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Unknown Embedded URI
Unknown Embedded URI
	Bildfeld1: /9j/4AAQSkZJRgABAgEBLAEsAAD/4Rb8RXhpZgAATU0AKgAAAAgABwESAAMAAAABAAEAAAEaAAUA	cost_perception: 8
	Points gained back by Drawbacks. Enter positive Values (see Basic Compendium Page 191): 
	Points gained back by Drawbacks. Enter positive Values (see Basic Compendium Page 191): 
	Points gained back by Drawbacks. Enter positive Values (see Basic Compendium Page 191): 
	Points gained back by Drawbacks. Enter positive Values (see Basic Compendium Page 191): 
	Points gained back by Drawbacks. Enter positive Values (see Basic Compendium Page 191): 3
	Points gained back by Drawbacks. Enter positive Values (see Basic Compendium Page 191): 
	Points gained back by Drawbacks. Enter positive Values (see Basic Compendium Page 191): 
	Points gained back by Drawbacks. Enter positive Values (see Basic Compendium Page 191): 10
	Points gained back by Drawbacks. Enter positive Values (see Basic Compendium Page 191): 3
	cost_wit: 8
	cost_will: 7
	cost_presence: 6
	cost_strength: 10
	See Basic Compendium Page 147: 
	Your Name: Scottie
	The Name of your roleplayed Character (If you like, check the shardrpg.com webpage for the Name Generator): Navuneesh
	Total_TOTAL_Text: 
	Total Cost (This calculation sometimes messes up so edit approriately): 197
	Your Character's Ancestors: Vudani
	Which House does your character belong to (or work for): Krishvanu
	Where does he live/was born/etc: Sustrumi
	What is your Characters Profession/Job (see Basic Compendium Page 116): Seer Sir'hibas
	The Social Standing of your Character (Outcaste, Low, High (Sunborn), Holy, House Dignitary, Goverment Official, Religious Official, Lower Noble, etc): High Range
	Character's Race (see Basic Compendium Page 52): Songbird (med.)
	Character's Age (check your Animal template or see Basic Compendium Page 328): 28
	The height of your Character (check your Animal template or see Basic Compendium Page 328): 4.5 feet
	Your Weight (check your Animal template or see Basic Compendium Page 328): 70 lbs
	Gender: Male
	Marks1: Sir'hibas ink sigils
	Marks2: dyed on the inner flight feathers of his wings
	Mannerisms1: Generally bookish and strongly focussed in all
	Mannerisms2: areas of learning and study, but will gladly engage in martial practice as well.
	Attire1: Wears the simple robes of a travelling student.  Always  
	Attire2: carries a crook-staff from which dangles a bulb full of his favorite tea-leaves.
	Dress1: As above, though he additionally enjoys garishly -colored
	Dress2: silks and Amber jewelry to accent his reddish coloration.
