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PERSONNEL I
P-01
NAME PLAYER AGE
CULTURE » HOMEWORLD PROFESSION AFFILIATION | 38 }
GENDER HANDEDNESS HEIGHT WEIGHT WERLTH
DISTINCTIVE FERTURES / DESCRIPTION @
CHRRACTERISTICS VITALS @
(-082 V-83
(CON+SIZ) + 2, round up Y2 HP, round up
MOVE (MOV) EXP. BONUS
SIZ (: DAMAGE MOD STR+SIZ (: Humans 10 per round Y2 INT, round up
INT C) IDEA ROLL INTx5 Unconscious at 2 HP or less - track current HP on the right edge =
POW :) LUCK ROLL  PowWsx5 %] ARMOR 5
EDU C) KNOWLEDGE ROLL EDUx5 u @
WERPON SKILL DAMAGE RANGE MAL HANDS AMMO HP @
BRAWL BRAWL 1D3+DM TOUCH n H - . @
GRAPPLE GRAPPLE SPECIAL TOUCH = 2H = =
SKILLS @
K-85 | 14 }
PHYSICAL sonusi %) | COMBAT Bonus | %) @
O cLIMB w(__ ) |O ooose pex2 () @
O DRIVE 201 () |O BRAWL s(_ ) @
O HIDE () |O crappLE s(__ )
O Jump 25 C) () MARTIAL ARTS o1 C)
O piLoT o1 (O ARTILLERY 05
- -
O RIDE os(_ ) |O enersy weapon s ) -
@1
O STEALTH w( ) |OFirearm o )
() swiM 25 C) (O HEAVY WEAPON 20 C)
() THROW 25 C) () MELEE WEAPON 20 C)
COMBAT NOTES O MISSILE WEAPON ‘5C)
O SHIELD s )
O EXPERIENCE CHECK 05 BASE CHANCE
Tick after a successful roll; m
improve after the adventure.
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SKILLS g
K-86
COMMUNICATION Bonus | % ' MENTAL BONUS | %' ' MANIPULATION  BoNus| %)
(O BARGAIN 05 | | (O APPRAISE 15 ] O ART 05 ] Se }
() COMMAND os(_ ) |OFRsTAD () |Ocrart s )
80
O DISGUISE o) |Oscamine wrspow () | O pEmoLITION o)
O ETIQUETTE s ) ' |O knowLEDGE s ) |Ornemanputation  os( ) =
() FAST TALK s ) |O mebicine s ) | |O HeAvY MACHINE o )
O LaNGuAGE (oWN) wreouss () | O PSYCHOTHERAPY o) |Orepar s( ) |e@}
() LANGUAGE (OTHER) () |O science o) ' |O SLEIGHT OF HAND s ) —=
————— a! 50 »
O PERFORM 05 C) O sTRATEGY o C) PERCEPTION BONUS | %
O o) [Omommn =) | D Eamlon
O sTaTUs 5 ) ortHER SKiLLS (BASE) % O LISTEN 5 ) ——
O TeAcH () @) EY ) ' |O NavieaTE w( ) | 3@ +
O EXPERIENCE CHECK O ( ) C) O RESEARCH = C) T\
05 BASE CHANCE O (— ) C) () SENSE 10 C) 20 p
Tick after a successful roll; N—o/
improve after the adventure. O ( ) C) O SPOT 28 C) 2
>
O TRACK w( )
Qe »
SANITY

STARTING SAN TEMP. INSANITY (TIS) MAXIMUM SAN
=POW x5 = % starting SAN =100 - Knowledge (Lore)

Roll D100 = current SAN. Losing TIS or more within 5 minutes means temporary insanity. Track current SAN with two clips on the right edge: tens above, ones below.
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