
CHARACTE� NAME

Folk  (Ancestry): 
Kindred   (Lineage): 
Kall (Calling):
TIE� (Rank):     
Tongues (Languages):

Nimble (Dodge/Evade): 
Fettle (Repel/Shrug-Off): 
Mindful (Thwart/Focus):

Harm Yields (Damage Resistances)

Harm Category Score 
Wreck  (Smash/Slash): 
Flare (Fire/Radiance):    
Frost (Ice/Shadow):          
Rasp (Acid/Corrosion):     
Rot (Poison/Disease):      
Shake  (Thunder/Quake):        
Shock  (Lightning/Jolt):               
Heinous (Necrotic/Wither):

Lifeskills (Aptitudes)
Train          Mod

Weapon Attacks (Assail Nimble Defense) 
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Parry 
 (1 Pneuma): 

Magic Attacks (Assail Nimble, Fettle or Mindful Defense—Specified by Power)

Assail

Resistant: –[Score] 
Vulnerable: +[Score] 

Defense:
Harm

Category:

Special Powers (Actions Required + Pneuma Costs + Effects) 

Additional Option(s): 

Additional Option(s): 

Additional Option(s): 

Roottraits (Ability Scores)
Brawn (Strength/Health):         
Lithe (Dexterity/Agility):        
Smart (Intellect/Reason): 
Wise (Judgment/Insight):         
Glint (Charisma/Presence):

Hasten (Initiative Modifier)

Hasten Mod:

Sprint (Max):
Stride (Careful):

Weapons • Armors and Shields • Equipment

Max Total:            
Partly Dead (Half): 
Mostly Dead (Fourth): 
Healing Mod: 
Current Left:

  Defenses (Versus Attacks)
Pneuma (Luck/Manna Points)

Max Total:
Current Left:

  Speed (Move in Squares)

Coins—Golds: Silvers: Coppers:

Grit (Hit Points/Health)

Alpengard Hasten, Lifeskill, Attack-Strike (To-Hit), and Counter-Challenge Rolls
Standard (0 Pneuma): 0+1d30+Mods • Improved (1 Pneuma): 10+1d20+Mods • Advanced (2 Pneuma): 20+1d10+Mods

Lifeskills
BA�TE� (Haggling/Appraising):        
Brew  (Handling Potions/Poisons):     
Clout (Influencing/Deceiving):         
Cook (Preparing Food/Drink):     
Craft (Making/Engineering):     
Farm (Agriculture/Gardening): 
Flaunt  (Performing/Music):          
Heed (Discerning Motives/Lies):    
Herd (Guiding/Riding Animals):     
Look (Spotting/Perceiving):             
Lore (History/Geography/Religion):     
Lurk (Sneaking/Hiding):            
Mend (Medicine/First-Aid):       
Mingle (Socializing/Disguising):              
Search (Inspecting/Tracking):       
Toil (Climbing/Swimming):       
Trick (Sleight/Lockpicking):     
Tumble  (Gymnastics/Balancing):      
Wayfare  (Survival/Travel/Sailing):                 
Writ (Literacy/Forgery):

Additional Option(s): 

Mod:
HarmStrike Standard Improved Advanced

Mod   Base Harm Base Harm Base Harm
(To-Hit):  (0 Pneuma):  (1 Pneuma):  (2 Pneuma):  (Damage): 

Strike Standard Improved Advanced Harm
Mod   Base Harm Base Harm Base Harm Mod:

(To-Hit):  (0 Pneuma):  (1 Pneuma):  (2 Pneuma):  (Damage): 
Weapon
(Hand(s) + Melee/Barrage + Reach/Range + Magic Object Bonuses):

Base Attack Strike / Harm Roottraits: /

 Power
(Type + Range + Max Targets or Area Affected):

/
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Base Attack Strike / Harm Roottraits:

Phillip Benson
Cross-Out
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