	Total Characteristics Cost: 99
	Overall Muscle Power: 5
	max_strength: 5
	Cost: 5
	Rank: 8
	Cost: 
	Cost: 5
	Cost: 
	cost_vigor: 14
	Health, Endurance & Toughness: 7
	max_vigor: 10
	Cost: 
	Cost: 
	cost_agility: 16
	Speed, Nimbleness & Reaction Time: 8
	max_agility: 10
	Cost: 
	Cost: 
	Hand/Eye Coordination & Fine Motor Skills: 7
	Cost: 
	Cost: 
	cost_dexterity: 14
	max_dexterity: 12
	cost_essence: 16
	Spiritual & Magical Strength & Abilities: 8
	max_essence: 9
	Awareness, Sensory Ability: 8
	max_perception: 10
	Mental Capabilities, Capacity & Performance: 8
	max_wit: 10
	Willpower & Sense of Self: 7
	max_will: 10
	Physical Beauty, Charm, Personality & Bearing: 6
	max_presence: 10
	Total Characteristics Cost: 10
	See Basic Compendium Page 101: Flight
	Characteristic Link: Agl
	See Basic Compendium Page 101: Nat. Weap. (beak, claws)
	Characteristic Link: Agl
	Rank: 8
	See Basic Compendium Page 101: 
	Characteristic Link: 
	Rank: 
	See Basic Compendium Page 101: 
	Characteristic Link: 
	Rank: 
	See Basic Compendium Page 101: 
	Characteristic Link: 
	Rank: 
	See Basic Compendium Page 101: 
	Characteristic Link: 
	Rank: 
	See Basic Compendium Page 101: 
	Characteristic Link: 
	Rank: 
	See Basic Compendium Page 101: 
	Characteristic Link: 
	Rank: 
	See Basic Compendium Page 101: 
	Characteristic Link: 
	Rank: 
	See Basic Compendium Page 101: 
	Characteristic Link: 
	Rank: 
	Total Characteristics Cost: 55
	Rank: 
	Cost: 5
	Rank: 1
	Cost: 5
	Cost: 15
	Cost: 5
	Cost: 10
	Cost: 
	Cost: 10
	Cost: 
	Cost: 5
	Cost: 
	See Basic Compendium 111: Direction Sense
	See Basic Compendium 111: Mystic
	Rank: 3
	See Basic Compendium 111: Fast Reflexes
	Rank: 2
	See Basic Compendium 111: Heightened Awareness
	Rank: 2
	See Basic Compendium 111: Eidetic Memory
	Rank: 1
	See Basic Compendium 111: Keen Focus
	Rank: 1
	See Basic Compendium 111: Speed Reading
	Rank: 1
	See Basic Compendium 111: 
	Rank: 
	See Basic Compendium 111: 
	Rank: 
	See Basic Compendium 111: 
	Text3: Navuneesh was taken in at an early age by the Great Seer Grahmkuri who served the Line of Vudani and the House ofKrishvanu. Apparently once the son a warrior who served the House, when his father and mother both died as the result of a foul plot against the lord Krishvanu (hatched by the Seer Ardu of the Yadruh Line), the toddler Navuneesh was taken under the Great Seer's wing and trained in the Mystic Arts.  Having already shown an amazing talent for drawing upon his natural Essence even as a tiny child, Navuneesh grew quickly both in power as well as in knowledge within the Dream.
	Text4: 
	Type of Advantage: Caste
	Describe the Advantage (see Basic Compendium Page 184): High Caste (Sunborn)
	Cost: 2
	Total Characteristics Cost: 2
	Cost: 
	Type of Advantage: 
	Describe the Advantage (see Basic Compendium Page 184): 
	Cost: 
	Type of Advantage: 
	Describe the Advantage (see Basic Compendium Page 184): 
	Cost: 
	Type of Advantage: 
	Describe the Advantage (see Basic Compendium Page 184): 
	Cost: 
	Type of Advantage: 
	Describe the Advantage (see Basic Compendium Page 184): 
	Cost: 
	Describe the Advantage (see Basic Compendium Page 184): 
	Type of Advantage: 
	Describe the Advantage (see Basic Compendium Page 184): 
	Cost: 
	Type of Advantage: 
	Describe the Advantage (see Basic Compendium Page 184): 
	Cost: 
	Type of Advantage: 
	Describe the Advantage (see Basic Compendium Page 184): 
	Cost: 
	Type of Advantage: 
	Describe the Advantage (see Basic Compendium Page 184): 
	Cost: 
	Type of Advantage: 
	Describe the Drawback (see Basic Compendium Page 191): 
	Type & Frequency of Drawback (see Basic Compendium Page 192): Personality Disord. 25%
	Describe the Drawback (see Basic Compendium Page 191): (obsessively curious)
	Type & Frequency of Drawback (see Basic Compendium Page 192): Enemy                     25%
	Describe the Drawback (see Basic Compendium Page 191): (Ardu, Seer of the Yadruh)
	Type & Frequency of Drawback (see Basic Compendium Page 192): Hatred                     25%
