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Total
Description Enc. Damage Critical Range Special Notes ality  Damage
Quarterstaff 3 4 4 Defensive B
Crosshow 4 6 3 Long  Two-Handed, Reload g. §
 ARMOUR ' ﬁ %‘g' Total  Total
Description Enc. Defense Soak Special Notes lity pefecisoak
Robes 2 1 0 3. 8 4
EQUIPMEN
Description Enc. Description Enc.  Brass =
Durable, comfortable clothes Talisman (staff) 22’&"

B

! MELEE STRIKE 0
leapon Skill (ST) vs. Target Defence

Melee weapon equiped & engaged with target.
44 Normal damage.

444 +2 damage.

AR Perform manoeuvre for free.

& & Target may disengage from you for free.

RANGED SHOT _| 0
allistic Skill (AG) vs. Target Defense

Ranged weapon equiped & not engaged.

44 Normal damage.

AHH 12 damage.

R Perform manoeuvre for free.

@ ® One unengaged opponent in close range may

engage you.

Cloth rucksack

ss:low_ : : ENCUMBRANCE
—=2 EEES —  Current Enc.
g e o Enc. Limit
ORDER |} I FOCUS Ll 3

DODGE 2

Rgility 3+ & not encumbered

After you are declared the target of a Melee or
Ranged Attack, or a Spell or Blessing targets your
defense, add 2 recharge tokens to this action and add
M to the action’s dice pool.

If Coordination is trained, add another M.

i

BLOCK
foughness 3+ & shield equiped

After you are declared the target of a Melee or
Ranged Attack, add 2 recharge tokens to this action
and add M to the action’s dice pool.

If Resilience is trained, add another M.

PARRY
trength 3+ & melee weapon equiped

After you are declared the target of a Melee Attack,
add 2 recharge tokens to this action and add M to the

: action’s dice pool.
If Weapon Skill is trained, add another M.

ASSESS THE SITUATION_ |y
Intuition (INT)
Special: Add ¢ if engaged.
44 Recover 1 fatigue and 1 stress. Until the start of

your next turn, add lto any Melee or Ranged actions

targeting you.
A Remove 1 recharge token from a card.
M@ Add 1 recharge token to a card.

e

BASIC ACTION CARDS

GUARDED POSITION '
iscipline o

4 Until the start of your next turn, add M to any Melee
or Ranged Attack actions targeting you or any allies in the
same engagement as you.

444444 Until the start of your next turn, add Il Ml to any
Melee or Ranged Attack actions targeting you o any
allies in the same engagement as you.

AR An engaged ally may remove 1 recharge token from
any of his recharging cards.

& Suffer 1 stress.

=
PERFORM A STUNT ' 0
faries Based On Stunt Attempted
A4 Perform action as intended.
MMM Perform action incredibly well; may perform a

free manoeuvre.
A Physical check: recover 1 fatigue. Mental: recover 1
stress.

& Physical check: suffer 1 fatigue. Mental: suffer 1
stress.

i




'NOTES & DRAWINGS

CURRENT CAREER:Apprentice Wizard CAREER SHEET ATTRIBUTES

AVAILABLE ADVANCES g
& LIMITATIONS

PRIMARY CHARACTERISTICS '

CAREER TRAITS '

