDARY SKILLS +%ML. %
AT PonTs: -
I.S.P.: I N
CHI:
P.P.E.. - -
0.C.C. XiLLs +%/lvL. % S S
NATIVE LANGUAGE: 98 — —
SpEAK (+15%): 5 E— —
Seeak (+15%): 5 I I
Cuime /ScaLe WaLLs (+10%) 5
CONCEALMENT (+149%) 4
DeTecT CoNCEALMENT/TRaPS (+10%) 5
MatH: Basic (+20%) 5 - -
Pick Locks (+15%) 5 S —_—
ProwL (+10%) 5 — I
Track Humanois (+10%) 5 — —
WEeAPON PROFICIENCIES - -
SELECT FOUR
WEAPONS Ranee  Dawace  \WEAPON PROFICIENCIES poRITHR - PaRRY/ Dawece/  PANIOR.
AR.: [1].D.C. / B
; WEIGHT: @sT:
/ ProwL PENALTY :- %
/
[
/
/ ARMOR:
/ AR.: [].D.C.: /
[ WEIGHT : @sT:
; ProwL PENALTY :- %
| AMMUNITION (_): /
/
| AMMUNITION (__): /
EquiPMENT SPEcIAL ABILITIES /SKILLS NoTEs
MonNEY
GoLb:
SALARY :
- VALUABLES :
OuTFITS

(I ()
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CoMBAT ILL

,
E PALLADIUM FANTASY RPG® CHARACTER SHEET

NAME : Rack:
TrRUE NAME:
# OF ATTACKS : INNITIATIVE : + ALIGNMENT :
DAMAGE : + STRIKE: + HiT PoINTS: [ ].D.C.(RivsicAL):
PARRY: + DobGE: + E . .
XPERIENCE LEVEL: PoinTs:
SAVING THROWS RoLL: + ResTR. PUNCH: . c - © S -
SavE vs. SPELL/WARD: / PUNCH® ROWER PUNCH: IQ AGE: LIFESPAN: P.P.E.:
Save vs. FuME/RITUAL / Kick: Leap Kick : M.E. SEX: G
SAVE vs. Psionics: Knock Our: M.A.: HEIGHT: W\EIGHT : .S.P.
§VE VS. TOXINS/POISONS:. / CRITICAL | 20P .S LanD oF ORIGIN :
VE vs. HARMFUL DRuUGS: DEATH: PP ENVIRONMENT
SAVE vs. INSANITY: Fup: (+ ) "/tp E: % IE B -
SAVE vs. PossessioN + LEAP: FT ] .0 - CIAL /=AMILY ACKGROUND'
Save vs. HORROR FACTOR: T Ter s Cornv. ws]P-B::  RaciaL HosTLITES :
SAVE vs. ComA/DEATH + % [THrROW(M AX): LBS. rr| SPD DisposITION:
PercepTION RoLLs: | | | |[Ru: MPH (MAx) MeLEES
DAMAGE RECORD S all MELE(EM S FT/AI\TATACK INSANITY (IF ANY):
DC. - WIM MPH AX ELEES . 0 y 0
(] E ELes rnrmack | |NVOKE TRUST/INTIMIDATE : % CHARM /I MPRESS: )
[1D.C: SKILLS +%/. %  SECONDARY SKILLS +9%]lvL. %
AT Points: - -
I.S.P.: I N
CHi:
P.P.E.. - -
0O.C.C. XiLLs +%/lvL. % S S
NATIVE LANGUAGE: 98 —_— —_—
Speak (+20%): 5 E— —
Speak (+20%): 5 I I
SPeAK (+20%): 5
LiTERACY : ELVEN 98
LiTeEracy (+20%): 5
Literacy (+20%): 5 - -
L ore (+15%): 5 S S
Basic MatH (+25%) 5 — —
Scutpt & WHITTLING (+20%) 5 — —
ONE WEAPON PROFICIENCY OF CHOICE B B
See DiABOLIST ABILITIES ON SECOND SHEET - -
WEAPONS Rance  Dawace  \WEAPON PROFICIENCIES poTRflR - Parry/ Dawacel  PACMIOR.
AR. [].D.C. / B
; WEIGHT: @sT:
/ ProwL PENALTY :- %
/
[
/
L ARMOR:
/ AR.: [].D.C.: / B
[ WEIGHT : ®sT:
; ProwL PENALTY :- %
[ AvmuniTion (_): /
/
|AMMuNiTION (_); /
EquiPMENT SeeciAL ABILITIES /SKILLS NoTEs
MoNEY
Golb:
I SALARY :
VALUABLES
I OuTFITS

() () ]
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PSIONICS ISP ISP CHARACTER HISTORY DiABOLIST
NSITIVE EALING
[J AsTraL PROJECTION 8| |0 Artack Disease 12 KNOWLEDGE & A BILITIES
[ CLARVOYANCE 4|0 Bio-ReceNerATE(SeLF) 6 SkiLLs
0 Commune w/Anwas 6| |E Deapen Pan 4 LiTeracy : RUNES 1
[ Commune wirh s 8| | £ DETecT Psionics 6 RECOGNIZE/UNDERSTAND CIRCLES ~ __4 /
0 DispeL $RITS 10| |8 Broroism 10 Use Macic CIRcLES 5
0] Ewpatiy 4 E \HN?:;ZEEE?"{JESJNG 6 IDENTIFY ENERGIZED WARDS 5
U Meoiration 0 O Inouce Seep 12 RECOGNIZE ENCHANTMENT 5
O Mo Brock 4 0 Lustror Lire 15 RecoeNize Macic 5
[0 OsiecTReAD 6 —
[0 Psvcric Diacnosis 4 MysTic SrMBOLOGY
O PresenceSense 4 O Psychic PURIFICATION 8 Knows Au_Power Worbs
[0 See Aura 6
O PsvoHic SuRaErY 14 NumBER OF WARDS/WARD PHRASES THAT CAN
[0 SeeTHE INvisIBLE 4
O ResistFaTicue 4 C .
O SenseDwen. AvowoLY 6] | uppreseFer P ONTACTS BE ENERGIZED PER 24 HOURS:
O SenseEvi 2|10 Transrerl.S.P. 4+ NAME ; O CCUPATION: NoTES: ALL WARDS REQUIRE 1 P.P.E.POINT EACH , EXCEPT
g ;ﬁtzgl&es\: g < Power (5), AND PERMANENCE (20).
PER B . B
[ SeepReAoG 2| [T s Tesmeo|  [NAME: O CCUPATION: NoOTES: WARDS MAY BE ACTIVATED BY THE CREATOR WITH 2
O TeLeraTHY 4|10 Bio-Maveutation 10 P.P.E. THE ACTION EQUALS ONE MELEE ATTACK .
[0 TotaL RecaLL 2| |0 Bio-Recen (Super) 20 NAME : O CCUPATION: NoTES: WARDS MAY BE DEACTIVATED BY THE CREATOR WITH
E amolmc SIRIKE 40 5 P.P.E. (10 P.P.EroR THE Power WARD).
PHysIcAL USE INSANITY 30 W
NAME : PATION : Nortes: ARDS COMPONENTS
U ALTer A 2|0 Curelnsary 30 Occu o OTES AREA AFFECT DIABOLISTS OWN BLOOD
[ DeatH Trance 1||0 Ecectrokinesis (vARIES) INFLICT SawbUST OrR WoOD
O EctopLasm (varies) [ [0} EwpaTHC TRanswmission 6 NAME : O CCUPATION: NoTES: PERMANENCE DRAGON/DEMON/GOD BONE
O Froat 8||C Group Mo Brock 22 Power HYDRA TOOTH/UNICORN HORN
O IvervioustoCop 2 | [0 HYoRokmesis (vaRIES) PROTECTION BY INFLICTION SawpusT orR WooD
O IuperviousTo FIRE 4 [ Hrenoric SucGEesTION 6 NAME: O CCUPATION: NoTES: PROTECTION FROM BEESWAX
[ IuperviousToPoison 4 E }NDUCEG‘GHW‘\RE %g M AGiC ALARM
B IMEV\TAQON (vaes) || 5 \:32\2:;5 E}_TAOZEV 30 NAME: O CCUPATION: NoOTES: SLENT ALARM ANY SUBSTANCE, DRAWN OR
O NE:W;OOC: i [0 MenaL ILLUSION 20! Sounp ALARM CARVED
T Al
O ResisTFaTicue af|q Mo PossesiOners 301 | Nawe: O CCUPATION: Nortes: RIGGER ALARM
0 ResisHuneer 5 ND BLck Auto DEF.(speciaL) CONDITIONS DURATION PERILVL COMPONENTS
[ ResisTTHRST 6 E m‘ND g‘)” (V‘R‘Tg) N . o) - N . Acony 2 MELEES MERCURY
N
O Suwon werStrenet 4 [ M::‘lg V\?\PE (sveci) AME © CCUPATION . OTES: BURNING PaiN 4 MELEES MERCURY
[ Seon. ComsusTion 6||0 P.PE. Sk 10 BLiND 10miNuTES MERCURY
O Tetekmess — (vares) | [0 PseSuew 30| [NAME: O CCUPATION: NoTES: CHaRM 4 miNUTES Golp
U Tetexmeric Puncs 6|0 Ps-Sworo 30, CoLp 1 MINUTE SLVER
O Teteeric Lewp 8([0 Prrokmesis (vARIES) ConFusion 2 MINUTES MERCURY
[0 TeteporTOBJECT 10||0 Teteinesis (Super) 10+ WEAPON PROFICIENCIES Ranee Damace A?JF;Q;;ZT ParRY Rare DARK 2MINUTES SLVER
. O Tetekineric ForceRELD 30
1.S.P.: 0 Terevecanics 10 DeATH 1 MELEE MERCURY
- / DispAIR 1 miNuTE MERCURY
1.S.P.AT/ON ORWITHIN ONE MILE OF A LEY LINE
|.S.P.AT ORNEAR ALEY LINE NEXUS: / EV'L 41M‘NUTES S(;VER
TSP . Senr / NERGY MELEE oLD
/ FeAR 1 miNuTE MERCURY
FIRE 1 MELEE GoLp
Magic: U WEapon [ OBJECT ; Goop 4 MINUTES SLVER
NAME : HATE 1 mINUTE SLVER
TYPE: / | NVISIBLE 1 miNuTE SLVER
ABILITEES : A MMUNITION ( ): K NOWLEDGE 1 miNuTE GoLp
/ L IGHT 5 MINUTES GoLp
AMMUNITION ( ): Macic 2 MinuTeS Gowp
MysTic ENercy DRAIN 1 MINUTE GoLp
- - SLEEP 2 MELEES SLVER
L M.AGIC. J Weapon [ OsiecT N M.AGIC. J Weapon [ OssecT UNDEAD L0MNUTES M EcURY
lI:"ME. N AME. . CoLORS 10MINUTES GoLb
’.\YPE. i :I‘Z\YPE. : NumeeRs PERMANENT ANY SUBSTANCE
P.P.E.:( ) MABILITIES - BILITIES - COMPONENT LisT
(. ) ~] Own BLoop QuanTry ; BRV:
A T[] SLVER QuanTrTy BRrM;
RMOR. ~] GoLb QuanTrTY BRM:
AR. D .D.C.: / T MERCURY QuanTy ; Brv:__ |
WEIGHT : ©sT: | SawpusT Quany ; RV
: ’ ] Woop QuanTrry BRrM;
- 0,
ProwL PENALTY : % PPE ( ) PPE ( ) ~] BEESWAX QuanTry BrV:
T T {1 HYDRA' STOOTH QuantrTy ; v |
:( ) :( ) =] UNICORN HORN QuantrTy ; BrM;
[J BonEe: DrAGON QuanTrry BRrM;
Magic: U Weapon [ OsJecT Magic: U Weapon U OsJecT  Bone: Devon o Ea
ARMOR: NAME_: NAME_: [J Bone: DEeevIL QuantrTy ; BRM;
AR.: [].D.C.: / TypE: TYPE! | BonE: GODLING QuaTrTY ;. BRM:
WEIGHT - @sT ABILITIES : ABILITIES : 0] Bone: Gob QuanTrry ; BRM;
I RABBIT SKIN GLUE QuanTry BrM:
- 0,
ProwL PENALTY : % D) Clear Wiax Qunmy - e
| TReE Sap QuanTy RV
0 Quantry ; BRM:
J Quantmy ; BrM:
0 Quanty Brv:__ |
ANIMAL COMPANION ] Quany ; BRy:
NAME : P.P.E.Zg g P.P.E.ZE g u] QuanTrry ; Bru;
T YPE: : :
H.P. [T.D.C.: AR._ [ OuTFITs
A.P.M.: STRIKE 1+ PARRY 1+ Magic: [0 Weapon [ OBJECT Magic: [0 Weapon [ OJecT 0
Dobgce:+ DAMAGE 1+ RoLL:+ NAME NAME:
CLAwS: D MbUTH: D TypPE: TYPE:
: : D ABILITIES : ABILITIES :
NATURAL ABILITIES [1
[
DaAmMAGE RECORD
HiT PoinTs: 1
[ 1D.C.: P.P.E.( ) P.PE.( )
( ) :( )
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PALLADIUM FANTASY RPG® CHARACTER SHEET

CoMBAT ILL

NAME RacE:
TrRUE NAME:
# OF ATTACKS : INNITIATIVE © 4+ ALIGNMENT :
DamAGE : + STRIKE : + HiT PoinTs: [ ].D.C.(RivsicaL):
PARRY: + DobGE: + . .
Saving THROWS L . ExperIENCE LEVEL: PoinTs:
Rott: ResTR. PUNCH: . - i -
SAVE Vs, SPELL/WARD: / PUNCH® ROWER PUNCH: |Q AGE: LIFESPAN: P.P.E.:
Save vs. FuME/RITUAL / Kick: Leap Kick : M.E. SEX: G
SAVE vs. Psionics: Knock OuT: M.A. H EIGHT : WEIGHT : I.S.P.
§VE vs. LOXINS/POIIDSONS:' / CRITICAL 20P .S LanD oF ORIGIN :
VE VS. ARMFUL. RUGS: DEATH: PP: ~ ENVIRONMENT
SAVE vs. INSANITY: Fup: (+ ) 0/13 E: % IE B -
SAVE vs. PossessioN + LEAP: FT ] Fr.l0 - CIAL JEAMILY ACKGROUND'
Save vs. HORROR FACTOR: T Ter s Cornv. ws]P-B::  RaciaL HosTLITES :
SAVE vs. CoMA/DEATH + % [THrROW(M AX): LBS. rr| SPD DisposITION:
PercepPTION RoLLs: | | | |[Ru: MPH  (Max) MELEES
DAMAGE RECORD S al MELE(EM S FT/AI\TATACK INSANITY (IF ANY):
DC. - WIM MPH AX ELEES . 0 y 0
] E ELes rnrmack | |NVOKE TRUST/INTIMIDATE : % CHARM /I MPRESS: )
[1D.C: SKILLS +%/v. %  SECONDARY SKILLS %M. %
AT PoinTs: - -
I.S.P.: I N
CHi:
P.P.E..
0O.C.C. XiLLs +%/lv.. % S -
ANIMAL HusBANDRY (+20%) 5 —_— —_—
ANTHROPOLOGY (+15%) — —
AsTRONOMY & NAVIGATION (+15°/l — —
Botony (+20%) 5 E— —
HisTory (+20%) 5 E— —
L anD NavigaTion (+15%) 4 — -
NATIVE LANGUAGE: 98
Speak (+20%): _5 — -
Speak (+20%): 5
Lore: Faerie Folk (+20%) 5
L ore (+10%): 5
Basic MatH (+20%) 5
WILDERNESS SURVIVAL (+20%) 5 - _
WEAPONS Rance  Dawace  \WEAPON PROFICIENCIES poTRflR - Parry/ Dawacel  PACMIOR.
R [].D.C. / B
Staee ; WEIGHT : ®sT:
/ ProwL PENALTY :- %
/
[
/
L ARMOR:
/ R [].D.C.: / B
/ WEIGHT : OsT:
; ProwL PENALTY :- %
[ AvmuniTion (_): /
/
|AMMuNiTION (_); /
EquiPMENT SeeciAL ABILITIES /SKILLS NoTEs
MoNEY
Golb:
I SALARY :
VALUABLES
I OuTFITS

() () ]
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DRuiD ABILITIES

CHARACTER HisTORY

ANiMAL COMPANION

FirsT LEVEL NAME :
SKiLLS % % T YPE:
SecRET WRITING (OGHRUNE) s H.P. D .D.C.: AR.:
REGIONAL GEOGRAPHY & HIsTORY -5__ AP.M.: SRIKE ‘+ PARRY 4+
KNOWLEDGE OF SACRED STES _t D S Da b Ro S
RECOGNIZE ENCHANTMENT ON ANIMALS ~ _5 ODGE:+___ UAMAGE:+___ FOLL:+__ |
LEeveL oF Macic/SpeLL CONTROL _ CLAWS: D MbUTH: D
MAaGIC P.PE. ; D : D
EEE T-ND UBE Lev LiNEs 8 NATURAL ABILITIES
ey LINE DRIFTING
LEy LINE REJUVENATION 0
GLOBE OF DAYLIGHT 2
RePEL_ANIMALS 7
Seconp LEVEL ConTACTS
SKILLS o % NAME : O CCUPATION: NoTES: DAMAGE RECORD
DRUID_VERSIFICATION HiT PoINTS:
Macic PPEl  [NAME: OCCUPATION: NoTEs: D.C.:
HeaLINg ToucH (animALs ) 4D6 7
(CHAMELEON 6
FacriE SEAK 5 NAME : OCCUPATION: NortEs:
TrRD LEveL N ANIMAL COMPANION
S«iLLs 196/ % NAME | . . AME |
AME : PATION NoTES:
DRUID ASTRONOMY _5 Occu o OTES T YPE:
WEATHER | DENTIFICATION ! H.P. [ T.D.C.: AR.:
mﬁfﬁ I p.gs. NAME : O CCUPATION: NoTES: APM.__ SRKE +_PARRY:+ |
Heal WOUNDS 10 - - - Dobce:+___ Damace:+___ RoLL:+__ |
ConroL THE BeasTs 18 NAME : O CCUPATION: NoTEs: CLAWS® D MUTH: D
FAMILIAR _L INK 55 5 D . D
FoUuRTH LEVEL NAME : O CCUPATION: NoTES: NATURAL ABILITIES
Macic P.PE.
ProPHECY ) NAME : O CCUPATION: NoTES:
ForECAST WEATHER CHANGE 100 MILE DIA, 0]
FiFTH LEVEL
MAgic P.PE. NAME : OCCUPATION: NoTES:
EXTINGUISH FIRE AREA: 0 DAmAGE RECORD
KINDLE FLAME 0 . . . HiT POINTS:
CoMMUNICATION Rwce; 0 NAME : OccupPATION: NortEs: []D.C.
SixTH LEVEL
Macic PPE RaNGE  Damace STRITHR PARRY  RATE
METAMORPHOSIS | ANIMAL 13 WEAPON PROFICIENCIES Am/BURsT
SumMMON & C ONTROL CANINES 50 Ourrits
PURIFICATION 20 / 0
SEVENTH LEVEL /
Macic P.PE
PHOENIX HEALING 0 / -
DIVINATION 0 /
EiGHTH LEVEL / [
Magic P.P.E. /
PROTECTION CHARM 0 (1
WATER TO WINE 40 [
Wirch Borne 28| AmmMuNITION ( ):
NINTH LEVEL: MASTER DRUID / 0
Macic P.PE. .
WeaTHER CONTROL 0 AMMUNITION ( )
SroiL FaeriEs' DANCE 55
MonSTER INSECT so10] [PSIONICS ISP o I.S.P. Macic: [ Weapon L[l OBJECT M AGie: T] Weapon 0] OmiecT
TentH LEveL SENSTIVE T NAwmE: NAME ;
SeLeCT Two WizARD SPELLS FROM MAGIC O Astea Froxecron 8 Ok DISEASE 21 1T ype: ’
[ CLARVOYANCE 4||0 BoResenerare(Ser) 6 YPE. TYPE:
L EVELS 1 THROUGH 3 PER EACH ADDITIONAL 0 Commune WAnmas 6|0 DeroenPan 4] |ABiLITES : ABILITIES |
LEVEL OF EXPERIENCE BEYOND NINTH LEVEL . O Communewh Sirrs 8| |0 DeTectPsionics 6 ’
[ DispeL PRITS 10 0 Exorisw 10
y O Ewpatay 4 [J HeaLinG ToucH 6
RMOR: 0 Mepiation of|E IncreasepHeauNG 10
. . O Inouce Seep 4
0 Mino B
AR—D DC—/— 0 OBI?ECT;:Z; g [ LustrorLiFe 15
WEIGHT: ST: [0 PsycHic DiacNosis 4
[J PReSENCESENSE 4
. O Ps Ru
ProwL PENALTY :- % 0 SeeAura 6/|0 Poncsmem 19
O SeeHe InvisiBLe 4110 ResistFaricue 4 P.P.E.:( ) P.P.E.( )
£] SnseDimen. Avovoy 6 O SuPPRESSFEAR 8 :( ) . ( )
E zNSEI\EAW 210 Trasrerl.S.P. 4+ -
NSEM AGIC 3 T
7y - £ S Sense 2| o M AGIC. U Weapon [ OsJect Macic: O Weapon [ OsJect
RMOR .. [ SeeepResoinG 2| [T Abvancep TRaNCE STATE 10 NAME_' NAME :
AR.: D .D.C. / 0 TeLepaTHY 4[]0 Bio-ManipuLaTIoN 10| |Tvee: TypPE:
WEIGHT : ©sT: O Tora Recait 2 E gﬁgiﬁ?éi"&? ‘218 ABILITIES ABILITIES :
ProwL PENALTY :- % PHYSICAL O Cause Isanry 30
[0 ALTer Aura 2[00 Cure InsaniTy 30,
1 DeatH TRANCE 1||0 EtectrokiNgss (VARIES)
[ EcTopLASM (vARiEs) O EwpatHic TRaNsMISSION 6
O GrourMnD BLock 22
O Froar
T] Iwperviousto Coo 2 E :VDROK'NE;‘S (V'*R'HZ
0 IwperviousTo FiRe YPNOTIC SUGGESTION
. ANIMAL COMPANION n| |MPERV\OESTO Poison i 0 Inouce N 15 PP.E( )
NAME : O Leviaton (uses) O InsertMemory 25, B P.P.E.:( )
T vPE: 0 Mino BLock 2 O InvisiaLe Haze 30 ( ) i )
H.P. D .D.C.: A.R.:_ O NigHTvision 4 E mi:?%gs"‘:s‘%mws 58
AP.M.._ SrRIKE:+___ PrRRY:+ | |0 ResstFancue 415 Mo Buox Auto Der (svccm) Macic: [0 Weapon [ Osect Macic: O Weapon O OsiecT
DobGe:+___ Damace:+__ RouL:+ EEES‘ST¢UNGER é O Mo BoLt (es)|  [NAME: NAME :
M - - ESISTTHIRST 0 Mno Bo 10 : .
CLAWS'—D— MouTH '—D— [ Smmon INNERSTRENGTH 4 e TvPE s TvpE:
N B D 0 Mo Wire (sPECIAL) ABILITIES ABILITIES
8 B [0 Spont. ComusTioN 6|0 P.PE. SiEw 10 : '
NATURAL ABILITIES O Teekness  (varees) || O Po-uiewo 30
[ TeLexineTic Punc 6|0 Ps-Sworo 30
U TeLexineric Leap 8|0 Prrokinesis (VARIES)
1 TeLeport CBJeCT 10( |0 Tewexinesis(Super) 10+
1.S.P.: [ Tetemeric ForeeFiELD 30
D R o [ TELEMECHANICS 10
HiT PoiNTs: AMAGE RECORD |.S.P.AT/ON ORWITHIN ONE MILE OF A LEY LINE:
. |.S.P.AT ORNEAR A LEY LINE NEXUS: "
D-D-C-: |.S.P. SPENT: PPE( ) P-P-E-:( )
( ) L : )
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PALLADIUM FANTASY RPG® CHARACTER SHEET

