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TIME BONUS TABLE

SUCCESSES SUCCESS LEVEL

TIME TAKEN BONUS ASSIGNED
1 Combat Round 
6 Combat Rounds 
3 Minutes 
18 Minutes 
2 Hours 
12 Hours 
3 Days 
18 Days

+1 Dice 
+2 Dice 
+3 Dice 
+4 Dice 
+5 Dice 
+6 Dice 
+7 Dice 
+8 Dice

1 success 
2 or 3  successes 
4 or 5  successes 
6 or 7  successes 
8 or 9  successes 
10 or 11  successes 
12+  successes

Partial (x0.5) 
Adequate (x1) 
Good (x2) 
Excellent (x3) 
Astounding (x4) 
Incredible (x5) 
Legendary (x6)

Slight Jánah (Str 1-3) 
Solid Jánah (Str 4-6) 
Strong Jánah (Str 7-9) 
Mighty Jánah (Str 10-12)

1 to 3 levels 
4 to 6 levels 
7 to 9 levels 
10 to 12 levels

Small  
Medium 
Large 
Great

1 to 3 levels 
4 to 6 levels 
7 to 9 levels 
10 to 12 levels

Small (Short Range) 
Medium (Middle Range) 
Large (Long Range) 
Seige Weapons (Long Range)

1 to 4 levels 
5 to 8 levels 
9 to 12 levels 
5 through 30 levels

Pistols (Short Range) 
Rifles (Middle Range) 
Cannon (Long and Extreme Range)

5 levels 
10 levels 
20 levels

 

MANEUVER LOCATION TABLE

HIT  
LOCALE ADJ. # MANEUVER EFFECT ADJ. # MANEUVER EFFECT ADJ. # MANEUVER EFFECT

SUBDUE SUBDUE /FATAL FATAL
DAMAGE TYPE

HEAD

NECK

SPINE
SHOULDER

ELBOW

ARM
HAND
TORSO

ABDOMEN

GROIN

HIP

KNEE

LEG

FOOT

HEAD VITALS

TORSO VITALS

ARM VITALS

LEG VITALS

 

 

