DEFENSES CALCULATIONS

| Total . Tier . | Roottrait | Roottrait [ Power | Power Object | Armor | Shield
Defense: Score base: Value: Folk Mod:  Kall Mod: Mod: Mod: Mod: Mod: Mod: | Penalty: | Penalty:
Nml | 15 10 1 1 0 1 2 I
Ftl 15 10 1 0 2 9 2
Mfl 19 10 1 2 1 2 2 1

HARM YIELD CALCULATIONS

Category: Total | Kindred | Power Object
Score: Mod: Mod: Mod:
Vi S w0 x
Total Wis Mod: Fower Fower Object Total Score: | 4xTier Value:| Glt Mod: Flare
Score: Mod: Mod: Mod: Frost
+2 2 6 4 2 Rasp
Rot
GRIT CALCULATIONS Shake
Total axlier Brw Mod:| Folk Mod:| Kall Mod: Shock
Score: Value: Heinous
Maximum: 15 4
Impaired : 7
Traumatized : 3 Roottrait
Healing Mod:f 1 Mod:

‘ Weapon Melee Strike Mod:

SPEED CALCULATIONS ‘ Weapon Barrage Strike Mod:
‘ Weapon Melee Harm Mod:
‘ Weapon Barrage Harm Mod:
‘ Magic Strike Mod:
Sprint Walk: ‘ Magic Harm Mod [x1]:
Stride Walk: ‘ Magic Harm Mod [*%4]:
‘ Magic Harm Mod [*x72]:
‘ Magic Harm Mod [*4]:
LIFESKILLS CALCULATIONS
Roottrait Mods . .. g