CoMBAT ILL

NAME : Rack:
TRrRUE NAME:
#OF ATTACKS : INITIATIVE : + ALIGNMENT :
DAmMAGE : + STRIKE ! + HiT PoinTs: [ ].D.C.(RuvsicaL):
SAVING THROWS PARRY: Dobg: +. ExXPERIENCE LEVEL: PoINTS:
RoLt: + ResTr. PUNCH: | . AGE: L i PPE.
SAVE vs. SPELL/WARD: PUNCH® ROWER PUNCH: Q . GE:_ LIFESPAN. __ F.F.E.._
SAvE vs. FUME/RITUAL Kick : Leap Kick : M.E. SEX: Gi:
SAVE vs. Psionics: Knock OuT: M.A.: HEIGHT: W\EIGHT : I.S.P.
SAVE vs. 'II_'|OX|N5/POIIDSONS:. / CRITICAL 20P.S.: LAaND oF ORIGIN :
SAVE vs. ARMFUL. RUGS: DEATH: PP ENVIRONMENT °
SAVE Vs, INSANITY: Fup: ) %P E I % IF B :
SAVE vs. POSSESSION T L Eap: O - . CIAL /FAMILY AC!(GROUND.
SAVE vs. HorRROR FacTor: + LiFr:__ 1Bs. CARRY: ss| P-B . RaciaL HosTiLITEES :
SavE vs. Coma/DEATH: + %| |THROW(MAX): LBS. 1] SPD ~ DisposiTiON:
PercePTION RoLLS: [ 1 | ][Rux: MPH (Max) MEeLees
DAMAGE_RECORD — FT;“:ELE(EMAX) FT/A'\;TEALCE'ES INSANITY (IF ANY):
.D.C.: : — . 0, . 0,
U r/VELEE rfarack | INVOKE TRUST/INTIMIDATE Yo CHARM /I MPRESS; %)
[1D.C: SKILLS +%/bL. %  SECONDARY SKILLS +O%ML. %
AT PoTs: - _
I.S.P.: I N
CH:
P.P.E..
0O.C.C. XiLLs +%/lv.. % S -
NATIVE L ANGUAGE: 98] —_— —
SPeak (+15%): 5 —_— —
Speak (+15%): _5 — —
Literacy (+20%): 5 — —
MiuTtarY ETIQUETTE (+15%) 5 | — -
HoRrseMANSHIP: K NIGHT _k B B
HERALDRY (+20%) _£
L anD NavicaTion (+10%) S
Basic MatH (+15%) 5 |
Dance (+15%) 5 -
(+10%) - -
(+10%) _ _
(+10%) _ .
WEAPONS Rance  Damace  WEAPON PROFICIENCIES ponlTeR  Paenel Dawcel PRARMOR:
AR.: [].D.C. / B
g:NCE ; WEIGHT: @sT:
IELD / ProwL PENALTY :- %
/
/
/
/ ARMOR:
/ AR.: [].D.C.: /
[ WEIGHT : @sT:
; ProwL PENALTY :- %
| AMMUNITION (__): /
/
AMMUNITION (_); /
EquiPMENT SeeciAL ABILITIES /SKILLS NoTEs
MoNEY
GoLb:
SALARY :
VALUABLES :
OuTFITS

) )
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CoMBAT ILL

NAME

PALLADIUM FANTASY RPG® CHARACTER SHEET

Race:

TrRUE NAME:
#OF ATTACKS : INITIATIVE : + ALIGNMENT :
_ DamAGE : + STRIKE: + Hit PoinTs: [ ].D.C.(RivsicaL):
PARRY: + DobgE: + . .
SAVING THROWS . . ExperIENCE LEVEL: PoinTs:
RoLL: + ResTR. PUNCH: | . A - L . PPE.
SAVE vs. SPELL/WARD: / PuNGH: Roer PUNGH: Q. GE: IFESPAN: P.E..
Save vs. FuME/RITUAL / Kick: Leap Kick : M.E.: SEX: G
SAVE vs. Psionics: | Knock Our: M.A. H EIGHT : WEIGHT : I.S.P.
§VE VS. LOXINS/POIIDSONS:' / CRITICAL | 20P .S LanD oF ORIGIN :
S«\\;E X: |N/;i'\,:|FTL¢L. RUGS EEAT“: &3 0/P.P.: ENVIRONMENT :
. . LIP: . - .
SAVE vs. PossessioN + LEAp: FT ] Fr.[0 OP'E': - SociaL /FamiLY BACKGROUND'
SavE vs. HoRROR FACTOR: + W= (65, CARRY: ws]P-B.: _ RaciAL HosTiumes :
SAVE vs. ComA/DEATH + 0 [THRoW(MAX): LBS. er| Spp.: DisposITION:
PercepTioN RoLLs: [ | || [Run: MPH (MAX) MELEES
DAMAGE_RECORD F1/eLEe FI/ATTACK | |NSANITY (IF ANY):
0D.C: : Swim weH (Max) MELEES| | \\vokE TRUST/INTIMIDATE % CHARM /| MPRESS: %
FT/MELEE FT/ATTACK —_— —
[1D.C: SKILLS 4%/, %  SECONDARY SKILLS )
AT PoinTs: - -
I.S.P.: I N
CHi:
P.P.E..
0.C.C. XiLLs +%/lvL. % S -
NATIVE LANGUAGE 98 —_— —_—
SpeaK (+10%): 5 e -
Seeak (+10%): 5 I I
WILDERNESS SURVIVAL (+10%) 5
ATHLETICS (GENERAL)
WEeAPON PROFICIENCIES
W.P. ARCHERY — I
W.P. SuPER — —
W.P. TARGETING e e
SUPERIOR BOWMANSHIP — —
DobGe & PARRY ARROWS - -
DobGE PrROJECTILE i+ RRRY:+
WEAPONS Rance  Damace  WEAPON PROFICIENCIES ponlTeR  Paerel Dawcel TARMOR:
AR. [].D.C. / [
Iéig(éRBOW +2; WEIGHT: @sT:
. 0,
T ARGETING / ProwL PENALTY : 0%
/
/
/
/ ARMOR:
/ AR.: [].D.C.: / B
[ WEIGHT : ®sT:
; ProwL PENALTY :- %
| AMMUNITION (_): /
/
AmMUNITION (_); /
EquiPMENT SeeciAL ABILITIES /SKILLS NoTEs
MoNEY
Golb:
R SALARY :
VALUABLES
OuTFITS

) )
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PALLADIUM FANTASY RPG® CHARACTER SHEET

COMBAT SKILL
NAME : Rack:
TRrRUE NAME:
#OF ATTACKS : INITIATIVE : + ALIGNMENT :
_ DawAGE : + STRIKE : + Hit PoinTs: [ ].D.C.(RuvsicaL):
SaviNG THROWS PARRY: . Do * EXPERIENCE LEVEL: POINTS:
RoLt: + ResTr. PUNcH: . e i N
SAVE vs. SPELL/WARD: / PUNCH: ROWER PUNCH: IQ AGE. L|FESPAN. PPE
SAvE vs. FUME/RITUAL / Kick : Leap Kick : M.E. SEX: Gi:
SAVE vs. Psionics: Knock OuT: M.A.: H EIGHT : WEIGHT : .S.P.:
SAVE Vs. 'II_'|OX|N5/POIIDSONS:. / CRITICAL 20P.S.: LanD oF ORIGIN :
SAVE vs. ARMFUL. RUGS: DEATH: PP ENVIRONMENT °
SAVE VvS. INSANITY : Fup: (+ ) %P E E— % IE B -
SAVE vs. POSSESSION T L Eap: O - . CIAL /FAMILY AC!(GROUND.
SAVE vs. HorRROR FacTor: + LiFr:__ 1Bs. CARRY: ss) P-B . RaciaL HosTiLITEES :
SAVE vs. ComA/DEATH + % |THROW(MAX): LBS. rr] SPD DisposITION:
PercepTION RoLLs: [ | [ |[Ru: MPH  (Max) MEeLEES
DAMAGE _RECORD FI/MELEE FI/ATTACK f | NSANITY (IF ANY):
[1D.C.: : S v (Max) MELEES| | \voKE TRUST/INTIMIDATE % CHARM /IMPRESS. %
FT/MELEE FT/ATTACK f—_— —
[1D.C: SKILLS 4%/, %  SECONDARY SKILLS )
AT PoinTs: - -
I.S.P.:
CHi:
P.P.E..
0.C.C. XiLLs +%/lvL. % S -
NATIVE LANGUAGE 98 —_— —_—
Speak (+10%): 5 — —
Seeak (+10%): 5 E— I
Cuims /Scate WaLLs (+10%) 5
WiLDERNESS SURVIVAL (+10%) 5
ATHLETICS (GENERAL)
WEAPON PROFICIENCIES _ _
W.P. SHEELD — —
W.P. Sworp e e
O.C.C. BoNusEs — —
+2T0 PULL PUNCH, +1T0 SAVE vS. HORROR B B
FacTor AT LEVELS 1, 3, 6, 9AND 12.
WEAPONS Rance  Damace  WEAPON PROFICIENCIES TR Paenel Dawcel PARMOR:
R [].D.C. / B
§4N|ELD ; WEIGHT : @sT:
QRD / ProwL PENALTY :- %
/
[
/
L ARMOR:
/ AR.: [].D.C.: /
[ WEIGHT : ®sT:
; ProwL PENALTY :- %
| AMMUNITION (_): /
/
AmmuniTion (__): /
EquiPMENT SeeciAL ABILITIES /SKILLS NoTEs
MoNEY
Golb:
SALARY
VALUABLES :
OuTFITS

) )
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PALLADIUM FANTASY RPG® CHARACTER SHEET

CoMBAT ILL

() () ]

NAME : Rack:
TrRUE NAME:
# oF ATTACKS : INNITIATIVE © 4+ ALIGNMENT :
DAMAGE : + STRIKE: + Hit PoinTs: [ ].D.C.(RivsicaL):
PARRY: + Dobce: + E . .
XPERIENCE LEVEL: PoinTs:
SAVING THROWS RoLL: + ResTR. PUNCH: . c - © S -
SavE vs. SPELL/WARD: / PUNCH: ROWER PUNCH: IQ AGE. L|FESPAN. PPE
Save vs. FuME/RITUAL / Kick: Leap Kick : M.E.: SEX: G
SAVE vs. Psionics: Knock OuT: M.A. H EIGHT : WEIGHT : I.S.P.
§VE VS. LOXINS/POIIDSONS:' / CRITICAL | 20P .S LanD oF ORIGIN :
VE vS. HARMFUL DRuUGS: DEATH: PP.: ~  ENVIRONMENT :
SAVE vs. INSANITY: Fup: (+ ) "/tp E: % IE B -
SAVE vs. PossessioN + LEeap: FT ] Fr.l0 - CIAL FEAMILY ACKGROUND'
Save vs. HORROR FACTOR: T Ter s Cornv. ws] P-B:  RaciaL HosTiLmES :
SAVE vs. ComA/DEATH + o [THRoW(M AX): LBS. e SPD DisPoSITION:
PercepPTION RoLLS: | | | |[Ru~: MPH (MAx) MELEES
DAMAGE RECORD S ”/MELE(EM S FT/AI\TATACK INSANITY (IF ANY):
DC. - WIM MPH AX ELEES . 0 ; 0
] E e IELEE o IATTACK INVOKE TRUST/INTIMIDATE : % CHARM /I MPRESS: %
[].D.C. SKILLS +%/. %  SECONDARY KILLS )
AT PoinTs: - -
I.S.P.: I N
CHi:
P.P.E..
0O.C.C. XiLLs +%/lvL. % S _
NATIVE LANGUAGE: 98 —_— —_—
SpEAK (+15%): 5 e -
Speak (+15%): 5 I I
Basic MatH (+20%) 5
Two WearoN ProricENcEs oF CHOICE
EnHANcED |.S.P. Recovery
*TWO PER HOUR OF ACTIVITY _ _
*TWELVE PERHOUR OF REST/MEDITATION S -
Bonuses - _
*+6vs. MinD CoNTROL/MAGIC CHARMS — —
*+5vs. PosSESSION *+3vs. HORROR FACTOR B B
SeEE PsioNics ON SECOND SHEET
WEAPONS Rance  Dawace  \WEAPON PROFICIENCIES porRflur - Parry/ Dawacel  PACMIOR.
R [].D.C. / B
; WEIGHT: @sT:
/ ProwL PENALTY :- %
/
/
/
/ ARMOR:
/ R [].D.C.: / B
[ WEIGHT : ®sT:
; ProwL PENALTY :- %
[ AvmuniTion (_): /
/
|AMMuNiTION (_); /
EquiPMENT SeeciAL ABILITIES /SKILLS NoTEs
MoNEY
GoLb:
R SALARY :
VALUABLES
R OuTFITS
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PSIONICS |.S.P .S.P CHARACTER HISTORY Macic: O WeapoN [J OBJECT
SENSITIVE HEALING NAME
[ AsTRaL ProJECTION 8[| Ammack Disease 12 T a
[0 CLAIRVOYANCE 4[| Bio-ReGENERATE(SELF) 6 YPE: .
O Commune wiAnmas 6| | Deaoen Pan 4 ABILITES :
[ Commune wirn Seirrs - 8| [ Derect Psionics 6
[ DispeL SRITS 10| |8 Broroism 10
O EwpATHY 4 E Heaune Touc 6
0] Meration 0 0 }NCREASSE-DHEAL\NG 10
O Mo Brock 4 0 LNDUCE EEP 4
[0 OsiecTReAD 6 o PSUSTFORD FE 15
[ PrESENCESENSE 4 YCHIC JIAGNOSIS 4
Dsehs o0 Bk 8
0 SeeTHe INvisiBLE 4|0 ResstFaroue ;o P.F’.E.E( )
0 SenseDwen. ANovoLY 6| SyppressFerm 8 ( )
EzNSE’\Eﬂv‘L 2{|0 Trensrerl.S.P. 4+
0 sﬁsxs‘; 2 - CONTACTS M acic: 0 WEeapon [ OBJECT
[ Seen ReADING 2| [T Aovavees TrmceSae 10l LINAME O CCUPATION : NoTES: NAME.:
O TeLepathy 4{10 Bio-ManiPULATION 10 Type:
[ ToraL RecaL 2| |0 Bio-Recen (SupeR) 20 NAME : OCCUPATION NoTES: ABILITIES :
[0 CatatoNiC STRIKE 40!
PHYSICAL O Cause InsaniTy 30
T ALTeR AURA 210 Curelnsany 30] |NAME: O CCUPATION : NoTEs:
[ DeatH Trance 1||0 Ecectrokinesis (vARIES)
[0 EctopLasm [J EwpatHic TRANSMISSION 6 " - -
O Foar (VAR‘ES'% O GrowoMino Bock 22| LINAME: O CCUPATION : NoTES:
0 Ivpervious 7o CoLd 2 [ HyprokiNESIS (vARIES)
O IwerviousToFRe 4 E ‘HVPNOT‘AC‘ SusgesTION 12 NAME : O CCUPATION NoTEs:
O IvperviousToPoisoN 4 NDUCE NGHTMARE PP.E.
O LeviraTion (vanes) || ISR Meory 25 K . X T ( )
0 Mino Biock 2||D Invsiie Haze 30| |NAME: O CCUPATION NoTEs: ( )
0 Niermvison 4 [0 MenraL I LLusion 20
O Resist FaTicuE 4 E mz’;T'BLpfffjﬁg':f_fsmfg NAME: O CCUPATION : NoTEs: Magic: L Weapon L) Ossect
DResstoces 2|10 Wogor — (wne) TAwE:
O Mo Boxo 10 |NAME: O CCUPATION NoTES: :
[ Summon INERSTRENGTH 4[| 7 Mino Wipe (speciaL) ABILITIES :
[0 Seont. ComBUSTION 6|0 P.P.E. SEw 10
[ TELEKINESIS (varies) | [0 PsrShiewn 30| |NAME: O CCUPATION : NoTEs:
[ TeLexineric Punck 6|0 Ps-Sworp 30
[ TeLekiNeTic Leap 8||0 Prrokinesis (vARIES) . . -
[0 TeteporTOBJECT 10||0 Teteinesis (Super) 10+ NAME : OccuPATION NortEs:
1.S.P.: O Tetekineric ForceFewD 30
e [J TeLEMECHANICS 10
1.S.P.AT/ON ORWITHIN ONE MILE OF A LEY LINE | WEAPON PROFlClENClES DAMAGE ASTF/EQ—HR PARRY RATE
|.S.P.AT ORNEAR ALEY LINE NEXUS: IM/BURST P.P.E..( )
|.S.P. SPENT: / :( )
/ M -
; acic: [0 WEeapon [1 OBJECT
ARMOR: [ NAME :
WEIGHT : ©sT: [ ABILITIES
ProwL PENALTY :- % ;
/
/
/
ARMOR /
AR:__[]DC: / AMMUNITION ( ) FPET )
WEIGHT : ©sT: / T )
ProwL PENALTY :- % AMMUNITION ( ) .
/ ANIMAL COMPANION
AMMUNITION ( ): NAME :
/ TYPE:
BAMMUNITION ( ) H.P. [ J.D.C: AR._|
; / A.P.M.: SRIKE 1+ PARRY 1+
ARM(.)R' - AMMUNITION ( ) DobGe:+___ Damace:+___ RoLL:+
C\)R-- D-D-Cé) / — CLaws:___ D MutH.__ D
EIGHT : ST: - _ D —D
PROWL PENALTY - % M.AGIC. [0 Weapon [ OBJECT M.AGIC. [0 WeapoN [ OBJECT NATORAL ABTES
NAME : NAME :
TyPE: TYPE:
ABILITIES : ABILITIES :
ARMOR DAMAGE RECORD
AR.: [].D.C.: / H T PoINTS:
WEIGHT : ©sT: .D.C..
ProwL PENALTY :- %
ANIMAL COMPANION
F.P.E. ( ) PP.E ) NAME®
I ( ) :( ) T YPE:
H.P. [T.D.C.: AR.:
OuTFITS Macic: [ WEeapoN [ OBJECT Macic: [ WeapoN [ OJecT A.P.M.: SRIKE :+ PaRRY :+
0 NAME NAME: DobGe:+ DamaGe :+ RoLL :+
TYPE: TYPE: CLAwsS: D MbUTH: D
0 ABILITIES : ABILITIES : : : D
NATURAL ABILITIES
0
0
DAMAGE RECORD
0 HiT POINTS:
P.P.E.:( ) P.P.E.:( ) .D.C.:
:( ) ‘( )

Permission to photocopy this printed sheet for personal use only. Copyright 2012 Palladium Books®.



PALLADIUM FANTASY RPG® CHARACTER SHEET

CoOMBAT SKILL

NAME : Rack:
TrRUE NAME:
#OF ATTACKS : INITIATIVE : + ALIGNMENT :
DamAGE : + STRIKE : + HiT PoinTs: [ ].D.C.(RivsicaL):
PARRY: + DobgE: + E . .
XPERIENCE LEVEL: PoinTs:
SAVING THROWS RoLL: + ResTR. PuncH: . : . ,
SAVE Vs, SPELL/WARD: / PUNCH: RWER PUNCH: |Q AGE: LIFESPAN: P.P.E.:
Save vs. FuME/RITUAL / Kick: Leap Kick : M.E.: SEX: G
SAVE vs. Psionics: Knock Our: M.A.: HEIGHT: W\EIGHT : .S.P.
§VE VS. LOXINS/POIIDSONS:' / CRITICAL ; 20P.S.: LanD oF ORIGIN :
S«\\;E X: |N/;i'\,:|FTL¢L. RUGS EEAT“: =3 0/P.P.: ENVIRONMENT :
. . LIP: . - .
SAVE vs. PossessioN + LEAp: FT ] Fr.[0J OP'E': - SociaL /FamiLY BACKGROUND'
SavE vs. HoRROR FACTOR: + == (65, CARRY: ws]P-B.: _ RaciAL HosTiumes
SAVE vs. ComA/DEATH + 0 [THRoW(MAX): LBS. er] SPD.: DisposITION:
PercepTioN RoLLs: [ | || [Run: MPH (MAX) MELEES
DAMAGE_RECORD — ‘T/MELE(EM ‘ FT/AI\;TACK INSANITY (IF ANY):
DC. - M MPH AX ELEES . 0 y 0
] ELes r/armack | |NVOKE TRUST/INTIMIDATE : % CHARM /I MPRESS: )
[1D.C: SKILLS +%/. %  SECONDARY SKILLS %M. %
AT PoinTs: - -
I.S.P.: I N
CHi:
P.P.E..
0.C.C. XiLLs +%/lvL. % S -
NATIVE LANGUAGE 98 —_— —_—
SpeAK (+15%):; _5 e -
Speak (+15%): 5 I I
Literacy (+20%): 5
L anp Naviation (+10%) 5
HORSEMANSHIP: PALLADIN _k /
HERALDRY (+20%) _& / - -
Basic MatH (+15%) 5 S S
Dance (+10%) 5 | - -
(+10%) — —
(+10%) — S
(+10%) E— —
WEAPONS Rance  Damace  WEAPON PROFICIENCIES TR Paenel Dawcel TARMOR:
AR. [].D.C. / [
g:NCE ; WEIGHT: @sT:
IELD / ProwL PENALTY :- %
/
[
/
L ARMOR:
/ AR.: [].D.C.: / B
[ WEIGHT : ®sT:
; ProwL PENALTY :- %
| AMMUNITION (_): /
/
AmmUNITION (_): /
EquiPMENT SpeciAL_ABILITIES /SKILLS NoTEs
Demon DeatH BLow
*AUTOMATICALLY PENETRATES A.R.
*INFLICTS 1/2 DAMAGE AGAINTS CREATURES
THAT ARE ONLY AFFECTED BY MAGIC
*\/ICTIM CANNOT REGENERATE FOR 1D4HoURS!
*L IMITATIONS
- AGAINST SUPERNATURAL OPPONENTS ONLY
- INTENT MUST BE PURE OF SPIRIT
- EQuALS TWO ATTACKS MoONEY
- NOT APPLICABLE _TO PROJECTILE_WEAPONS Golb:
SALARY
VALUABLES
OuTFITS

) )
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PALLADIUM FANTASY RPG® CHARACTER SHEET

CoMBAT ILL

() () ]

NAME RacE:
TrRUE NAME:
# OF ATTACKS : I NNITIATIVE : + ALIGNMENT :
DAMAGE : + STRIKE ! + HiT PoinTs: [ ].D.C.(RivsicaL):
PARRY: + Donge: + ExPERIENCE LEVEL: PoINTS:
RoLL: + ResTR. PUNCH: | . AGE: L i PPE.-
SAVE vs. SPELL/WARD: / PUNCH® RWER PUNCH: Q. GE. IFESPAN: _ F.F.E..
SAvE vs. FUME/RITUAL / Kick : Leap Kick : M.E. SEX: Gu:
SAVE vs. Psionics: Knock Our: M.A. HEIGHT: W\EIGHT : .S.P.
Save vs. ToxiNs/PoISONS: / CRITICAL : 20P.S.: LaND oF ORIGIN ;
e v i, D oure G1PPi  Buwrowewr:
SavE Ve, POSSESSION " L eap: p— e P.E SociaL [FamiLy BAC!(GROUND.
SAVE vs. HORROR FacTOR: + LiFT: LBs. CARRY: ws]P-B.: _ RaciaL HosTiLmEs :
SavE vs. Coma/DEATH: + o [THROW(M AX): LBS. rr| SPD DisposITION:
PercepTION RoLLS: [ 1 ][R~ MPH  (Max) MeLEes
DAMAGE _RECORD S al MELE(EM S FT/AI\TATACK INSANITY (IF ANY):
D - WIM | MPH AX ELEES . 0 y 0
(] E rIMELEE o IATTACK INVOKE TRUST/INTIMIDATE : % CHARM /I MPRESS: )
[1D.C: SKILLS +%/bL. %  SECONDARY SKILLS 1%l %
AT PoinTs: - -
I.S.P.: I N
CHi:
P.P.E..
0O.C.C. XiLLs +%/lv.. % S -
NATIVE LANGUAGE 98 —_— —_—
SpeAK (+20%): 5 e -
Speak (+20%): 5 I I
LiTeracy (+20%): 5
Basic MatH (+20%) 5
L ore: Demons & M onsters (+156%) 5
Lore: RELiGIoN (+20%) 5 - -
L anp NaviaTion (+10%) 4 S S
StreeTwisE (+10%) 4 —_— —_—
WIiLDERNESS SURVIVAL (+10%) 5 — —
ONE WEAPON PROFICIENCY OF CHOICE B B
See PRIEST ABILITIES ON SECOND SHEET
WEAPONS Rance  Dawace  \WEAPON PROFICIENCIES poTRflR - Parry/ Dawacel  PACMIOR.
AR. [].D.C. / B
; WEIGHT: @sT:
/ ProwL PENALTY :- %
/
[
/
L ARMOR:
/ AR.: [].D.C.: / B
[ WEIGHT : @sT:
; ProwL PENALTY :- %
[ AvmuniTion (_): /
/
|AMMuNiTION (_); /
EquiPMENT SeeciAL ABILITIES /SKILLS NoTEs
MoNEY
Golb:
I SALARY :
VALUABLES
I OuTFITS
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PRrIEST OF DARKNESS