Escape - Targeted area struck for only 1 Damage Level to bring an end to Bind / Grab or Hold / Lock effects, or a Cover (once you have won Initiative). 
Bind / Grab - No damage caused. Targeted area (and/or weapon immobile and controlled toll Escape or release. Hold / Lock may then be attempted to the same 
      target area at an ADJ# of 0. 
Throw / Sweep - Full damage. Target falls (potential attacker's Martial Skill Ranking # of feet away). Target must use a Combat Action to rise, unless they have 
          made a successful Acrobatics Roll that Round. If thrown far enough, they must use a Combat Action or their free Half Move to close. 
Disarm - Half damage caused, plus weapon is forced or knocked from target's grasp. Must use a Combat Action to retrieve or draw new one. 
Nausea - Full damage. Target acts at a negative # on dice rolls for a certain # of Rounds, both equal to the ADJ# for the attack. 
Lame - Full damage. Target gets no more free Half Moves for the entire combat, target must use an extra Combat Action to move affected area till healed. 
Cover - No damage caused. Target held at point of weapon. Potential instant damage (weapon damage plus Cover successes with standard multipliers applying) 
            till target wins Initiative and performs a successful Escape. 
Disable - Full damage. If lim targeted, loss of limb use (half Movement only if limb is used for locomotion). Target must make a Vigor Roll at minus 2. 
              Failure allows only half Action Dice, success means only a minus 2. Physical actions outside combat suffer a minus 1 till healed. 
Hold / Lock - Full damage. Targeted area immobile plus attacker's Strength in damage caused per Round till Escape or release. 
Stun - Full damage. Any successes that get through target's defenses negates equal number of Combat Actions. This can carry throughout the following Rounds 
Broken - Full damage. A joint or bone has been broken in the target area. Target suffers loss of limb use (half Movement is limb used for locomotion). Target 
              must make Vigor Roll at minus 4; success allows half Action Dice: failure allows no offensive actions, only half Action Dice, and causes 1D6 Stun. 
              Physical actions outside of combat suffer a minus 3 to rolls toll successful medical treatment. 
Full Knockout - Full damage. Target unconscious for 1-6 minutes. 
Lost Feature - Full damage. A targeted feature on the head,beck or face is permanently harmed in some way. 
Internal Damage - Full damage. Target begins bleeding internally at the rate per Round equal to the number of successes that penetrated the target's defense 
                              until healed or dead. 
Severed - Full damage. Targeted limb violently seperates from body. Target begins bleeding externally at the rate per Round equal to the number of successes 
               that penetrated the Target's defense, till healed or dead.
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                         (                   ) 
                         (                   ) 
Lock Picking (Dex) (                   ) 
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             (                   ) 
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Martial Arts (Agl) (                   ) 
                     (       ) (                   ) 
                     (       ) (                   ) 
Melee Combat (Agl) (                   ) 
Missile Combat (Dex) (                  ) 
Navigation (Wit) (                   ) 
Observation (Per) (                   ) 
Oratory (Pre) (                   ) 
Performance (       ) (                   ) 
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     (       ) (                   )  
Persuasion (Wit) (                   ) 
Profession (       ) (                   ) 
Research (Wit) (                   ) 
Riding (Agl) (                   ) 
    (                   ) 
Seduction (Pre) (                   ) 
Shadowing (Wit) (                   ) 
Sleight of Hand (Dex) (                  ) 
Stealth (Agl) (                   ) 
Streetwise (Pre) (                   ) 
Surgery (Dex) (                   ) 
Survival (Wit) (                   ) 
Suthra Training (Wit) (                  ) 
