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ATTRIBUTE ADVANCEMENT BASE  MODIFIER MODIFIER CURRENT

WIL/ PER/ DEC
ED Applicd ED Applied ED Applied ED Applied ED Applicd
ED Required ED Required INT ED Required ED Required INF ED Required

ORTELLAN TRADE CALENDAR

Month/Day Number 1 2 3 4 5 6 7 8 60 seconds in every minute. 60 minutes in every hour.
Month Names Auron Karas Giha Lednev Inen Sioc Zenova  Enoch 20 hours in every day. 8 days in every week.
Days in Month 48 52 50 51 54 53 47 53 51 weeks in every year. 408 days in every year.

Day Names Solari Lunai Mardis  Mercad ~ Donis Veneri  Samado  Domach 8 months in every year. 6 years in every sentum (ASC).
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Motive 1: ED Applied RE

Motive 2:

Motive 3:

Impulse 1:

Impulse 2:

Impulse 3:

REPUTATIONS

Locale and Scope

Remaining  Required

Name:
Relationship:
Details:

AFFILIATIONS

Name:
Relationship: Group or Organization

Details:

Name:
Relationship:
Details:

Name:
Relationship:
Details:

Name:
Relationship:
Details:

Name:
Relationship:
Details:

Name:
Relationship:
Details:




Animal Handling INF PER

ED Applied Remaining

00O

Required

Artisan

ED Applied

FOC PER

@O0

Remaining Required

Rank

Animal Care / O
Handling

ED Applicd

ED Applicd

ED Applicd

/’/’%OQ\Q\ INF PER

Read Animal \,’%©’\<’/ INF PER

Riding LKL INF PER

Total
Rank

\->
Required

\_> 15

Required

or

Requircd

Attributes

Adv. Muliplier

-
[
<

Remaining

Remaining

Remaining

Use Untrained

Arts

ED Applied Remaining

DEX PER

00O

Requircd

Rank

>
AV

ED Applied

Graphic Design

ED Applied

ED Applicd

Painting

ED Applicd

Perform

ED Applied

ED Applied

Poetry

ED Applied

Sculpt

ED Applicd

Sing

ED Applicd

Sketch

ED Applied

Storytelling

ED Applied

%0900/’/ INF PER

Music Composition W INT PER
%& DEX PER
WDEC INF
Play Instrument w& DEX PER
W INF PER
W DEX PER
W INF PER
W DEX PER
W INF PER