CHARACTER HISTORY

SPELLS P.P.E P.P.E

PANTHEON © Bry: LeveL ONE LEVEL SEVEN
HeaLing ToucH: 1D6 H.P./S.D.C(EVERY 2 MELEES) LI BLnoing FLast 1110 Acony y %8
Eorcoy A6 s o Puwer 41 h ) Gomptioe 2| Awcorroseo 20
SEMOVE CURSF1D4XlO MlNLéTES :37 0; O DeciPHERM AGIC 4| |0 ConsTrAN Beng 20
ESURRECTION:STARTING AT STH LEVEL _— O GLosE oF DavLIGHT 2| |O DispetMacic Barrier 20|
Turn DEAD: 2 MELEE ROUNDS +5 b O INcREASEWEIGHT 4 |0 Fuy asTHe Encte 25
PRAYERS O SeeAura 6| [0 GLosEOF SILENCE 20
PRAYER OF STRENGTH OF THE DAMNED ~ +8 9 E ﬁ;;:EEVI:“LV'S‘BLE ‘21 E nﬁgﬂ%; gg
* +6vs HORROR FACTOR, +2 ON ALL OTHER SAVING THROWS 0 SenseMasc 4! |0 wvissury: Sweror 201
++10% 710 TURN DEAD *+1 SELL STRENGTH *+470 DAMAGE O THUNDERCLAP 4| [0 Invoeresimy 25
++170 ParRY & DonGE *+8% T0 SummoN MiNioNs OF DARKNESS 0 VENTRILOQUSH 3| |0 Lireoran 25
= LAsgs 3 MINUTES PER LEVEL OF EXPERIENCE 5 T O MeTaMorPHOSIS ANMAL 25|
AYER OF COMMUNION _ o O Puriry Fooo & Water 20}
+60% CHANCE OF DIVINATION OR RECIEVING AN OMEN CONTACTS E EEFUDDLE g [0 Seconp SeHT 25
Summon M INIONS OF DARKNESS NAME : O CCUPATION : NoTES: O CT&':ELEON 3 O Winp RusH 20
*SUMMON ONE LESSER DEEVIL , DEMON OR GARGOYLE PER LEVEL 0 CogziE 6 0O Wink-Our 20+
WILL STAY FOR 5 MINUTES PER LEVEL OF THE PRIEST NAME - O CCUPATION | NoTES: e E Y(Vgii?g;f gg
CAN BE ATTEMPTED TWICE PER 24HOUR PERIOD O ExtineisH Fire 4
CURSES +6 Do O Fear 5 CEVEL EIGHT.
Pox CURSE NAME : O CCUPATION : NoTEs: O Heavy BReaTHING 5| [0 Cowvune With Sris 25
*BODY BREAKS OUT IN ITCHY PUSSFILLED SORESWITHIN 24 HOURS E bv;’:g‘z’:}\w g E E:ESREETMHE e gg
PB.&SDCare Rfiii?fgg;[’)gﬁgs NAME : O CCUPATION : Nortes: O Turn Derp 6| [0 Haiucivarion 30
[J_WEIGHTLESSNESS 6| |0 Locate 30
Fever Curse 5 5 5 O LoveCHarm 40|
*COMBAT BONUSES-1 *SPD. -25% *ALL skiLLs -10% NAME : O CCUPATION : NoTEs: LEVEL THREE O (e Oines 40|
L Asts 1D6 MONTHS (07T TG 101 10 Memmworers: Huuy~ 40)
Luck Curse N . o) . N . 0 i 8 0 Mnor CuRsE 35
*NO COMBAT BONUSES *NO CRITICAL STRIKE *KNocKouT/ AME . CCUPATION . OTES. E E:::;VSE&; g O NecateMacic 30
PPEATHBL_Oé/ DO lDi *Kick A'I'I'_/ZC(;; - 60% FALL DOWN - - - O Flesser e 5 E gRr\fS(iEL;MENS — 28
ROWL=CLUMSY *ALL SKILLS 0 AT CRITICAL TIMES NAME: OCCUPATION : NoTES: 0 Fioar NAR 5 .
LASTS 24 HOURS PER LEVEL OF THE PRIEST RN 5 E g;:KNE%s AT gg
Minor Curse - N . 0 lenteFiRe 6 ol Foob & WATER
*GAS - FARTS EVERY 2 MELEES, -2ON INITIATIVE NamE: OCCUPATION Notes: O ImperviousTo FRE 6 E %ﬁgaﬁ;ﬁ:” 28
*HEADACHE - ALL SKILLS -10%, SAVING THROWS -1 O ImperviousTo Poison 5
? [0 _Wispsor CoNFUSION 40|
*Hiccups- LANGUAGE SKiLLS -15%, M.A. 1/2,N0 PROWL NAME: OCCUPATION : NoTES: O INvisBLITY: SivpLE 6
*INGROWN TOENAIL - SPD- 1/2,PROWL - 10%cLiMB -15% g NEGATER?'SO"ﬂUX'NS 5 Lever Nine
*| TCHING AND RASH - MLA. - 1/2, -40N INIT ., -1 ATTACK O Paraysis: LESSER g 00 Ace 58
*PIMPLES - REDUCE PHYSICAL BEAUTY BY ONE HALF NAME : O CCUPATION NoTESs: E R&E:W:;RDZ g E %’g;‘:éﬂs‘:i'& gS
*NAUSEA - D -1/2, B0%CHANCE OF INDUCING VOMITING Ol Saesiims 7110 P Link 55
ORDIARRHEA FROM SUDDENMOVEMENTS AND/ORHIGH SPEED) 0 TS 8| |0 Havox 50|
“Runny Nose & Couah - P.B. -25%, Row. eossiete [ \AW/EAPON PROFICIENCIES Rance  Dawace  STRITHR  Pagey  Rare O Merauorerosis Ivsect 60
*VERTIGO - AFFECTED WHEN FASTER THAN SPD.: BOR AT AM/BURST LEveL Four 0 MonsterInseer 507104
HEIGHTS : 1 APM, NOINIT ., -8TO STRIKE, PARRY & DODGE U AstraL Prosecrion 101 |5y 50|
LASTS 24 HOURS PER LEVEL OF THE PRIEST / 8 %‘:EETOF ADHESION 1% O Prot. QretE: SMPLE 45
OpTiONAL CURSES FOUND IN ALCHEMIST SECTION / 0 Comsuarc :UR‘A 10| |8 SpeeporHE Suaw 50)
INSECT%?#[;AS:'JE?\AE Féﬁgng P.264 L 8 CureMhor Disorozk. 10 E glﬂhgh;ggi?srlJAKi‘;NlNEs gg
. O Everoy Felp
Srink CURSE P.264 / O Ere Bour 10 E TWRANSFERAVLM 28
SoitAGE_CURSE P.264 / O Foot’s Gow 10 ATERTO WINE
o) / O Ley Line Transmission 30 LEVEL TEN
UTFITS O Magic Ner [J" BanisHueNT 65)
0 / O MuctiLe Ivaces 7| |0 Cnru/Bnstave Exmiry 80
AMMUNITION ( ): O RepeLAIMALS 7| |0 Dmens Pocker  30/14(
O Sea 7| |0 MetamoreH.: Superior 100]
/ O Suapow MeLp 10| |0 Mstic PorTaL 0
AMMUNITION ( ): O Swmas A Fisx 6| [0 Puantom Horse 60}
[ TRaNCE 10| |O Summ./Con. Rooents 70
[ Summion SHapow Beast 140)
PSIONICS 1SP. LSP. Macic: U WEAPON U] OBJECT Lever Five
SENSITIVE HEALING NAME: 0 Caine 8 LeveL ELEVEN
| £ Astea Prosecrion 8| Amnox Dscise 12 TYPE" E gr;“CRLIQOF FLave ig E és;xﬁfe%%sou 1332
£] O Bio-R .
H&?;;YR?;V\/?ZMMALS g 0 D';DsﬁaT:ATE(&LF) ?1 ABILITIES * O DowmiNaTION 10| |O Create Mummy 160
[ Communewir Seirrs 8| |0 DerectPsionics 6 E gi:g: Desurrn lg E ES;;CEOELIIIRCST: o iig
0 DispeL SIRTS 10 E EXORC'S"['r 10 [ Evesor THoTH 8| |0 Summ./Cont. Aumats 125
ARMOR. O EwpATHY 4 EALING TOUCH 6 O Ry 15| |O Summon Fos 140
! [ MepiTaTion 0 O IncresseD Heaua 10 T Hea Wounps 10 TEver TweLvE
AR.: I_l .D.C.: / 0 Mo BLock 4 g :_NDUCE S‘EEP 4 £]- Horrrric lLLusion O TR 2004
. " UsTFOR LIFE 15 (1 Menp CLotH 12
WEIGHT : s g géiggg& 2 1 Psvcric Dinanosis 4 0 Sze oFTHE Beveworn 12 B gw S{ZORM %gg
ProwL PeENALTY :- % 0 See Aums 6 E :vcmczumncmw 8 o gLJEEP & ig O MEET’:\I;EORgrgEISM\ST 250
£ See e InvisisLe Allo REVS\Csﬁ?:ATUlES:RV 12 P-P-E-:( ) H &;E;:w:z&;izmﬂ 10 B .IS.U MME‘N By %ig
0 SenseDwen. ANowoLY 6| (7 g pppessFear 8 ( ) LE U
£ Sense BviL 2|10 Transrerl.S.P. 4+ LEVEL Six L EVEL THIRTEEN
[ SenseMacic 3 I e T o2 T Create Gotem 70072009
ARNOR. T) S Sense 2| Macic: O Weapon [ Oiect E é:PARLITION ig 0 Pror. Grote: Supercr. 2500
. . LL LIGHTNING
. . U SpeepReabinG 2| [T Aomces TS 10| |NAME: 0 Garraes 20| |E Swerum 390)
AR [].D.C / | 260
A Rt O Tewepathy 4|10 Bio-ManipuLATION 10| |Tyre: [ ConTROLTHE BeasTs 18 E %ﬂ!ﬁm Sorv 500
WEIGHT : ©sT: O ToraL Recait 2 E gw-REsm S(Swsva 4218 ABILITEES : O Cogeluness 15
. 0 ATATONIC STRIKE O] CreaTEBReaD& Mik 15 CEVEL FOURTEEN
ProwL PENALTY : % PHYSICAL 0 Cause INsaniTy 30 Tl perect Poison 10 &l %iE fr +600
(1 ALTER AURA 2110 Cure Insaniy 30 £] FiRe BaLL 10 D BARRIER
[ DeatH TRANCE 1|0 Etectrokingsis (vaRiES) O] FreFist 15| |O Impen. WaLL oF Foree - 600)
£] EctopLash (vasies) | | C) EvpATHC TRANSHISSON 6 0 InperviousTo Biercy 20 | L ResToRATION 750
] FLoaT [0 Group Mino BLock 22 [ Macic Rceon 20 LEVEL FIFTEEN
[ Impervious To CoLp 28 [0 HyprokINESIS (vARIES) T Memory Bank 12| [T DiMeNsIONAL PorTAL 1000}
O Impervious To Fire 4 [0 HyenoTic SUGGESTION 6 £] Repuce ELF 20| (O DwmensionaL TELEPORT 800
ANIMAL COMPANION O IweerviousToPoson 4| |2 Inouce N 15 L1 SwmasaFish Sp. 12| [0 ResURRECTION 2000
NAME: ! : [ INserTMEMORY P.P.E.: O TeLeporT. LESSER 15| |O Summ. GReaTer Faviiar 580)
] 25
ITYPE: o km:gg& (VAR‘Eii O InvisiBLe Haze 30 :( ) O Tive Sip 20| |O TeLePORT SUPERIOR tho)g
' . . O MenTAL lLLusion 20| T] TonGUES 12| [O0_TRANSFORMATION
H.P. . D .D.C... AR__ O NeHrvision 4110 Ment. PossessOmers 30 - O WorpsoF TRUTH 15| P.P.E.:
A.P.M.: STRIKE 1+ PARRY :+ U ResistFaticue 4110 Mo Biek Auto Der (speci) Magic: [0 Weapon [ OJecT P.P.EAT/ONOR WITHIN ONE MILE OF A LEY LINE :
DobGE:+ DAMAGE (+ RoLL:+ g ResisTHNGER 2110 Mivo Bor (vAREES) NAME : P.P.E.AT OR NEAR A LEY LINE NEXUS:
CLAWS D MDUTH: D 0 SJES'STFH'RSTST 2 0 Mino Bono 10| |TvypE: P.P.E. $enT:
—_— = — = IMMON INNER SIRENGTH 0 Mno W -
- J D [0 Seont. ComBusTION 6|0 P.‘S,DE. SP\ELD (SPEC'Z% ABILITIES :
NATURAL ABILITIES O TeLeknesis (ares) || O Psr-SieLo 30
O Teecnerc Pver 6|0 Ps-Sworo 30 SPELLS OF L EGEND P.P.E
[ Tetexinetic Leap 8|0 Prrokinesis (VARIES)
1 TeLeporT OBJECT 10( [0 Terexinesis (Super) 10+ t] BARRIER OF THOTH 300d
1.S.P.: E %EC‘SCEXMCFOSRCEHHD ig ] CriMsoN WaLL oF Lictaon 5004
HiT P PAMAGE Recorp 1.S.P.AT/ON OR WITHIN ONE MILE OF ALEY LINE [ DOPPLEGANGER: SUPERIOR 1004
IT FOINTS. 1.S.P.AT OR NEAR A LEY LINE NEXUS: - £1 METAMORPHOSIS: DRAGON 200
[]D.C.: PPE(__)
DG 1.S.P. $ENT: b
ENT | ) T SWCTUARY 150(
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PALLADIUM FANTASY RPG® CHARACTER SHEET

CoMBAT ILL

NAME RacE:
. TrRUE NamE:
' # OF ATTACKS : I NNITIATIVE : + ALIGNMENT :
A DAMAGE : + STRIKE : + HiT PoinTs: [ ].D.C.(RivsicAL):
= PARRY: + DobGE: + E . .
XPERIENCE LEVEL: PoinTs:
SAVING THROWS RoLL: + ResTR. PUNCH: | . c AGE: L © S PPE.-
SAVE VS. SDELL/WARD: / PUNCH: RWER PUNCH: .Q.. GE. IFESPAN. P g
SAvE vs. FUME/RITUAL / Kick : Leap Kick : M.E. SEX: Gu:
SAVE vs. Psionics: Knock Our: M.A.: HEIGHT: W\EIGHT : .S.P.
SAVE vs. TOXINS/POISONSZ. / CRITICAL : 20P.S.: LanD oF ORIGIN ;
e = o, Doves e G1PPi  Buwrowewr:
SavE Ve, POSSESSION " L Eap: p— e P.E SociaL [FamiLy BAC!(GROUNDZ
SAVE vs. HORROR FacCTOR: + LiFT: tBs. CARRY: ws]P-B: _ RaciAL HosTILITIES :
SavE vs. Coma/DEATH: + o [THROW(M AX): LBS. rr| SPD DisposITION:
PercepTION RoLLS: [ | | ][Run: MPH (MAx) MeLEes
DAMAGE _RECORD S ”/MELE(EM S FT/AI\TATACK INSANITY (IF ANY):
D.C. . WIM © MPH AX ELEES . 0, . 0
(] E e IELEE o IATTACK INVOKE TRUST/INTIMIDATE : %% CHARM /I MPRESS: %
[1D.C: SKILLS +%/v. %  SECONDARY SKILLS %M. %
AT PoinTs: - -
I.SP.
CHi:
P.P.E.. - -
0O.C.C. XiLLs +%/lv.. % S -
Dance (+20%) 5 —_— —_—
NATIVE LANGUAGE: 98 — -
Speak (+20%): 5 I I
SPEAK (+20%): 5
Limeracy (+20%): 5
Basic MaTH (+20%) 5
L ore: Demons & M onsTers (+15%) 5 - -
Lore: Revicion (+20%) 5 S S
L anp Navigation (+10%) 4 —_— —_—
WiLDERNESS SURVIVAL (+10%) 5 — —
ONE WEAPON PROFICIENCY OF CHOICE B B
SeE PRIEST ABILITIES ON SECOND SHEET
WEAPONS Rance  Dawace  \WEAPON PROFICIENCIES porRflur - Parry/ Dawacel  PACMIOR.
AR. [].D.C. / B
; WEIGHT: @sT:
/ ProwL PENALTY :- %
/
/
/
/ ARMOR:
/ AR.: [].D.C.: / B
[ WEIGHT : @sT:
; ProwL PENALTY :- %
[ AvmuniTion (_): /
/
|AMMuNiTION (_); /
EquiPMENT SeeciAL ABILITIES /SKILLS NoTEs
MoNEY
GoLb:
R SALARY :
VALUABLES
R OuTFITS

() () ]
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PRIEST OF LIGHT CHARACTER HISTORY SPELLS P.P.E P.P.E
P, . . LeveL ONE LEVEL SEVEN
ANTHEON . By [ BLINDING FLasH 1] [0 Acony 20]
(CHURCH ResoURces:. O Cloun o Swoke 2| |0 Anmate/ControLDero  20)
O DeatH TRANCE 1| (O Crete oF ConcEALMENT  15]
O DecipHerRMacic 4| [O Constrai Being 20
O GLosE oF DavLIGHT 2| |O DispetMacic Barrier 20|
O IncrReaSEWEIGHT 4 |0 Fuy AsTHE EaGLE 25
O SeeAura 6| [0 GLosEOF SILENCE 20
HEeALING ToucH: 2D4 H.P./S.D.C(EVERY 2 MELEES) O SeethE InvisiBLE 4| |0 Heal S&ir 20
ExoRrcisM :1D6 HRs oF PRAYER +7 % O SenseBui 210 |MM°B‘UZE_ 25
Remove Curse 1D4x10 MINUTES +7 9 E ,?ENSEMAG‘C ﬁ E :NV'S‘E'“W-S’PER‘OR 5(5)
RESURRECTION:STARTING AT 5TH LEVEL  +3 % g V:ﬁz&?)qtﬁz:w sllo LlelEJLDNRi'T:BMW e
TurN DEAD: 2 MELEE ROUNDS +5 9 Q 0 MeTanorpHoss AnmaL 25|
PENANCE & SACRIFICE LeveL Two O PuriFy Foop & Water 20
*RESIST THIRST AB ConTACTS U BeruooLe 6110 seconn Serr 25|
‘ResisT HunGer 5 A8l NAME: O CCUPATION : Notes: E gmﬂm’“ g 0 Wino Rss 20)
RAYERS O Wink-Our 20+
[0 CoNcEALMENT 6
BLESSINGS (LAST 2D4 WEEKS) - " " O WircHBorTie 28
+CReATE HoLy WATER - 3D6DAMAGE TO VAMPIRES/GHOULS NAME : OCCUPATION: Notes: E E:;igs?ggiAwEm 2 [0 X-Rav Vision 25
*BLESS PERSON: +1 TO SAVE vs. DiSEASE/POSSESSION
. O Fear 5 LEeveL EIGHT
*BLess Howe: GhosTs & FAER‘.ES ROLL 14 0R HIGHER TO ENTER NAME : O CCUPATION : NoTEs: O Hevy BReaTHING 5| [0 Cowvune With Sris 25
INHABITANTS : +1 vs PossESsIoN O LevitATion 5| |O Exorcism 30
*BLEss Foop: +170 savE vs. SPolLING M acic/Disease/Decay O Mstic ALarm 5| |0 EvesortHe WoLr 25)
FRESHFOR ONE EXTRA DAY NAME : O CCUPATION NoTEs: O Turn Deap 6| |0 HaLLuciNATION 30
PRAYER OF STRENGTH _+7 Do [ WEIGHTLESSNESS 6] |0 Locate 30
» +6vs HoRROR FACTOR, +1 0N ALL OTHER SAVING THROWS 5 5 5 O LoveCHarm 40|
! L T
++10% 10 TurRN DEAD *+20%T0 EXORCISM *+1 SPELL STRENGTH NAME: O CCUPATION : Notes: ] A;A\(I)iLOF ;x:EE 10 0 Luck Curse 40
++1 70 PARRY & DODGE _LASTS 2 MINUTES PERLEVEL O BreateWiriour AR 5| |2 METAvoRer: Hovav 40
PRAYER OF COMMUNION _+7 Yo |NAME: O CCUPATION NorEs: 0 Enery Bour 5 E M‘NORC,;RSE gg
#60% CHANCE OF DIVINATION OR RECIEVING AN OMEN [0 FAeriE SPEAK 5] & OE%IE peC 30|
PRAYER OF INTERVENTION O FinGErRsoFTHEWIND 5
(GRANTS ONE OF THE FOLLOWING ) NAME : OCCUPATION : NotEs: O FoATINAR 5 E gib:(sNEE[ggENs' ANowALY gg
sCAST ANY ONE SPELL OF ANY LEVEL THAT HIS GOD(S) KNOWS EQUAL E rUEL F'l-:AME g O SoLFooo&Waer 30|
TO HIS OWN EXPERIENCE +5LEVELS. No P.P.E.cosT+7 % . . . GEARE O StoNeTo RESH 30
*CREATE MAGIC SCROLL ONCE PER 24 HOUR PERIOD Name: OccupATION Notes; E :MPERV'OUSTO E’:E g O Time CapsuLe 30
SPELL MUST BE KNOWN BY GOD(S) & POTENCY IS LIMITED BY PRIESTS| 0 |x\7\ESIR;IIIL(I)1L'JVSTgMPILSEON 6 [0 Wispsor CoNFUSION 40|
LEVELS. LIMITED TO 6TH LEVEL OR HIGHER PRIESTS +9 9 NAME : OCCUPATION: NoTEs: Ol Nesmisedions 5 Tever N
*SUPER HEALING TWO HEALING TOUCHES RESTORE 2D4x10 3
O ParaLysis: LESSER 5( [0 Ace 50]
’:‘/‘I'T Pons/S.D.C. pr 4D6 M.D.C.) 2_+7 _} NAME * O CCUPATION NoTEs: O ResISTFIRE 3| |O Curst ProBia 40|
IRACLES + (] * * * O SeeWaros 8| |0 Faeries Dance 55
MIRACLE OF LUCK O SenseTraps 7| |0 Famuar Ling 55
++4 InT. ++1070 RoLL & save vsH.F. ++870 DODGE & SAVE vs RANGE DAMAGE STRITHR PARRY  RATE 0 TeLexesis 8] |0 Havox 50
Poison ++370 SAVE vs MagiC *ImMPERVIOUS TO CHARMS/CURSES] WEAPON PROFICIENCIES AM/BURST TEvel FouR E METAMORII’HOSISMSEéBIIGO%
*PRIEST + 1 FOLLOWER PERLEVEL 1 MINUTE PERLEVEL T Astra Proscton 10 o Mﬁ:lESTER INSECT &
SUPERNATURAL STRENGTH / O Buno 8 O FeneEesmE A
*HiT PoinTs/S.D.C.ARE TRIPPLED P.S. +2D4 &s SUPERNATURAL / [ CarpeTor ApHesion 10 0 Gremssmem S 50
++170 I NIT, STRIKE, PARRY, DODGE AND ALL SAVING THROWS O Charismatic Aura 10 O Summon/Cont. Canmes 50
*Aura OF Awe = H.F..12 ¢ASTS 1MINUTE PER LEVEL [ 8 %JREM‘EOR Disoroer 10| (5 SWORDSTO SNAKES 50
PURIFICATION / 0 F ERgY ELD 10| B Travsrerac 50
50 1BS OF FOOD OR 10 GALLONS OF WATER / O Fl:?gL‘so(gLD 10 O WarerTo Wine 40|
GREAT MIRACLE OF INCREASED POWER / O Ley Line Transmission 30 LEVEL TEN
+SPELLS/PRAYERS ARE DOUBLE DURATION & STRENGTH/POWER O Maoic Net T Bavsvent 55l
L ASTS 1 MINUTE PER LEVEL / O MuLTieLe Imaces 7| |0 Cxtru/Bnstave Entiry — 80)
GREAT MIRACLE OF CONTROL OVER NATURE A MMUNITION ( ): O RepeL ANIMALS 7110 Dmens Pocker  30/14d
CREATION OF NATURAL FORCES: 1 HR. PER/LVL — 0 SeAL 7| |0 MeramoreH.: Superior 100)
CONTROL OVER DESTRUCTIVE FORCES: 1 MIN. PER/LVL / O Suapow MeLp 10| |0 Mstic PorTaL 0
MirAcuLOUS HEALING (TOUCH OR GLANCE) AMMUNITION ( ): O Swmas A Fisx 6| [0 Puantom Horse 60}
*HEAL THE CRIPPLED *RESTORE VISION TO BLIND *GIVE VOICE TO THE O Trance 10 E gMM./COSqNT. R}DENTS 11(())
MUTE *GIVE HEARING TO THE DEAF *CURE SICKNESS AND DISEASE - TeveL Five MMON HADOW BEAST
+DISPEL POSSESSINGENTITIES, MAGIC CURSESAND SICKNESS *NEGATE PSS!%E'\{]VHECS LS.P. HEADNG LS.P. Macic: L Weapon [ Ossect TT CALLING ] Tever Eceven
POISON (AS MUCH AS A LAKE ) *ResToRE FuLL H.P./S.D.C.70 onE TT AstRaL PROJECTION g [T Arrack Deerse 12 NAME : O CHarM 12| [O AntiMacic Coun 140
PERSONPER LEVEL (M.D.C. CREATURES ARE RESTORED TO HALF ) [ CLARVOYANCE 2| | 0 Bo-Reenenate (Se19) 6 TYPE: O CireLE OF RLAME 10| |0 CreateMacic ScroLL 100+
HAVE THE ABILITY FOR ONE MELEE/L5 SECONDS 0 o A 0] Deoen P 4 ABILITIES * O DowmiNaTION 10| |O Create Mummy 160
GREAT MIRACLE OF CONTROL OVER MAGIC O COMMUNEW N;A"S 6 0 DetectPsionics 6 i O Enerey Disruption 15| (O FinGer oF LicTaLon 150
HAVE THE ABILITY_FOR ONE MELEE PERLVL OF EXPERIENCE 0 D\sh:ztjg\g:: IRITS 1(8) O ExorcisM 10| E ECAPE . g E ngO\I/ECCOURS;N iézlg
o O Evpaty 4 B lHEAL'NG Ti‘g\” g DR o 15| |0 Smoike - 149
. [0 MeDITATION 0 NCREASED MEALING 1 T] HeaL Wounps 10
AR '_ D D.C. / 0 Mo Brock 4|1 ouee Seee 4 £] HorrIFic ILLUSION 10 L’EL\I/L‘:'T' TweLvE -
A p— G — |0 GeecrReso 6||D LusrrorLie 15 L) Meno Guor 1215 Cauw Sroru 200]
WEIGHT : ®sT: O PreseceSoe 4| | FovencDuonoss 4 5 S T 12| |7 Grorezome 25
. 0, 0O PsvcHic PuriFicaTiON 8 T Steep 10
ProwL PENALTY : ) [ See Aura 611 Psycric Sursery 14 - £] SuperHUMANSPEED 10 B gﬂcﬁﬁ:ﬁf&swg %gg
[ SeE THE INvisiBLE 4[|0 ResistFatigue 4 P.P.E.:( ) []SuPERHUMAN STRENGTH 10 0 Tiwe H 210)
£ SenseDIEN. ANOMOLY 6| (] g pppessFear 8 ( ) - 5 LE U
[ Sense B 2|0 Transrerl.S.P. 4+ EVEL Ax L EVEL THIRTEEN
20 [ Animate GBJecT 15
O SenseM [Ee G 70071000
a3 Sxﬁkﬁ?sc g Macic: [0 Weapon [1 OBJECT O AepaRITioN 20| | P:gTATEORSLLEM&JPER\OR 250
ARMOR: SUPER NAME: O Culemine — 15) |5 gueryy 390)
: U Speep Reaoing 2| [T Aovancep Trance STate 10} - [ CompuLSION 20| |3 St JConr. St 260
AR.: D .D.C.: / 0 TeLepaTHY 4|0 Bio-ManpuLaTion 10| |TyrE: D Coromie Boxsrs 18| [0 SowCom. 260
WEIGHT : ©sT: O ToraL Recait 2||0 Bo-Recen (Spe)) 20| |ABILITIES : O Cureluusess 15
- - [0 CataTONIC STRIKE 40 [] CreaTeBreaD & Mik 15 CEVEL FOURTEEN
. 0,
ProwL PENALTY :- % PHYSICAL [J Cause Insaniy 30 T petect Poison 10 ik CéiE FT +600
[ ALTer AURA 2110 Cure Insaniy 30 £] FiRe BaLL 10 D BARRIER
£ DeatH TRANCE 1|0 Etectrokingsis (vaRiES) O] FreFist 15| |O Impen. WaLL oF Foree - 600)
[ Ecropasm (vasies) | | C) EvpATHC TRANSHISSON 6 0 InperviousTo Biercy 20 | L ResToRATION 750
0 Froat g| [ GroupMno Buock 22 ) Macic Pceon 20 Lever FiFTEEN
T IMPeERVIOUS To CoLD 2| Hyorokmesis (vARIES) T Memory Bank 12| [T DiMeNsIONAL PorTAL 1000}
O Impervious To Fire 4 [0 HyenoTic SUGGESTION 6 £] Repuce ELF 20| (O DwmensionaL TELEPORT 800
ANIMAL COMPANION O IweerviousToPoson 4| |2 Inouce N 15 L1 SwmasaFish Sp. 12| [0 ResURRECTION 2000
NAME : oL O INSERTMEMORY 25 P.P.E.Z( ) [0 TeLepoRrT. LESSER 15| (O Summ. GReATER FamiLiar 580}
TvpE: 0 ’m‘:‘éﬁ)“w (VAR‘Eii O InvisieLe Haze 30| ( ) S ?ME S ig E FLEPORI SUPERIOR Zg(o)g
" " O MenTAL lLLusion 20 ONGUES RANSFORMATION
H.P. - [] 'D'C"_ AR__ g g‘GHW‘E'ON 4115 Ment. PossessOrigrs 3] ] WoRrDsoF TRUTH 15[ P.P.E.
A.P.M.: STRIKE 1+ PARRY :+ ESIST FATIGUE 4110 Mo Buek Auto DEF.(speciaL) OuTFITS P.P.E.AT/ONOR WITHIN ONE MILE OF A LEY LINE
DobGE:+ DAMAGE (+ RoLL:+ g 255'571"_”“@5“ é O Mino BoLt (vaRiEs) 0 P.P.E.AT OR NEAR A LEY LINE NEXUS:
CLAWS D MOUTH: D ESIST IHRST 0 Mno Bono 10} P.P.E. $eNT.
— il el |
- - - P.P.E. Sietp 1
NATURAL ABILITIES O Teekness — (vares) | |0 P-Suewo 30)
e dipse L SELSOFLECEND  PPE
ROKINESIS (VARIES
1 TeLeporT OBJECT 10( [0 Terexinesis (Super) 10+ 0 £l BARRIER OF THOTH 300d
1.S.P.: U Tewexnerc ForeeFeo 30) T] CriMsoN WAaLL oF Lictaon 500
[ TELEMECHANICS 10
Damace Recorp 1.S.P.AT/ON OR WITHIN ONE MILE OF ALEY LINE [ DOPPLEGANGER: SUPERIOR 1004
E'lTDPg”,\‘TS' 1.S.P.AT OR NEAR A LEY LINE NEXUS: [ El METAMORPHOSIS: DRAGON 200(
LD.C.. 1.S.P. $ENT:
ENT ] SWCTUARY 150(
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PALLADIUM FANTASY RPG® CHARACTER SHEET