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Escape - Targeted area struck for only 1 Damage Level to bring an end to Bind / Grab or Hold / Lock effects, or a Cover (once you have won Initiative).
Bind / Grab - No damage caused. Targeted area (and/or weapon immobile and controlled toll Escape or release. Hold / Lock may then be attempted to the same
              target area at an ADJ# of 0.
Throw / Sweep - Full damage. Target falls (potential attacker's Martial Skill Ranking # of feet away). Target must use a Combat Action to rise, unless they have
                  made a successful Acrobatics Roll that Round. If thrown far enough, they must use a Combat Action or their free Half Move to close.
Disarm - Half damage caused, plus weapon is forced or knocked from target's grasp. Must use a Combat Action to retrieve or draw new one.
Nausea - Full damage. Target acts at a negative # on dice rolls for a certain # of Rounds, both equal to the ADJ# for the attack.
Lame - Full damage. Target gets no more free Half Moves for the entire combat, target must use an extra Combat Action to move affected area till healed.
Cover - No damage caused. Target held at point of weapon. Potential instant damage (weapon damage plus Cover successes with standard multipliers applying)
            till target wins Initiative and performs a successful Escape.
Disable - Full damage. If lim targeted, loss of limb use (half Movement only if limb is used for locomotion). Target must make a Vigor Roll at minus 2.
              Failure allows only half Action Dice, success means only a minus 2. Physical actions outside combat suffer a minus 1 till healed.
Hold / Lock - Full damage. Targeted area immobile plus attacker's Strength in damage caused per Round till Escape or release.
Stun - Full damage. Any successes that get through target's defenses negates equal number of Combat Actions. This can carry throughout the following Rounds
Broken - Full damage. A joint or bone has been broken in the target area. Target suffers loss of limb use (half Movement is limb used for locomotion). Target
              must make Vigor Roll at minus 4; success allows half Action Dice: failure allows no offensive actions, only half Action Dice, and causes 1D6 Stun.
              Physical actions outside of combat suffer a minus 3 to rolls toll successful medical treatment.
Full Knockout - Full damage. Target unconscious for 1-6 minutes.
Lost Feature - Full damage. A targeted feature on the head,beck or face is permanently harmed in some way.
Internal Damage - Full damage. Target begins bleeding internally at the rate per Round equal to the number of successes that penetrated the target's defense
                              until healed or dead.
Severed - Full damage. Targeted limb violently seperates from body. Target begins bleeding externally at the rate per Round equal to the number of successes
               that penetrated the Target's defense, till healed or dead.
Maneuver
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	Dice Penalty for attempting this Maneuver: 0
	Dice Penalty for attempting this Maneuver: 0
	Dice Penalty for attempting this Maneuver: 0
	Dice Penalty for attempting this Maneuver: 0
	Dice Penalty for attempting this Maneuver: -1
	Dice Penalty for attempting this Maneuver: 0
	Dice Penalty for attempting this Maneuver: -1
	Dice Penalty for attempting this Maneuver: 0
	Dice Penalty for attempting this Maneuver: 0
	Dice Penalty for attempting this Maneuver: -3
	Dice Penalty for attempting this Maneuver: -3
	Dice Penalty for attempting this Maneuver: -3
	Dice Penalty for attempting this Maneuver: -3
	Dice Penalty for attempting this Maneuver: -4
	Dice Penalty for attempting this Maneuver: -4
	Dice Penalty for attempting this Maneuver: -4
	Dice Penalty for attempting this Maneuver: -4
	Dice Penalty for attempting this Maneuver: -1
	Dice Penalty for attempting this Maneuver: 0
	Dice Penalty for attempting this Maneuver: -2
	Dice Penalty for attempting this Maneuver: 0
	Dice Penalty for attempting this Maneuver: -2
	Dice Penalty for attempting this Maneuver: -1
	Dice Penalty for attempting this Maneuver: 0
	Dice Penalty for attempting this Maneuver: -1
	Dice Penalty for attempting this Maneuver: 0
	Dice Penalty for attempting this Maneuver: -2
