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Face:
Neck:

Legs:

Torso:

Hands:

Arms:

Feet:
Groin:

PARRY BLOCK DODGEPARRYPARRY

SLAM TABLE (HPxVelocity/100 p.B371)
Movement
Damage

JUMP TABLE (value cannot exceed 2x Rest)
Movement
Height

DAMAGE Sw 
MOVE DODGE

BM x 1 Dodge
BM x 0.8 Dodge - 1
BM x 0.6 Dodge - 2
BM x 0.4 Dodge - 3

ENCUMBRANCE
None (0) = BL
Light (1) = 2 x BL
Medium (2) = 3 x BL
Heavy (3) = 6 x BL
X-Heavy (4) = 10 x BL BM x 0.2 Dodge - 4
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Distance
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HAND WEAPONS
Damage Cost WeightReach Parry            ST  Notes

RANGED WEAPONS 
Damage    Acc  Range RoF  Shots   ST  Bulk Rcl    Notes Cost Weight

POINTS SUMMARY
Attributes/Secondary Characteristics 
Advantages/Perks/TL/Languages
Disadvantages/Quirks 
Skills/Techniques 

SPEED/RANGE TABLE 
Complete table, see p. 550.
Speed/
Range

Modifier

Linear 
Measurement

(range/speed)

0 2 yd 
-1 3 yd
-2 5 yd
-3 7 yd
-4 10 yd
-5 15 yd
-6 20 yd
-7 30 yd
-8 50 yd
-9 70 yd

-10 100 yd
-11 150 yd
-12 200 yd
-13 300 yd
-14 500 yd
-15 700 yd

HIT LOCATION 

Modifier Location
0 Torso
-2 Arm/Leg
-3 Groin
-4 Hand
-5 Face
-7 Skull

Imp or Pi attacks 
can target vitals at 
-3 or eyes at -9.

Less than 1/3 HP - Half move and dodge.
0 or less HP - Roll at the start of each turn at -1 per full 
multiple of HP below 0, or do nothing.
Shock - Up to -4 to DX and IQ for next turn only.
Major wound - Single injury more than the threshold of a 
body part.  Also counts as a major wound:

arm, leg, wing, striker, or prehensile tail - 1/2 HP
hand, foot, tail, fin, or extraneous head - 1/3 HP
eyes - 1/10 HP

For more information on injuries and death - B418-424

][
][
][
][

Brain x4Eyes

FaceNeck

R Arm L Arm

R Hand L Hand

R Leg L Leg

R Foot L Foot

DR

DR DR

DR DR

DR DR

DR DR

DR DR

Groin DR

Torso

Vitals

DR

DR

POSSESSIONS 
 Qty Item Cost Weight

ARMOR
Qty Armor Location Cost WeightDR

Qty Weapon

 Notes

Qty Weapon

$ lbsCurrency On Hand
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boge
Line

