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CURRENT WEIGHT
LIGHT ENCUMBRANCE

MODERATE ENCUMBRANCE
HEAVY ENCUMBRANCE

MAXIMUM WEIGHT

CHARACTER   CLASS               PATH                             PLAYER

RACE   GENDER                     LEVEL          SPIRITUALITY

AGE              HAIR                   EYES                         HEIGHT       WEIGHT     VIRTUE                                        VICE

TRAINABLE
STR

DEX

AGI

FOC

SPR

STRENGTH

DEXTERITY

AGILITY

FOCUS

SPIRIT
SPD

SAVES
DISABLE

CONDITION
BALANCE

MAGIC

ANIMUS
CHAOS
EARTH

FIRE

SHADOW
SPIRIT
WATER
WIND

ICE
LIGHTNING

BLIND SIGHT

DARK VISION

LOW LIGHT

SMELL

TREMORSENSE

THERMAL

LIGHT
ORDER

BASE

SWIM
BURROW

FLY
JUMP

LIGHT ENC.
MOD. ENC.
HEAVY ENC.

RUN

-5
-10
-15
2

INHERENT
WIL

LUK

AWR

PRS

WILLPOWER

LUCK

AWARENESS

PRESENCE

BASE MOD TOTAL

ACROBATICS
APPRAISE ITEM
BOTANY
CLIMBING

ENGINEERING
FORGERY
KNOWLEDGE: DUNGEONEERING
KNOWLEDGE: GEOGRAPHY

DEDUCTION
DISGUISE
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DRAFTING
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TRAINED OPERATOR:

ETIQUETTE
HAGGLING
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TALENTS RANK ADEPT TOTAL

SOCIAL

COMBAT

WEAPON

ARMOR

MAGICAL ITEMS
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TRAINABLE

STR

DEX

AGI

FOC

SPR

STRENGTH

DEXTERITY

AGILITY

FOCUS

SPIRIT

SAVES
DISABLE

CONDITION

BALANCE

MAGIC

ANIMUS

CHAOS

BLUDGEONING

SLASHING

PIERCING

FIRE

ORDER

INHERENT

WIL

LUK

AWR

PRS

WILLPOWER

LUCK

AWARENESS

PRESENCE

BASE MOD TOTAL

C h a r a c t e r  S h e e t
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ENERGY RESISTANCES

BASE SWIM

BURROW

FLY

JUMP

LIGHT ENC.

MOD. ENC.
HEAVY ENC.

RUN
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SPD SPEED

ACROBATICS
ANIMAL HANDLING
CLIMBING
PERFORMANCE:

RIDING:
SWIMMING
TRACKING

PERFORMANCE:
ESCAPE ARTIST
FORAGING
RIDING:

AGI
DEX
STR
AGI

DEX
STR
FOC

AGI
AGI
SPR
DEX

ENGINEERING

STREET SMARTS
MAGIC SEALING
SNEAKING
SUBTERFUGE

DISGUISE

ETIQUETTE
FORGERY
JUDGE CHARACTER

THIEVERY

DEX

SPR
SPR
AGI
SPR

SPR

SPR
DEX
SPR

DEX

MEDICINE 
MERCANTILE
NAVIGATION
REALMS

SPIRITUALITY
SCRIBING

SUBTERRA

GEOGRAPHY
HISTORY

MAGIC
LINGUISTICS

WILDERNESS

FOC
FOC
FOC
FOC

FOC
FOC

FOC

FOC
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HP
HEALTH POINTS
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MP
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SP
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XP
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ACUITY

DEFENSE
BONUS

BLUNDER

CRIT RANGE

DAMAGE REDUCTION

MAGIC REDUCTION

WEAPON EFFECT DAMAGE L/H RANGE

DR MR
AGI

PENALTY
SPD

PENALTY ARMOR EFFECT
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SPIRITUALITY         VICE                VIRTUE                      LANGUAGES
75

EXP
50

EXP

5 EXP

5 EXP per 2 HP or 2 MP

PHYSICAL

CUNNING

INTELLECT

RANK BASE MOD TOTAL

Race Vice: Shiny Lust

Race Attribute: Subterranean Senses

Race Attribute: Dark Vision

Race Attribute: Tunneling

CoH: Face to Face 
Type: Attribute 

+1 bonus to all Precision, Acuity and Defense rolls against adjacent 
subjects the Knight is not flanking and which is not flanking her.

Master at Arms 
Type: Attribute

While wielding a single weapon, the Knight may add her Level 
as a bonus to all physical damage she deals
(including that dealt by Shield skills). (Already included)

Face to Face
Type: Attribute 

While the Knight is adjacent to one or more hostile subjects and is 
neither flanking or being flanked by them, the Knight gains a +1 bonus 
to all Precision, Acuity, and Defense rolls.

Commence Engagement 
Type: Trigger 
Check: WIL 

This Skill may be Triggered at the start of any combat where neither side has surprised
the other.  This Skill may target any single opposing subject, ignoring the first 30 ft of 
distance penalties for Taunt effects.  The Knight rolls PRS against the subject’s WIL. 
Success applies TAUNTED to the subject for 3 rounds.  SP:3

Initiate Honorable Combat 
Type: Trigger 

This Skill may be Triggered when the Knight applies TAUNTED to a subject.  Double
 the duration of the TAUNTED effect; that subject may not make a WIL save at the end 
of each turn to resist the TAUNTED effect.  If the subject is attacked from a flanking position 
while this Skill is in effect, the TAUNTED effect and any associated effects end.  SP:1 MP:1 

Catch
Type: Trigger 
Save: AGI 

This Skill may be Triggered whenever the Knight is able to make a Penalty Blow. 
The Knight rolls AGI or STR against the subject’s AGI or STR.  Success results 
in the subject being Engaged to the Knight and unable to move away. SP:3 

Protector 
Type: Trigger 

This Skill may be Triggered whenever a subject adjacent to the Knight is about  to receive 
damage from an attack.  The Knight must make a Moderate AGI or LUK roll; this Difficulty 
increases to Very Hard if the attack was a Critical Success.  If successful , the Knight 
becomes the target of the attack; they receive the full damage and any associated effects 
from it.  SP:4

Master at Arms 
Type: Attribute

While wielding a single weapon, the Knight may add bonus damage equal to 
their Level to all physical attacks.  This includes damage dealt by shield-related 
Skills.

Know Thy Path 
Type: Active 

Short Action.  Choose one ally within hearing range; that ally gains a +1 bonus 
to all rolls of one type, chosen by the Knight when this Skill is activated: all Unique Saves; 
all Talent checks; or all Defense rolls. This effect lasts for 3 rounds.  A subject may only 
have one bonus type from this Skill at a time.  MP:2 SP:2

Issue Challenge 
Type: Active 
Save: WIL 

This Skill is a Short Action.  Choose one subject within hearing range and make a PRS vs 
WIL roll.  Success applies TAUNTED to the subject for 2 rounds. The Knight may only use 
Issue Challenge on a specific subject once per round.  MP:1 SP:2

Shield Bash 
Type: Active/Trigger 
Save: CON 

This Skill may only be used when the Knight has a shield equipped; it may be performed 
as a Normal Action or may be Triggered when the Knight rolls a Critical Hit.  The Knight’s 
shield deals 2 Low and 5 High damage and leaves the subject DAZED if it fails a CON save. 
 MP:2 SP:8

Rations x2
Healing Potion x2 (Heals 5hp)

Bed Roll
Pillow

1 36

Pink Crystal x3