	Dice Penalty for attempting this Maneuver: 0
	Dice Penalty for attempting this Maneuver: -2
	Dice Penalty for attempting this Maneuver: -2
	Dice Penalty for attempting this Maneuver: -2
	Dice Penalty for attempting this Maneuver: -5
	Dice Penalty for attempting this Maneuver: -5
	Dice Penalty for attempting this Maneuver: -5
	Dice Penalty for attempting this Maneuver: -5
	Dice Penalty for attempting this Maneuver: -2
	Dice Penalty for attempting this Maneuver: -1
	Dice Penalty for attempting this Maneuver: -3
	Dice Penalty for attempting this Maneuver: -1
	Dice Penalty for attempting this Maneuver: -3
	Dice Penalty for attempting this Maneuver: -2
	Dice Penalty for attempting this Maneuver: -1
	Dice Penalty for attempting this Maneuver: -2
	Dice Penalty for attempting this Maneuver: -1
	Dice Penalty for attempting this Maneuver: -3
	Dice Penalty for attempting this Maneuver: -1
	Dice Penalty for attempting this Maneuver: -3
	Dice Penalty for attempting this Maneuver: -3
	Dice Penalty for attempting this Maneuver: -3
	Maneuver: Disable and Stun
Broken (joint)
	Maneuver: Disable and Stun
Broken (joint)
	Maneuver: Stun and Broken (rib)
	Maneuver: Disable and Stun
Broken (feature)
	Maneuver: Escape
	Maneuver: Escape
	Maneuver: Lame (knee); Bind / Grab; 
Throw / Sweep
	Maneuver: Escape
	Maneuver: Nausea
	Maneuver: Escape
	Maneuver: Escape
	Maneuver: Escape
	Maneuver: Escape
	Maneuver: Disarm, Bind / Grab; Throw
	Maneuver: Escape
	Maneuver: Bind / Grab
	Maneuver: Bind / Grab
	Maneuver: Bind / Grab
	Maneuver: Disable and Stun
Broken (bone)
	Maneuver: Disable and Stun
Broken (bone)
	Maneuver: Stun, Broken (rib) and
Nausea
	Maneuver: Full Knockout
	Maneuver: Lame (foot); Bind / Grab
Throw / Sweep
	Maneuver: Escape
	Maneuver: Disable
Hold / Lock
	Maneuver: Escape
	Maneuver: Nausea
Cover
	Maneuver: Nausea
	Maneuver: Escape
	Maneuver: Disarm
	Maneuver: Escape
	Maneuver: Disable; Hold / Lock
Lame (wing)
	Maneuver: Escape
	Maneuver: Cover
Hold / Lock
	Maneuver: Cover
Hold / Lock
	Maneuver: Cover
Hold / Lock
	Maneuver: Disable
Hold / Lock
	Maneuver: Lost Feature
	Maneuver: Internal Damage
	Maneuver: Severed Arm / Hand
	Maneuver: Severed Leg / Foot
	Maneuver: Lame (leg)
	Maneuver: Stun
Broken (joint)
	Maneuver: Lame (hip)
	Maneuver: Nausea
Stun
	Maneuver: Nausea
Cover
	Maneuver: Broken (rib)
	Maneuver: Disable
	Maneuver: Bind / Grab
	Maneuver: Disable and Stun
Broken (joint)
	Maneuver: Disarm
	Maneuver: Stun
	Maneuver: Stun
	Maneuver: Stun
	Your Name: DM
	The Name of your role-played Character (If you like, check the shardrpg.com webpage for the Name Generator): Jez'Re-al
	Total Cost (This calculation might occasionally have errors, so please check and edit appropriately): 239
	Your Character's Ancestors: Demon
	Which House does your character belong to (or work for): Val'sorethsin
	Where does he live/was born/etc: Nareshi
	What is your Character's Profession/Job (see Basic Compendium Page 116): Battle Magus
	The Social Standing of your Character (Outcaste, Low, High (Sunborn), Holy, House Dignitary, Government Official, Religious Official, Lower Noble, etc): High
	Character's Race (see Basic Compendium Page 52): Large Bat
	Character's Age (check your Animal template or see Basic Compendium Page 328): 25/300
	The height of your Character (check your Animal template or see Basic Compendium Page 328): 5'4"
	Your Weight (check your Animal template or see Basic Compendium Page 328): 126
	Gender: M/F
	Marks2:                                                                                                       An amber Sigil with silver powder over a carved over sigil
	Your character's average mood and general character.:                                                   Feminine, seductive, Lusty, Confident.
	How your character will clothe himself generally in everyday situations.:                                      As Jasher
	How your character will clothe on special occassions, for instance when representing their house.:                               As Jasher
	Total Characteristics Cost: 83
	Overall Muscle Power: 3
	max_strength: 
	Cost: 3
	Rank: 
	Cost: 3
	Cost: 5
	Cost: 
	cost_vigor: 6
	Health, Endurance & Toughness: 3
	max_vigor: 
	Cost: 3
	Cost: 
	cost_agility: 10
	Speed, Nimbleness & Reaction Time: 5
	max_agility: 