CoMBAT ILL

NAME : Rack:
TrRUE NAME:
# OF ATTACKS : INNITIATIVE : + ALIGNMENT :
DAMAGE : + STRIKE: + Hit PoinTs: [ ].D.C.(RivsicaL):
PARRY: + Dobge: + ExPERIENCE LEVEL: POINTS:
RoLL: + ResTR. PUNCH: | . A - L i PPE.-
SaviNg THROWS PuNGH: Rower PUNGH: Q. GE: IFESPAN: .P.E..
SAVE vs. SPELL/WARDZ' / Kick: Leap Kick : M.E. SEX: Gui:
Save vs. Fume/Rituat : / KNock OuT: M.A.: H EIGHT : WEIGHT I.S.P.
SAVE vs. PsioNics: —— CrimeaL: 20P.S.: LaND oF ORIGIN :
SAVE vs. ToxINs/PoISONS: / DEATH® PP~ ENVIRONMENT
Save vs. HARMFUL DRuGS: Fuep: * ) O/(PIE - % = ' B -
SAVE vs. INSANITY : LEAp: O .0 . o CIAL /FAMILY ACKGROUND .
SAVE vs. PossessioN + LiFT: 1BS. CARRY: LBS. P.B - RaciAL HOsSTILITIES :
SAVE vs. HORROR FACTOR: + THROW (M AX): LBS. rr| SPD DisposITION:
SavE vs. CoMA/DEATH: + %o[Run: mPH (MAX) MELEES
PercepTION RoLLS: / / / FT/MELEE FT/ATTACK INSAN'TY (”: ANY):
: Max). M
DAMAGE RECORD S ue- (Max FEES) | nvoKE TRUST/INTIMIDATE : % CHARM /IMPRESS. %
JDC. FT/MELEE FT/ATTACK _ —_—
SKILLS +%/v.. %  SECONDARY ILLS +%f. %
JDC.
HiT PoiNTs; . R
1.S.P.
CHi:
P.P.E.
0.C.C. XiLLs +%/lvL. % — —_—
NATIVE LANGUAGE: 98 — —
Speak (+15%): 5 E— —
SPEAK (+15%): 5
Basic MatH (+10%) 5
Cook (+10%) 5
BioLogy (+15%) 5 -
Houistic Mepicine (+20%) 5 - -
IDENTIFY PLants & FRrurts (+10%) 5 —_— e
Preserve Foop (+10%) 5 — —
Two WEeaPoN ProFICIENCES oF CHOICE — I
SeEE PsioNics ON SECOND SHEET — -
WEAPONS Rance  Dawace  \WEAPON PROFICIENCIES porRflur - Parry/ Dawacel  PACMIOR.
AR. [].D.C. / B
; WEIGHT: @sT:
/ ProwL PENALTY :- %
/
/
/
/ ARMOR:
/ AR.: [].D.C.: / B
[ WEIGHT : ®sT:
; ProwL PENALTY :- %
[ AvmuniTion (_): /
/
|AMMuNiTION (_); /
EquiPMENT SeeciAL ABILITIES /SKILLS NoTEs
- MoNEY
GoLb:
R SALARY :
VALUABLES
R OuTFITS

() () ]
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PALLADIUM FANTASY RPG® CHARACTER SHEET

CoMBAT ILL

NAME : Rack:
TrRUE NAME:
# OF ATTACKS : INNITIATIVE : + ALIGNMENT :
DAMAGE : + STRIKE: + HiT PoINTS: [ ].D.C.(RivsicAL):
PARRY: + DobGE: + . .
Saving THROWS L . ExperIENCE LEVEL: PoinTs:
Rott: ResTR. PUNCH: . - i -
SavE vs. SPELL/WARD: / PUNCH® ROWER PUNCH: IQ AGE. L|FESPAN. PPE
Save vs. FuME/RITUAL / Kick: Leap Kick : M.E.: SEX: G
SAVE vs. Psionics: Knock Our: M.A.: HEIGHT: W\EIGHT : .S.P.
§VE vs. LOXINS/POSONS:- / CRITICAL 20P. S LAND oF ORIGIN
VE VS. ARMFUL. RUGS: DEATH: PP: ~ ENVIRONMENT
SAVE vs. INSANITY: Fup: (+ ) "/tp E: % IE B -
SAVE vs. PossessioN + LEeap: FT ] Fr.l0 - CIAL FEAMILY ACKGROUND'
Save vs. HORROR FACTOR: T Ter s Cornv. ws]P-B::  RaciaL HosTLITES :
SAVE vs. ComA/DEATH + o6 [T HrROW (M AX): LBS. rr| SPD DisposITION:
PercepTION RoLLs: | | | |[Ru: MPH (MAx) MeLEES
DAMAGE RECORD Fi/veLee FTATIACK | [NSANITY (IF ANY):
ObDcC: ' Swim: wer (Max), MELEES| | \woke TRUST/INTIMIDATE % CHARM /I MPRESS: %
= FT/MELEE FT/ATTACK fe— —
[1D.C: SKILLS +%/i. %  SECONDARY SKILLS %M. %
AT PoinTs: - -
I.S.P.: I N
CHi:
P.P.E.. - -
0O.C.C. XiLLs +%/lv.. % S -
NATIVE LANGUAGE: 98 —_— —_—
SpeAK (+15%): 5 E— —
Speak (+15%): 5 I I
Basic MatH (+20%) 5
Dowsing (+5%) 5
L aND NaviGaTioN (+10%) 5
Two WEeaPoN ProFcENCES oF CHOICE _ _
Bonuses E— S
*+2vs. MinD CoNTROL/MAGIC CHARMS —_— —
e+4 vs. PosseEsSION ¢+2vs. HORROR FACTOR — —
SEE PsIONICS ON SECOND SHEET — —
SEE MAGIC ON SECOND SHEET
WEAPONS Rance  Dawace  \WEAPON PROFICIENCIES poTRflR - Parry/ Dawacel  PACMIOR.
AR. [].D.C. / B
; WEIGHT: @sT:
/ ProwL PENALTY :- %
/
[
/
L ARMOR:
/ AR.: [].D.C.: / B
[ WEIGHT : ®sT:
; ProwL PENALTY :- %
[ AvmuniTion (_): /
/
|AMMuNiTION (_); /
EquiPMENT SeeciAL ABILITIES /SKILLS NoTEs
MoNEY
Golb:
I SALARY :
VALUABLES
I OuTFITS

() () ]
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CoMBAT SILL

PALLADIUM FANTASY RPG® CHARACTER SHEET

NAME : Rack:
TrRUE NAME:
# OF ATTACKS : INNITIATIVE 0+ ALIGNMENT
Damace : + STRIKE: + HiT PoINTS: [ ].D.C.(RivsicaL):
:;T: FESTSOFDSS('::_ ExPERIENCE LEVEL: PoinTs:
o T : PUNGH: RoweR PUNGH- 1.Q.: J— AGE.Z— LIFESPAN: _P.P'.E.:_
VING !"ROWS Kick: Lear Kick M.E.. SEX: G
Save vs. SPELL/WARD: L | Kock Our: M.A.: H EIGHT : WEIGHT : I.S.P.
SAVE VS, FUME/RITUAL. / CRITICAL 20p.S LAND OF ORIGIN :
SAVE vs. Psionics: DEATH® PP — ENVIRONMENT °
SAVE vs. ToxiNs/PoisoNs: / Fup: (+ ) O/(P' —_— ) .
SaVE Vs, HARMFUL DRUGS: Leap: o =0 P-E SociaL /[FAMILY BACKGROUND:
SAVE VS. INSANITY : LiFT: 1BS. CARRY: s P.B . RaciaL HosTILITIES :
SAVE vs. PosSESSION + THRowW (M AX): LBS. e SPD DisposITION:
SAVE vs. HORROR FACTOR: + RuN: MPH (Max) MELEES
Save vs. CoMA/DEATH: + 9 FT/MELEE FT/ATTACK | | NSANITY (”: ANY)'
PERCEPTION RoLLS: [ ] |Swm: MPH (Max) MELEES ) - 0 5
Savcs Recors r/VELEE inrack | INVOKE TRUST/INTIMIDATE = % GHAaRM/IMPRESS_ %
J.D.C.: iLLs +%/lvL. SECONDARY &ILLS +%/v. %
[].D.C. I
AT PoiNTs: J— _
I.S.P. - —
CHi: - N
P.P.E.
0.C.C. XiLLs +%/lvL. % - -
NATIVE LANGUAGE: 98
Speak (+15%): 5
Speak (+15%): 5 - -
L ore (+10%): 5 - -
L ore (+10%): 5 — —
DowsinG (+15%) 5 — —
Sense PsycHic/M acic ENERGY 5 — -
SeNSE SUPERNATURAL BEING 5 I
Two WEAPON PROFICIENCIES OF CHOICE
See PsycHIC ABILITIES ON SECOND SHEET
WEAPONS Ranee  Dawase  \WEAPON PROFICIENCIES poTRMTHR - Parry/ Dawace/  PADUIOR.
AR. [].D.C. / B
; WEIGHT : @sT:
/ ProwL PENALTY :- %
/
/
/
/ ARMOR:
/ AR.: [].D.C.: /
[ WEIGHT : @sT:
; ProwL PENALTY :- %
| AMMUNITION (__): ;
| AMMuNITION (__): /
EQuiPMENT SeeciAL ABILITIES /SKILLS NoTEs
MoNEY
GoLb:
. SALARY :
VALUABLES :
OuTFITS
0
. 0
0
0
i
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CoMBAT SILL

i PALLADIUM FANTASY RPG® CHARACTER SHEET

NAME RacE:
TRUE NAME:
# OF ATTACKS : INITIATIVE © + ALIGNMENT :
DawAGE : + STRIKE  + Hit PoinTs: [ ].D.C.(RuvsicaL):
SAVING THROWS PARRY: + Dooge: + ExPERIENCE LEVEL: POINTS:
RoLL: + ResTR. PuNcH: . P —— i -
Save vs. SPeLL/WARD: —/ PUNCH: ROWER PUNCH: IQ - AGE. . L|FESPAN. _PPE_
SAVE vs. FUME/RITUAL / Kick : Leap Kick : M.E. SEX: Gu:
SAVE vs. Psionics: Knock OuT: M.A.: H EIGHT : WEIGHT : .S.P.:
§VE VS. LOXINS/POIIDSONSZ. / CRITICAL : 20P.S.: LaND oF ORIGIN :
VE VS. ARMFUL' RUGS: DEATH: PP.: ENVIRONMENT °
SAVE vs. INSANITY : Fup: () O/(F) E. —_— % IE B -
SAVE Ve, PoSSESSION " L eap: p— =0 P _ ciAL /FAMILY AC!<GROUND.
Save vs. HORROR FACTOR: + T 155, CARRY. s P.B RaciaL HosTILITIES :
Save vs. Coma/DEATH:  + %)| [THROW (M AX): LBS. rr| SPD DisposITION:
PercepTION RoLLs: | | | ][Run: MPH (MAX) MEeLEES
DAMAGE RECORD —Fr/veee FTIATIACK | | NSANITY (IF ANY):
[1D.C.: : S uen (Max) MeLees INVOKE TRUST/INTIMIDATE : % CHARM /I MPRESS; %
= FT/MELEE FT/ATTACK — —
[1D.C: SKILLS +%/lv.. %  SECONDARY SKILLS %M. %
AT Points; _ _
I.SP.:
CHI:
P.P.E.
0.C.C. XiLLs +%/vi. % — —_—
NATIVE LANGUAGE: 98 — —
SPeAK (+15%): 5 — -
Seeak (+15%): 5
ANIMAL HusBaNDRY (+10%) 5
L anp Naviation (+20%) 5
[DENTIFY PLaNTS & FRruits (+15%) 5 ' - _
SciN/PRePARE ANiMAL HiDes (+15%) 5 | S —_—
TRACK/TRAP ANIMALS (+20%) 5 ' —_— —
Track Humanoips (+15%) 5 ' — —
WIiLDERNESS SURVIVAL (+20%) 5 | E— I
O.C.C. BonusEs
+2 10 SAVE vs. HORROR FACTOR
WeEAPONS Ranee  Dawace  \WEAPON PROFICIENCIES poRITHR - PaRrY/ Davece/  PRCNIOR.
AR [].D.C.: /
5 WEIGHT: @sT:
/ ProwL PENALTY :- %
/
/
/
/ ARMOR:
/ AR.: [].D.C.: /
[ WEIGHT : ®sT:
; ProwL PENALTY :- %
| AMMUNITION (_); /
/
AMMUNITION (). /
EQuiPMENT SpeciaL ABILITIES /SKILLS NoTes
MoNEY
GoLb:
SALARY :
VALUABLES :
OuTFITS

[ ()
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PALLADIUM FANTASY RPG® CHARACTER SHEET

CoMBAT ILL

NAME : Rack:
TRrRUE NAME:
#OF ATTACKS : INITIATIVE © + ALIGNMENT :
DawAGE : + STRIKE : + Hit PoinTs: [ ].D.C.(RuvsicaL):
SAVING THROWS PARRY: Do + EXPERIENCE LEVEL: POINTS:
RoLt: + ResTr. PUNCH: . e i N
SaVE vs. SPELL/WARD: / Poner: — PwenPunenFQ _ Aee:_ Lweesean:_ PPE:
SAvE vs. FUME/RITUAL / Kick : Leap Kick : M.E.: SEX: Gi:
SAVE vs. Psionics: Knock OuT: M.A.: H EIGHT : WEIGHT : .S.P.:
SAVE vs. -I:OXINS/POIIDSONSZ. / CRITICAL : 20P.S.: LanD oF ORIGIN ;
SAVE vs. ARMFUL. RUGS: DEATH: PP. ENVIRONMENT °
SAVE VvS. INSANITY : Fup: ) %P E.- E— % IE B -
SAVE vs. POSSESSION T L Eap: O - Ee CIAL /FAMILY AC!(GROUND.
Save vs. HOrRROR FacTOR: + LIET: LBS. CARRY: LBS. P.B.. RAC'AL HOST'L'T'ES .
SAVE vs. CoMA/DEATH + % |THROW(MAX): LBS. rr| Spp.: DisposITION:
PercepTION RoLLs: [ | [ |[Ru MPH  (Max) MEeLEES
DAMAGE _RECORD FI/MELEE FIATTACK | | NSANITY (IF ANY):
[1D.C.: : S v (Max) MELEES| | \OKE TRUST/INTIMIDATE % CHARM /I MPRESS; %
FT/MELEE FT/ATTACK f—_— —
[1D.C: 5 SKILLS +%/L. %  SECONDARY SKILLS +ll. %
AT PoinTs: - -
I.S.P.: I N
CHi:
P.P.E..
0.C.C. XiLLs +%/lvL. % S -
NATIVE LANGUAGE 98 —_— —_—
Speak (+10%): 5 — —
Seeak (+10%): 5 E— I
Cums /Scate WaLLs (+5%) 5
Miumary ETIQUETTE (+20%) 5
Forcep MARcH
Boby Buibing & W EIGHT LIFTING — I
WEAPON PROFICIENCIES E— S
W.P. SHiELD e e
O.C.C. Bonuses — —
+1T0 PULL PUNCH, +1T0 SAVE vs. HORROR B B
FacTor AT LEVELS 1, 3, 7, 10aND 13.
WEAPONS Rance  Dawace  WEAPON PROFICIENCIES ponlTeR  Paenel Dawcel PRARMOR:
AR.: [].D.C. / B
SHIELD ; WEIGHT : @sT:
/ ProwL PENALTY :- %
/
/
/
/ ARMOR:
/ AR.: [].D.C.: /
[ WEIGHT : ®sT:
; ProwL PENALTY :- %
| AMMUNITION (__): /
/
AMMUNITION (_); /
EquiPMENT SeeciAL ABILITIES /SKILLS NoTEs
MoNEY
Golb:
SALARY :
VALUABLES :
OuTFITS
- 0
. 0
[l
. 0
. [
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CoMBAT ILL

NAME RacE:
TrRUE NAME:
# OF ATTACKS : I NNITIATIVE : + ALIGNMENT :
DamAGE : + STRIKE : + HiT PoinTs: [ ].D.C.(RivsicaL):
PARRY: + DobGE: + . .
Saving THROWS L . ExperIENCE LEVEL: PoinTs:
Rott: ResTR. PUNCH: . - i -
SAVE Vs, SPELL/WARD: / PUNCH® ROWER PUNCH: |Q AGE: LIFESPAN: P.P.E.:
Save vs. FuME/RITUAL / Kick: Leap Kick : M.E. SEX: G
SAVE vs. Psionics: Knock Our: M.A. HEIGHT: W\EIGHT : .S.P.
§VE vs. LOXINS/POIIDSONS:' / CRITICAL 20P .S LanD oF ORIGIN :
VE VS. ARMFUL. RUGS: DEATH: PP: ~ ENVIRONMENT
SAVE vs. INSANITY: Fup: (+ ) 0/13 E: % IE B -
SAVE vs. PossessioN + LEeap: FT ] Fr.l0 - CIAL JEAMILY ACKGROUND'
Save vs. HORROR FACTOR: T Ter s Cornv. ws]P-B::  RaciaL HosTLITES :
SAVE vs. CoMA/DEATH + % [THrROW(M AX): LBS. rr| SPD DisposITION:
PercepPTION RoLLs: | | | |[Ru: MPH  (Max) MELEES
DAMAGE RECORD S al MELE(EM S FT/AI\TATACK INSANITY (IF ANY):
DC. - WIM MPH AX ELEES . 0 y 0
] E ELes rnrmack | |NVOKE TRUST/INTIMIDATE : % CHARM /I MPRESS: )
[1D.C: SKILLS +%/v. %  SECONDARY SKILLS +9%]lvL. %
AT PoinTs: - -
I.S.P.:
CHi:
P.P.E..
0O.C.C. XiLLs +%/lv.. % S -
NATIVE LANGUAGE 98 —_— —_—
SpeAK (+20%): 5 e -
Speak (+20%): 5 I I
Literacy (+20%): 5
Limeracy (+20%): 5
L ore: Demons & M onsTERs (+20%) 5
L ore (+15%): 5 - -
Basic MatH (+20%) 5 S S
GemoLocy (+15%) 5 S -
History (+15%) 5 — —
Preserve Foop (+15%) 5 I I
SeE SUMMONER ABILITIES ON SECOND SHEET
WEAPONS Rance  Dawace  \WEAPON PROFICIENCIES poTRflR - Parry/ Dawacel  PACMIOR.
AR. [].D.C. / B
; WEIGHT: @sT:
/ ProwL PENALTY :- %
/
[
/
L ARMOR:
/ AR.: [].D.C.: / B
/ WEIGHT : ®sT:
; ProwL PENALTY :- %
[ AvmuniTion (_): /
/
|AMMuNiTION (_); /
EquiPMENT SeeciAL ABILITIES /SKILLS NoTEs
MoNEY
Golb:
I SALARY :
VALUABLES
I OuTFITS

