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 | 18 10 1 2 1 2 2 I
Ftl 15 10 1 1 1 0 2
Mil 16 10 1 0 1 2 2

HARM YIELD CALCULATIONS
Total | Kindred | Power Object

Critgeny Score: Mod: Mod: Mod:
TS w0 | <0
Total Wis Mod: Power Fower Object Total Score: | 4xTier Value:| Glt Mod: Flare -2 -2
Score: Mod: Mod: Mod: Frost +0 +0
+3 2 1 5 4 1 Rasp -1 -1
Rot +0 +0
GRIT CALCULATIONS Shake 1 1
Total “xier Brw Mod:| Folk Mod:| Kall Mod: Shock -1 -1
Score: Value: Heinous
Maximum: 16 4
Impaired : 8
Traumatized : 4 Roottrait
Healing Mod:| 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- 9
Liteskil, | 10 froncntoa| o | Py | Seondoey || TrsimngMod | Power. | Power | Ot
Barter +2 240 (1xSmt) | (xGly) (L) 0
Brew +3 2+1 (1xSmt) | (xWis) (V) 0
Clout +2 1+1 (1xGlt) | @axsmt) (4) 0
Cook +2 1+1 (1xGlt) | paxwis) (V) 0
Craft +2 2+0 | (@xSmt) | (axBrw) (1) 0
Farm +3 2+1 (1xWis) | (vaxsmt) (1) 0
Flaunt +1 1+0 (1xGl) | (~xLth) (V) 0
Heed +3 2+0 (1xWis) | @axclp (L) 1
Herd +0 0+0 (1xBrw) | (4xGly) (4) 0
Look +3 2+0 (1xWis) | (axcly (1) 1
Lore +4 2+1 (1xSmt) | (axwis) (4) 1
Lurk +4 1 1+1 [ (xLth) | eawis) (V) 1
Mend +5 1 2+ 0 | (IxSmb) | axiih) (V) 1 1
Mingle +3 1+1 | (IxGl) | @Exwis) (V) 1
Search +3 2+1 (IxSmt) | (axWis) (4) 0
Toil +0 0+0 (1xBrw) | (xLih) (4) 0
Trick +1 1+0 | (xLth) |eaxGly) 0
Tumble +4 1+1 (1xLth) | @axsmy) (4) 1
Wayfare +2 2+0 | (xwis) | eoxrw) (1) 0
Writ +2 2+0 (1xSmt) | (axLth) (4) 0
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