
                        
 Name  

 Gender Age Tales  

 Height Weight    

 Hair Eyes  

Ambitions 

  

    

 

Clothing Style 

 

Loyalties 

  

 Left or Right Handed    

  

Commitments 

  

  Experience   

 

Noteable Features 
 

   

    

 

Significant Object 

 

Earned Spent Reserve 

 Picture 
                                    
      
      
      
      
 

Physical Skills 

 

Physical 

  

Social

 

Social Skills

 
                                    
                                    

      

      

      

      

 Mental Skills  Mental   Spiritual Spiritual Skills 
                                    

    

    

    

    

    

 

Connections 

  

Advantages and Disadvantages

 
                                    

  

  

  

  

  

 

Equipment and Notes 

 
                                    

 Initiative  Unharmed Light Medium Critical 
Damage Notes  

     

 

 

Weapon/ 
Manuoevre 

Attribute 
+ Skill

Attribute
+ Half Skill

Half Attribute
+ Half Skill

Half Attribute
+ 1 for Skill                

 Movement   

     

 

 

       

 

 Actions   

     

 

 

       

 

 Defence   

     

 

 

       

 

 Protection   

     

 

 

       

 
                                    
Basic System: Static Tests: Attribute + Skill + d6, compared to difficulty from 3 (easy) to 18 (virtually impossible). 1 = Automatic fail, 6 = Automatic success if an essence point is spent. 

Dynamic Tests: Attribute + Skill + d6, compared to difficulty + d6. 6s and 1s as for a Static Test: if both roll a 1 or both roll a 6, compare traits normally. 
Opposed Tests: Attribute + Skill + d6, rolled by both sides. Highest roll wins. Other conditions apply as for Static and Dynamic tests.   
If one side rolls a 6 while the other rolls a 1, automatic success without needing to spend an essence point.   

Character Generation: 10 pts for Attributes, 20 pts for Skills, 30 pts for traits and templates. 
Experience:  Increase an Attribute (New Level + 5) XP, Increase a Skill or Connection (New level + 1) XP, New Skill or Connection 2 XP, New Advantage 2 XP per advantage level, New Disadvantage 2 XP bonus per disadvantage level. 

Hit Points Essence 
Points 