Attributes

Dres 95\6‘@9/’/ DEX PER

Remaining Required

or

Required

or

Required

\-> 20

Required

of

Required

or

Required

\) 15

Requircd

\_> 15

Required

_) 15
\

Required

o

 Required
. 15
\

Requircd

Remaining

Remaining

Remaining

Remaining

Remaining

Remaining

Remaining

Remaining

Remaining

Remaining

Use Untrained

=

Baking

ED Applied

Bowyer

ED Applied

Brewing

ED Applied

Butchery

ED Applied

Carpentry

ED Applied

Carving

ED Applied

Chandler

ED Applied

Cobbler

ED Applied

Cooking

ED Applied

Cooper

ED Applied

Dying

ED Applied

Embroidery

ED Applied

Engraving

ED Applied

Etching

ED Applied

Total
Rank

\/

Required
) 20
Required

;\ ) 15
Required

\) 15

Required

\-> 15

Required

\_> 15

Required
\ > 10
Required

\-> 15

Required

\-> 15

Required

o

Required

\-> 10

Required

\) 15

Required

\-> 15

Required

\-> 15

Required

Rank
QLK Foc PR

Remaining

Attributes

Adv. Multiplier
Use Untrained

N
=
Z

0@00 DEX PER

Remaining

QLK Foc PR

Remaining
QLS Foc INT
Remaining

\0}4}0&@‘/ DEX PER

Remaining

\0}4}0&@‘/ DEX PER

Remaining

QLS Foc INT

Remaining

QLK Foc pER

Remaining

QLK Foc pER

Remaining

QLK Foc INT

Remaining

QLK Foc pER

Rt
QLS DEX PER

Remaining

\0}4}0&@‘/ DEX PER

Kismrg
QLK INT PER

Remaining

Athletics

ED Applied

DEX STR

@O0

Remaining Required

Climbing

ED Applied

Freerunning

ED Applied

Swimming

ED Applied

Total
Rank

Q’@/Q\OQO CON STR \->

Rank Attributes

Adv. Multiplier
Use Untrained

=
(=]
<

Remaining
QRS REF STR \) 10
Remaining

0@0&@‘/ CON STR \-> 10

Remaining

Required

Required

Required

Artisan

continued

Fletcher

ED Applied

Jeweler

ED Applied

Lapidary

ED Applied

Leatherworking

ED Applied

Locksmith

ED Applied

Masonry

ED Applied

Plumbing

ED Applied

Pottery

ED Applied

Rig

ED Applied

Sewing

ED Applied

Tanning

ED Applied

Taxidermy

ED Applied

Weave

ED Applied

Rank Attributes

QKR DEX PER

Remaining

KX DEX PER

&
%,

Remaining

QP Foc PER

&
0,

Remaining

QP Foc PER

o %
o,

Remaining

DEX PER

28

O
x>

O

Remaining

QP Foc INT

O
X

O

Remaining

K Foc INT

&

Remaining

QKR voc pER

Remaining

QKR voc INT

Remaining

QAR DEX PER

Remaining

QKR voc pER

Remaining

Q8 FOC PER

Remaining

QKR DEX PER

Remaining

Total
Rank

\ ./

Required

)15N

Required

>1SN

Required

’ISY

Required

)15N

Required

)10Y

Required

\-> 15 N

Required

\) 15 N

Required

\-> 10 Y

Required

\) 5Y

Required

)15N

Required

) 15 N

Required

\) 155

Required

Use Untrained

Adv. Multij

=
o
<

Awareness

ED Applied

FOC PER

Remaining

@00

Required

Kinesics

ED Applied

Meditation

ED Applied

Observation

ED Applied

Search

ED Applied

Tracking

ED Applied

Rank Attributes

KL INF PER

Remaining

XKD FoC PER

Remaining

FOC PER

Remaining

INIIPER}

Remaining

FOC PER

Remaining

Total
Rank

\

Required

\_> 25 N

Required

s >20Y

Required

>10 Y3

Required

4 ’ISY

Required

Adv. Multiplier
Use Untrained
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Heavy Weapons

ED Applied

PER STR

Remaining

Required

00O

Professional

ED Applied

INT PER

@O0

Remaining Required

Blazer Weapons,
Heavy

ED Applied
Explosives
ED Applied
Heavy Assault
Weapons

ED Applied

Launchers

ED Applied

‘Throwers

ED Applied

Rank Attributes

QKR PER STR

Remaining

? INT PER

Remaining

Remaining
W PER STR

Remaining

Total
Rank

Adv. Multiplier

)
o
=4

@

Required

\) 15

Required

) 15
Required

\‘>15

Required

oF

Required

Use Untrained

Melee Weapons

ED Applied

REF STR

®0

Remaining Required

@)