	Describe the Drawback (see Basic Compendium Page 191): (Ardu, Seer of the Yadruh)
	Type & Frequency of Drawback (see Basic Compendium Page 192): 
	Describe the Drawback (see Basic Compendium Page 191): 
	Type & Frequency of Drawback (see Basic Compendium Page 192): 
	Total Characteristics Cost: 16
	Severity of Drawback: 1
	Severity of Drawback: n/a
	Severity of Drawback: -2
	Severity of Drawback: 
	Severity of Drawback: 
	Severity of Drawback: 
	Describe the Drawback (see Basic Compendium Page 191): 
	Type & Frequency of Drawback (see Basic Compendium Page 192): 
	Describe the Drawback (see Basic Compendium Page 191): 
	Type & Frequency of Drawback (see Basic Compendium Page 192): 
	Describe the Drawback (see Basic Compendium Page 191): 
	Type & Frequency of Drawback (see Basic Compendium Page 192): 
	Describe the Drawback (see Basic Compendium Page 191): 
	Type & Frequency of Drawback (see Basic Compendium Page 192): 
	Describe the Drawback (see Basic Compendium Page 191): 
	Points gained back by Drawbacks. Enter positive Values (see Basic Compendium Page 191): 
	Type & Frequency of Drawback (see Basic Compendium Page 192): 
	Severity of Drawback: 
	Severity of Drawback: 
	Severity of Drawback: 
	Severity of Drawback: 
	Caste your Character belongs to (Outcaste, Low, High, Holy, etc see Basic Compendium Page 189): High Caste (Sunborn)
	Character's Religion (most popular: Mahist Faith, Darú) (see Basic Compendium Glossary or World Guide): Mahist  (Order of Kirah)
	A Devah which your Character is devoted to. (see Basic Compendium Page 312): Kirah, Devah of the Wind
	Quick Melee Dice Reference: -
	Allows a character to specialize in one of them any different art forms.:  Ess
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Yes
	Story Point: Yes
	Story Point: Yes
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Cost: 2
	Cost: 2
	Cost: 2
	Cost: 2
	Cost: 2
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 3
	Cost: 5
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 3
	Cost: 2
	Cost: 2
	Cost: 2
	Cost: 2
	Total Skill Cost: 47
	Describe the different discipline within a ritual with their average dice penalty. (see Basic Compendium Page 256): -0 ; Initiating the Ritual by Entering the Dream Realm-1 ; Defending in the Dream ; Using Illusions and Changing the Dream Environment ; Seeing the Past, Present, and Future ;  _____Seeing Through Illusions -2 ; Attacking a Foe in Dream ; Seeking and Communicating with Others in Dream ; Dispelling Magical Manifestations-3 ; Bringing Others into the Dream Realm ; Allowing Others to See Your Visions ; Entering and Changing Another's Dreams-4 ; Attempting to Use Domination on a Foe-5 dice or HIGHER :  Capturing Another Person's Spirit (eventually fatal to the victim) ; Physically Travelling in the Dream
	Describe the different discipline within a ritual with their average dice penalty. (see Basic Compendium Page 256): 
	Describe the different discipline within a ritual with their average dice penalty. (see Basic Compendium Page 256): 
	Magic Ritual (see Basic Compendium Page 252): Dreamwalking
	Magic Ritual (see Basic Compendium Page 252): 
	Magic Ritual (see Basic Compendium Page 252): 
	Ritual Dice (Ritual Rank + Essence):  8
	Ritual Dice (Ritual Rank + Essence): 
	Ritual Dice (Ritual Rank + Essence): 
	Cost: 
	Peform gymnasitc maneuvers which also aid you in battle (Speciality): 
	Rank: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 5
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 8
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 2
	Cost: 3
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Rank:  3
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank:  8
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank:  3
	Rank:  8
	Rank: 
	Rank: 
	Rank:  3
	Rank: 
	Rank:  3
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank:  6
	Rank:  3
	Rank:  8
	Rank:  8
	Rank: 
	Rank:  8