ifeskilk o, [FolkeMock| (G| PR 1S bt lnboalady | Mo | Mok | Mo

Barter +2 1+1 (1xSmt) | (xGly) (L) 0

Brew +3 1+1 (1xSmt) | (axwis) (4) 1

Clout +3 2+ (1xGlt) | @axsmt) (4) 1

Cook +3 2+1 (1xGlt) | paxwis) (V) 0

Craft +1 1+0 (1xSmt) | (2xBrw) (V) 0

Farm +3 2+0 | (1xWis) |@exsmy () 0 1

Flaunt +2 2+0 (1xGlt) | (axLth) () 0

Heed +3 2+1 (1xWis) | @axclp (L) 0

Herd +1 0+1 (1xBrw) | (4xGly) (4) 0

Look +5 1 2+1 (1xWis) | (axcly (1) 1

Lore +2 1+1 (1xSmt) | (axwis) (4) 0

Lurk +3 1+ 1 | AxLth) | eexwis)(4) 1

Mend +2 1+0 (1xSmt) | (axLth) (1) 1

Mingle +3 2+1 (1xGlt) | aaxwis) (4) 0

Search +2 1+1 (1xSmt) | sxwis) (4) 0

Toil +0 0+0 (1xBrw) | (xLih) (4) 0

Trick +2 1+1 (1xLth) | @4xGlp (L) 0

Tumble +3 1+1 (1xLth) | @axsmy) (4) 1

Wayfare +3 1 2+0 (1xWis) | (axBrw) (1) 0

Writ +1 1+0 (1xSmt) | (axLth) (4) 0




	Alpengard Character Calculation

	Total ScoreNml: 15
	Tier Value10: 1
	Folk Mod10: 1
	Total ScoreFtl: 15
	Tier Value10_2: 1
	Folk Mod10_2: 0
	Total ScoreMfl: 19
	Tier Value10_3: 1
	Folk Mod10_3: 2
	Total ScoreRow1: +2
	Wis ModRow1: 2
	Power ModRow1: 
	Power ModRow1_2: 
	Object ModRow1: 
	Total ScoreRow1_2: 6
	LevelRow1: 4
	Tier ValueRow1: 2
	Total ScoreMaximum: 15
	Level5: 4
	Tier Value5_2: 0
	Brw Mod5: 2
	Folk Mod5: 4
	Kall Mod5: 
	Total ScoreImpaired: 7
	Total ScoreTraumatized: 3
	Total ScoreHealing Mod: 1
	Folk BaseSprint Walk: 4
	Lth ModSprint Walk: 1
	Power ModSprint Walk: 
	Power ModSprint Walk_2: 
	Power ModSprint Walk_3: 0
	Object ModSprint Walk: 0
	Kall Mod10: 0
	Kall Mod10_2: 2
	Kall Mod10_3: 1
	Roottrait Mod10: 1
	Roottrait Mod10_3: 0
	Roottrait Mod10_5: 2
	Roottrait Mod10_2: 2
	Roottrait Mod10_4: 2
	Roottrait Mod10_6: 2
	Power Mod10: 
	Power Mod10_4: 
	Power Mod10_7: 1
	Power Mod10_2: 
	Power Mod10_5: 
	Power Mod10_8: 
	Power Mod10_3: 
	Kindred ModWreck: 
	Total ScoreSprint Walk: 5
	StrideWalk: 1
	TotalScoreHeinous: ±0
	TotalScoreShock: ±0
	PowerModShock: 
	ObjectModShock: 
	KindredModShock: ±0
	TotalScoreShake: ±0
	PowerModShake: 
	ObjectModShake: 
	KindredModShake: ±0
	TotalScoreRot: –1
	PowerModRot: 
	ObjectModRot: 
	KindredModRot: –1
	TotalScoreRasp: –1
	PowerModRasp: 
	ObjectModRasp: 
	KindredModRasp: –1
	TotalScoreWreck: –1
	KindredModWreck: ±0
	PowerModWreck: 
	ObjectModWreck: –1
	TotalScoreFlare: –2
	KindredModFlare: –2
	PowerModFlare: 
	ObjectModFlare: 
	TotalScoreFrost: –1
	KindredModFrost: –1
	PowerModFrost: 
	ObjectModFrost: 
	WeaponMeleeStrikeMod: ±0
	WeaponMeleeStrikeModRoottrait: 0
	WeaponMeleeStrikeModPower: 
	WeaponMeleeStrikeModObject: 
	WeaponBarrageStrikeModObject: 
	WeaponMeleeHarmMod: +1
	WeaponMeleeHarmModRoottrait: 1
	WeaponMeleeHarmModPower: 
	WeaponBarrageHarmModObject: 
	WeaponBarrageStrikeMod: ±0
	WeaponBarrageStrikeModRoottrait: 0
	WeaponBarrageStrikeModPower: 
	WeaponBarrageHarmMod: +1
	WeaponBarrageHarmModRoottrait: 1
	WeaponBarrageHarmModPower: 
	WeaponMeleeHarmModObject: 
	MagicStrikeMod: +2
	MagicStrikeModRoottrait: 2
	MagicStrikeModPower: 
	MagicStrikeModObject: 
	MagicHarmModRoottrait: 2
	MagicHarmModPower: 1
	MagicHarmModObject: 
	MagicHarmMod: +3
	MagicHarmMod3/4: +3
	MagicHarmMod1/2: +2