ED Applied

Blade

ED Applied

Bludgeon

ED Applied

Exotic Melee

ED Applicd

Knife

ED Applied

Pole Arm

ED Applicd

Quick Draw Melee

ED Applicd

Shield

ED Applied

Staff

ED Applicd

Rank Attributes

KL REF STR
Remaining

0@0009 REF STR
Remaining
Remaining

REKLS REF STR

Rt
w& REF STR
Remaining
w REF STR
Rty
w DEX REF
Rt

W REF STR

Remaining

QKR REF STR

Remaining

Total
Rank

Adv. Multiplier

_
(o
<

e

Required

\-> 15

Required

10

Required

20

Required

15

Required

15

Required

15

Required

10

Required

15

Use Untrained

Accounting

ED Applied

Administration

ED Applied

Appraise

ED Applied

Bureaucracy

ED Applied

Cartography

ED Applied

Counterfeiting

ED Applied

Cryptography

ED Applied

Dead Language

ED Applied

Escape Restraints

ED Applied

Farming

ED Applied

Foreign Language

ED Applied

Forgery

ED Applied

Fortification

ED Applied

Gambling

ED Applied

Total
Rank

\

Required

\) 15

Required

Rank Attributes

Adv. Multiplier
Use Untrained

FOC INT

G
z

38

Remaining

FOC INT

&
&

25

Rt
QP INT PER \) 15

Remaining

O
O

Required

\) 20

Required

\) 15

Required
) 15

Required

\) 2

Required

\) 25

Required
L )2

Required

\-> 10

Required

’6’@’@’/ INF INT

%

Remaining

O

@‘/ INT PER

§0/
&

Remaining

O <">/ INT PER

§0/
&

Remaining

<‘>/ FOC INT

O

§0/
&

Remaining

<‘>/ FOC INT

O

§0/
&

Remaining

0,.}0@00/ DEX STR

5

Remaining

Q5P CON STR

O
O

Remaining

QP Foc INT \-> 2

O

§0/
&

Remaining Required

\) 15

Required

04}’@’@’/ FOC PER

%

Remaining

\0}0" '<‘>) INT PER \-> 10

Q
X

Remaining Required

\) 15

Required

<">/ PER INT

O
O

Remaining

Ranged Weapons

ED Applied

DEX PER

oXo)e;

Required

Remaining

ED Applied

Crossbow

ED Applied

Exotic Ranged

Total
Rank

PER STR \-> 20

Remaining

DEX PER \-> 10

Remaining

WDEX PER | ) 20

Rank Attributes

Adv. Multiplier
Use Untrained

<

Required

A

Required

Professional

continued

i

Instruction

ED Applied

Investigation

ED Applied

Logistics

ED Applied

Mining

ED Applied

Read Lips

ED Applied

Research

ED Applied

Scout

ED Applied

Seamanship

ED Applied

Security / Traps

ED Applied

Signaling

ED Applied

Sleight of Hand

ED Applied

Soldiering

ED Applied

Strategy Games

ED Applied

Survey

ED Applied

Symbology

ED Applied

Rank Attributes

B8 INF PER

Remaining

QLR INT PER

Remaining

QP Foc INT

&
X5

Remaining

QP FoC PER

e %
o,

Remaining

FOC PER

O
e

O

0%

Remaining

FOC INT

O
%5
&S

Q%

O

Remaining

KX FOC PER

3

&
0,

Remaining

KX CON DEX

O
5
&

Remaining

QLKLY INT PER

Remaining

QLKLY INT PER

Remaining

DEC DEX

Remaining

CON INT

§ §

Remaining

S DEC INT

&
X5

Remaining

QP Foc PER

&
S,

Remaining

QKR voc INT

Remaining

Total
Rank

\-)15

Required

20

Required

il

Required

15

Required

25

Required

15

Required

15

Required

il5

Required

\_) 15

Required

\) 10

Required

\ ./

Required

\/

Required

\-) 15

Required

\‘>15

Required

\-> 20

Required

15

10

Use Untrained

Z,

Piloting

ED Applied

PER REF

Remaining

00O

Required

Rank Attributes

Total
Rank

Adv. Multiplier

Aireraft Piloting. <S58 PER REF ) 20

ED Applied

Driving

ED Applicd

Industrial Piloting

ED Applied

Remaining

K PER REF

Remaining

Remaining

Required

\_)10

Required

Required

Use Untrained

<

‘Watercraft Piloting ’\.\:’\\.@’)/’ &

Remaining Required N

PER REF | > 10

Required

ED Applied

ED Applied Remaining
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Science

FOCINT

000

@0

INF WIL

Astronomy

ED Applied

Biology

ED Applied

Botany / Herbalism

ED Applicd

Chemistry

ED Applied

Cryonics

ED Applicd

Field Medicine

ED Applied

Geoscience

ED Applied

Medicine

ED Applicd

Physics

ED Applied

Surgery

ED Applicd

Zoology

ED Applicd

Total =
Rank %

\)20

Required

\->20

Required

\->20

Required

\v>20

Required

\)25

Required

o

Required

Rank Attributes

QKRS roc INT

Remalning
W FOC INT
Remalning
‘W FOC INT
Remalning
W FOC INT
Remalning
W FOC INT
Remalning
‘w& FOC INT
Remalning
W FOC INT 20
Remaining
W FOC INT 20
Remalning
W FOC INT 20
Remalning
‘W FOC INT
Remalning