() () ]
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PSIONICS ISP ISP CHARACTER HISTORY SUMMONER
NSITIVE EALING
[J AsTraL PROJECTION 8| |0 Artack Disease 12 KNOWLEDGE & A BILITIES
1] CLARVOYANCE 4|0 Bio-ReceNerATE(SeLF) 6 SkiLLs
0 Commune w/Anwas 6| |E Deapen Pan 4 DecIPHER CIRCLES _4
[ Commune wirh s 8| | £ DETecT Psionics 6 MysTic SYMBOLOGY 1
[ DispeL SRITs 10| |8 Broroism 10 Recocnize WARDS/RUNES 5
O Eweatiy 4 E ‘}:‘iﬁéﬁ;ﬁ&me 6 RECOGNIZE ENCHANTMENT 5
U Meoiration 0 O Inouce Seep 12 RecocNizE MaGic 5
E mc?ﬁﬁ g 0 Lustror Lire 15 Knows AL _Power WoRDs
O Psychic Dianosis 4 NUMBER OF LESSER CREATURES THAT CAN BE
[0 PReSENCESENSE 4
O See Auma 6 O Psychic PURIFICATION 8 CONTROLED ®
[0 PsvcHic SURGERY 14
[0 See THE INvISIBLE 4 NUMBER OF GREATER CREATURES THAT CAN BE
[0 ResistFaticue 4 C
O SenseDwen. AvowoLY 6] | uppreseFer P ONTACTS CONTROLED
Ezzzémm _3, [ TransrerLS.P. 4+| |NAME: OCCUPATION: NoTES: CIRCLES OF PrROTECTION
[ SixTH SENSE 2 SUPER - - . CIRCLE P.P.E|
[0 Speep ReADING 2| |00 AovanceD TRANCE STATE 10 NAME : OccupATION: Nores: PROTECTION : SIMPLE 35
O Teweparhy 4]0 Bio-MAnPuLATION 10, PROTECTION : SUPERIOR 70
0 ToraL Recal 2 E S\AO-REGEN S(SJPER) 4218 NAME : OCCUPATION: NortEs: ProTECTION FROM ANGELS 90
TATONIC STRIKE
PHYSICAL O Cause InsaniTy 30! - - - EROTECTION EROM BEEV\LS ;0
[J ALTER AURA 2|10 CurelnsaniTy 30 NAME : O CCUPATION: NoOTES: ROTECTION FrRoM DEMONS 0
[ Death TRence 1|0 Eectrokmesis (vAREES) PROTECTION FROM ELEMENTALS 100
[ EcTopLASM (varies) | | O EveaTHC TRanswisson 6 . R ) ProTECTION FROM ELEMENTAL FORCES 120
O FLoaT 8|0 GroupMinp BLock 22| NAME : OccupaTioN: Nores: ProTECTION FROM EvIL 70
O IwerviousToCop 2 || H¥oRoKknesis (vARIES) ProOTECTION FrROM FAERIE FoLk 70
O IveerviousToFire 4 ||C Hvenoric Sveeestion 6] | NAME : O CCUPATION: NoTEs: PrOTECTION FROM GOOD 70
Ol N 15
O IuperviousTo Poison 4 0 ‘:zggTEM‘EGh;gZVARE P PROTECTION FROM GHOSTS/SPIRITS 70
B IMEV‘TAé‘oN (vARIES) (| 3 |\ ot Hhze 30 NAME : OCCUPATION: NorTEs: PROTECTION FROM JINN 90
0 Nllg‘:m;i)c: i [0 MenTAL ILLUSION 20 PrOTECTION FROM MAGIC (SIMPLE) 50
O Resis Farioue af|q Mo PossesiOners 301 | Nawe: O CCUPATION: Nortes: ProTECTION FROM MAGIC (SUPERIOR) 100
O ResisTHNGER 2|5 MND BLCK uTo EF-(?"EC'AL; ProTeCTION FROM OLD ONES 120
IND BOLT VARIES
O ResisTThest 610 Mno Bowo 10| |NaMmE: O CCUPATION: NotEs: ProTeCTION FRom Unoesd 70
[ Summon INERSTRENGTH 4[| 7 Mino Wipe (specia) ProTECTION FROM WITCHES 70
E _IS_PONT. ComBusTION 6||0 P.PE. Sk 10 NAVE- O ccupation: NoTes: PROTECTION FROM W ERE-BEASTS 70
u} Tiii::;ﬁ PUNCH (VAR‘ESG) E §[§*N‘§;“D gg : - * CIRCLES OF SUMMONING
O Teekieric Leap 8|0 Prokness (vares) CiroLe P.P.E.
[0 TeteporTOBJECT 10([0 Teemess(@re)  104] VWEAPON PROFICIENCIES Dawvace STF;/THR ParrY  RATE ANGELS 150
ISP [ Tetekineric ForceFewp 30 Am/BURST ANIMALS 60/100
- D) TELEMECHANICS 10 / DEMONS/DEEVILS (LESSER) 100
1.S.P.AT/ON ORWITHIN ONEMILE OF A LEY LINE DEemONs/DEEVILS (GREATER) 250
|.S.P.AT ORNEAR ALEY LINE NEXUS: / ELEMENTALS 100
1.S.P. SenT: / ELEMENTAL FORCES 150
/ FAERIE FoLk 100
OuTFITS / GARGOYLES 100
0 / GHosTs 100
/ JINN 50
o AMMUNITION ( ): A= 105%%
/
. SERPENTS 50/100/20(
0 AMMUNITION ( ): Sorirs 200
UNDEAD 100}
- COMPONENT LIST CiReLES OF Power
CIrcLE P.P.E|
0 O AL SEiNG 400/104
0 AnMATE DEAD 200}
[0 CommAND 200
[ DeATH 300}
ARMOR [J DiMENSIONAL RIFT 500
. " [J DOMINATION /CONTROL 200
AR:__[IDC.___J S P
WEIGHT : ©sT: 0 Heaune 200/75
ProwL PeENALTY :- % O INVISIBILITY 200
0 INsANITY 300}
00 KNOWLEDGE 250/50
0 Pain 200
Macic: [0 Weapon [ OBIECT Macic: [0 Weapon [J OJECT U Passion 200
ARMOR! NAME: NAME : g xWER . 388
AR.: [].D.C.: / TyPE: TvPE: WER] =EECH
- - ABILTIES ABILTIES - [ Power MATRIX 500/104
WEIGHT : @s: i ’ 0 TeLEPORT 30,
ProwL PENALTY :- % £] WonDER 300)
£]
£]
£]
£
ANIMAL COMPANION SUBSERVIANT CREATURE
NAME: P.P.E.:( ) P.P.E.i( ) NAME:
T vPE: | ) ( ) YPE:
HP.__[]DcC.: AR H.P. _[].DC. AR.
A.P.M.: SIRIKE i+ PARRY :+ Macic: [0 Weapon [ OBJECT Macic: [0 Weapon [J OJECT A.P.M.: SRIKE i+ PARRY:+
Dobgce:+ DAMAGE 1+ RoLL:+ NAME NAME: DobGe:+ DamaGe :+ RoLL :+
CLAwS: D MbUTH: D TypPE: TYPE: CLaws: D MbUTH: D |
: : D ABILITIES : ABILITIES : : : D
NATURAL ABILITIES NATURAL ABILITIES
DaAmMAGE RECORD DAMAGE RECORD
HiT PoInTs: HiT POINTS:
[ ]D.C.: P.P.E.:E g P.P.E.:E g D.C.:
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COMBAT &ILL

NAME RacE:
TrRUE NAME:
# OF ATTACKS : INITIATIVE © + ALIGNMENT :
DawAGE : + STRIKE : + Hit PoinTs: [ ].D.C.(RuvsicaL):
SAVING THROWS PaRRY: + Dooge: + EXPERIENCE LEVEL: POINTS:
RoLL: + ResTR. PuNcH: . P —— i -
Save vs. SPeLL/WARD: / PUNCH® ROWER PUNCH: IQ - AGE. . L|FESPAN. - PPE_
SAVE vs. FUME/RITUAL / Kick : Leap Kick : M.E.: SEX: Gu:
SAVE vs. Psionics: K Nnock OuT: M.A.: H EIGHT : WEIGHT : .S.P.:
§VE VS. LOXINS/POIIDSONSZ. / CRITICAL : 20P.S.: LanD oF ORIGIN :

VE VS. ARMFUL' RUGS: DEATH: PP.: ENVIRONMENT °

SAVE vs. INSANITY: Fup: =) 0/13 E: T % IF B -
SAVE vs. POSSESSION T L Eap: IO .0 . CIAL /FAMILY AC!(GROUND.
Save vs. HORROR FACTOR: + T 55, CArRv. ) P-B.. _ RaciAL HosTILITIES :
Save vs. Coma/DEATH:  + %)| [THROW (M AX): LBS. rr| SPD DisposITION:
PercepTION RoLLs: [ | | |[Ruw: MPH (MAX) MEeLEES
DAMAGE RECORD — ‘T“/A “:ELE(EMAX\ CT/A,\TEALCEES INSANITY (IF ANY):

.D.C. : . 0 0,
L = C1IMELEE rnrmack | INVOKE TRUST/INTIMIDATE = % GHarM/IMPRESS_ %
[1D.C. SKiLLs +%/. %  SECONDARY SKILLS +90. %
[FiT PoinTs:

I.SP.:

CHI:

P.P.E.

0O.C.C. XiLLs +%/vi. % e —_—
NATIVE LANGUAGE: 98 — —
Speak (+10%): 5 — -
Seeak (+10%): 5

M ATH: Basic (+10%) 5 - -
Pick Locks (+15%) 5 - .
Pick Pockets (+15%) 5 - _
Locate Secrer ComPARTMENTS /Doors (+15 I —

O 5 e o
StReETWISE (+14%) 4 - -
Track Humanois (+15%) 5 E— I
WILDERNESS SURVIVAL (+20%) 5
ALso SeLecT Two WEAPON PROFICIENCIES
WeEAPONS Ranee  Dawace  WWEAPON PROFICIENCIES LTRlTHR - Parrv/ - Davece/  PACNIOR.

AR [].D.C.: /
; WEIGHT: sT:
/ ProwL PENALTY :- %
/
[
/
/ ARMOR:
/ AR. [].D.C.: /
L WEIGHT: @sT:
5 ProwL PENALTY :- %
| AMMUNITION (_); /
[
AMMUNITION (). /
EQuiPMENT SpeciaL ABILITIES /SKILLS NoTes
MonNEY
Golb:
SALARY :
VALUABLES :
OuTFITS

[ ()
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CoMBAT ILL

NAME RacE:
TrRUE NAME:
# OF ATTACKS : I NNITIATIVE : + ALIGNMENT :
DAMAGE : + STRIKE ! + HiT PoinTs: [ ].D.C.(RivsicaL):
PARRY: + DobGE: + E . .
XPERIENCE LEVEL: PoinTs:
SAVING THROWS RoLL: + ResTR. PUNCH: . c - © S -
SavE vs. SPELL/WARD: / PUNCH® ROWER PUNCH: IQ AGE. L|FESPAN. PPE
Save vs. FuME/RITUAL / Kick: Leap Kick : M.E.: SEX: G
SAVE vs. Psionics: | Knock Our: M.A. H EIGHT : WEIGHT : I.S.P.
§VE VS. TOXINS/POISONS:. / CRITICAL | 20P .S LanD oF ORIGIN :
VE vs. HARMFUL DRuUGS: DEATH: PP ENVIRONMENT
SAVE vs. INSANITY: Fup: (+ ) "/tp E: % IE B -
SAVE vs. PossessioN + LEeap: FT ] Fr.l0 - CIAL FEAMILY ACKGROUND'
Save vs. HORROR FACTOR: T ST s Cornv. ws]P-B::  RaciaL HosTLITES :
SAVE vs. ComA/DEATH + 0 [THROW (M AX): LBS. rr| SPD DisposITION:
PercepTION RoLLs: | | [ |[Ru: MPH (MAx) MeLEES
DAMAGE RECORD S al MELE(EM S FT/AI\TATACK INSANITY (IF ANY):
DC. - WIM MPH AX ELEES . 0 y 0
] E ELes rnrmack | |NVOKE TRUST/INTIMIDATE : % CHARM /I MPRESS: )
[1D.C: SKILLS +%/bL. %  SECONDARY SKILLS +9%]lvL. %
AT PoinTs: - -
I.S.P.: I N
CHi:
P.P.E..
0O.C.C. XiLLs +%/lv.. % S -
NATIVE LANGUAGE 98 —_— —_—
SpeaK (+10%): 5 e -
Seeak (+10%): 5 I I
Literacy (+10%): 5
L ore: Demons & M onsTers (+10%) 5
Lore: FAEREE FoLk (+15%) 5
L anp Navigation (+10%) 5 - -
WILDERNESS SURVIVAL (+10%) 5 S S
SpEAK ELEMENTAL 92 e e
SeNSE ELEMENTAL 5 — —
SUMMON ELEMENTAL 5 — I
See WARLOCK ABILITIES ON SECOND SHEET
WEAPONS Rance  Dawace  \WEAPON PROFICIENCIES poTRflR - Parry/ Dawacel  PACMIOR.
AR. [].D.C. / B
; WEIGHT: @sT:
/ ProwL PENALTY :- %
/
[
/
L ARMOR:
/ AR.: [].D.C.: / B
[ WEIGHT : ®sT:
; ProwL PENALTY :- %
[ AvmuniTion (_): /
/
|AMMuNiTION (_); /
EquiPMENT SeeciAL ABILITIES /SKILLS NoTEs
MoNEY
Golb:
I SALARY :
VALUABLES
I OuTFITS

() () ]
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CHARACTER HISTORY ELEMENTAL MAGIC
AR P.P.E. EARTH P.P.E. Fre P.P.E. WaTER P.P.E,
LEveL ONE: AR Lever ONe: EARTH LeveL ONEe: FIRE L ever One: WATER
[J BreatHeWitHour AR~ 3| [OJ CHameLEON 5| [0 Bunome Fiast 1| |0 Croup oF Sream 10
O THunpercLAP 2| | O Dowsine 2 [ CoLorWATER 2
O Croupor Sumeer 4| |0 Dust Storum 5 D Clow or Suoe 2 O CreateFos 5
[ie Co 5
O Cloupor Stea 4| |0 Fool'sGowo 5 REATE LOAL O Dowsie 2
O CreateLioht 2| |0 IoenTiry Mieras 3| [E Fery Touck 5110 Foa on Warer 2
0 Create Mo Wino 4 B :QDENWV %Ams g O Guose oF DavuigHT 2 O Purete Mist 5
[ _Srop Wino 5 ock 70 Mub O NiGHTVISION 4
0 SarW Fri 4
O Ror Wooo 4] [0 InperviousTo Fre 6 e e
ONTACTS (e Twor AR . O SenseDRect/UNDERWATER 4
NAME : OCCUPATION : Notes: T ConceWio Dreer. 6| [_Leve. Two: Earmm 0 Srenci oF Hoes 4] |0 Warerro Wiee 5
O CreateAR 6| | CreateDIRT OR CLAY 6 T T E T oW
- - - 0 Heaw B 5| |0 Drr1oCLay 6 EVEL Two: FIRE EVEL Two: W ATER
NAME : OccupATION: Notes: O HEC,VJNGWSWG 7| |0 Drr T0 Sanp 6| [0 CLoup oFAst 5| | BreaTHE UNDERWATER 6
O Levimate 7 E SROW H-ASNTS g O DrrknEss 8 E E:ANGEFQJRRENT g
. - y O MesveRss 7 loPPING STONES O Fuawe Lic 7 GOF FEAR
NAME : OCCUPATION : NoTESs: o MIEASTASAR‘ M ) |0 T e F::é; \A/ :TER 7 |0 FoorWaren &
B . . 0 Norriuno 7| n cHey g O Heat Ogy/Bo WaTER 5 O Liquosto WateR 10
Name OccupATION NoTES: 0 Sience 10| [O_Wirker Rts 10 O ResisTRre 6
* : - T - 5 E E:S‘STOJLDCO g [ Rioe THe Waves 10
T T A EVEL THREE . EARTH ONTANEOUS COMBUSTION 1 WALK THE WAVES 5
NAME : OCCUPATION : NoTEs: T hnbome L AvivaTe RLaNTS 10/ |0 Sweune Liers 8| [0 WaterSaL 8
O Caw LigrTning 10| |0 CreateMouno 8( |0 Toncueor Fave 6
O Floar AR 6 B B:ZUMBLE Sz 13 L EVEL THREE : WATER
WEAPON PROFICIENCIES Rawee  Dawace  SweiTur  Parry Rate |0 Diwdvess 10 L eve Trree Fire | [0 Can Warees
Am/BursT O Finvcersor THE WiND 8 B az}g?&t’lﬁw Sione ig T Creie of Coo 70| |O Circte oF Ran 20
/ S gg;;’;?gﬂ;cm 12! |G Locare Mierats 10| [O Crrcte oF Fuave 10| |E Comwanp Fist 10
/ O Wack THE Win 10| L Weit oF Srone 15| |0 Creae Hear 8 E ::REEZEWA(T)T D 12
MPERV.TO OCEAN DEPTHS,
0 Wino Rust 10 e o B O Extineuis Fire 8 O PG 5
[ T Four A O Anmate OpjecT 12 o fRE BA.IL_L 19 1o SHEETOF I cE 15|
/ @ Biyi%GHTaﬁE IR 75 [0 CocooNOF SToNE 15 [0 Lower TEMPERATURE 8
L 0 Cam Srorws 20| E gUEN" Srone ig 0 Wi GHALTE 15 LEeveL Four: WATER
ICKSAND [ Create WaTER 10
; E Eistlpgsﬁﬁﬁ ig B EEPELAN‘MALS 1(5) LEeveL Four: FIRE O Comm. w/Sea Creature 12
ST [ Croup oF S 10| |0 H. 20|
AmMUNITION ( ): 0 L 29 |2 w0 som 15 | Fome oo 20| |0 Sweoscrle 15
] / O PranTom Footman 20 I WL GFIGERS s O FueL Fiave 10| |0 Seax Uvoerwater 10
AMMUNITION ( ): O Prorect. From Lickting - 20) Tevel Fve EARTH O um EURNS ;(5) E VS\;\QILALI;ETCTEHEDOLPH\N %g
O Chasm 25| |0 Mn-Firesaus
LeveL Five: AR O Cuay To Lead 20 [ Warter Wisps 30!
PSIONICS 1.S.P 1.S.P) OuTFITS U BreatiorLie S0 10 Cuav 1o Sone 20 T Eve E
SENSITIVE HEeALING 0 E CIRCLE OF RaIN 25| |0 CLose Fissures 30| 15 BL‘E\E’EME'VE- IRE = L EveL Five - WATER
[J AsTRAL PRoJECTION 8| ] ATTACK DISEASE 12| DARKEN THE Sk 20| |0 Lime MuoMouwo 35| s : 20 0 EARTHTOMUD 20
0 CLARVOYANGE 4|0 BoResenerare(Ser) 6 O Derecrrrewisele 10| | O Travet ThrouoH EaRTH 20| REATHE FIRE O Protect.FroM LIGHTNING 25
O 0 InvisiBLe WAL 0 O EarFiRe 20| |0 Svow Srorm 40
0 Commune w/Anwais 6| |5 Deapen Pan 4 Py
O Commune wiri Sors 8| | B DETEcT Psionics 6  THaNTon 30 Lever Sx: EARTH [ Screaming WarL/Fiave 30| O 10eT BaLe oF Ice 30
0 DispeL SRITS 10/|E Eorosu 10 0 WHRLWIND 30 B &w o;lSTONEToIRON40/§8 O WaLL o lce 30[ (O WHirLpooL 40
0 H T END METAL
0 Ewpatiy 4 o \NE‘LLSXEED?':J;:\NG 6 LeveL Sx: AR O SroneTo FLESH 30 Tevel Sx Fre LEVEL Sx: WATER
BMEDITQ‘ON N Inouce Seer 12 | g EECTR‘C?\; FED 28 O TraveL ThroucH Srone - 35 & Do Fres 35| [0 HealBurns 25
IND BLock 4 £] ELECTRO-MAGNETISM 0 WoopTo SroNe
[ OsyecrRerd 6| |5 LustrorLire 15 [ Mistor DeatH 40 O ETernaL Flave 70 E EURR'CIANEM ig
[ PRESENCESENSE 4 O Psvec Dicnosis 4 ' Svow Srorm 50 L EVEL SEVEN: EARTH O Fuave oF LiFe 40l |5 P\mche RS 50
0 St A o0 Psvcac Rrcaton 8l I 0 Vacuum 40| [0 Merato Ciay O Fire Whip 30| g ART WATERS -
0 SeeTHe INviSBLE 4 E ;SVCH%SJRGERV 14 [T] WhisperorHE Wio 30 | O PerriFicaTioN 40 o S;’&Eﬁ“ﬁc';o'? HALE J
ESIST FATIGUE 4 O Ruer oF Lava 50 -
E ;ZZEE[Q&EN‘ANOMOW g E ?JPPRESSFIEéRp 8 LEvEL SEVEN: AR O ScusriAun. Qay A 40| = IE‘RE:;DEEVEN' Fire =5  _ — —_
RANSFER.S.P. O A Mae, 50| [0 Waw ol 45 [ Lever Seven: Warer |
[0 SenseMacic 3 4 Macic: L] WEAPON L] OBJECT O HUSCR)E;’:,EERIC e 60 AN O Ruver oF Lava 50( |0 Ra Dance 60
0 Sixth Sense 2 SUPER . ' O Ransow 60 LEVEL EIGHT: EARTH O 10 WheeLor Fave 40| [0 Sumw./ConTroL Srorm 100
[J Seeep ReroinG 2| [T Aovancep TRancESTATE 10 NAME_' [ TornaDO 60| | CarVoLcano 80
0 TeLepATHY 4([0 Bio-MavpuLaTion 10 Type: 0 CreATE GoLem 80 LEveL EiGhT -FIRE LCEVEL EIGHT : WATER
[ ToraL RecaLL 2|0 Bio-Recen (Super) 20 ABILITIES D_\bﬂgé__Em_Amm B aARTHQUAKE gg T BursT o BAME 70 E ?ROUGW gg
O Cararonic SRiKe 40 iND BLasT |AGNETISM D 1DAL Wave
PRYSICAL 0 Cause InsaniTy 30 Wino Cushion 50 B SANSFERE”XEFESSENCEgg E H.':(;:TKTBOLT gg [0 Creatureor THE WAVES 80
00 ALTER AURA 2|10 Curelnsanity 30, L] CreauReOF THE Wino 70 SRENREDNMATION []_Caum WaTeRs 100
[0 DeatH TRANCE 1 (|0 EECTROKINESIS (vARIES) . .
0 Booner (|| B Tomesson 6 P.P.E.AT/ON OR WITHIN ONE MILE OF A LEY LINE P.PE.( JNT:
0 Fuoar O GroupMno BLock 22 P.P.E.AT OR NEAR A LEY LINE NEXUS:
[ IMPeRVIoUsTo CoLp 2[|E Hrorokinesis (VARIES)
0 ImpERvioUSTO FiRE 4||C Hrenoric SuecesTion 6
[ IwperviousToPoison 4 ||E) INouce Ntmuare 15 PPE( ) ARMOR: ANIMAL COMPANION
O Leviramion (VARES) E }:i;m!m? %g . ) AR.: D D.C.: / ll\_|AME.
0 Mo B 4 : - - YPE;
O NIND 100K O MenTaL lLLusion 20 WEIGHT : ©sT: H.P [TDC. AR-
GHTVISION 4 [ Ment. PossessOtHers 30 P Pe . [y L e TR
U ResistFamioue 4110 Mo Buok AuroDer (seeci) Macic: 0O Weapon [0 OBJECT ROWL PENALTY :- 0 A.P.M.: SRIKE :+ PrRRY:+
E EE?;?:&E:R 2 O Mno Bor ares)|  |NAME: Dobce:+____ Davmace:+___ FoLL:+__ |
0 Minp B 10 : . .
[0 Summon INNerSTRENGTH 4[| M::E V\?\:g (speci) TvpE: - Craws -__D__ MouTH -__D__
[0 Spont. GomusTION 6(|0 P.P.E SED 10 ABILITIES : 5 5 D
O TELEKNESS  (vares A NATURAL ABILITIES
( )0 PsrSuewn 30 .
[ TeLekiNeTic PUNCH 6|0 PsrSworp 30 ARMOR:
O Teteinetic Leap 8||0 Prrokiness (VARIES) AR.: I:l .D.C. /
[0 TeteporTOBJECT 10(|0 Teexmesis(SupeR) 10+ . .
1.S.P.: O Tetekineric ForceFep 30 WEIGHT ©st:
o (] TELEMECHANICS 10 ProwL PENALTY :- % =
|.S.P.AT/ON ORWITHIN ONE MILE OF A LEY LINE | r PAMAGE ECORD
|.S.P.AT ORNEAR A LEY LINE NEXUS! - HiT PoINTS:
15.P. SenT, P-P-E-:g g :
Magic: 0O Weapon [ OJEcT Magic: [0 Weapon [ OBJECT Magic: [0 Weapon [ OJecT Macic: O WeapoN [ OBJecT
NAME NAME NAME: NAME :
TYPE: TypPE: TYPE: TYPE:
BILITIES BILITIES BILITIES . BILITIES .
P.P.E.:( ) P.P.E.i( ) P.P.E.i( ) P.P.E.:( )
i ) i ) i ). ( )
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CoMBAT ILL

PALLADIUM FANTASY RPG® CHARACTER SHEET

NAME RacE:
TRUE NAME:
# OF ATTACKS : I NNITIATIVE : + ALIGNMENT :
\ BAMAGEI + gTRIKEI + HiT PoinTs: [ ].D.C.(RivsicaL):
T T+ : .
SAVING THROWS R’ZJRLFEY:Jr RSTR.";‘?SCH: EXPI'ERIENCE LEevVEL: . POINT‘.S. '
SavE vs. SPELL/WARD: —/ PUNCH® ROWER PUNCH: IQ - A GE. L|FESPAN. - PPE_
SAvE vs. FUME/RITUAL / Kick: Leap Kick : M.E.: SEX: Gu:
SAVE vs. Psionics: | Knock Our: M.A. H EIGHT : WEIGHT : I.S.P.
SavE vs. Toxins/Poisons: / CRITICAL 20P. S LAND oF ORIGIN
SAVE vs. HARMFUL. Drucs: DEATH: PP ENVIRONMENT
SAVE vs. INSANITY: Fup: (+ ) "/tp E: % IE B -
SAVE vs. PossessioN + LEAP: FT ] Fr.l0 - CIAL /FAMILY BACKGROUND .
Save vs. HORROR FACTOR: + LiFT: 1Bs. CARRY: =] P-B. _ RacAaL HosTiLTES :
SAVE vs. CoMA/DEATH: + % [THrROW(M AX): LBS. rr| SPD DisposITION:
PercepPTION RoLLs: | | | |[Ru: MPH  (Max) MELEES
DAMAGE RECORD — ”“/A “:ELE(E'\AAX‘ FT/A'\;TEALCE*;S INSANITY (IF ANY):
[].D.C: E i arrack | INVOKE TRUST/INTIMIDATE : % CHARM /IMPRESS. %
[1D.C: SKILLS +%/bL. %  SECONDARY SKILLS 1%l %
|HiT Points: — E—
I.SP. _ _
Chi: - -
P.P.E: —
0O.C.C. XiLLs +%/lvL. % S S
NATIVE LANGUAGE 98 —_— e
SPeak (+20%): 5 — I
SPEAK (+20%): 5 - -
Lieracy (+15%): 5 - -
Basic MaTH (+20%) 5 - -
Cumsing (+10%) 5 _ _
Lore: Demons & MonsTers (+15%) _ 5 | S -
Lore: RELIGION (+20%) 5 S S
L anp NavicaTion (+15%) 4 — —_—
Pray (+20%): _5 — —
Swin (+10%) 5 I I
WILDERNESS SURVIVAL (+15%) 5 - -
WEAPONS Rance  Dawace  \WEAPON PROFICIENCIES poTRflR - Parry/ Dawacel  PACMIOR.
AR. [].D.C. / B
STAEE L WEIGHT : @sT:
SPEAR 5 ProwL PENALTY :- %
/
/
/
L ARMOR:
/ AR.: [].D.C.: / B
[ WEIGHT : @sT:
; ProwL PENALTY :- %
[ AvmuniTion (_): /
/
|AMMuNiTION (_); /
EquiPMENT SpECIAL ABILITIES /SKILLS NoTEs
Stick FIGHTING
*"STick " P OWER STRIKE DamaGge: +1D6
- 01-50% CHANCE VICTEM DROPS ONE WEAPON
- LOSESINNITIATIVE & ONE ATTACK
- MusT ROLL AN 180R HIGHER TO SUCCEED
*ParRY ARROWS (AT -2)
SPIRIT STRIKE Damvmacge:  x3!
*CAN ONLY BE USED AGAINST SUPERNATURAL
TEMPLE SKILLS MoNEY
*BEGGING _3 Golb:
*FasTING 3 SALARY :
*Deep MEDITATION _ 6 VALUABLES
- BASE MEDITATION TIME ____ HOURS
- ReEcoveRs |.S.P./P.P.E.AT 3x NORMAL RATE
_ OuTFITS
- 0
. 0
. 0
- 0
- 0
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PALLADIUM FANTASY RPG® CHARACTER SHEET