boge
Line

boge
Line

boge
Line

boge
Line

boge
Line

boge
Line

boge
Line

boge
Line

boge
Line

boge
Line

boge
Line

boge
Line

boge
Line

boge
Line

boge
Line

boge
Line

boge
Line

boge
Line

boge
Line

boge
Line


	Untitled
	Untitled

	Name: 
	PTTotal: 0
	CPs: 
	APs: 
	Appearance Description: 
	Height: 
	Age: 
	Size Modifier: 
	Weight: 
	PerCost: 
	FPCost: 
	WillCost: 
	STCost: 0
	DXCost: 0
	IQCost: 0
	HTCost: 0
	HPCost: 
	Base Swing: 1d
	Base Thrust: 1d-2
	Lift: 20
	None: 20
	Light: 40
	Medium: 60
	XHeavy: 200
	Heavy: 120
	BMx8: 4
	BMx6: 3
	BMx4: 2
	BMx2: 1
	Dodge1: 8
	Dodge2: 7
	Dodge3: 6
	Dodge4: 5
	Dodge5: 4
	Player: 
	Appearance: 
	Status: 
	Other1: 
	BMx1: 5
	Other2: 
	Advantage1: 
	Advantage2: 
	Advantage3: 
	Advantage4: 
	Advantage5: 
	Cost: 
	Advantage2: 
	Advantage6: 
	Advantage3: 
	Advantage4: 
	Advantage7: 
	Advantage1: 
	Advantage8: 
	Disadvantage1: 
	Disadvantage2: 
	Disadvantage3: 
	Disadvantage4: 
	Disadvantage6: 
	Disadvantage7: 
	Disadvantage8: 
	Disadvantage9: 
	Disadvantage10: 
	Disadvantage11: 
	Skill2: 
	Skill4: 
	Skill5: 
	Skill6: 
	Skill7: 
	Skill8: 
	Skill9: 
	Skill10: 
	Skill11: 
	Skill12: 
	Skill13: 
	Skill14: 
	Skill15: 
	Skill16: 
	Skill17: 
	Skill18: 
	Skill19: 
	Skill20: 
	Disadvantage12: 
	Disadvantage13: 
	Advantage5: 
	Disadvantage5: 
	Skill21: 
	Skill22: 
	Skill23: 
	Skill24: 
	Skill25: 
	Skill26: 
	Skill27: 
	Skill28: 
	Skill29: 
	Skill30: 
	Skill31: 
	Skill32: 
	Skill3: 
	Skill33: 
	Advantage9: 
	Advantage10: 
	Advantage11: 
	Disadvantage14: 
	Disadvantage15: 
	Disadvantage16: 
	Disadvantage17: 
	Skill1: 