W FOC INT

Remaining

Required
Required

Required

\_>zo

Required

\-> 20

Required

Use Untrained

Z

Armorer

ED Applied Remaining

Blacksmith

©§Q©Q© PER STR

ED Applied Remaining

Coppersmith <RSP PER STR

ED Applied Remaining

\0}0" '<">‘/ INT PER

Gunsmith

ED Applied Remaining

Machining  <Q$Q8Q$ INT PER

ED Applicd i
‘Weaponsmith 0’\.& O PER STR
ED Applied REmnining
Whitesmith  <QSQ5$P PER STR

ED Applied Remaining

Required
4 } 15
Required

uls

Required

"\)15

Required
\'\ >15
Required
'\ )20
Required

’\->15

Required

Subterfuge

pecrek @ O O |

Small Arms

DEX PER

000

Blazer Weapons,
Light

ED Applied
Hand Guns
ED Applied
Quick Draw Small

Arms

ED Applicd

Rifles

ED Applicd

Shotguns

ED Applicd

Submachine Guns

ED Applicd

Total E
Rank =

) 20
Required

\') 15

Required

Rank Attributes

Remaining

DEX PER ) 15
Remaining

” DEX PER ) 15

Remaining

Required
Required
Remaining

” DEX PER ) 15

Remaining

Required

Required

Use Untrained

~

Rank Attributes

Conceal IDIZC P8R

ED Applied Remaining

Disguise QS DEC PER

ED Applied Remaining

0@@‘@‘/ DEC WIL

Fient

ED Applied Remaining

QS DEC PER
Remaining

QLS INF PER
Remaining

0&@‘@‘/ DEC PER

Remaining

Inconspicuous

ED Applied

Mimic

ED Applied

Stealth

ED Applied

Total
Rank

\_J
Required

\_> 15

Required

\->15

Required

\_> 15

Required

\) 15

Required

\->15

Required

Adv. Multiplier

(s
(%%
<

Use Untrained

Composition

ED Applicd

Conspicuous

ED Applicd

Deceive

ED Applied

Evade

ED Applicd

Haggle

ED Applied

Interrogate

ED Applicd

Intimidate

ED Applicd

Leadership

ED Applied

Manipulate

ED Applied

Negotiate

ED Applicd

Oratory

ED Applied

Persuade

ED Applied

Placate

ED Applicd

Resist

ED Applicd

Rhetoric

ED Applied

Seduction

ED Applicd

Rank Attributes

<>/©’<> INF INT

Remaining
w INF PER
Remalning
w DEC WIL
Remalning
w DEC INF
Remalning
w INF WIL
Remalning
w& INF WIL
Remalning
w INF WIL
Remalning
w INF WIL
Remalning
w DEC INF
Remalning
w INF PER
Remalning
w INF WIL
Remalning
w INF WIL
Remalning
w& INF PER
Remalning
WCON WIL
Remalning
w& INF PER
Remalning

w INF PER

Remaining

Required

15

(.

Required

15

(.

10

(.

Required

15

@

Required

(.

Required

@

20

(.

Required

15

(.

Required

15

(.

Required

Use Untrained
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Survival FOC PER . @ @ Throwing DEX STR . @ Q Unarmed REF STR . @ Q

ED Applied Remaining Required

ED Applied Remaining Required
Total
Rank

R vex st { )

ED Applied Remaining Required ED Applied Remaining Required ED Applicd Remaining Required

DEX PER ) 10 ! Exotic Thrown ) WDEX STR 15 Hand-to-Hand <558 REF STR

ED Applied Remaining Required

Total
Rank

Brawling %%©§> REF STR }

Total
Rank

Fucbuilding  <Q5SKP FoC PER | )