CoMBAT ILL

NAME : Rack:
TrRUE NAME:
# oF ATTACKS : INNITIATIVE : + ALIGNMENT :
DAMAGE : + STRIKE ! + HiT PoinTs: [ ].D.C.(RivsicaL):
PARRY: + DobGE: + E . .
XPERIENCE LEVEL: PoinTs:
SAVING THROWS RoLL: + ResTR. PUNCH: . c - © S -
SAVE Vs, SPELL/WARD: / PUNCH® ROWER PUNCH: |Q AGE: LIFESPAN: P.P.E.:
Save vs. FuME/RITUAL / Kick: Leap Kick : M.E. SEX: G
SAVE vs. Psionics: Knock OuT: M.A. H EIGHT : WEIGHT : I.S.P.
§VE VS. LOXINS/POIIDSONS:' / CRITICAL | 20P .S LanD oF ORIGIN :
VE VS. ARMFUL. RUGS: DEATH: PP: ~ ENVIRONMENT
SAVE vs. INSANITY: Fup: (+ ) 0/13 E: % IE B -
SAVE vs. PossessioN + LEeap: FT ] Fr.l0 - CIAL JEAMILY ACKGROUND'
Save vs. HORROR FACTOR: T Ter s Cornv. ws]P-B::  RaciaL HosTLITES :
SAVE vs. CoMA/DEATH + % [THrROW(M AX): LBS. rr| SPD DisposITION:
PercepPTION RoLLs: | | | |[Ru: MPH  (Max) MELEES
DAMAGE RECORD S al MELE(EM S FT/AI\TATACK INSANITY (IF ANY):
DC. - WIM MPH AX ELEES . 0 y 0
] E ELes rnrmack | |NVOKE TRUST/INTIMIDATE : % CHARM /I MPRESS )
DL ILLS +9%/lvL. % CONDARY SKILLS +%/lvL. %
[1DC Sk %, % Se Sk %lvL. %
AT PoinTs: - -
I.S.P.: I N
CHi:
P.P.E..
0O.C.C. XiLLs +%/lvL. % S -
NATIVE LANGUAGE 98 —_— —_—
SpeaK (+10%): 5 e -
Seeak (+10%): 5 I I
L ore: Demons & M onsTers (+20%) 5
Lore: Faerie Fork (+10%) 5
Two WEeaPON ProFICIENCIES OF CHOICE
WiTcH ABILITIES - I
THE PaAcT: - I
THE GIFT: e e
M aJor Pact Bonus PoweR: — —
DemoN FAMILIAR : B B
sANIMAL TYPE:
WEAPONS Rance  Dawace  \WEAPON PROFICIENCIES poTRflR - Parry/ Dawacel  PACMIOR.
AR. [].D.C. / B
; WEIGHT: @sT:
/ ProwL PENALTY :- %
/
[
/
L ARMOR:
/ AR.: [].D.C.: / B
/ WEIGHT : ®sT:
; ProwL PENALTY :- %
[ AvmuniTion (_): /
/
|AMMuNiTION (_); /
EquiPMENT SeeciAL ABILITIES /SKILLS NoTEs
MoNEY
Golb:
I SALARY :
VALUABLES
I OuTFITS

() () ]
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CoMBAT ILL

NAME : Rack:
TrRUE NAME:
# OF ATTACKS : INNITIATIVE : + ALIGNMENT :
DAMAGE : + STRIKE ! + HiT PoinTs: [ ].D.C.(RivsicaL):
PARRY: + DobGE: + E . .
XPERIENCE LEVEL: PoinTs:
SAVING THROWS RoLL: + ResTR. PUNCH: . c - © S -
SavE vs. SPELL/WARD: / PUNCH® ROWER PUNCH: IQ AGE. L|FESPAN. PPE
Save vs. FuME/RITUAL / Kick: Leap Kick : M.E.: SEX: G
SAVE vs. Psionics: Knock Our: M.A.: HEIGHT: W\EIGHT : .S.P.
§VE VS. TOXINS/POISONS:. / CRITICAL | 20P .S LanD oF ORIGIN :
VE vs. HARMFUL DRuUGS: DEATH: PP ENVIRONMENT
SAVE vs. INSANITY: Fup: (+ ) 0/13 E: % IE B -
SAVE vs. PossessioN + LEeap: FT ] Fr.l0 - CIAL JEAMILY ACKGROUND'
Save vs. HORROR FACTOR: T ST s Cornv. ws]P-B::  RaciaL HosTLITES :
SAVE vs. CoMA/DEATH + 0 [THROW (M AX): LBS. rr| SPD DisposITION:
PercepPTION RoLLs: | | [ |[Ru: MPH  (Max) MELEES
DAMAGE RECORD S al MELE(EM S FT/AI\TATACK INSANITY (IF ANY):
DC. - WIM | MPH AX ELEES . 0 y 0
] E ELes rnrmack | |NVOKE TRUST/INTIMIDATE : % CHARM /I MPRESS: )
[1D.C: SKILLS +%/. %  SECONDARY KILLS +9%]lvL. %
AT PoinTs: - -
I.S.P.: I N
CHi:
P.P.E..
0O.C.C. XiLLs +%/lvL. % S -
NATIVE LANGUAGE 98 —_— —_—
SpeAK (+20%): 5 e -
Speak (+20%): 5 I I
Literacy (+20%): 5
Limeracy (+20%): 5
Basic MaTH (+20%) 5
Lore: Macic (+20%) 5 - -
L ore (+15%): 5 S S
CoNVERT M Acic ScroLL 2 — I
ENcHANTED CAULDRON 6 — —
RECOGNIZE ENCHANTMENT 5 B B
Recocnize Magic 5
WEAPONS Rance  Dawace  \WEAPON PROFICIENCIES poTRflR - Parry/ Dawacel  PACMIOR.
AR. [].D.C. / B
; WEIGHT: @sT:
/ ProwL PENALTY :- %
/
[
/
L ARMOR:
/ AR.: [].D.C.: / B
/ WEIGHT : ®sT:
; ProwL PENALTY :- %
[ AvmuniTion (_): /
/
|AMMuNiTION (_); /
EquiPMENT SeeciAL ABILITIES /SKILLS NoTEs
MoNEY
Golb:
I SALARY :
VALUABLES
I OuTFITS

() () ]
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PSIONICS |SP LS.P CHARACTER HISTORY SPELLS P.P.E P.P.E
SENSITIVE HEALING LeveL ONE LEVEL SEVEN
[0 AstraL ProJECTION 8| [0 Artack Disease 12 [ Buinoing FAsH 1| [0 Acony 20
[ CLARVOYANCE O Bio-ReGENERATE(SELF) 6 O CLoupoF Smoke 2| |O Anmate/ControLDean 20
4
O Cowmune w/Anmas | |0 Deaen Pan 4 [0 DeaTH TRANCE 1| (O CreLe oF CONCEALMENT %g
0 Comvunewrn Srrrrs 8| | Derect Psionics 6 O DeciprErRMAGIC 4| |0 Constran Bene
0 DispeL SRS 10| | Brorcisu 10 O GLosE oF DavLIGHT 2| |O DispetMacic Barrier 20|
ISPEL O IncrReaSEWEIGHT 4 |0 Fuy AsTHE EaGLE 25
0 Evpathy 4| Heauns Touew 6 O SeeAura 6| [0 GLosEOF SILENCE 20
0] Meration 0 [0 IncreaseDHEALING 10 0 20
O INouce Seep 2 ETHE INVISIBLE 41 |0 Hea Sir
O Mo Brock 4 oL L O SenseEviL 2| |O ImvosiLize 25
[0 OsiecTReAD 6 USTFOR LIFE 15 O SenseMacic 4| |0 InvisBiLTy: Superior 20
[J PRESENCESENSE 0 Psvcric Diorosis 4 O THUNDERCLAP 4 O InvuineragLITY 25
4
0 See Aura 6 O Psychic PURIFICATION 8 O VENTRILOQUISM 3] |0 Lireoran 25
0 Psreric Siroery 14 CoNTACTS O METAMORPHOSIS ANIMAL 25
O SeeTHe INvisiBLE 4110 ResistFaTiGUE 4 = N N Level Two O PuriFy Foop & Water 20|
O SexseDuen. MowoLy 6| Sopmcediens 8 NAME : O CCUPATION : NorEs: T Beruooie 6| |0 Scconn Sear %5
0 Sense Evi 2{|0 Trensrerl.S.P. 4+ E ngLEON g 0 Wnp RusH 20|
E?NSEQ"AG‘C 3 NAME : O CCUPATION : NoTEs: 0l CaEsrsy 6| [E Wik-Qur 2%
XTH SENSE 2 SUPER e O WirciBortie
[ Seeep ReapiNG 2| [0 AovanceD TRaNCESTATE 10 - c - e 4 [0 X-Rav Vision 25|
O Tetepatny 4|0 BoMaveuLation 10| |NAME: O CCUPATION : NoTEs: 0 Few 5 Teve Eor
O Tora Recal 2| [0 Bo-Recen (SupeR) 20 O Heavy BReaTHING 5| [T Cowmune With PRiTs 25
PHYSICAL E aL/;TE‘)leCAi\TTRVIKE gg NAmE: OccupATiON: Nores: E lMEVv;TgR':ARM g E E?((ESREE":HEWOLF gg
[J ALTER AURA 2|10 CurelnsaniTy 30! [0 Turn DeAD 6| [ HaLLUCINATION 30
[ DeatH TRANCE 1||0 Ecectrokinesis (vARIES) NAME: O CCUPATION & NoTES: [0 WEIGHTLESSNESS 6 E Il:oc/x?:: 28
[ EcropLasm (variEs) [J EwpatHC TRANSMISSION 6 TEver TrRee OVE CHARM
O Froat 8|2 Group Mino Block 22 . . . LI ARMOR OF [THAN 10 o e OJRSE, e
O hpervoustoCoo 2 ||C Hroroknesis waes)| LNAME: OCCUPATION NoTEs: O BueaneWrour Aw 5| |2 METavoreti: Huvan 40
01 IwpeRviousTo FiRe 4|0 Hrenoric Suseestion 6 O Enerey BoLT 5 E m%iifl;z?sfc gg’
O IupervoustoPoson 4| [0 NouceNermusge 151 [N A - OCCUPATION Nortes: 0 (Bt 2|0 orcie 30
[ Leviration (variES) O Inserr Mewory 25 O EnersoeTHEWIND 51 |1 g pmens, Avowary 30
[ M Block 4 O InvisiBLe Haze 30! O Fioat iNAR 5 O G . 50
o O MenTaL ILLusion 20| |NAMmE: O CCUPATION: NoTEs: O FueL Fiawe 51 |0 SoLFoon&Warer 30
IGHTVISION A0 Mewr. PossesOthers 30 O lenmeFIRE 6
O SroneTo AEsH 30
U ResistFaticue 41{0 Mo Buek AutoD O ImperviousTo FRE 6
0 ResisTHuNGER 5 ND Bick Auto DEr.(special) N ) o " N N ol i 2 Ol M ECrsiE 30
[ Resist THRST 6 E Mo Bour (unres) —t e =i O Ix\':\ZlR;IllLtl)TUvS:TgMPILSEON 6 a2t Cetbniy L
[0 Summon INERSTRENGTH 4| [ m:zg \?\222 (spsc}f)) - N - O NecatePoisongToxins 5 Level NINE
. . . ARALYSIS: LESSER GE
O Seowr. Coveuston 6|0 PRE S 9 NAME O ccupPATION NoTes O P L 5| [OA 50
[ TELEKINESIS (wes) | [0 Ps Sﬂ 30 O ResisTFRE 3| |O Curst ProBia 40|
0 Teweknerc Ponci sl|0 PS:SN‘E"RDD 30 O SeeWaros 8| |0 Faeries Dance 55
O T 7|0 F L 55
O TeLeknenic Leap 8|0 Prrokinesis (VARIES) WEAPON PROFICIENCIES Dawvace STR/THR ParrY  RaTE SenseTrars 3 AR LS o
AiM/BURsT [0 TELEKINESIS O Havok 5
[0 TeteporTOBJECT 10||0 Teteinesis (Super) 10+ T = O MeramorpHosis INsecT 60
: O Tecexineric ForceFewo 30 EVEL TOUR O MonsterInsect 507100
I.S.P.: [ TELEMECHANICS 10 [ 8 éiLZAL PROJECTION 13 O Mure 50
1.S.P.AT/ON ORWITHIN ONE MILE OF A LEY LINE: [ O CarpETOF ADHESION 10 E gg;g::::gmi& gg
I.S.P.AT OR NEAR A LEY LINE NEXUS: [ O Cramisuanic Ara 101 |5 g oo Cavnes 50
1.S.P. SENT: / 0 CureMvor Disoroer 10| gy orero Guaces 50
O Everoy Felp 0 ol
[ O FreBoLr 10 E WANSFERAVLM 20
- / 0 Foot’s Gowo 10 e
ARMOR! 7 O Ley Line Transmission 30 LEVEL TEN
AR.: D .D.C. / ( ) O Macic Ner 7| [0 BaniSHVENT 65)
B . . O MuctiLe Ivaces 7| |0 Cnru/Bnstave Exmiry 80
WEIGHT Gst AMMUNITION |
. . / O RepeL AuivaLs 7| |0 Dmens Pocker  30/140
ProwL PeENALTY :- % " 0 Sa 71| [O Meramorer.: Superior 100
AMMUNITION ( ) O Suapow MeLp 10| |0 Mstic PorTaL 0
O Swimas aFisH 6| |0 Puantom Horse 60
[ TRaNCE 10| |O Summ./Con. Rooents 70
Macic: O WEeapon [ OsJecT Macic: O Weapon [ Osiect e Fe ) Summon Sapow BessT 140
NAmE NAME : 00 Cane 8 CEVEL ELEVEN
ARMOR: TYPE: TvYPE: O Crarm 12| [O Anmi Macic CLoub 140
. . . . O CircLEOF FLAVE 10| |O CreateMacic ScroLL 100+
AR.: D .D.C. / ABILITIES : ABILITIES O DowmiNaTION 10| |O Create Mummy 160
WEIGHT : ©sT: [] Everey Disruption 15| [0 FincerorlLicraion  150]
PROWL PENALTY % ] Escape 8| |0 Remove Curse 140
- 0 Evesor THotH 8| |0 Summ./Cont. Aumats 125
£ Ry 15| |0 Summon Fos 140
) Homrchinor 10| [ e TweE
O Menp CLotH 12 MULET |
T Sz oFTHE Beremot 12 B g;’:TS{Z()g’rB‘E %gg
£l Sieep 10
OuTFITS P.P.E.:( ) P.P.E.:( ) [1 SuperHuMANSPEED 10 B gﬂﬁ!ﬁgﬁwﬂ %gg
0 ( ) ( ) 0 SveerrumnSTReneTH 10| 5 3ok = 510
LeveL Six
L EVEL THIRTEEN
[ Animate GBJecT 15 T Creare Goen 70071000
[ Macic: O WeapoN U OsiecT Macic: O Weapon 0 OsJect o Avprmay 20| |5 CreateCouen 70071
O Pro. QreLE: Superior 250
NAME: NAME O Culermme 15/ 10 gueyy 390
0 . . 0 CompuLsioN 20
TYPE: TYPE: O Summ./Cont. Sorm 260
ABILITIES ABILITIES 0 oot Bests - 78| [0 Tausuay 500
Ll D . REILLNESS
Ll (] CreatEBReaD & Mik 15 CEVEL OURTEEN+
0 perect Poison 10 OSE RIFT
T) Fire BaLL 10 E :D BAR"""\;R & 288
0 3 FEEs 15 MPEN. WALL OF FoRCE
0 InperviousTo Biercy 20 | L ResTORATION 750
[J' Magic Rceon 20 LEVEL FIFTEEN
' Memory Bank 12| [TT DiMENSIONAL PoRTAL L
Tl Repuce ELF 20| (O DmensionaL TeLerorT 800
ANIMAL COMPANION - - £] SwmasAFisi Sp. 12| |0 ResurrecTion 2000
NAME * P-P-E--( ) P-P-E--( ) [ TeLePoRT. LESSER 15| (O Summ. GReATER FamiLiar 580}
TvyPE: i( ) :( ) O Tive Sip 20| |O Teteport Superior ~ 600)
H.P - D DC. AR O Toncues 12| |O_TRANSFORMATION 2000
R il [ ) Worosor TRuTH 15| P.P.E..
A.P.M.: STRIKE 1+ PARRY :+ Magic: [0 Weapon [J OBJECT Magic: [0 Weapon [ OJecT P .EATJONOR WITHIN ONE MILE OF A LEY LINE
DobGE:+ DamAGE i+ RoLL:+ NAME : NAME : P.P.E.AT OR NEAR A LEY LINE NEXUS:
Ciaws:___ D MuTH: D TypPE: TvPE: PPE. $et
: : D ABILITIES : ABILITIES :
NATURAL ABILITIES
SPELLS OF L EGEND P.P.E
f] BARRIER OF THOTH 300d
[J CrimsoN WALL oF Lictaton 5000
DaAmMAGE RECORD [1 DoPPLEGANGER: SUPERIOR 1004
E'lTDPg”,\‘TS' PPE ) PPE ) t] MEeETAMORPHOSIS: DRAGON 2004
T ( ) ( ) [0 SINCTUARY 150
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Sir Elroy Toomes

Sir Elroy Toomes was born to a family that had re-
cently been ennobled (thanks to their affiliations with
the Church of Dragonwright). When Elroy turned 21,
he was knighted and sent out on his first quest by the
church. Sir Elroy has been serving the Church faith-
fully ever since, traveling about the world, battling
evil and protecting the innocent.

Race: Human.
Alignment: Principled.

Attributes: 1.Q. 13, M.E. 12, M.A. 14, P.S. 10, P.P.
12, P.E. 14, P.B. 9, Spd 17.

Disposition: Sir Elroy is a natural leader but will of-
ten consult (and defer to) clerics on non-military
issues that need resolving. Although an accom-
plished fighter, Sir Elroy is on the smallish side (for
a Knight). As such, he relies more on cleverness and
agility than sheer raw strength.

Experience Level: 4th level Knight.

Hit Points: 31

S.D.C.: 12

P.PE.: 6

Age: 31

Height: 5 feet, 9 inches (1.75 m).

Weight: 151 1bs (68 kg).

Special Abilities: 1. The Way of the Horse.
2. The Way of the Lance.

Skills of Note: Speaks Northern 98%, Elven and
Wolfen each at 70%, Eastern 55%; Literate in
Northern 65%, Astronomy & Navigation 55%,
Dance 60%, First Aid 45%, Forgery 47%, Herald-
ry 50/55%, Horsemanship: Knight 55/45%, Land
Navigation 52%, Lore: Demons & Monsters 50%,
Religion 60%; Mathematics: Basic 75%, Advanced
65%; Military Etiquette 65%, Play Musical Instru-
ment (zither) 50%, Public Speaking 55%, Sailing
60/45%, Sign Language 50%, Surveillance 50%,
Wilderness Survival 45%.

Weapon Proficiencies: Sword (+2 to strike and par-
ry, +1 to throw), Shield (+1 to strike, +2 to parry),
Knife (+2 to strike, parry, or throw), Lance (see
Way of the Lance), Paired Weapons.

Hand to Hand Combat: Expert.

Attacks per Melee Round: Five.

Bonuses: +1 on initiative, +2 to strike, +3 to parry
and dodge, +2 to roll with punch or fall, +4 to pull
punch, +2 to save vs Horror Factor.

Armor: Full Scale Mail (A.R. 15, S.D.C. 75).

Weapons: Lance (2D6+2 damage), short sword (Ko-
bold-made, +1 to strike and parry, 2D4+1 damage),
dagger (1D6 damage), small iron shield (27 S.D.C.).

Equipment: Two sets of clothing, boots, a pair of
gloves, belt, bedroll, backpack, 2 large sacks, 2
small sacks, a water skin, a tinder box, a silver reli-
gious symbol (Dragonwright), a zither, and a horse
(see below) with full tack (saddle, bridle, blanket,
and saddlebag).

Horse: An excellent quality riding horse named Ka-
yard (given to Sir Elroy by a grateful lord he once
aided). 21 Hit Points, 41 S.D.C. Kayard is worth
around 3,800 gold pieces.

Money: 111 gold pieces.
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Gerrick

Gerrick was born and raised in the Northern Hin-
terlands. The third child of the clan’s shaman, Gerrick
was apprenticed to one of the local Rangers at the age
of 14. The next few years were spent learning how to
hunt, trap, fish and survive in the wild as Gerrick and
his master traveled through the Great Northern Wil-
derness. After six years, his mentor deemed Gerrick
ready to go off on his own. For the past few years,
Gerrick has done just that, hunting, trapping, and oc-
casionally hiring himself out as a guide.

Race: Human.
Alignment: Scrupulous.

Attributes: 1.Q. 9, M.E. 11, M.A. 14, P.S. 10, P.P. 18,
P.E. 13, P.B. 8, Spd 14.

Disposition: For the most part, Gerrick is pretty qui-
et and laid-back (almost introspective). However,
anyone who does not show proper respect for nature
quickly draws his scorn.

Experience Level: 4th level Ranger.
Hit Points: 25

S.D.C.: 11

P.P.E.: 10

Age: 24

Height: 5 feet, 10 inches (1.78 m).
Weight: 160 1bs (72 kg).

Skills of Note: Speaks Northern 98%, Gobblely and
Wolfen, each at 75%, Southern 55%; Animal Hus-
bandry 60%, Carpentry 50%, Cooking 55%, Detect
Ambush 50%, Forced March, Holistic Medicine
45/35%, ldentify Plants & Fruits 55%, Land Navi-
gation 62%, Lore: Demons & Monsters and Faerie
Folk each at 50%; Prowl 40%, Sign Language 40%,
Skin & Prepare Animal Hides 60%, Track & Trap
Animals 55/65%, Track Humanoids 55%, Use &
Recognize Poison 42/34%, Wilderness Survival
65%.

Weapon Proficiencies: Archery (+2 to strike, Rate of
Fire is 5 per melee round), Sword (+2 to strike and
parry, +1 to throw), Knife (+2 to strike, parry, or
throw).

Hand to Hand Combat: Expert.
Attacks per Melee Round: Five.

Bonuses: +4 to strike, +5 to parry and dodge, +2 to
roll with punch or fall, +2 to pull punch, +2 to save
vs Horror Factor.

Armor: Studded leather (A.R. 13, S.D.C. 38).

Weapons: Longbow and quiver of 15 arrows (2D6
damage each), Falchion (2D6 damage), small hand
axe (mainly for chopping wood; 1D6 damage), dag-
ger (1D6 damage).

Equipment: Two sets of clothing, a hooded cloak,
boots, a pair of soft leather gloves, belt, bedroll,
backpack, 2 large sacks, 2 small sacks, a water skin,
fishing line and hooks, 4 snares, a pair of medium-
sized metal “jaw” traps, a set of skinning/tanning
knives, a six foot (1.8 m) length of light chain, 30
feet (9 m) of rope, 3 wooden spikes, a small mal-
let, a small mirror, a lantern, frying pan and a tinder
box.

Money: 88 gold pieces.
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Folan

Folan was born to wealth and status. When he
demonstrated a talent for magic, his parents had no
problem with having him tutored to become a Wizard.
Unfortunately, a streak of bad investments (and rotten
luck) wiped out the family’s wealth and forced Folan
from being a dilettante to go out and earn a living with
his magic. Folan has since become a freelance magi-
cian, offering his services to whomever he feels has a
noble cause (and offers a chance to make a profit).

Race: Human.
Alignment: Principled.

Attributes: 1.Q. 14, M.E. 11, M.A. 10, P.S. 7, P.P. 10,
P.E. 10, P.B. 12, Spd 8.

Disposition: Folan is a man who really enjoys his crea-
ture comforts. Although he somewhat begrudges
adventuring (because of the hardships it entails), he
realizes that this is his best shot to obtain the wealth
he needs to retire and live in luxury. For now, he
will do his best to aid his comrades but not go out of
his way to put himself in peril.

Experience Level: 4th level Wizard.
Hit Points: 26

S.D.C.: 4

P.P.E.: 172

Age: 37

Height: 6 feet, 2 inches (1.88 m).
Weight: 181 1bs (81 kg).

Magic Abilities: 1. Recognize Enchantment 50%,
Recognize Magic 35%.