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank:  3
	Rank: 
	Rank: 
	Rank: 
	Rank:  3
	Rank: 
	Rank: 
	Rank:  8
	Rank: 
	Rank:  8
	Rank: 
	Rank:  8
	Rank: 
	Rank:  8
	Rank: 
	Rank:  8
	Rank: 
	Rank:  8
	Rank: 
	Rank:  8
	Rank: 
	Rank:  8
	Rank:  3
	Rank:  8
	Rank: 
	Rank:  8
	Rank: 
	Rank:  3
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Speak one of the various languages of Dárdünah (see Basic Compendium Pg 167) (Language (<Native Tounge>) is a Basic Starting Skill):    native tongue Tishinian
	Assume different mannerisms, personalities and vocal characteristics for entertainment or deception.: 
	Speak one of the various languages of Dárdünah (see Basic Compendium Pg 167) (Language (<Native Tounge>) is a Basic Starting Skill): 
	Ability to create various compounds such as medicine, poison or even gunpowder.: 
	Speak one of the various languages of Dárdünah (see Basic Compendium Pg 167) (Language (<Native Tounge>) is a Basic Starting Skill): 
	Ability to create various compounds such as medicine, poison or even gunpowder.: 
	Speak one of the various languages of Dárdünah (see Basic Compendium Pg 167) (Language (<Native Tounge>) is a Basic Starting Skill): 
	Create, maintain and repair armor (except suthra armor).: 
	Speak one of the various languages of Dárdünah (see Basic Compendium Pg 167) (Language (<Native Tounge>) is a Basic Starting Skill): 
	Use this skill to operate mechanical siege weapons and large gunpowder weapons.: 
	Speak one of the various languages of Dárdünah (see Basic Compendium Pg 167) (Language (<Native Tounge>) is a Basic Starting Skill): 
	Speak one of the various languages of Dárdünah (see Basic Compendium Pg 167) (Language (<Native Tounge>) is a Basic Starting Skill): 
	Allows a character to specialize in one of them any different art forms.: 
	Knowledge of Locking Mechanisms and the ability to open them with the help of tools.: 
	Allows a character to specialize in one of them any different art forms.: 
	This Skill allows characters to use the arts of sorcery and perform chosen Magic Rituals. (see Basic Compendium Pg 169):   Ritual of Dreamwalking
	Allows a character to perform different feats that require phsyical skill and stamina, such as running, jumping, hurdling, swinging, etc...: 
	This Skill allows characters to use the arts of sorcery and perform chosen Magic Rituals. (see Basic Compendium Pg 169): 
	Negotiate business transactions and haggle for a better deal. An asset to any merchant.: 
	This Skill allows characters to use the arts of sorcery and perform chosen Magic Rituals. (see Basic Compendium Pg 169): 
	Combat Skill: Basic, dirty Hand-to-Hand combat. Basic Starting Skill.: 
	Speciality: 
	Persuade ones around you effectively using money, goods or services.: 
	Combat Skill: The ability to fight according to chosen martial styles (or the basic one) (see Basic Compendium Pg 170 and Magic & Martial Arts): 
	Climb various surfaces using your hands or tools. Basic Starting Skill.: 
	Combat Skill: The ability to fight according to chosen martial styles (or the basic one) (see Basic Compendium Pg 170 and Magic & Martial Arts): 
	Hide yourself or objects and find secret passages and hidden traps.: 
	Combat Skill: The ability to use handheld weapons in a normal fashion (Martial Arts users can wield weapons too). (See Basic Compendim Pg 171): 
	Subtly extract information through regular chatter or charming conversation.: 
	Combat Skill: Use small non-gunpowder projectile weapons such as bows and crossbows. (see Basic Compendium Pg 172): 
	Contortion allows you to escape ropes, shackles, persons holding you or traverse tight spaces.: 
	Allows a character to ascertain his current location and navigate ships, caravans and other movements using landmarks, maps and celestial phenomena.: 
	Communicate using secret languages through talking and writing and decipher secret cues and messages.: 
	Allows a character to ascertain his current location and navigate ships, caravans and other movements using landmarks, maps and celestial phenomena.: 