	Cost: 5
	Cost: 
	Hand/Eye Coordination & Fine Motor Skills: 2
	Cost: 3
	Cost: 
	cost_dexterity: 4
	max_dexterity: 
	cost_essence: 26
	Spiritual & Magical Strength & Abilities: 13
	max_essence: 
	Awareness, Sensory Ability: 6
	max_perception: 
	Mental Capabilities, Capacity & Performance: 8
	max_wit: 
	Willpower & Sense of Self: 8
	max_will: 
	Physical Beauty, Charm, Personality & Bearing: 9
	max_presence: 
	Total Characteristics Cost: 22
	See Basic Compendium Page 101: Flight (Agl)
	Rank: 
	See Basic Compendium Page 101: Keen Hearing (Per)
	Rank: 
	See Basic Compendium Page 101: Natural Weaponry (Agl)
	Rank: 
	See Basic Compendium Page 101: Night Vision (Per)
	Rank: 
	See Basic Compendium Page 101: Prehensile Limb (Dex)
	Rank: 
	See Basic Compendium Page 101:  
	Rank: 
	Rank: 
	See Basic Compendium Page 101:  
	Rank: 
	See Basic Compendium Page 101:  
	Rank: 
	Total Characteristics Cost: 60
	Rank: 
	Cost: 5
	Rank: 6
	Cost: 
	Cost: 40
	Cost: 
	Cost: 15
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	See Basic Compendium 111: Direction Sense (Per)
	See Basic Compendium 111:  Mystic
	Rank: 
	See Basic Compendium 111: Keen Focus (Will)
	Rank: 8
	See Basic Compendium 111:  
	Rank: 
	See Basic Compendium 111:  
	Rank: 
	See Basic Compendium 111:  
	Rank: 
	See Basic Compendium 111:  
	Rank: 
	See Basic Compendium 111:  
	Rank: 
	See Basic Compendium 111:  
	Rank: 
	See Basic Compendium 111:  
	Your character's personal background and history. Who is he, what does he do and where does he come from? Be creative, well thought up characters can be more fun to play!: 
	Type of Advantage: Contact
	Describe the Advantage (see Basic Compendium Page 184): Host: Jasher
	Cost: 5
	Total Characteristics Cost: 15
	Cost: 10
	Type of Advantage: Demon Powers
	Describe the Advantage (see Basic Compendium Page 184): Demon speical Attacks
	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): Enemy
	Type & Frequency of Drawback (see Basic Compendium Page 192): Mental
	Describe the Drawback (see Basic Compendium Page 191): Claustraphobia (rare)
	Type & Frequency of Drawback (see Basic Compendium Page 192): Physical
	Describe the Drawback (see Basic Compendium Page 191): Dietray Restriciton (Fruit)
	Type & Frequency of Drawback (see Basic Compendium Page 192): Mental
	Describe the Drawback (see Basic Compendium Page 191): Meglamanina (often)
	Type & Frequency of Drawback (see Basic Compendium Page 192): Mental
	Describe the Drawback (see Basic Compendium Page 191): Vengeful
	Type & Frequency of Drawback (see Basic Compendium Page 192): Social
	Total Characteristics Cost: 75
	Severity of Drawback: -4
	Severity of Drawback: -1
	Severity of Drawback: -4
	Severity of Drawback: -4
	Severity of Drawback: 
	Severity of Drawback: 
	Describe the Drawback (see Basic Compendium Page 191): 
	Type & Frequency of Drawback (see Basic Compendium Page 192): Physical
	Describe the Drawback (see Basic Compendium Page 191): Hideous (sigil) (Vigor/str)
	Type & Frequency of Drawback (see Basic Compendium Page 192): Social
	Describe the Drawback (see Basic Compendium Page 191): Social Stigma
	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: -2
	Severity of Drawback: -2
	Severity of Drawback: 
	Severity of Drawback: 
	Caste your Character belongs to (Outcaste, Low, High, Holy, etc see Basic Compendium Page 189): 
	Character's Religion (most popular: Mahist Faith, Darú) (see Basic Compendium Glossary or World Guide): 
	A Devah which your Character is devoted to. (see Basic Compendium Page 312): 
	Quick Melee Dice Reference: -
	Allows a character to specialize in one of the many different art forms.: Per
	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: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Story Point: Off
	Cost (2/1): 3
	Cost (2/1): 3
	Cost (2/1): 
	Cost (2/1): 
	Cost (2/1): 
	Cost (2/1): 
	Cost (2/1): 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Cost (3/2): 
	Cost (3/2): 
	Cost (5/3): 
	Cost (3/2): 3
	Cost (5/3): 5
	Cost (5/3): 
	Cost (5/3): 
	Cost (3/2): 
	Cost (3/2): 3
	Cost (3/2): 
	Cost (3/2): 
	Cost (3/2): 3
	Cost (3/2): 3
	Cost (3/2): 3
	Cost (2/1): 3
	Cost (2/1): 3
	Cost (2/1): 3
	Cost (2/1): 3
	Negotiate business transactions and haggle for a better deal; an asset to any merchant.: 
	Rank: 