STRENGTH ) INTELLIGENCE BASIC
TOUGHNESS £} WILLPOWER ACTION INTERMEDIATE
CARDS
AGILITY [} FELLOWSHIP ADVANCED
TALENT ELITE
CAREER SKILLS CARDS 8 HEROIC
SKILLS &
ATHLETICS _| CHARM 3 ' ACADEMIC
BALLISTIC SKILL M} DISCIPLINE ATz ARCANE
COORDINATION  _| FIRST AID CHARACTERISTIC BUREAUCRAT
INTIMIDATE _| FOLKLORE FORTUNE COMBAT
RESILIENCE _J GUILE INCREASE DEDICATED
ISKII(DUELDUGGERY 'j :_T‘é;l;lETklgHP CONSERVATIVE DEVOTED
ENGINEER
STEALTH | NATURE LORE INCREASE FANATIC
WEAPON SKILL M} OBSERVATION RECKLESS INDUSTRIOUS
M| Channeling Magical Sight WOUND
M| Education Spellcraft THRESHOLD Q Ll;(il;g:EAKER
MENIAL
Current / Threshold - Current / Threshold S MILITARY
- Name Description Severity Name Description Symptoms  Severity 1 ! g:ﬁ]l_.lleAE)][;l ANCER
Tail
a4l Unspent  Total ROGUE
\ RUNESMITH
[} ACTION CARD: RURAL
_} TALENT: SOCIAL
e I eshold L} SKILL TRAINING OR SPECIALIZATION: SLAYER
S - L} WOUND THRESHOLD: SPECIALIST
MUTATIONS| CRITICAL WOUNDS F} 5 (pEN CAREER ADVANCE: wea-ss SWORD MASTER
L) OPEN CAREER ADVANCE: wp4->5 URBAN
Description Severity Name Description Severity _} OPEN CAREER ADVANCE: wp4->5 WATCHER
_J OPEN CAREER ADVANCE: wp4->5 WITCH
) OPEN CAREER ADVANCE: wp4->5 WIZARD
_J OPEN CAREER ADVANCE:

FRIENDS & ALLIES }

Description

Name

ENEMIES & NEMESIS )

Description

Name

CAREER COMPLETION ADVANCES }

CAREER TRANSITION:
DEDICATION BONUS:

NON CAREER ADVANCES }




	Front
	Back

	Stance - Conservative - 5: Off
	Stance - Conservative - 6: Off
	Stance - Conservative - 3: Off
	Stance - Conservative - 2: Off
	Stance - Conservative - 1: Off
	Stance - Conservative - 4: Off
	Stance - Reckless - 2: Off
	Stance - Reckless - 3: Off
	Stance - Reckless - 4: Off
	Stance - Reckless - 5: Off
	Stance - Reckless - 1: Off
	Stance - Reckless - 6: Off
	Name: 
	Race: Reikland human
	Fame - Rank - 1: Off
	Fame - Rank - 2: Off
	Fame - Rank - 3: Off
	Fame - Rank - 4: Off
	Fame - Rank - 5: Off
	Noble - Rank - 1: Off
	Noble - Rank - 2: Off
	Noble - Rank - 3: Off
	Noble - Rank - 4: Off
	Noble - Rank - 5: Off
	Fatigue - Current: 
	STR 2: Yes
	STR 3: Off
	STR 1: Yes
	STR 4: Off
	STR 5: Off
	STR 6: Off
	STR Fort 1: Off
	STR Fort 2: Off
	STR Fort 3: Off
	TO 1: Yes
	TO 2: Yes
	TO 3: Yes
	TO 4: Yes
	TO 5: Off
	TO 6: Off
	TO Fort 1: Off
	TO Fort 2: Off
	TO Fort 3: Off
	AGI 1: Yes
	AGI 2: Yes
	AGI 3: Off
	AGI 4: Off
	AGI 5: Off
	AGI 6: Off
	AGI Fort 1: Off
	AGI Fort 2: Off
	AGI Fort 3: Off
	INT 1: Yes
	INT 2: Yes
	INT 3: Yes
	INT 4: Yes
	INT 5: Yes
	INT Fort 1: Off
	INT Fort 2: Off
	WP 1: Yes
	WP 2: Yes
	WP 3: Yes
	WP 4: Yes
	WP 5: Off
	WP 6: Off
	WP Fort 1: Off
	WP Fort 2: Off
	WP Fort 3: Off
	FEL 1: Yes
	FEL 2: Yes
	FEL 3: Off
	FEL 4: Off
	FEL 5: Off
	FEL 6: Off
	FEL Fort 2: Off
	FEL Fort 3: Off
	Skl - Charm - 2: Off
	Skl - Charm - 3: Off
	Skl - Discipline - 1: Off
	Skl - Discipline - 2: Off
	Skl - Discipline - 3: Off
	Skl - First Aid - 1: Off
	Skl - First Aid - 2: Off
	Skl - First Aid - 3: Off
	Skl - Folklore - 1: Off
	Skl - Folklore - 2: Off
	Skl - Folklore - 3: Off
	Skl - Guile - 1: Off
	Skl - Guile - 2: Off
	Skl - Guile - 3: Off
	Skl - Intuition - 1: Off
	Skl - Intuition - 2: Off
	Skl - Intuition - 3: Off
	Skl - Leadership - 1: Off
	Skl - Leadership - 2: Off
	Skl - Leadership - 3: Off
	Skl - Nature Lore - 1: Off
	Skl - Nature Lore - 2: Off
	Skl - Nature Lore - 3: Off
	Skl - Observation - 1: Yes
	Skl - Observation - 2: Off
	Skl - Observation - 3: Off
	Skl - Athletics - 3: Off
	Skl - Athletics - 2: Off
	Skl - Ballistic Skill - 1: Off
	Skl - Ballistic Skill - 2: Off
	Skl - Ballistic Skill - 3: Off
	Skl - Coordination - 1: Off
	Skl - Coordination - 2: Off
	Skl - Coordination - 3: Off
	Skl - Intimidation - 1: Off
	Skl - Intimidation - 2: Off
	Skl - Intimidation - 3: Off
	Skl - Resilience - 1: Off
	Skl - Resilience - 2: Off
	Skl - Resilience - 3: Off
	Skl - Ride - 1: Off
	Skl - Ride - 2: Off
	Skl - Ride - 3: Off
	Skl - Skulduggery - 1: Off
	Skl - Skulduggery - 2: Off
	Skl - Skulduggery - 3: Off
	Skl - Stealth - 1: Off
	Skl - Stealth - 2: Off
	Skl - Stealth - 3: Off
	Skl - Weapon Skill - 1: Off
	Skl - Weapon Skill - 2: Off
	Skl - Weapon Skill - 3: Off
	Skl - Advanced A - 1: Yes
	Skl - Advanced A - 2: Off
	Skl - Advanced A - 3: Off
	Skl - Advanced B - 1: Off
	Skl - Advanced B - 2: Off
	Skl - Advanced B - 3: Off
	Skl - Advanced C - 2: Off
	Skl - Advanced C - 3: Off
	Skl - Advanced D - 3: Off
	Skl - Advanced E - 1: Off
	Skl - Advanced E - 2: Off
	Skl - Advanced E - 3: Off
	Skl - Advanced F - 1: Off
	Skl - Advanced F - 2: Off
	Skl - Advanced F - 3: Off
	Skl - Advanced G - 1: Off
	Skl - Advanced G - 2: Off
	Skl - Advanced G - 3: Off
	Skl - Advanced H - 1: Off
	Skl - Advanced H - 2: Off
	Skl - Advanced H - 3: Off
	Skl - Advanced I - 2: Off