	Negotiation and problem solving.: 
	Grants keen obsercation and detection abilities.: 
	Alter your appearance to look like someone else.: 
	Endows a character with the skill of public speaking. : 
	Emergency medical care, heals Subdue Damage first.: 
	Allows a character to execute a chosen kind of performed art.: 
	Operate vehicles such as chariots, ships or skyships through difficult situations.: 
	Allows a character to execute a chosen kind of performed art.: 
	Operate vehicles such as chariots, ships or skyships through difficult situations.: 
	Allows a character to execute a chosen kind of performed art.: 
	Intimidate your opponent by displaying your fighting prowess. A successful display improves your chance to hit.: 
	Allows a character to execute a chosen kind of performed art.: 
	Knowledge of proper behavior.: 
	Sway the opinions of others, convince or persuade them to assume or understand your point of view, or follow your bidding. Basic Starting Skill.: 
	Evade can be used to dodge any kind of physical attack. This is helpful against ranged weapons, since they cannot be blocked. Basic Starting Skill.: 
	The trade you practice to earn your living. (see Basic Compendium Pg 117 for Profession Templates):    sorcerer
	Draw your weapon without using a Combat Action and reduce powder weapon reload time.: 
	Investigate, a subject by study, experimentation and clue gathering.: 
	Combat Skill: Firearm Combat allows the player to use small gunpowder weapons (Vaylah) such as pistols, miskets, rifles, blunderbusses, etc in combat.: 
	Ride and control ar riding beast in challenging situations.: 
	Duplicate documents, mimic signatures and official seals, even counterfeit money.: 
	Ride and control ar riding beast in challenging situations.: 
	Ability to play strategy or gambling games.: 
	Attract, beguile or flirtatiously/sexually persuade others.: 
	Make, maintain and repair gunpowder weapons of various kinds.: 
	Follow and observer others without them noticing. Basic Starting Skill.: 
	Make, maintain and repair gunpowder weapons of various kinds.: 
	Perform feats that require quick and clever movements of the hands for deception or entertainment.: 
	Forcibly extract information from subjects using mental manipulation or torture.: 
	Move around silently and undedected. Basic Starting Skill.: 
	Awe or cow others through threats, show of force or sheer strength of personality.: 
	Grants understanding of the Underworld.: 
	Manipulate individuals through crafty plotting and underhanded machinations.: 
	Allows the invasive treamtent of injuries or other ailments. Heals Fatal first, then Subdue.: 
	A General Skill which grants the character the defined scope of knowledge. (Knowledge (Home Area) is a Basic Starting Skill) (see Basic Compendium Pg 165):    ancient history
	The ability to survive in the wilderness.: 
	A General Skill which grants the character the defined scope of knowledge. (Knowledge (Home Area) is a Basic Starting Skill) (see Basic Compendium Pg 165):    world cultures
	The ability to train beasts to perform tasks and follow commands.: 
	A General Skill which grants the character the defined scope of knowledge. (Knowledge (Home Area) is a Basic Starting Skill) (see Basic Compendium Pg 165):    divination
	The ability to train beasts to perform tasks and follow commands.: 
	A General Skill which grants the character the defined scope of knowledge. (Knowledge (Home Area) is a Basic Starting Skill) (see Basic Compendium Pg 165):    herbal lore
	Combat Skill: Use trained beasts to perform various tasks, including combat.: 
	A General Skill which grants the character the defined scope of knowledge. (Knowledge (Home Area) is a Basic Starting Skill) (see Basic Compendium Pg 165):    legends
	Ability to swim above or under the surface of water.: 