	Stamina at which the -2 Penalty applies (see Basic Compendium Page 227): 7
	penalty1: 
	Second Piece of Armor: -
	Current Armor: -
	Stamina at which the -1 Penalty applies (see Basic Compendium Page 227): 15
	Maximum Stamina: 22.00000000
	farm1: 
	Combat Skill: The ability to fight according to chosen martial styles (or the basic one) (see Basic Compendium Pg 170 and Magic & Martial Arts): 
	Total Skill Cost: 134
	Describe the different disciplines within a ritual with their average dice penalty. (see Basic Compendium Page 256): 
	Describe the different disciplines within a ritual with their average dice penalty. (see Basic Compendium Page 256): 
	Describe the different disciplines within a ritual with their average dice penalty. (see Basic Compendium Page 256): 
	Magic Ritual (see Basic Compendium Page 252): Summoning
	Magic Ritual (see Basic Compendium Page 252): Healing
	Magic Ritual (see Basic Compendium Page 252): Endowment
	Ritual Dice (Ritual Rank equal to the specific Rank of the purchased Magic Ritual): 15
	Ritual Dice (Ritual Rank equal to the specific Rank of the purchased Magic Ritual): 15
	Ritual Dice (Ritual Rank equal to the specific Rank of the purchased Magic Ritual): 15
	Cost (5/3): 5
	Perform gymnastic maneuvers which also aid your defense in battle.: Arial Manuvers
	Rank: 5
	Cost (2/1): 
	Cost (3/2): 3
	Cost (2/1): 
	Cost (3/2): 3
	Cost (2/1): 
	Cost (3/2): 
	Cost (2/1): 
	Cost (3/2): 
	Cost (2/1): 
	Cost (5/3): 
	Cost (2/1): 
	Cost (2/1): 
	Cost (2/1): 
	Cost (2/1): 
	Cost (2/1): 
	Cost (2/1): 
	Cost (3/2): 
	Cost (3/2): 3
	Cost (5/3: 11
	Cost (3/2): 5
	Cost (3/2): 
	Cost (3/2): 
	Cost (3/2): 
	Cost (3/2): 
	Cost (3/2): 
	Cost (5/3): 5
	Cost (3/2): 5
	Cost (5/3): 
	Cost (3/2): 
	Cost (3/2): 
	Cost (3/2): 3
	Cost (3/2): 7
	Cost (3/2): 
	Cost (3/2): 
	Cost (3/2): 
	Cost (2/1): 
	Cost (2/1): 
	Cost (2/1): 
	Cost (2/1): 
	Cost (3/2): 3
	Cost (3/2): 9
	Cost (3/2): 
	Cost (3/2): 
	Cost (3/2): 
	Cost (3/2): 9
	Cost (3/2): 3
	Cost (3/2): 
	Cost (3/2): 
	Cost (3/2): 
	Cost (3/2): 
	Cost (3/2): 
	Cost (3/2): 
	Cost (3/2): 
	Cost (5/3): 
	Cost (3/2): 
	Cost (3/2): 
	Cost (5/3): 
	Cost (3/2): 
	Cost (3/2): 
	Cost (3/2): 
	Cost (3/2): 
	Cost: 
	Cost: 
	Cost: 
	Cost: 
	Rank: 
	Rank: 9
	Rank: 
	Rank: 8
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 5
	Rank: 15
	Rank: 9
	Rank: 15
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 5
	Rank: 5
	Rank: 
	Rank: 
	Rank: 
	Rank: 8
	Rank: 8
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 9
	Rank: 8
	Rank: 5
	Rank: 12
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 12
	Rank: 
	Rank: 8
	Rank: 
	Rank: 
	Rank: 9
	Rank: 
	Rank: 9
	Rank: 
	Rank: 8
	Rank: 
	Rank: 9
	Rank: 
	Rank: 9
	Rank: 
	Rank: 9
	Rank: 
	Rank: 9
	Rank: 
	Rank: 9
	Rank: 
	Rank: 9
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	Rank: 
	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 Tongue>) is a Basic Starting Skill: 
	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 Tongue>) is a Basic Starting Skill: 
	Ability to create various compounds such as medicine, poison or even gunpowder.: Medicane
	Speak one of the various languages of Dárdünah (see Basic Compendium Pg 167) Language (<Native Tongue>) 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 Tongue>) 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 Tongue>) 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 Tongue>) is a Basic Starting Skill: 
	Speak one of the various languages of Dárdünah (see Basic Compendium Pg 167) Language (<Native Tongue>) is a Basic Starting Skill: 
	Allows a character to specialize in one of the many 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 the many different art forms.: 
	This Skill allows characters to use the arts of sorcery to perform chosen Magic Rituals. (see Basic Compendium Pg 169): 
	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 to perform chosen Magic Rituals. (see Basic Compendium Pg 169): Summoning
	This Skill allows characters to use the arts of sorcery to perform chosen Magic Rituals. (see Basic Compendium Pg 169): Seeing
	Combat Skill: Basic, dirty Hand-to-Hand combat. Basic Starting Skill.: 
	Persuade ones around you effectively using money, goods or services.: 
	Climb various surfaces using your hands or tools. Basic Starting Skill.: 