	Skl - Advanced I - 3: Off
	Skl - Advanced I - 1: Off
	INT Fort 3: Off
	Skl - Spec - B: Yes
	Skl - Spec - C: Off
	Skl - Spec - D: Off
	Skl - Spec - E: Off
	Skl - Spec - F: Off
	Skl - Spec - G: Off
	Skl - Spec - H: Off
	Skl - Spec - I: Off
	Career: Apprentice Wizard
	Criticals - Threshold: 
	Shame - Current: 
	Shame - Threshold: 
	Corruption - Current: 
	Corruption - Threshold: 9
	Special Abilities - 4: 
	Special Abilities - 5: 
	Special Abilities - 6: 
	Special Abilities - 7: ￭☐
	Special Abilities - 1: ☐☐ to one roll per session
	Special Abilities - 2: Adaptable: -1 career change cost
	Special Abilities - 3: 
	Skl - Spec - 4: 
	Skl - Spec - 5: 
	Skl - Spec - 6: 
	Skl - Spec - 7: 
	Skl - Spec - 8: 
	Skl - Spec - 9: 
	Skl - Advanced A - Desc: Channeling
	Skl - Advanced B - Desc: Magical Sight
	Skl - Advanced C - Desc: Spellcraft
	Skl - Advanced D - Desc: 
	Skl - Advanced E - Desc: 
	Skl - Advanced F - Desc: 
	Skl - Advanced G - Desc: 
	Skl - Advanced H - Desc: 
	Skl - Advanced I - Desc: 
	Skl - Advanced A - Char: WP
	Skl - Advanced B - Char: Int
	Skl - Advanced C - Char: Int
	Skl - Advanced D - Char: 
	Skl - Advanced E - Char: 
	Skl - Advanced F - Char: 
	Skl - Advanced G - Char: 
	Skl - Advanced H - Char: 
	Skl - Advanced I - Char: 
	Skl - Advanced C - 1: Yes
	Skl - Advanced D - 1: Off
	Skl - Advanced D - 2: Off
	Skl - Spec - 2: Spellcraft: 
	Skl - Spec - 3: 
	Weapons - 2 - Crit: 3
	Weapons - 3 - Crit: 
	Weapons - 2 - Damage: 6
	Weapons - 3 - Damage: 
	Weapons - 2 - Enc: 4
	Weapons - 3 - Enc: 
	Weapons - 2 - Range: Long
	Weapons - 3 - Range: 
	Weapons - 2 - Desc: Crossbow
	Weapons - 3 - Desc: 
	Weapons - 1 - Special Notes: Defensive
	Weapons - 2 - Special Notes: Two-Handed, Reload
	Weapons - 3 - Special Notes: 
	FEL Fort 1: Off
	Weapon - Quality - 1 - Fortune: Off
	Weapon - Quality - 2 - Misfortune: Off
	Weapon - Quality - 3 - Misfortune: Off
	Weapon - Quality - 3 - Fortune: Off
	Stress - Current: 
	Weapons - 1 - Enc: 3
	Weapons - 1 - Damage: 4
	Weapons - 1 - Crit: 4
	Weapons - 1 - Range: 
	Weapon - Quality - 1 - Misfortune: Off
	Total Soak: 4
	Armour - 1 - Defense: 1
	Armour - 1 - Soak: 0
	Armour - 1 - Special Notes: 
	Armour - Quality - 1 - Misfortune: Off
	Armour - Quality - 1 - Fortune: Off
	Armour - Quality - 2 - Misfortune: Off
	Armour - Quality - 2 - Fortune: Off
	Armour - 2 - Special Notes: 
	Armour - 2 - Soak: 
	Armour - 2 - Defense: 
	Armour - 1 - Desc: Robes
	Armour - 1 - Enc: 2
	Armour - 2 - Desc: 
	Armour - 2 - Enc: 
	Equipment - A 3 - Enc: 
	Equipment - A 1 - Desc: Durable, comfortable clothes
	Equipment - A 1 - Enc: 
	Equipment - A 3 - Desc: Crossbow
	Equipment - A 2 - Desc: Cloth rucksack
	Equipment - A 2 - Enc: 
	Equipment - A 4 - Desc: 
	Equipment - A 4 - Enc: 
	Equipment - A 5 - Desc: 
	Equipment - A 5 - Enc: 
	Equipment - A 6 - Desc: 
	Equipment - A 6 - Enc: 
	Equipment - A 7 - Enc: 
	Equipment - A 7 - Desc: 
	Equipment - B 2 - Desc: 
	Equipment - B 3 - Desc: 
	Equipment - B 4 - Desc: 
	Equipment - B 5 - Desc: 
	Equipment - B 6 - Desc: 
	Equipment - B 7 - Desc: 
	Equipment - B 1 - Enc: 
	Equipment - B 3 - Enc: 
	Equipment - B 4 - Enc: 
	Equipment - B 5 - Enc: 
	Equipment - B 6 - Enc: 
	Equipment - B 7 - Enc: 
	Equipment - B 1 - Desc: Talisman (staff)
	Money - Silver: 50
	Money - Gold: 
	Total Defense: 1
	Encumbrance - Current: 
	Encumbrance - Limit: 