	MagicHarmMod1/4: +1
	ObjectModFtl: 
	ObjectModMfl: 
	ObjectModNml: 
	ArmorPenaltyNml: 0
	ShieldPenaltyNml: 0
	ObjectModDive: 
	ArmorPenaltyDive: 0
	ShieldPenaltyDive: 0
	BurdenPenaltyDive: 0
	PowerModDive1: 
	PowerModDive2: 
	TrainingModDive: 0
	TotalScoreDive: +2
	FolkModDive: 
	RoottraitModsDive: 2 + 0
	TotalScoreLurk: ±0
	FolkModLurk: 
	RoottraitModsLurk: 0 + 0
	TrainingModLurk: 0
	PowerModLurk1: 
	PowerModLurk2: 
	ObjectModLurk: 
	ArmorPenaltyLurk: 0
	ShieldPenaltyLurk: 0
	BurdenPenaltyLurk: 0
	ArmorPenaltyToil: 0
	ShieldPenaltyToil: 0
	BurdenPenaltyToil: 0
	ObjectModBarter: 
	PowerModBarter1: 
	PowerModBarter2: 
	TrainingModBarter: 0
	TotalScoreBarter: +2
	FolkModBarter: 
	RoottraitModsBarter: 1 + 1
	TotalScoreBrew: +3
	FolkModBrew: 
	RoottraitModsBrew: 1 + 1
	TrainingModBrew: 1
	PowerModBrew1: 
	PowerModBrew2: 
	ObjectModBrew: 
	TotalScoreDeepfare: +3
	FolkModDeepfare: 
	RoottraitModsDeepfare: 2 + 0
	TrainingModDeepfare: 0
	PowerModDeepfare1: 1
	PowerModDeepfare2: 
	ObjectModDeepfare: 
	TotalScoreChip: +3
	FolkModChip: 
	RoottraitModsChip: 2 + 0
	TrainingModChip: 1
	PowerModChip1: 
	PowerModChip2: 
	ObjectModChip: 
	TotalScoreClout: +3
	FolkModClout: 
	RoottraitModsClout: 2 + 1
	TrainingModClout: 0
	PowerModClout1: 
	PowerModClout2: 
	ObjectModClout: 
	TotalScoreCook: +1
	FolkModCook: 
	RoottraitModsCook: 1 + 0
	TrainingModCook: 0
	PowerModCook1: 
	PowerModCook2: 
	ObjectModCook: 
	TotalScoreFarlore: +3
	FolkModFarlore: 
	RoottraitModsFarlore: 2 + 1
	TrainingModFarlore: 0
	PowerModFarlore1: 
	PowerModFarlore2: 
	ObjectModFarlore: 
	TotalScoreFarm: +1
	FolkModFarm: 
	RoottraitModsFarm: 0 + 1
	TrainingModFarm: 0
	PowerModFarm1: 
	PowerModFarm2: 
	ObjectModFarm: 
	TotalScoreFlaunt: +5
	FolkModFlaunt: 1
	RoottraitModsFlaunt: 2 + 1
	TrainingModFlaunt: 1
	PowerModFlaunt1: 
	PowerModFlaunt2: 
	ObjectModFlaunt: 
	TotalScoreLook: +2
	FolkModLook: 
	RoottraitModsLook: 1 + 1
	TrainingModLook: 0
	PowerModLook1: 
	PowerModLook2: 
	ObjectModLook: 
	TotalScoreLandfare: +3
	FolkModLandfare: 
	RoottraitModsLandfare: 2 + 1
	TrainingModLandfare: 0
	PowerModLandfare1: 
	PowerModLandfare2: 
	ObjectModLandfare: 
	TotalScoreHeed: +2
	FolkModHeed: 
	RoottraitModsHeed: 1 + 1
	TrainingModHeed: 0
	PowerModHeed1: 
	PowerModHeed2: 
	ObjectModHeed: 
	TotalScoreHerd: +3
	FolkModHerd: 
	RoottraitModsHerd: 1 + 1
	TrainingModHerd: 1
	PowerModHerd1: 
	PowerModHerd2: 
	ObjectModHerd: 
	TotalScoreHew: +2
	FolkModHew: 
	RoottraitModsHew: 1 + 0
	TrainingModHew: 1
	PowerModHew1: 
	PowerModHew2: 
	ObjectModHew: 
	TotalScoreMash: +2
	FolkModMash: 
	RoottraitModsMash: 1 + 1
	TrainingModMash: 0
	PowerModMash1: 
	PowerModMash2: 
	ObjectModMash: 
	TotalScoreMend: +3
	FolkModMend: 
	RoottraitModsMend: 1 + 1
	TrainingModMend: 1
	PowerModMend1: 
	PowerModMend2: 
	ObjectModMend: 
	TotalScoreMingle: +3
	FolkModMingle: 1
	RoottraitModsMingle: 2 + 0
	TrainingModMingle: 0
	PowerModMingle1: 
	PowerModMingle2: 
	ObjectModMingle: 
	TotalScoreNighlore: +1
	FolkModNighlore: 
	RoottraitModsNighlore: 1 + 0
	TrainingModNighlore: 0
	PowerModNighlore1: 
	PowerModNighlore2: 
	ObjectModNighlore: 