	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.: Sensual
	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 as well as 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 observation 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, and stops bleeding in non-magical wounds.: 
	Allows a character to execute a chosen kind of performed art.: 
	Operate a chosen type of various vehicles, such as chariots, ships or skyships through difficult situations.: 
	Allows a character to execute a chosen kind of performed art.: 
	Operate a chosen type of various 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. (See Basic Compendium Pg 160 and 220): 
	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 block or dodge any kind of physical attack or harm, in or out of combat. This is helpful if you are a noncombatant, or when wielding ranged weapons, since those skills cannot be used as a defense. Basic Starting Skill.: 
	The trade you practice, or once practiced, to earn your living. (see Basic Compendium Pg 117 for Profession Templates): Courtisan/Concubine
	Draw your weapon without using a Combat Action and reduce gunpowder weapon reload time.: 
	Investigate a subject by study, experimentation and clue gathering.: 
	Skill: Firearm Combat allows the player to use small gunpowder weapons (Vaylah) such as pistols, muskets, rifles, blunderbusses, etc in combat.: 
	Ride and control a riding beast in challenging situations.: 
	Duplicate documents, mimic signatures and official seals, and even counterfeit money.: 
	Ride and control a 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 observe others without them noticing, and possibly detect when you are being followed. 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 undetected. Basic Starting Skill.: 
	Awe or cow others through threats, show of force or sheer strength of personality.: 
	Grants understanding of the criminal underworld of society.: 
	An understanding of society secrets and manipulating individuals through crafty plotting and underhanded machinations.: 
	Allows the invasive treatment of injuries or other ailments. Heals Fatal first, then Subdue. There are Vigor penalties for poor rolls.: 
	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): Ritual Lore
	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): Legands
	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): Demons 
	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): Magic Theory
	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): Math
	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): 
	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): 
	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): 
	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): 
	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.: 
	Specialty: 
	Specialty: 
	Specialty: 
	Specialty: 
	Specialty: 
	Specialty: 
	Specialty: 
	Specialty: 
	Skill Name: 
	Skill Name: 
	Skill Name: 
	Skill Name: 
	Characteristic Link: 
	Characteristic Link: 
	Characteristic Link: 
	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
	penalty2: 
	Current Stamina: -
	First Piece of Armor: -
	Armor Value: -
	Armor Value: -
	List your Character's Weapons (See Basic Compendium Page 232): Crystal Daggers
	Enter each weapon's Range (See Basic Compendium Page 231): 
	Weapon Damage (See Basic Compendium Page 231): 
	Quick Martial Arts Dice Reference: 15
	brawling1: 
	Quick Brawling Dice Reference: -
	Quick Firearm Dice Reference: -
	Quick Missile Dice Reference: 5
	Quick  Suthra Use Dice Reference: -
	Quick Throw Dice Reference: -
	other1: 
	Quick "Other" Combat Skill Dice Reference: -
	Special Attacks / Adjustments / Current Damage: 
	Notes: 
	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): 
	Contact Details (see Basic Compendium Page 187 on Contacts): 
	Contact Name (see Basic Compendium Page 187 on Contacts): 
	Contact Details (see Basic Compendium Page 187 on Contacts): 
	melee1: 
	missile1: 
	throw1: 
	marts1: 
	suthra1: 
	Combat Skill: The ability to fight according to chosen martial styles (or the basic one) (see Basic Compendium Pg 170 and Magic & Martial Arts): 
	Speciality: Enhancement
	Rank: 15
	Rank: 
	Cost (5/3: 11
	Cost (5/3: 11
	Cost (8/5): 
	Cost (8/5): 
	Cost (8/5): 