	Advantage6: 
	Advantage7: 
	Advantage8: 
	Disadvantage12: 
	Disadvantage13: 
	BScost: 
	BMcost: 
	HP: 10
	Will: 10
	Per: 10
	FP: 10
	FPcurrent: 
	HT: 10
	IQ: 10
	DX: 10
	ST: 10
	DRfoot: 
	DRleg: 
	DRhand: 
	DRarm: 
	TotalDamage: 0
	Disadvantage1: 
	Disadvantage2: 
	Disadvantage3: 
	Disadvantage4: 
	Disadvantage5: 
	Disadvantage6: 
	Disadvantage7: 
	Disadvantage8: 
	Disadvantage9: 
	Disadvantage10: 
	Disadvantage11: 
	MDam10: 
	MDam11: 
	MDamf10: 
	MDamf11: 
	Mreach10: 
	Mreach11: 
	Mnotes10: 
	Mnotes11: 
	MST10: 
	Mparry10: 
	MST11: 
	Mparry11: 
	Mcost10: 
	Mcost11: 
	Mweight10: 
	Mweight11: 
	MDam1: 
	MDamf1: 
	MST1: 
	Mweight1: 
	Mcost1: 
	MDam2: 
	MDamf2: 
	MST2: 
	Mweight2: 
	Mcost2: 
	MDam3: 
	MDamf3: 
	MST3: 
	Mcost3: 
	Mweight3: 
	MDam4: 
	MDamf4: 
	MST4: 
	Mcost4: 
	Mweight4: 
	MDam5: 
	MDamf5: 
	MST5: 
	Mcost5: 
	Mweight5: 
	MDam6: 
	MDamf6: 
	MST6: 
	MDam7: 
	MDamf7: 
	MST7: 
	MDam8: 
	MDamf8: 
	MST8: 
	MDam9: 
	MDamf9: 
	MST9: 
	Mreach1: 
	Mparry1: 
	Mnotes1: 
	Mreach2: 
	Mparry2: 
	Mnotes2: 
	Mreach3: 
	Mparry3: 
	Mnotes3: 
	Mreach4: 
	Mparry4: 
	Mnotes4: 
	Mreach5: 
	Mparry5: 
	Mnotes5: 
	Mreach6: 
	Mparry6: 
	Mnotes6: 
	Mcost6: 
	Mweight6: 
	Mreach7: 
	Mparry7: 
	Mcost7: 
	Mnotes7: 
	Mweight7: 
	Mreach8: 
	Mparry8: 
	Mcost8: 
	Mnotes8: 
	Mweight8: 
	Mreach9: 
	Mparry9: 
	Mcost9: 
	Mnotes9: 
	Mweight9: 
	RDam1: 
	RDam2: 
	RDam3: 
	RDam4: 
	RDam5: 
	RDam6: 
	RDam7: 
	RDam8: 
	RDam9: 
	RDamf1: 
	RDamf2: 
	RDamf3: 
	RDamf4: 
	RDamf5: 
	RDamf6: 
	RDamf7: 
	RDamf8: 
	RDamf9: 
	RAcc1: 
	RAcc2: 
	RAcc3: 
	RAcc4: 
	RAcc5: 
	RAcc6: 
	RAcc7: 
	RAcc8: 
	RAcc9: 
	Rrange2: 
	Rrange1: 
	Rrange3: 
	Rrange4: 
	Rrange5: 
	Rrange6: 
	Rrange7: 
	Rrange8: 
	Rrof1: 
	Rrof2: 
	Rrof3: 
	Rrof4: 
	Rrof5: 
	Rrof6: 
	Rrof7: 
	Rrof8: 
	Rrof9: 
	Rshots1: 
	Rshots2: 
	Rshots3: 
	Rshots4: 
	Rshots5: 
	Rshots6: 
	Rshots7: 
	Rshots8: 
	Rshots9: 
	RST1: 
	RST2: 
	RST3: 
	RST4: 
	RST5: 
	RST6: 
	RST7: 
	RST8: 
	Rbulk1: 
	Rbulk2: 
	Rbulk3: 
	Rbulk4: 
	Rbulk5: 
	Rbulk6: 