	A General Skill which grants the character the defined scope of knowledge. (Knowledge (Home Area) is a Basic Starting Skill) (see Basic Compendium Pg 165):    lineage
	Keen understanding of warfare and military maneuvers.: 
	A General Skill which grants the character the defined scope of knowledge. (Knowledge (Home Area) is a Basic Starting Skill) (see Basic Compendium Pg 165):    magic theory
	Combat Skill: Allows characters to use thrown weapons such as spears, javelins, shuriken, darts, etc... Basic Starting Skill.: 
	A General Skill which grants the character the defined scope of knowledge. (Knowledge (Home Area) is a Basic Starting Skill) (see Basic Compendium Pg 165):    mathematics
	Find the trail of any person or creature that has passed through an area.: 
	A General Skill which grants the character the defined scope of knowledge. (Knowledge (Home Area) is a Basic Starting Skill) (see Basic Compendium Pg 165):    ritual lore
	Create various kinds of devices to catch, harm or kill creatures or individuals.: 
	A General Skill which grants the character the defined scope of knowledge. (Knowledge (Home Area) is a Basic Starting Skill) (see Basic Compendium Pg 165):    home city of Sadahm area
	Ability to make, maintain and repair melee and missile weapons of various kinds.: 
	A General Skill which grants the character the defined scope of knowledge. (Knowledge (Home Area) is a Basic Starting Skill) (see Basic Compendium Pg 165): 
	Ability to make, maintain and repair melee and missile weapons of various kinds.: 
	Speciality: 
	Speciality: 
	Speciality: 
	Speciality: 
	Speciality: 
	Speciality: 
	Speciality: 
	Speciality: 
	Speciality: 
	Speciality: 
	Skill Name: 
	Skill Name: 
	Skill Name: 
	Skill Name: 
	Skill Name: 
	Characteristic Link: 
	Characteristic Link: 
	Characteristic Link: 
	Characteristic Link: 
	Characteristic Link: 
	Skill Name: 
	Characteristic Link: 
	Skill Name: 
	Skill Name: 
	Skill Name: 
	Skill Name: 
	Characteristic Link: 
	Characteristic Link: 
	Characteristic Link: 
	Characteristic Link: 
	Health Modifier (Toughness Talent makes this 3): 2
	Maximum Stamina: 28.00000000
	penalty1: 
	penalty2: 
	Stamina at which the -1 Penalty applies (see Basic Compendium Page 227): 19
	Stamina at which the -2 Penalty applies (see Basic Compendium Page 227): 9
	Current Stamina: 28
	First Piece of Armor: none
	Second Piece of Armor: 
	Armor Value: 
	Armor Value: 
	Current Armor: 0
	List your Character's Weapons (See Basic Compendium Page 232): Tishinian crystal sabreAmber throwing daggersWooden Crook Staff
	Enter each weapon's Range (See Basic Compendium Page 231):   Short  Short  Short
	Weapon Damage (See Basic Compendium Page 231):     5    3    5
	Quick Martial Arts Dice Reference:  8
	brawling1: 
	Quick Brawling Dice Reference:  3
	Quick Firearm Dice Reference: -
	Quick Missile Dice Reference: -
	Quick  Suthra Use Dice Reference: -
	Quick Throw Dice Reference:  3
	other1: Evade
	Quick "Other" Combat Skill Dice Reference: 8
	Special Attacks / Adjustments / Current Damage: 
	Notes: His Martial Style is based on the fluttering, leaping maneuvers favored by the Paksin nations of the east, often taught within the temples of Kirah, and which had been learned by his own master when he was a fledgeling. Though his master was somewhat older and frail when he first attempted to teach Navuneesh, his skills were proudly adopted and even improved by his young pupil, who combined this fighting style with the martial forms favored by the Tishini people. 
	Notes about your fellow Players: 
	Your fellow Player's Race (Type of Jenu): 
	Your fellow Player's Character Names: 
	Your fellow Player's Names: 
	Contact Name (see Basic Compendium Page 187 on Contacts):  Ardu, male anole
	Contact Details (see Basic Compendium Page 187 on Contacts): A hated rival of the line of Yadruh, House of Kuri
	Contact Details (see Basic Compendium Page 187 on Contacts): 
	Contact Details (see Basic Compendium Page 187 on Contacts): 
	melee1: 
	missile1: 
	throw1: 
	marts1: 
	farm1: 
	suthra1: 