2. Enchanted Cauldron 32%.

3. Can See & Use Ley Lines, Ley Line Drifting,
Ley Line Rejuvenation.

4. Knows the following spells: Armor of Ithan
(10), Cloud of Slumber (4), Death Trance (1), Deci-
pher Magic (4), Detect Concealment (6), Extinguish
Fire (4), Fear (5), Fire Bolt (10), Globe of Daylight
(2), Repel Animals (7), See Aura (6), Sense Magic
(2), Tongues (12), Ventriloquism (3), Wind Rush
(20).

Skills of Note: Speaks Northern 98%, Elven and
Wolfen at 75%, Southern at 55%; Literate in North-

ern and Elven at 60%, Southern at 30%; Archaeol-
ogy 45%, Art (Painting) 50%, First Aid 45%, Forg-

ery 40%, Horsemanship: General 50/35%, Lore:
Geomancy & Ley Lines 55%, Magic 60/50/45%;
Mathematics: Basic 80%, Palming 35%, Sailing
60/45%, Wilderness Survival 45%.

Weapon Proficiencies: Knife (+2 to strike, parry, or
throw), Staff (+2 to strike).

Hand to Hand Combat: Basic.

Attacks per Melee Round: Three physical or by
magic.

Bonuses: +2 to parry and dodge, +2 to roll with punch
or fall, +2 to pull punch, kick attacks, +2 to save vs
magic, +2 to spell strength, +4 to save vs Horror
Factor.

Armor: Soft leather (A.R. 10, S.D.C. 20).

Weapons: Quarterstaff (2D6 damage), dagger (1D6
damage).

Equipment: Two sets of clothing, a hooded robe,
boots, a pair of soft leather gloves, belt, bedroll,
backpack, a medium-sized satchel, 2 small sacks,
a water skin, 7 sheets of parchment paper, a 100
page notebook, 3 crow-quill pens, 2 bottles of ink,
4 sticks of graphite, 4 sticks of chalk, 4 candles, a
wooden cross, a small mirror, and a tinder box.

Money: 56 gold pieces.
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Haloric

Haloric was orphaned at an early age and joined a
street gang in order to survive. Running with the gang
taught him his thieving skills, which he plied well un-
til he and his comrades botched a burglary of a house
belonging to an important official. With things too hot
for him to remain in his hometown, Haloric caught the
next outbound ship and has been traveling ever since.

Race: Human.
Alignment: Anarchist.

Attributes: 1.Q. 11, M.E. 14, M.A. 9, P.S. 11, P.P. 13,
P.E.9,P.B.9, Spd 10.

Disposition: Haloric is strictly a city boy. As long as
he is in an urban environment of some kind, he is
fairly confident and self-assured. However, in a ru-
ral or wilderness setting, he becomes nervous and
ill at ease.

Experience Level: 3rd level Thief.
Hit Points: 18

S.D.C.: 11

P.P.E.: 5

Age: 29

Height: 5 feet, 6 inches (1.68 m).
Weight: 145 1bs (65 kg).

Skills of Note: Speaks Western 98%, Gobblely and
Wolfen at 60%, Southern at 50%; Brewing 35/40%,
Concealment 28%, Detect Concealment & Traps
35%, Escape Artist 45%, Horsemanship: General
45/30%, Intelligence 48%, Locate Secret Compart-
ments/Doors 40%, Mathematics: Basic 65%, Ad-
vanced 55%; Pick Locks 55%, Pick Pockets 50%,
Prowl 45%, Streetwise 42%.

Weapon Proficiencies: Knife (+1 to strike, +2 to par-
ry or throw), Chain (42 to strike), Throwing Weap-
ons (+2 to throw), Paired Weapons.

Hand to Hand Combat: Basic.
Attacks per Melee Round: Four.

Bonuses: +2 to parry and dodge, +2 to roll with punch
or fall, +2 to pull punch, kick attacks.

Armor: Soft leather (A.R. 10, S.D.C. 20).

Weapons: 2 daggers (1D6 damage each), a nunchaku
(2D4 damage), 7 throwing knives (1D4 damage
each).

Equipment: Two sets of clothing, a hooded cloak
(with 7 inside pockets), boots, a pair of soft leather
gloves, belt, bedroll, purse, backpack, a large sack,
a medium-sized sack, 3 small sacks, a water skin, a
set of skeleton keys and lock picking tools, 50 feet
(15.2 m) of rope, grappling hook, 5 wooden spikes,
a small hammer, a pocket mirror, and a tinder box.

Money: 59 gold pieces.
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Multoon

After Multoon’s psionic abilities manifested, he
learned to use them for profit. Ultimately, Multoon de-
cided to see what was beyond the borders of his home-
town, and if there was money to be made out there. He
has been traveling through the world as a freelancer
ever since.

Race: Human.
Alignment: Unprincipled.

Attributes: 1.Q. 12, M.E. 15, M.A. 11, P.S. 7, P.P. 9,
P.E. 11, P.B. 11, Spd 15.

Disposition: Like many Mind Mages, Multoon is
proud and cocky about his psionic abilities. As long
as he’s dealing with those (or anything else he has
a talent for), Multoon can be friendly, helpful, and
even a tad charming. If forced to deal with some-
thing that he is less competent at, Multoon can be
terse and surly (and will usually try to change the
subject).

Experience Level: 4th level Mind Mage.
Hit Points: 20

S.D.C.: 5

P.PE.: 4

Age: 28

Height: 5 feet, 4 inches (1.63 m).
Weight: 120 Ibs (54 kg).

Psionic Abilities: 1. Save vs psionic attack at 10 or
higher. Considered a Master Psionic.

2. Enhanced I.S.P. Recovery (2 per hour when
active, 12 per hour when asleep or meditating).

3. Knows the following psionic powers: Super:
Bio-Manipulation (10), Electrokinesis (varies),
Group Mind Block (22), Insert Memory (25), Invis-
ible Haze (30), Mind Block Auto-Defense (special),
Mind Wipe (special), P.P.E. Shield (10), Psi-Shield
(30), Psi-Sword (30), Telekinesis (super; 10+).
Others: Alter Aura (2), Bio-Regeneration (self; 6),
Deaden Pain (4), Impervious to Fire (4), Impervi-
ous to Poison/Toxin (4), Increased Healing (10),
Meditation (0), Mind Block (4), Psychic Diagnosis
(4), Psychic Purification (8), Psychic Surgery (14),
Resist Fatigue (4), See Aura (6), See the Invisible
(4), Speed Reading (2), Telekinetic Punch (6), Te-
lepathy (4), Teleport Object (10).

LS.P.: 133

Skills of Note: Speaks Northern 98%, Elven and
Wolfen at 70%, Southern at 55%; Literate in North-
ern at 50%; Horsemanship: General 35/20%, Intel-
ligence 52%, Lore: Religion 55%, Mathematics:
Basic 80%, Public Speaking 45%, Sewing 40%.

Weapon Proficiencies: Knife (+2 to strike, parry, or
throw), Sword (+2 to strike or parry, +1 to throw).

Hand to Hand Combat: Expert.

Attacks per Melee Round: Five physical or by psion-
ics.

Bonuses: +2 to strike, +3 to parry and dodge, 42 to roll
with punch or fall, +2 to pull punch, +6 to save vs
mind controlling drugs, potions, and magic charms,
+5 to save vs possession, +3 to save vs Horror Fac-
tor.

Armor: Studded leather (A.R. 13, S.D.C. 38).

Weapons: Short sword (2D4 damage), two daggers
(one is silver coated; 1D6 damage each).

Equipment: Two sets of clothing, an expensive cape,
expensive leather boots, belt, bedroll, backpack, 2
medium-sized sacks, six small sacks, a water skin,
food rations for 4 weeks, a pocket mirror, a tin of
snuff, and a tinder box.

Money: 85 gold pieces.
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Verlan

Verlan is originally from the Northern Mountains.
Along with some friends, he was captured by slavers.
Just when it seemed that they were about to be dragged
off to the Western Empire, the Elves were rescued by
a group of adventurers. Among these adventurers was
a priest of the Church of Light and Dark who took a
liking to Verlan. The persuasive priest convinced Ver-
lan to join him as an acolyte. During his stint as the
priest’s acolyte, Verlan felt that he found his true call-
ing and ultimately followed in his mentor’s footsteps,
becoming a priest himself. He now roams the world
in the service of his gods, wherever his path may take
him.

Race: EIf.
Alignment: Scrupulous.

Attributes: 1.Q. 10, M.E. 9, M.A. 12, P.S. 7, P.P. 13,
P.E. 11, P.B. 18, Spd 9.

Disposition: Verlan is essentially a good guy. How-
ever, he sometimes fails to act because he will often
consider all the sides of an argument and finally de-
cide that his involvement would constitute interfer-
ing with the balance of the natural order.

Experience Level: 4th level Priest of Light.
Hit Points: 20

S.D.C.: 6

P.P.E.: 45

Age: 212

Height: 6 feet, 1 inch (1.85 m).

Weight: 164 1bs (74 kg).

Clerical Powers: 1. Priestly Abilities (Palladium
RPG, pages 66-67): Healing Touch, Exorcism 28%,
Remove Curse 28%, Turn Dead 35%, Penance &
Sacrifice (can resist thirst for 9 days and hunger for
12 days).

2. Special Prayers (Palladium RPG, pages 64-

66): Strength 41%, Communion 42%, Intervention
42%, Miracles 19%.

3. Spells Granted: Tongues (12), Paralysis: Less-
er (5), Sense Magic (4).

Skills of Note: Speaks Elven 98%, Northern and
Wolfen at 75%, Dwarven at 70%, Western at 55%;
Literate in Elven at 65%; Art (Painting) 75% (pro-
fessional quality), Archaeology 35%, Astronomy

& Navigation 50%, Dance 65%, Heraldry 35/40%,
Horsemanship: General 50/35%, Land Navigation
52%; Lore: Demons & Monsters 55%, Religion
80%; Mathematics: Basic 80%, Prowl 40%, Wil-
derness Survival 55%.

Weapon Proficiencies: Sword (+2 to strike or parry,
+1 to throw), Knife (+2 to strike, parry, or throw).

Hand to Hand Combat: Expert.

Attacks per Melee Round: Five physical or by psion-
ics.

Bonuses: +2 to strike, +3 to parry and dodge, +2 to roll
with punch or fall, +2 to pull punch, 40% chance to
charm/impress.

Armor: Soft leather (A.R. 10, S.D.C. 20).

Weapons: Short sword (2D4 damage), dagger (1D6
damage).

Equipment: A set of traveling clothes, a hooded robe
(for traveling), a ceremonial robe, boots, belt, bed-
roll, backpack, a medium-sized satchel, 4 small
sacks, a water skin, 2 symbols of the Church of
Light, a large silver cross, 4 wooden spikes, a small
mallet, 30 feet (9 m) of rope, 3 vials of holy water, a
silver chalice, a small mirror, a tinder box, and food
rations for 4 weeks.

Money: 40 gold pieces.
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Gildaron

Gildaron is originally from the Western Empire.
His arrogance and sharp tongue made him too many
enemies so he headed north. He now roams the world
offering his expertise with a bow to anyone who is
willing to pay his price.

Race: Elf.
Alignment: Anarchist.

Attributes: 1.Q. 9, M.E. 17, M.A. 5, P.S. 16, P.P. 13,
P.E. 20, P.B. 17, Spd 12.

Disposition: Gildaron is arrogant and full of himself.
After all, as far as he’s concerned, the pinnacle of
evolution is the EIf warrior. However, the world
doesn’t seem to realize this and he is forced to ac-
cept jobs from lesser beings (i.e. non-Elves). But
as long as they pay him and give him the proper
respect due him, Gildaron will do his job in a pro-
fessional manner.

Experience Level: 3rd level Longbowman.
Hit Points: 31

S.D.C.: 14

P.P.E.: 12

Age: 117

Height: 6 feet, 6 inches (1.98 m).

Weight: 213 1bs (96 kg).

Special Abilities: 1. Superior Bowmanship: 4 shots
per melee round with a long bow, superior range
(750 feet/228 m), and Special Aimed Shot possible.

2. Dodge & Parry Arrows.

Psionics: Gildaron possesses Minor Psionics. Knows
the following powers: Mind Block (4), Spontaneous
Combustion (6).

LS.P.: 27

Skills of Note: Speaks Elven at 98%, Northern, West-
ern and Dwarven at 60%, Southern at 50%; Athlet-
ics (general), Climb/Scale Walls 50/45%, Heraldry
25/30%, Horsemanship: General 45/30%, Land
Navigation 38%, Mathematics: Basic 55%, Sign
Language 35%, Sniper, Streetwise 28%, Wilder-
ness Survival 50%.

Weapon Proficiencies: Archery (+2 to strike, Rate
of fire = 4), Targeting (+2 to strike), Knife (+1 to

strike, +2 to parry or throw), Sword (+2 to strike,
+1 to parry).

Hand to Hand Combat: Basic.
Attacks per Melee Round: Four.

Bonuses: +2 to parry and dodge, +3 to roll with punch
or fall, +2 to pull punch, +1 to damage, kick attacks,
+1 to save vs psionics, +1 to save vs insanity, +3 to
save vs magic/poison, +10% to save vs coma/death,
35% chance to charm/impress.

Armor: Studded leather (A.R. 13, S.D.C. 38).

Weapons: Longbow and quiver of 32 longbow arrows
(2D6 damage each), longsword (Kobold-made,
2D6+2 damage), dagger (1D6 damage).

Equipment: Two sets of clothing, hooded cloak,
boots, a pair of gloves, belt, bedroll, backpack, one
large sack, two small sacks, a quiver for arrows, a
sharpening stone, a water skin, and a tinder box.

Money: 107 gold pieces.
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Gryft

Gryff was born in the Wolfen Empire to a clan of the
Sun Child tribe. Although he tried his hand at ranch-
ing, Gryff ultimately decided that it wasn’t for him.
Gryff’s local clan chief decided that a change of scen-
ery (basically allowing Gryff to see how things were
outside clan territory) might be good for the young
Wolfen. So, with the blessing of his clan, Gryff began
his travels and has been roaming the world ever since.

Race: Wolfen.
Alignment: Principled.

Attributes: 1.Q. 11, M.E. 11, M.A. 7, P.S. 18, P.P. 10,
PE.11,P.B. 11, Spd 13.

Disposition: Gryff is the type of warrior that most
Wolfen mothers want their cubs to grow up and be
like. Gryff is loyal to friends and comrades and re-
spectful to adversaries who show themselves hon-
orable and worthy. However, those who betray his
trust gain an enemy for life.

Experience Level: 4th level Ranger.
Hit Points: 26

S.D.C.: 15

P.P.E.: 12

Age: 24

Height: 9 feet, 6 inches (2.9 m).
Weight: 403 1bs (181 kg).

Natural Racial Abilities: Nightvision 40 feet (12.2
m), keen senses of hearing and smell (see Palladium
RPG, pages 311-312 for details).

Skills of Note: Speaks Wolfen at 98%, Gobblely and
Elven at 70%, Eastern at 55%:; Literate in Wolfen at
55%; Animal Husbandry 60%, Astronomy & Navi-
gation 50%, Carpentry 50%, Detect Ambush 50%,
Forced March, Identify Plants & Fruits 55%, Land
Navigation 62%, Military Etiquette 50%, Recog-
nize Weapon Quality 40%, Skin & Prepare Animal
Hides 60%, Track & Trap Animals 55/65%, Track
Humanoids 55%, Wilderness Survival 65%.

Weapon Proficiencies: Archery (+2 to strike, Rate of
Fire = 5), Sword (+2 to strike or parry, +1 to throw),
Knife (+2 to strike, parry, or throw).

Hand to Hand Combat: Expert.
Attacks per Melee Round: Five.

Bonuses: +2 to strike, +3 to parry and dodge, +2 to
roll with punch or fall, +2 to pull punch, +3 to dam-
age, +2 to save vs Horror Factor.

Armor: Studded leather (A.R. 13, S.D.C. 38).

Weapons: Longbow and quiver of 12 arrows (2D6
damage each), bastard sword (3D6+2 damage),
small hand axe (mainly for chopping wood; 1D6
damage), dagger (Kobold-made, +1 to strike and
parry, 1D6 damage).

Equipment: Two sets of clothing, a hooded cloak,
boots, a pair of soft leather gloves, belt, bedroll,
backpack, 2 large sacks, 2 small sacks, a water skin,
fishing line and hooks, 4 snares, a pair of medium-
sized, metal “jaw” traps, a set of skinning/tanning
knives, a six foot (1.8 m) length of light chain, 30
feet (9 m) of rope, 3 wooden spikes, a small mal-
let, a small mirror, a lantern, frying pan and a tinder
box.

Money: 99 gold pieces.
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Hugin Redaxe

Hugin has traveled a great deal and has seen a lot of
wars and bloodshed. A mercenary who claims to sell
his axe to the highest bidder, somehow Hugin always
seems to wind up fighting for the side or cause that is
most dear to him (even if they pay him less than the
bad guys would).

Race: Dwarf.
Alignment: Scrupulous.

Attributes: 1.Q. 12, M.E. 9, M.A. 5, P.S. 22, P.P. 11,
P.E. 17, P.B. 7, Spd 11 (4 digging).

Disposition: The classic case of a heart of gold beating
under a gruff exterior, Hugin is irascible, stubborn,
grumpy, and does not suffer fools gladly. However,
he is also brave, protective of his friends, and loyal
to his own code of honor. Hugin would willingly
lay down his life for a friend. Just don’t expect him
to get all mushy about it.

Experience Level: 4th level Mercenary.
Hit Points: 34

S.D.C.: 33

P.P.E.: 15

Age: 82

Height: 3 feet, 7 inches (1.09 m).
Weight: 163 1bs (73 kg).

Natural Racial Abilities: Nightvision 90 feet (27.4
m), inherent talents with metals, stone, and under-
ground environments (see Palladium RPG, page
293 for details).

Skills of Note: Speaks Dwarven at 98%, Gobblely and
Northern at 65%, Eastern at 55%; Athletics (gen-
eral), Carpentry 45%, Climb/Scale Walls 65/60%,
First Aid 45%, Fishing 45%, Forgery 40%, Horse-
manship: General 50/35%, Intelligence 47%, Lo-
cate Secret Compartments/Doors 35%, Track Hu-
manoids 45%, Wilderness Survival 55%, Wrestling.

Weapon Proficiencies: Sword (+2 to strike or parry,
+1 to throw), Shield (+1 to strike, +2 to parry), Bat-
tle Axe (+2 to strike or parry).

Hand to Hand Combat: Martial Arts.
Attacks per Melee Round: Five.

Bonuses: +2 to strike, +3 to parry and dodge, +5 to
roll with punch or fall, +3 to pull punch, +7 to dam-

age, kick attacks, disarm, body block/tackle, crush/
squeeze, pin/incapacitate on a Natural 18-20, +1 to
save vs magic/poison, +5% to save vs coma/death.

Armor: Chain mail (A.R. 14, S.D.C. 44).

Weapons: Battle Axe (Dwarven-made, +1 to strike
and parry, 3D6+3 damage), Broadsword (2D4+1
damage), dagger (1D6 damage), small wood &
leather shield (19 S.D.C.).

Equipment: Two sets of clothing, boots, a pair of
gloves, belt, bedroll, backpack, 2 large sacks, 2
small sacks, a water skin, and a tinder box.

Money: 110 gold pieces.
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Tramon Dess

Tramon Dess was born the son of an itinerant crafts-
man. However, Tramon rejected the lifestyle of his
father and left home to seek his fortune elsewhere.
Sometime during his travels, Tramon discovered that
he had the talent for contract killing. Tramon was on
such an assignment when he was captured and sub-
sequently enslaved. After escaping, Tramon fled his
pursuers and has managed to elude his would-be cap-
tors ever since.

Race: Elf.
Alignment: Anarchist.

Attributes: 1.Q. 9, M.E. 17, M.A. 5, P.S. 15, P.P. 14,
P.E. 20, P.B. 17, Spd 12.

Disposition: Tramon is actually very talkative (but
only about inconsequential matters, never about his
occupation) and not a bad companion. However, he
is not to be trusted.

Experience Level: 3rd level Assassin.
Hit Points: 31

S.D.C.: 7

P.P.E.: 12

Age: 117

Height: 6 feet, 6 inches (1.98 m).
Weight: 213 1bs (96 kg).

Psionics: Tramon possess Minor Psionics. Knows the
following powers: Mind Block (4), Spontaneous
Combustion (6).

I.S.P.: 27

Skills of Note: Speaks Elven at 98%, Western and
Dwarven at 65%, Southern at 50%; Climb/Scale
Walls 50/45%, Concealment42%, Heraldry 25/30%,
Horsemanship: General 45/30%, Land Navigation
38%, Mathematics: Basic 75%, Pick Locks 55%,
Prowl 45%, Sign Language 35%, Streetwise 28%,
Track Humanoids 45%.

Weapon Proficiencies: Knife (+1 to strike, +2 to
parry or throw), Sword (+2 to strike, +1 to parry),
Forked Weapons (+2 to strike or parry), Grappling
Hook (+1 to strike or entangle).

Hand to Hand Combat: Assassin.
Attacks per Melee Round: Four.

Bonuses: +1 on initiative, +2 to strike, +3 to roll with
punch or fall, +5 to pull punch, +1 to save vs psion-
ics, +1 to save vs insanity, +3 to save vs magic/
poison, +10% to save vs coma/death, +4 to save vs
Horror Factor, 35% chance to charm/impress.

Armor: Studded leather (A.R. 13, S.D.C. 38).

Weapons: Military fork (2D4+2 damage), broadsword
(2D4+1 damage), 2 daggers (1D6 damage each).

Equipment: Two sets of clothing, a hooded jacket
(with 5 inside pockets), boots, a pair of soft leath-
er gloves, belt, bedroll, backpack, a medium-sized
sack, 3 small sacks, a water skin, a tinder box, a
set of lock picking tools, 50 feet (15.2 m) of rope,
grappling hook, 5 iron spikes, a small hammer, and
a pocket mirror.

Money: 96 gold pieces.
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Ramius

Ramius was born in a large farming community.
When he came of age, he decided to join the army and
see the world. Unfortunately, he was taken prisoner af-
ter a battle and enslaved soon afterward. However, Ra-
mius was freed when war broke out and the slaves of
the kingdom were offered their freedom if they would
take up arms and join the army. Ramius has decided
to avoid going back to his homeland until some time
passes and his embarrassing period of slavery is for-
gotten, so he has been serving as a mercenary and/or
soldier ever since, awaiting the chance to return home.

Race: Wolfen.
Alignment: Anarchist.

Attributes: 1.Q. 9, M.E. 11, M.A. 12, P.S. 22, P.P. 10,
P.E. 21, P.B. 8, Spd 16.

Disposition: Ramius is generally courteous and
friendly on the surface (even if he plans on aban-
doning or betraying a comrade).

Experience Level: 3rd level Soldier.
Hit Points: 31

S.D.C.: 30

P.P.E.: 12

Age: 22

Height: 9 feet, 1 inch (2.77 m).
Weight: 329 1bs (148 kg).

Natural Racial Abilities: Nightvision 40 feet (12.2
m), keen senses of hearing and smell (see Palladium
RPG, pages 311-312, for details).

Skills of Note: Speaks Wolfen 98%, Western, Gob-
blely and Elven each at 60%, Southern 50%; Lit-
erate in Wolfen 50%, Climb/Scale Walls 55/50%,
Detect Ambush 45%, Forced March, Intelligence
43%, Land Navigation 38%, Military Etiquette
65%, Recognize Weapon Quality 45%, Swim 50%,
Wilderness Survival 40%, Body Building.

Weapon Proficiencies: Sword (+2 to strike, +1 to
parry), Knife (+1 to strike, +2 to parry or throw),
Spear (+2 to strike or parry, +1 to throw), Shield
(+2 to parry).

Hand to Hand Combat: Martial Arts.
Attacks per Melee Round: Three.

Bonuses: +1 on initiative, +2 to strike, +3 to parry
and dodge, +3 to roll with punch or fall, +4 to pull
punch, +7 to damage, disarm, kick attacks, +4 to
save vs Horror Factor, +3 to save vs magic/poison,
+12% to save vs coma/death.

Armor: Chain mail (A.R. 14, S.D.C. 44).

Weapons: Long spear (3D6 damage), bastard sword
(3D6+2 damage), dagger (1D6 damage), small
wood & leather shield (15 S.D.C.).

Equipment: Uniform, set of civilian clothing, boots,
a pair of gloves, belt, bedroll, backpack, 2 small
sacks, a water skin, a tinder box, and 2 weeks’ worth
of food rations.

Money: 99 gold pieces.
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Charakk

Charakk was born in a small town in the wilderness.
Unpopular with the townspeople, Charakk was sold
off to some recruiters for the gladiatorial games. After
Charakk nearly killed one of his overseers, his masters
sold him into slavery. However, after distinguishing
himself one particularly noteworthy battle, Charakk
was granted his freedom and has been a traveling free-
lancer ever since.

Race: Ogre.
Alignment: Miscreant.

Attributes: 1.Q. 8, M.E. 11, M.A. 10, P.S. 18, P.P. 11,
P.E.17,P.B. 5, Spd 6.

Disposition: Charakk seems to think that size and
might make right, and can be very overbearing until
someone trounces him.

Experience Level: 3rd level Gladiator.
Hit Points: 27

S.D.C.: 30

P.P.E.: 12

Age: 27

Height: 7 feet, 5 inches (2.26 m).
Weight: 385 1bs (173 kg).

Natural Racial Abilities: Nightvision 40 feet (12.2
m), excellent day vision (see Palladium RPG, pages
304-306 for details).