	Rbulk7: 
	Rbulk8: 
	Rbulk9: 
	RST9: 
	Rnotes1: 
	Rnotes2: 
	Rnotes3: 
	Rnotes4: 
	Rnotes5: 
	Rnotes6: 
	Rnotes7: 
	Rnotes8: 
	Rnotes9: 
	Rcost1: 
	Rcost2: 
	Rcost3: 
	Rcost4: 
	Rcost5: 
	Rcost6: 
	Rcost7: 
	Rcost8: 
	Rcost9: 
	Rweight1: 
	Rweight2: 
	Rweight3: 
	Rweight4: 
	Rweight5: 
	Rweight6: 
	Rweight7: 
	Rweight8: 
	Rweight9: 
	Skill1: 
	SkillL1: 
	Skill2: 
	SkillL2: 
	Skill3: 
	SkillL3: 
	Skill4: 
	SkillL4: 
	Skill5: 
	SkillL5: 
	Skill6: 
	SkillL6: 
	Skill7: 
	SkillL7: 
	Skill8: 
	SkillL8: 
	Skill9: 
	SkillL9: 
	Skill10: 
	SkillL10: 
	Skill11: 
	SkillL11: 
	Skill12: 
	SkillL12: 
	Skill13: 
	SkillL13: 
	Skill14: 
	SkillL14: 
	Skill15: 
	SkillL15: 
	Skill16: 
	SkillL16: 
	Skill17: 
	SkillL17: 
	Skill18: 
	SkillL18: 
	Skill19: 
	SkillL19: 
	Skill20: 
	SkillL20: 
	ArmorLoc1: 
	ArmorLoc2: 
	ArmorLoc3: 
	ArmorLoc4: 
	ArmorLoc5: 
	ArmorLoc6: 
	ArmorLoc7: 
	ArmorLoc8: 
	ArmorLoc9: 
	ArmorLoc10: 
	ArmorLoc11: 
	ArmorLoc12: 
	Armorcost1: 
	Armorcost2: 
	Armorcost3: 
	Armorcost4: 
	Armorcost5: 
	Armorcost6: 
	Armorcost7: 
	Armorcost8: 
	Armorcost9: 
	Armorcost11: 
	Armorcost12: 
	Armorweight1: 
	Armorweight2: 
	Armorweight3: 
	Armorweight4: 
	Armorweight5: 
	Armorweight6: 
	Armorweight7: 
	Armorweight8: 
	Armorweight9: 
	Armorweight10: 
	Armorweight11: 
	Armorweight12: 
	SumAtts: 0
	SumAdv: 0
	SumDisadv: 0
	SumSkills: 0
	Rrcl9: 
	Rrcl8: 
	Rrcl7: 
	Rrcl6: 
	Rrcl5: 
	Rrcl4: 
	Rrcl3: 
	Rrcl2: 
	Rrcl1: 
	ArmorDR2: 
	ArmorDR3: 
	ArmorDR4: 
	ArmorDR5: 
	ArmorDR6: 
	ArmorDR7: 
	ArmorDR8: 
	ArmorDR9: 
	ArmorDR10: 
	ArmorDR11: 
	ArmorDR12: 
	Armorcost10: 
	Skill26: 
	Skill21: 
	SkillL21: 
	Skill22: 
	SkillL22: 
	Skill23: 
	SkillL23: 
	SkillL24: 
	Skill25: 
	SkillL25: 
	SkillL26: 
	SkillL27: 
	Skill27: 
	Skill28: 
	SkillL28: 
	Skill24: 
	Skill30: 
	Skill31: 
	Skill32: 
	Skill33: 
	DRhead: 
	DRTorso: 
	Skill29: 
	SkillL29: 
	SkillL30: 
	SkillL31: 
	SkillL32: 
	SkillL33: 
	Rrange9: 
	ST*: 
	DX*: 
	IQ*: 
	WILL*: 
	DRNeck: 
	DRgroin: 
	BlockD: 
	Dodge: 
	1: 