	Money - Brass: 
	Card Slot 2: FOCUS
	Card Slot 3: 
	Card Slot 4: 
	Card Slot 1: ORDER
	Card Slot 5: 
	Wounds - Current: 0
	Wounds - Threshold: 13
	Weapons - 1 - Desc: Quarterstaff
	Friends - 1 - Name: 
	Friends - 1 - Desc: 
	Friends - 2 - Name: 
	Friends - 2 - Desc: 
	Friends - 3 - Name: 
	Friends - 3 - Desc: 
	Friends - 4 - Name: 
	Friends - 4 - Desc: 
	Friends - 5 - Name: 
	Friends - 5 - Desc: 
	Friends - 6 - Name: 
	Friends - 6 - Desc: 
	Friends - 7 - Name: 
	Friends - 7 - Desc: 
	Friends - 8 - Name: 
	Friends - 8 - Desc: 
	Enemies - 1 - Name: 
	Enemies - 2 - Name: 
	Enemies - 3 - Name: 
	Enemies - 4 - Name: 
	Enemies - 5 - Name: 
	Enemies - 6 - Name: 
	Enemies - 7 - Name: 
	Enemies - 1 - Desc: 
	Enemies - 3 - Desc: 
	Enemies - 2 - Desc: 
	Enemies - 4 - Desc: 
	Enemies - 5 - Desc: 
	Enemies - 6 - Desc: 
	Enemies - 7 - Desc: 
	Enemies - 8 - Desc: 
	Enemies - 8 - Name: 
	Insanity - Current: 
	Insanity - Threshold: 
	Insanity - 1 - Name: 
	Insanity - 1 - Severity: 
	Insanity - 2 - Name: 
	Insanity - 2 - Desc: 
	Insanity - 2 - Severity: 
	Insanity - 3 - Name: 
	Insanity - 3 - Desc: 
	Insanity - 3 - Severity: 
	Insanity - 4 - Name: 
	Insanity - 4 - Desc: 
	Insanity - 4 - Severity: 
	Criticals - Current: 0
	Critical Wounds - Current: 
	Critical Wounds - Threshold: 4
	Critical Wounds - 1 - Name: 
	Critical Wounds - 2 - Name: 
	Critical Wounds - 3 - Name: 
	Critical Wounds - 4 - Name: 
	Critical Wounds - 1 - Severity: 
	Critical Wounds - 2 - Severity: 
	Critical Wounds - 3 - Severity: 
	Critical Wounds - 4 - Severity: 
	Critical Wounds - 1 - Desc: 
	Critical Wounds - 2 - Desc: 
	Critical Wounds - 3 - Desc: 
	Critical Wounds - 4 - Desc: 
	Mutations - Current: 
	Mutations - Threshold: 
	Mutations - 1 - Name: 
	Mutations - 1 - Severity: 
	Mutations - 2 - Name: 
	Mutations - 2 - Desc: 
	Mutations - 2 - Severity: 
	Mutations - 3 - Name: 
	Mutations - 3 - Desc: 
	Mutations - 3 - Severity: 
	Mutations - 4 - Desc: 
	Mutations - 4 - Severity: 
	Diseases - Current: 
	Diseases - Threshold:  
	Diseases - 2 - Name: 
	Diseases - 3 - Name: 
	Mutations - 1 - Desc: 
	Mutations - 4 - Name: 
	Diseases - 4 - Name: 
	Diseases - 1 - Severity: 
	Diseases - 2 - Severity: 
	Diseases - 3 - Severity: 
	Diseases - 4 - Severity: 
	Diseases - 1 - Desc: 
	Diseases - 2 - Desc: 
	Diseases - 3 - Desc: 
	Diseases - 4 - Desc: 
	Diseases - 1 - Symptoms: 
	Diseases - 2 - Symptoms: 
	Diseases - 3 - Symptoms: 
	Diseases - 4 - Symptoms: 
	Skl - Charm - 1: Off
	INT 6: Off
	Primary Characteristics - Strength: Off
	Primary Characteristics - Toughness: Off
	Primary Characteristics - Agility: Off
	Primary Characteristics - Intelligence: Yes
	Primary Characteristics - Willpower: Yes
	Primary Characteristics - Fellowship: Off
	Skl - Athletics - 1: Off
	Insanity - 1 - Desc: 
	Career Skills - Athletics: Off
	Career Skills - Ballistic Skill: Off
	Career Skills - Coordination: Off
	Career Skills - Intimidation: Off
	Career Skills - Resilience: Off
	Career Skills - Ride: Off
	Career Skills - Skulduggery: Off
	Career Skills - Stealth: Off
	Career Skills - Weapon Skill: Off
	Career Skills - Other 1: Yes
	Career Skills - Other 2 - Desc: Education
	Career Skills - Other 2: Yes
	Career Skills - Other 3: Yes
	Career Skills - Other 4: Yes
	Career Skills - Other 3 - Desc: Magical Sight
	Career Skills - Other 4 - Desc: Spellcraft