Skills of Note: Speaks Gobblely at 98%, Western and
Wolfen at 60%, Southern at 50%; Animal Husband-
ry 55%, Climb/Scale Walls 50/45%, Concealment
28%, Dance 50%, Disguise 45%, Falconry 50%,
Imitate Voices & Impersonation 48/28%, Recog-
nize Weapon Quality 65%, Sign Language 45%,
Streetwise 34%, Swim 50%.

Weapon Proficiencies: Spear (+2 to strike or parry,
+1 to throw), Sword (+2 to strike, +1 to parry),
Forked Weapons (+2 to strike or parry), Net (+1
to strike, parry, or entangle), Shield (+2 to parry),
Paired Weapons.

Hand to Hand Combat: Gladiator.
Attacks per Melee Round: Three.

Bonuses: +1 to strike, +1 to parry, +2 to roll with
punch or fall, +3 to pull punch, +5 to damage, dis-

arm on 19-20, +1 to save vs magic/poison, +2 to
save vs Horror Factor, +5% to save vs coma/death.

Armor: Half scale mail (A.R. 11, S.D.C. 35) and hel-
met.

Weapons: Trident (Kobold-made, 3D6+4 damage)
with metal net, Short sword (3D4 damage), cestus
(+2 to damage), small iron shield (25 S.D.C.).

Equipment: Two sets of street clothing, three sets of
arena costumes, boots, a pair of gloves, belt, bed-
roll, backpack, shoulder bag, a water skin, and a
tinder box.

Money: 61 gold pieces.
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Arktros

After leaving the monastery where he was trained,
Arktros has traveled the world to experience its beauty
and wonders. His travels have ultimately led him to
many places in the Palladium World.

Race: Human.
Alignment: Player’s choice.

Attributes: 1.Q. 11, M.E. 13, M.A. 13, P.S. 12, P.P.
15, P.E. 13, P.B. 15, Spd 15.

Disposition: Player’s choice.

Experience Level: 5th level Warrior Monk.
Hit Points: 33

S.D.C.: 26

P.P.E.: 51

Height: 6 feet, 3 inches (1.91 m).

Weight: 192 1bs (86 kg).

Special Abilities: 1. Stick Fighting (Palladium RPG,
page 72).

2. Spirit Strike (Palladium RPG, page 72).

3. Temple Skills: Begging 32%, Fasting 52%,
Deep Meditation 44%.

4. Recovers 1.S.P. at 3x normal rate.

Skills of Note: Speaks Eastern at 98%, Dwarven and
Western at 80%, Northern at 60%; Literate in East-
ern at 65%; Climbing 70/65%, Cook 50%, Holis-
tic Medicine 55/45%, Land Navigation 61%; Lore:
Demons & Monsters 55%, Religion 65%; Mathe-
matics: Basic 75%, Play Musical Instrument 65%,
Prowl 35%, Sew 60%, Sign Language 50%, Skin/
Prepare Animal Hides 50%, Swim 70%, Track &
Trap Animals 35/45%, Wilderness Survival 65%.

Weapon Proficiencies: Spear (43 to strike or parry,
+1 to throw), Staff (+2 to strike or parry, +1 to
throw), Shield (+1 to strike, +2 to parry), Targeting
(+4 to strike).

Hand to Hand Combat: Martial Arts.
Attacks per Melee Round: Four.

Bonuses: +2 to strike, +3 to parry and dodge, +3 to
roll with punch or fall, +3 to pull punch, disarm, 6
kick attacks, +2 to save vs Horror Factor, +1 to save
vs disease, +1 to save vs illusions & mind control,
+4 to save vs possession.

Armor: Soft leather (A.R. 10, S.D.C. 20).

Weapons: Magical spear (indestructible; 2D6 dam-
age), dagger (1D6 damage), small iron shield (28
S.D.C.).

Equipment: A set of traveling clothes (including a
hooded robe), a ceremonial robe, sandals, belt, bed-
roll, backpack, a large satchel, 4 small sacks, a wa-
ter skin, a symbol of the Church of Light, a wooden
cross, 6 wooden spikes, a small mallet, 30 feet (9
m) of rope, 3 vials of holy water, a small mirror, a
tinder box, and food rations for 2 weeks.

Money: 49 gold pieces.
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Pheabod

Primarily at home in forests, Pheabod has braved
the journey to cities to better understand the minds of
people who come to visit and/or settle in the areas that
he cares for and protects.

Race: Human.
Alignment: Player’s choice.

Attributes: 1.Q. 13, M.E. 13, M.A. 15, P.S. 13, P.P.
14, P.E. 14, P.B. 9, Spd 12.

Disposition: Player’s choice.
Experience Level: 5th level Druid.
Hit Points: 35

S.D.C.: 2

P.P.E.: 45

Height: 5 feet, 9 inches (1.75 m).
Weight: 156 1bs (70 kg).

Druidic Powers (Palladium RPG, pages 75-76): 1.
Secret Writing: Oghrune 70%, Regional Geography
& History 60%, Knowledge of Sacred Sites 55%,
Recognize Enchantment on Animals 55%, Level of
Spell Control 35%.

2. Druid Versification 50%.

3. Druid Astronomy 40%, Weather Identification
40%.

4. Prophecy 40%.

5. Spells granted: Chameleon (6), Control the
Beasts (18), Extinguish Fire (4), Faerie Speak (5),
Familiar Link (55), Globe of Daylight (2), Healing
Wounds (10), Negate Poisons/Toxins (5), Repel
Animals (7).

Skills of Note: Speaks Eastern at 98%, Northern and
Dwarven at 80%, Southern at 60%:; Literate in East-
ern at 60%; Animal Husbandry 75%, Anthropol-
ogy 50%, Astronomy & Navigation 65%, Athletics,
Botany 65%, Camouflage 40%, Climbing 50/45%,
Detect Concealment 45%, Falconry 50%, First Aid
65%, Fishing 50%, History 70%, Intelligence 46%,
Land Navigation 61%, Lore: Faerie Folk 65%, De-
mons & Monsters 55%, Religion 45%; Mathemat-
ics: Basic 85%, Recognize & Use Poison 24/16%,
Sing 60%, Wilderness Survival 70%.

Weapon Proficiencies: Staff (+2 to strike or parry, +1
to throw).

Hand to Hand Combat: Basic.

Attacks per Melee Round: Three physical or by
magic.

Bonuses: +1 to strike, +2 to parry and dodge, +2 to
roll with punch or fall, +2 to pull punch, 2 kick at-
tacks, +1 to save vs magic, +4 to save vs Horror
Factor, +2 to save vs disease.

Armor: Soft leather (A.R. 10, S.D.C. 20).

Weapons: Quarterstaff (2D6 damage), magical stone
dagger (1D6 normal damage, tripled to demons or
Deevils).

Equipment: A set of traveling clothes (including a
hooded robe), a ceremonial white robe, moccasins,
a pair of soft leather gloves, belt, bedroll, backpack,
a large satchel, 4 small sacks, a water skin, a sprig of
mistletoe, a clove of garlic, a silver cross, 8 wooden
spikes, a small mallet, 30 feet (9 m) of rope, a small
mirror, a tinder box, and food rations for 2 weeks.

Money: 81 gold pieces.
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Kandos Faufman

Kandos Faufman runs a ward selling business that
has yet to turn a profit. For the present, Kandos con-
tinues to travel and refine his craft so that someday his
fortune will be made.

Race: Human.
Alignment: Player’s choice.

Attributes: 1.Q. 17, M.E. 12, M.A. 13, P.S. 10, P.P.
10, P.E. 16, P.B. 14, Spd 14.

Disposition: Player’s choice.
Experience Level: 4th level Diabolist.
Hit Points: 27

S.D.C.: 11

P.P.E.: 70

Height: 6 feet (1.83 m).

Weight: 177 1bs (80 kg).

Diabolist Abilities: 1. Knows all power words & sym-
bols.

2. Literacy: Runes 92%.

3. Recognize & Understand Circles 34%.
4. Use Magic Circles 45%.

5. Identify Energized Wards 40%.

6. Recognize Enchantment 35%.

7. Recognize Magic 35%.

Skills of Note: Speaks Eastern at 98%, Elven, Gian-
tese and Western at 78%, Northern at 55%; Liter-
ate in Elven at 98%, Eastern and Southern at 68%;
Athletics, Biology 48%, First Aid 48%, Forgery
38%, Heraldry 33/38%, Lore: Magic 55/45/40%,
Masonry 48%, Mathematics: Basic 88%, Advanced
73%, Prowl 28%, Rope Works 48%, Sculpting &
Whittling 68%, Writing 53%.

Weapon Proficiencies: Knife (+2 to strike or parry,
+1 to throw), Staff (+2 to strike, +1 to parry), Ar-
chery (42 to strike, Rate of fire = 4).

Hand to Hand Combat: Basic.

Attacks per Melee Round: Three physical or by mag-
ic.

Bonuses: +2 to parry and dodge, +3 to roll with punch
or fall, +2 to pull punch, 2 kick attacks (Karate style
kick for 2D4 damage, or snap kick for 1D6 dam-
age), +1 to save vs poison, +4% to save vs coma/

death, +2 to save vs magic, +3 to save vs Horror
Factor.

Armor: Soft leather (A.R. 10, S.D.C. 20).

Weapons: Quarterstaff (2D6 damage), dagger (1D6
damage).

Magic Items: Ward arsenal: 6 prepared wards with up
to 3 components each (Player’s choice, excluding
Permanence; Palladium RPG, pages 120-131).

Equipment: 2 sets of clothing, a cape, boots, a pair of
soft leather gloves, belt, bedroll, backpack, a large
satchel, 2 medium sacks, 5 small sacks, a water skin,
6 glass vials with cork tops, 4 candles, a pound of
bee’s wax, 8 ounces (227 g) of clear wax, 9 ounces
(255 g) of gold dust, 9 ounces (255 g) of silver dust,
10 ounces (283 g) of sawdust, 14 sheets of parch-
ment paper, a 100 page notebook (of parchment), 3
crow-quill pens, 2 bottles of ink, 8 paintbrushes (of
various sizes), 3 small mixing bowls, a small bra-
zier, 1 stick of graphite, 1 stick of chalk, 2 candles,
2 whittling knives, a set of wood-carving knives,
grinding tools, a small mirror, and a tinder box.

Money: 111 gold pieces.
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Urry

Urry was born to a peasant family in the Eastern
Territory. When he was young, his family indentured
him off to a troupe of traveling entertainers, who
taught Urry the skill of tumbling. Urry has since been
a traveling entertainer himself — first with the troupe,
then on his own after the troupe broke up.

Race: Human.
Alignment: Scrupulous.

Attributes: 1.Q. 11, M.E. 8§, M.A. 14, P.S. 17, P.P. 16,
P.E. 11, P.B. 12, Spd 24.

Disposition: Urry is a cocky and overconfident wild
man who is not afraid to take risks.

Experience Level: 2nd level Tumbler.
Hit Points: 23

S.D.C.: 35

P.P.E.: 12

Age: 18

Height: 5 feet, 10 inches (1.78 m).
Weight: 162 1bs (73 kg).

Special Skill: Tumbling: Back-Flip (+5 to dodge),
Body Block 78%, Body Throw, Leap (5 feet/1.5 m
long, 4 feet/1.2 m high), Pole Vault (10 feet/3 m
high) 80%, Stilt Walk 80%.

Skills of Note: Speaks Eastern at 98%, Southern at
65%, Elven and Giantese at 55%; Literate in Eastern
at 45%; Animal Husbandry 40%, Body Building,
Boxing, Climb/Scale Walls 55/50%, Dance 50%,
Escape Artist 40%, First aid 41%, Gemology 30%,
Lore: Faerie Folk 30%, Pick Pockets 35%, Prowl
35%, Rope Works 35%, Running, Sign Language
35%, Streetwise 28%.

Weapon Proficiencies: Sword (+1 to strike or parry),
Knife (+1 to strike, parry, or throw), Net (+1 to
strike, parry, or entangle), Grappling Hook.

Hand to Hand Combat: Expert.
Attacks per Melee Round: Three.

Bonuses: +1 to strike, +6 to parry and dodge, +4 to
damage, 43 to roll with punch or fall, +2 to pull
punch.

Armor: Half suit of studded leather (A.R. 9, S.D.C.
30).

Weapons: Grappling hook with 30 feet (9.1 m) of
rope, scimitar (2D6 damage), 2 daggers (1D6 dam-
age each).

Equipment: One full set of street clothing (complete
with cape, jacket, shirt, leggings, belt, and boots),
two performing costumes (one brightly colored and
the other of light grey, for night performances),
well-fitting leather gloves, 200 feet (61 m) of rope,
backpack, sleeping roll, and purse.

Money: 104 gold pieces.
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Nian Mosekiner

Nian was born to a peasant family in the Land of
the South Winds. When he was a boy, his family in-
dentured him off to a traveling Prestidigitator. After
serving his apprenticeship, Nian struck off on his own
to find his fortune.

Race: Human.
Alignment: Unprincipled.

Attributes: 1.Q. 12, M.E. 14, M.A. 13, P.S. 12, P.P.
12, P.E. 11, P.B. 14, Spd 17.

Disposition: Nian can be a quick-tempered hothead,
but is basically a nice guy.

Experience Level: 2nd level Prestidigitator.
Hit Points: 14

S.D.C.: 26

P.P.E.: 7

Age: 25

Height: 5 feet, 8 inches (1.72 m).

Weight: 150 Ibs (68 kg).

Special Skill: Recognize “real” magic and enchant-
ment 26%.

Skills of Note: Speaks Southern at 98%, Dwarven
and Elven at 60%, Faerie at 55%; Literate in South-
ern at 45%; Body Building, Boxing, Card Shark
47%, Concealment 39%, Escape Artist 45%, Forg-
ery 30%, Horsemanship: General 40/25%, Imitate
Voices & Impersonation 45/25%, Juggling 70%,
Locate Secret Compartments/Doors 50%, Palming
45%, Pick Locks 50%, Pick Pockets 50%, Prowl
30%, Streetwise 34%, Track Humanoids 35%, Wil-
derness Survival 35%, Writing 35%.

Weapon Proficiencies: Staff (+1 to strike or parry),
Knife (+1 to strike, parry, or throw), Grappling
Hook, Paired Weapons.

Hand to Hand Combat: Basic.
Attacks per Melee Round: Three.

Bonuses: +1 on initiative, +4 to parry and dodge, +3
to roll with punch or fall, +2 to pull punch, +1 to
save vs illusions.

Armor: Soft leather (A.R. 10, S.D.C. 20).

Weapons: Quarterstaff (2D6 damage), 2 daggers
(1D6 damage each).

Equipment: One full set of street clothing (complete
with cape, jacket, shirt, leggings, belt, and boots),
two performing costumes (one plain and one fancy),
well-fitting leather gloves, 200 feet (61 m) of rope,
backpack, bedroll, purse, three small sacks, one
large sack, tinder box, and a water skin. Also has
Tools of the trade: A set of 10 large coins, 8 eggs
filled with smoke/flash powder, six brightly col-
ored scarves, 4 sets of playing cards (3 normal, one
marked), 2 sets of shells & peas (for the shell game),
a set of lock picking tools, and a bell (for signaling);
and a Special Prop: An Escape Artist Kit.

Money: 85 gold pieces.
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Natalya

Natalya is a girl who learned magic from her father
(who used to be a duke’s Court Wizard). After serving
her apprenticeship, she left court life to travel and see
the world and eventually found her way here.

Race: Human.

Alignment: Player’s choice.

Attributes: 1.Q. 10, M.E. 14, M.A. 13, P.S. 7, P.P. 20,
P.E. 19, P.B. 10, Spd 14.

Disposition: Player’s choice.

Experience Level: 5th level Wizard.

Hit Points: 38

S.D.C.: 5

P.P.E.: 187

Height: 5 feet, 5 inches (1.65 m).

Weight: 115 lbs (52 kg).

Magic Abilities: 1. Recognize Enchantment 50%,
Recognize Magic 35%.

2. Enchanted Cauldron 32%.
3. Convert Magic Scrolls 16%.

4. Can See & Use Ley Lines, Ley Line Drifting,
Ley Line Rejuvenation.

5. Knows the following spells: Armor of Ithan
(10), Blinding Flash (1), Chameleon (6), Climb (3),
Cloud of Slumber (4), Cloud of Smoke (2), Death
Trance (1), Decipher Magic (4), Detect Conceal-
ment (6), Energy Field (10), Extinguish Fire (4),
Fire Bolt (10), Float in Air (5), Globe of Daylight
(2), Horrific Illusion (10), Mystic Alarm (5), See
Aura (6), Sense Evil (4), Sense Magic (2), Shadow
Meld (10), Telekinesis (8), Tongues (12), Weight-
lessness (6).

Psionic Abilities: Save vs psionic attack at 12 or high-
er. Considered a Minor Psychic. Knows the follow-
ing psionic powers: Astral Projection (8), Teleki-
netic Leap (8).

LS.P.: 46

Skills of Note: Speaks Eastern at 98%, Elven and
Northern at 80%; Literate in Eastern and Elven at
70%; Archaeology 50%, Dowsing 40%, Escape
Artist 50%, First Aid 50%, Fishing 50%, Holistic
Medicine 45/35%, Horsemanship: General 55/40%;
Lore: Demons & Monsters 45%, Geomancy & Ley

Lines 60%, Magic 66/55/50%; Mathematics: Basic
85%, Public Speaking 55%, Sew 50%, Sing 45%,
Wilderness Survival 50%.

Weapon Proficiencies: Knife (+2 to strike, parry, or
throw), Archery (+2 to strike, rate of fire = 5).

Hand to Hand Combat: Basic.

Attacks per Melee Round: Three physical or by mag-
ic.

Bonuses: +4 to strike, +5 to parry and dodge, +2 to
roll with punch or fall, +2 to pull punch, 2 kick at-
tacks, +3 to save vs magic, +2 to save vs poison,
+8% to save vs coma/death, +2 to Spell Strength,
+4 to save vs Horror Factor.

Armor: Quilt armor (A.R. 8, S.D.C. 15).

Weapons: Knife (1D6 damage), short bow & 11 ar-
rows (1D6 damage each).

Equipment: 2 sets of clothing, a hooded cloak, boots,
a pair of soft leather gloves, belt, bedroll, backpack,
a large purse, 2 small sacks, a water skin, 8 sheets
of parchment paper, a 100 page notebook, 3 crow-
quill pens, 2 bottles of ink (1 black, 1 red), 3 sticks
of graphite, 3 sticks of chalk, 3 candles, a wooden
cross, a small mirror, and a tinder box.

Magic: 10 feet (3 m) of Cherubot rope.
Money: 243 gold pieces.
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Jannara the Fair

Lady Jannara left her tribe of Elves to find fortune
and adventure. She was once betrothed to a noble but
left him rather than be tied down to one person or
place.

Race: Elf.

Alignment: Player’s choice.

Attributes: 1.Q. 13, M.E. 11, M.A. 8, P.S. 10, P.P. 11,
P.E. 8, P.B. 16, Spd 14.

Disposition: Player’s choice.

Experience Level: 4th level Warlock.

Hit Points: 20

S.D.C.: 6

P.P.E.: 104

Height: 6 feet, 4 inches (1.93 m).

Weight: 140 lbs (63 kg).

Natural Racial Abilities: Nightvision 60 feet (18.3
m).

Warlock Powers (Palladium RPG, pages 108-111):
1. Speak Elemental 92%, Sense Elementals 40%,
Summon Elementals 20%.

2. Brotherhood with Elementals.

3. Sense Nature of Life Sign (Air): Can tell the
direction of the wind & accurately tell/sense time
by observing the heavens 74%. Can also sense the
coming of rain, snow, hail, lightning, wind storms,
Ley Line Storms, and other atmospheric disturbanc-
es and can also sense impurities in the air (soot and
ash from fire, pollution, gas, etc.) and know if the
contaminants are harmful, all at 45%.

4. Instinctively knows Astronomy at 65% and
can hold breath up to 10 minutes.

5. Knows the following spells: Air Bubble (10),
Ball Lightning (15), Breathe Without Air (3), Call
Lightning (10), Change Wind Direction (6), Cloud
of Steam (4), Create Air (6), Create Light (2), Dissi-
pate Gases (15), Freeze Water (10), Walk the Wind
(10).

Skills of Note: Speaks Elven at 98%, Eastern and
Gobblely at 65%; Literate in Elven at 55%; Disguise
45%, First Aid 45%, Holistic Medicine 45/35%,
Horsemanship: General 50/35%, Land Navigation
52%; Lore: Demons & Monsters 50%, Faerie Folk

55%, Religion 40%; Mathematics: Basic 60%, Ad-
vanced 60%; Play Musical Instrument 50%, Prowl
40%, Track & Trap Animals 35/40%, Wilderness
Survival 55%.

Weapon Proficiencies: Sword (+2 to strike or parry,
+1 to throw).

Hand to Hand Combat: Basic.

Attacks per Melee Round: Three physical or by mag-
ic.

Bonuses:+2 to parry and dodge, +2 to roll with punch
or fall, +2 to pull punch, 2 kick attacks, 30% to
charm/impress, +2 to save vs Horror Factor (+6
against elemental beings), +1 to save vs magic, +1
to save vs possession, +1 to Spell Strength.

Armor: Soft leather (A.R. 10, S.D.C. 20).

Weapons: Broadsword (magical; +2 to strike & parry,
2D4+3 damage), dagger (1D6 damage).

Magic Item: Amulet of Charismatic Aura — Increases
Jannara’s Physical Beauty (P.B.) by 8, increasing
her ability to charm and impress everyone around
her (in a 60 foot/18.3 m radius). Works at 12 level
proficiency. Costs 5 P.P.E. per use.

Equipment: Two sets of clothing, a white hooded
robe, bedroll, backpack, a large sack, 4 small sacks,
a water skin, a tinder box, 2 candles, a wooden cross,
a small mirror, 3 sticks of charcoal, and 3 symbols
representing the Element of Air.

Money: 190 gold pieces.
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Kernan Drevag

Kernan Drevag was part of a family of Changelings
who came to the Northern Wilderness for safety. They
felt that by avoiding the more densely populated lands,
their secret would be less likely to be uncovered. Get-
ting the wanderlust, Kernan left his family to see more
of the world and eventually fell in with a wandering
Fire Warlock. The two became fast friends and adven-
tured together. After one adventure, Kernan was seri-
ously wounded and lost consciousness, turning back
into his true Changeling form. The Warlock not only
accepted Kernan as a Changeling but even nursed him
back to health. This impressed Kernan so much that
he decided to follow in his friend’s path and become a
Warlock as well. Kernan Drevag now roams the world
as a human Warlock for hire.

Race: Changeling (currently passing for human).
Alignment: Unprincipled.

Attributes: 1.Q. 15, M.E. 19, M.A. 21, P.S. 10, P.P. &,
P.E. 9, P.B. 6, Spd 6.

Disposition: Kernan is very cautious. He has had too
many incidents where his so-called friends turned
on him the moment they learned he was a Change-
ling.

Experience Level: 3rd level Air Warlock.

Hit Points: 17

S.D.C.: 4

P.P.E.: 106

Age: 158

Height: 7 feet (2.1 m) tall as a Changeling; currently
passing himself off as 5 feet, 9 inches (1.75 m).

Weight: 210 1bs (95 kg).

Natural Racial Abilities: Shape changing ability (see
Palladium RPG, page 309, for details).

Warlock Powers: 1. Speak Elemental 92%, Sense El-
ementals 35%, Summon Elementals 15%.

2. Brotherhood with Elementals.

3. Sense Nature of Life Sign (Air): Can tell the
direction of the wind & accurately tell/sense time
by observing the heavens 70%. Can also sense the
coming of rain, snow, hail, lightning, wind storms,
Ley Line Storms, and other atmospheric disturbanc-
es and can also sense impurities in the air (soot and

ash from fire, pollution, gas, etc.) and know if the
contaminants are harmful, all at 40%.

4. Instinctively knows Astronomy at 65% and
can hold breath up to 10 minutes.

5. Knows the following spells: Air Bubble (10),
Breathe Without Air (3), Call Lightning (10),
Change Wind Direction (6), Cloud of Steam (4),
Create Air (6), Create Light (2), Miasma (7), Walk
the Wind (10).

Psionics: Kernan possesses Minor Psionics. Knows
the following powers: Presence Sense (4), Telepa-
thy (6).

LS.P.: 27

Skills of Note: Speaks Elven at 98%, Northern and
Wolfen at 60%, Eastern at 50%; Literate in Elven at
50%; Escape Artist 40%, First Aid 40%, Horseman-
ship: General 45/30%, Identify Plants & Fruit 40%,
Land Navigation 48%; Lore: Demons & Monsters
45%, Faerie Folk 40%; Mathematics: Basic 65%,
Sign Language 35%, Wilderness Survival 50%,
W.P. Archery (+1 to strike, rate of fire = 4), W.P.
Knife (+1 to strike, 42 to parry or throw).

Hand to Hand Combat: Expert.

Attacks per Melee Round: Four physical or by psion-
ics.

Bonuses: +2 to strike, +3 to parry and dodge, +2 to
roll with punch or fall, +2 to pull punch, +4 to save
vs Horror Factor (+6 against elemental beings), +1
to save vs magic, +1 to save vs possession, +1 to
Spell Strength, +2 to save vs psionics, +2 to save vs
insanity, +2 to save vs telepathic probes and mind
control, 65% to inspire trust/intimidate.

Armor: Soft leather (A.R. 10, S.D.C. 20).

Weapons: Crossbow with case of 12 bolts (1D6 dam-
age each), dagger (1D6 damage).

Equipment: Two sets of clothing, a white, hooded
robe, bedroll, backpack, a large sack, 4 small sacks,
a water skin, a tinder box, 2 candles, a wooden
cross, a small mirror, and a symbol representing the
Element of Air.

Money: 90 gold pieces.
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