	Parry1: 
	Parry: 
	1: 
	2: 
	3: 

	Parry2: 
	Parry3: 
	Block: 
	DODGE: 
	HT*: 
	Per*: 
	ArmorDR1: 
	HPThresh4: -20
	HPThresh5: -30
	HPThresh6: -40
	HPThresh7: -50
	HPThresh2: 0
	HPThresh3: -10
	FCheck: 
	Other3: 
	Other4: 
	Other5: 
	Advantage9: 
	Advantage10: 
	Advantage11: 
	Disadvantage14: 
	Disadvantage15: 
	Disadvantage16: 
	Disadvantage17: 
	Hearing: 
	Vision: 
	JumpH0: 1.6666666666666667
	JumpH1: 2.1666666666666665
	JumpH3: 3.1666666666666665
	JumpH5: 3.3333333333333335
	JumpD4: 4.666666666666667
	JumpH4: 3.3333333333333335
	JumpH2: 2.6666666666666665
	JumpD5: 4.666666666666667
	Speed: 5
	BM: 5
	JumpD0: 2.3333333333333335
	JumpD1: 3
	JumpD2: 3.6666666666666665
	JumpD3: 4.333333333333333
	FPThresh2: 0
	FPThresh3: -10
	FPThresh1: 3
	HPThresh1: 3
	MWeapon1: 
	MWQuant1: 
	MWQuant2: 
	MWeapon2: 
	MWQuant3: 
	MWeapon3: 
	MWQuant4: 
	MWeapon4: 
	MWQuant5: 
	MWeapon5: 
	MWQuant6: 
	MWeapon6: 
	MWQuant7: 
	MWeapon7: 
	MWQuant8: 
	MWeapon8: 
	MWQuant9: 
	MWeapon9: 
	MWQuant10: 
	MWeapon10: 
	MWQuant11: 
	MWeapon11: 
	RWeapon1: 
	RWQuant1: 
	RWQuant2: 
	RWeapon2: 
	RWQuant3: 
	RWeapon3: 
	RWQuant4: 
	RWeapon4: 
	RWQuant5: 
	RWeapon5: 
	RWQuant6: 
	RWeapon6: 
	RWQuant7: 
	RWeapon7: 
	RWQuant8: 
	RWeapon8: 
	RWQuant9: 
	RWeapon9: 
	Armor1: 
	AQuant1: 
	AQuant2: 
	Armor2: 
	AQuant3: 
	Armor3: 
	AQuant4: 
	Armor4: 
	AQuant5: 
	Armor5: 
	Armor6: 
	Armor7: 
	AQuant6: 
	AQuant7: 
	AQuant8: 
	Armor8: 
	AQuant9: 
	Armor9: 
	AQuant10: 
	Armor10: 
	Armor11: 
	AQuant11: 
	AQuant12: 
	Armor12: 
	IQuant1: 
	IQuant2: 
	IQuant3: 
	IQuant4: 
	IQuant5: 
	IQuant6: 
	IQuant7: 
	IQuant8: 
	IQuant9: 
	IQuant10: 
	IQuant11: 
	IQuant12: 
	IQuant13: 
	IQuant14: 
	IQuant15: 
	IQuant16: 
	IQuant17: 
	IQuant18: 
	Slam1: 1d-3
	Slam2: 1d-3
	Slam3: 1d-2
	Slam4: 1d-2
	Slam5: 1d-2
	Slam6: 1d-1
	Slam7: 1d-1
	Slam8: 1d-1
	DamTorso1: 
	DamTorso3: 
	DamTorso4: 
	DamTorso5: 
	DamTorso2: 
	DamTorso6: 
	DamEyes1: 
	DamEyes2: 
	DamBrain1: 
	DamBrain2: 
	DamHead3: 
	DamHead2: 
	DamHead1: 
	DamRarm1: 
	DamRarm2: 
	DamRarm3: 
	DamLarm1: 
	DamLarm2: 
	DamLarm3: 
	DamVitals1: 
	DamVitals2: 
	DamVitals3: 
	DamGroin1: 
	DamGroin2: 
	DamLhand1: 
	DamLhand2: 
	DamLhand3: 
	DamRhand1: 
	DamRhand2: 
	DamRhand3: 
	DamRleg1: 
	DamRleg2: 
	DamRleg3: 
	DamLleg1: 
	DamLleg2: 
	DamLleg3: 
	DamLfoot1: 
	DamLfoot2: 
	DamLfoot3: 
	DamRfoot1: 
	DamRfoot2: 
	DamRfoot3: 
	DamNeck1: 
	DamNeck2: 
	DamNeck3: 
	HPcurrent: 10
	JumpD6: 4.666666666666667
	JumpH6: 3.3333333333333335
	JumpH7: 3.3333333333333335
	JumpD7: 4.666666666666667
	CustSlam: 8
	CustJump: 7
	Item1: 
	Item2: 
	Item3: 
	Item4: 
	Item5: 
	Item6: 
	Item7: 
	Item8: 
	Item9: 
	Item10: 
	Item11: 
	Item12: 
	Item13: 
	Item14: 
	Item15: 
	Item16: 
	Item17: 
	Item18: 
	ItemNote1: 
	ItemNote2: 
	ItemNote3: 
	ItemNote4: 
	ItemNote5: 
	ItemNote6: 
	ItemNote7: 
	ItemNote8: 
	ItemNote9: 
	ItemNote10: 
	ItemNote11: 
	ItemNote12: 
	ItemNote13: 
	ItemNote14: 
	ItemNote15: 
	ItemNote16: 
	ItemNote17: 
	ItemNote18: 
	Itemcost1: 
	Itemcost2: 
	Itemcost3: 
	Itemcost4: 
	Itemcost5: 
	Itemcost6: 
	Itemcost7: 
	Itemcost8: 
	Itemcost9: 
	Itemcost10: 
	Itemcost11: 
	Itemcost12: 
	Itemcost13: 
	Itemcost14: 
	Itemcost15: 
	Itemcost16: 
	Itemcost17: 
	Itemcost18: 
	Itemweight1: 
	Itemweight2: 
	Itemweight3: 
	Itemweight4: 
	Itemweight5: 
	Itemweight6: 
	Itemweight7: 
	Itemweight8: 
	Itemweight9: 
	Itemweight10: 
	Itemweight11: 
	Itemweight12: 
	Itemweight13: 
	Itemweight14: 
	Itemweight15: 
	Itemweight16: 
	Itemweight17: 
	Itemweight18: 
	DRface: 
	RelativeLevel1: [      ]
	RelativeLevel2: [   ]
	RelativeLevel3: [   ]
	RelativeLevel4: [   ]
	RelativeLevel5: [   ]
	RelativeLevel6: [   ]
	RelativeLevel7: [   ]
	RelativeLevel8: [   ]
	RelativeLevel9: [   ]
	RelativeLevel10: [   ]
	RelativeLevel11: [   ]
	RelativeLevel12: [   ]
	RelativeLevel13: [   ]
	RelativeLevel14: [   ]
	RelativeLevel15: [   ]
	RelativeLevel16: [   ]
	RelativeLevel17: [   ]
	RelativeLevel18: [   ]
	RelativeLevel19: [   ]
	RelativeLevel20: [   ]
	RelativeLevel21: [   ]
	RelativeLevel22: [   ]
	RelativeLevel23: [   ]
	RelativeLevel24: [   ]
	RelativeLevel25: [   ]
	RelativeLevel26: [   ]
	RelativeLevel27: [   ]
	RelativeLevel28: [   ]
	RelativeLevel29: [   ]
	RelativeLevel30: [   ]
	RelativeLevel31: [   ]
	RelativeLevel32: [   ]
	RelativeLevel33: [   ]
	CostTot: 
	CostTot2: 
	WeightTot: 
	WeightTot2: 