	Career Skills - Charm: Off
	Career Skills - Discipline: Yes
	Career Skills - First Aid: Off
	Career Skills - Folklore: Off
	Career Skills - Guile: Off
	Career Skills - Intuition: Yes
	Career Skills - Leadership: Off
	Career Skills - Nature Lore: Off
	Career Skills - Observation: Yes
	Career Skills - Other 1 - Desc: Channeling
	Current Career: Apprentice Wizard
	Past Careers: Apprentice Wizard, 
	Total Damage: 
	Available Advances - Talent Cards: 1
	Available Advances - Action Cards: 2
	Available Advances - Characteristic Fortune: 2
	Available Advances - Skills: 3
	Available Advances - Reckless Stance: 1
	Available Advances - Conservative Stance: 1
	Available Advances - Wound Threshold: 0
	Experience - Unspent: 0
	Experience - Total: 0
	Skl - Spec - A: Yes
	Skl - Spec - 1: Channeling: 
	GenCareerAdv - Talent: Off
	GenCareerAdv - Talent - Desc: 
	GenCareerAdv - Skill Training: Off
	GenCareerAdv - Skill Training - Desc: 
	GenCareerAdv - Wound Threshold: Off
	GenCareerAdv - Wound Threshold - Desc: 
	GenCareerAdv - Open 1: Off
	GenCareerAdv - Open 1 - Desc: WP 4 -> 5
	GenCareerAdv - Open 2: Off
	GenCareerAdv - Open 3: Off
	GenCareerAdv - Open 4: Off
	GenCareerAdv - Open 5: Off
	GenCareerAdv - Open 6: Off
	GenCareerAdv - Open 2 - Desc: WP 4 -> 5
	GenCareerAdv - Open 3 - Desc: WP 4 -> 5
	GenCareerAdv - Open 4 - Desc: WP 4 -> 5
	GenCareerAdv - Open 5 - Desc: WP 4 -> 5
	GenCareerAdv - Open 6 - Desc: 
	Diseases - 1 - Name: Tail
	Notes and drawings 1: 
	Notes and drawings 2: 
	GenCareerAdv - Action Card - Desc: 
	Career Completion - Dedication Bonus: Off
	Career Completion - Career Transition Desc: 
	Career Completion - Dedication Bonus Desc: 
	Non-Career Advances 1 - Desc: 
	Non-Career Advances 2 - Desc: 
	Career Completion - Career Transition 1: Off
	Career Completion - Career Transition 3: Off
	Career Completion - Career Transition 2: Off
	Career Completion - Career Transition 4: Off
	Career Completion - Career Transition 5: Off
	Non-Career Advance A 1: Off
	Non-Career Advance A 2: Off
	Non-Career Advance A 3: Off
	Non-Career Advance A 4: Off
	Non-Career Advance A 5: Off
	Non-Career Advance B 1: Off
	Non-Career Advance B 2: Off
	Non-Career Advance B 3: Off
	Non-Career Advance B 4: Off
	Non-Career Advance B 5: Off
	GenCareerAdv - Action Card: Off
	Career Traits - Level - Basic: Yes
	Career Traits - Level - Intermediate: Off
	Career Traits - Level - Advanced: Off
	Career Traits - Level - Elite: Off
	Career Traits - Level - Heroic: Off
	Career Traits - Academic: Yes
	Career Traits - Arcane: Yes
	Career Traits - Bureucrat: Off
	Career Traits - Combat: Off
	Career Traits - Dedicated: Off
	Career Traits - Devoted: Off
	Career Traits - Engineer: Off
	Career Traits - Fanatic: Off
	Career Traits - Industrious: Off
	Career Traits - Ironbreaker: Off
	Career Traits - Leader: Off
	Career Traits - Menial: Off
	Career Traits - Military: Off
	Career Traits - Noble: Off
	Career Traits - Priest: Off
	Career Traits - Religion: Off
	Career Traits - Ritual Dance: Off
	Career Traits - Rogue: Off
	Career Traits - Runesmith: Off
	Career Traits - Rural: Off
	Career Traits - Social: Off
	Career Traits - Slayer: Off
	Career Traits - Specialist: Off
	Career Traits - Sword Master: Off
	Career Traits - Urban: Off
	Career Traits - Watcher: Off
	Career Traits - Witch: Off
	Career Traits - Wizard: Yes