Rank Attributes Rank Attributes Rank Attributes

Adv. Multiplier
Use Untrained
Adv. Multiplier
Use Untrained
Adv. Multiplier
Use Untrained

=
o
i
=
o
<
=
o
<

Fishing

ED Applied Remaining Required ED Applied Remaining
ED Applied Remaining Required

Foraging w INT PER | ) 10 ! XKHK bEx sTR ( Wil A S %& REF STR

ED Applicd Remaining Required

ED Applied Remaining ED Applied Remaining
Hazardous
Environments

FOC INT > 20 s : DEX STR ( Martial Arts ) \%\”}’00\(’/ REF STR

ED Applied Remaining Required ED Applied Remaining

ED Applied Remaining Required

Hunting %@& FOC PER \-> 5 Throw Object ) OOOD 1
4

ED Applied Remaining Required ED Applied Required

9
Navigation 6}’/00900 INT PER \-> 15 Throwing Axe ) \-> 10 ERépplisd Remaining Required
9

ED Applied

eyt QKR voc PER \-) 10 Throwinslaite . DEX STR | ) 15 Wright rocee O OO

ED Applied Remaining Required
ED Applied Remaining Required ED Applied Remaining Required Total
Rank Attributes Rt

Boatbuilding %& FOC INT | )
: ED Applied Remalning Required
ED Applied Remaining Required : -
T . bsitezitom Wmc INT ) 20
Activate Trianimus ©’<’/<’\<’//’>\’> FOC PER \'> ED Applied Remaining  Required
Shipbuilding w& FOC INT | )20
ED Applied Remaining Required OOOO

Detect Trianimus FOC PER > 15 ED Applied Remaininy Required

Computer FOC INT .\ > 15 XX \ pl 3 _ Reg

ED Applied Remaining Required

Technology Wagonwright Wmc INT { )15
ED Applied Remaining Required Manipulate >

-> 20 Trianimus O\@O) IDIBX IROE \_> 2 e R = e
\

Remaining Required ED Applied Remaining Required

Adv. Multiplier
Use Untrained

o
~

Technical rocnt O OO Trianimus ~ DEXFOoC O O O

ED Applied Remaining Requircd

Total
Rank

Communications ’/‘/QO\QQ INT PER \—>

Rank Attributes

Adv. Multiplier
Use Untrained

)
S
Z

Technology @

ED Applied Remaining Required

Cybernetics

ED Applied Remaining Required

ED Applicd Remaining Required

Electronics NN FOC INT \-> 15

ED Applied Remaining Required
ADVANCEMENT QUICK REFERENCE
Elemental

FOC INT 25

Technology
Downtime: Earn 3 Equivalent Days (ED) per day during downtime.
All ED earned from downtime must be spent prior to resuming play.

ED Applied Remaining Required
ED from downtime may be spent on skills at a maximum rate of one ED per skill per day of downtime.

Mechanical O
Technology ’/’Q’g\ FOC INT -> 5

Real World Experience: Open tests earn ED equal to the difficulty of the test.
Open tiered tests and Wealth tests earn ED equal to the number of hits rolled.
ED is applied to directly to the skill used, immediately after the test is made.
Munitions ) O.\Q/ FOC INT \'> 20 Up to 2 of these ED may be applied to related skills/knowledge when making related tests.
M Characters providing assistance also apply 1 ED of real world experience to the skill used to provide assistance.

ED Applied Remaining Required

ED Applied Remaihing Required . .
ED required to learn new skill rank:

Power Generation \%\/’}0@0\0/ FOC INT \—> 20 ((New Rank x Advancement Multiplier) - Total Rank in Associated Attributes) x 4
Minimum ED of (New Rank x Advancement Multiplier)
ED Applied Ry R General Skills use an Advancement Multiplier of 35.
Esnc;:;::ig 0 6 4 4 > 15 ED required to learn new rank in attributes and characteristics:
(New Rank x Advancement Multiplier) x 4
Attributes use an Advancement Multiplier of 20 and are only advanced during downtime.

ERI:pld agird Connections and Wealth use an Advancement Multiplier of 25.

\->25

ED Applicd Remaining Required
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Knowledge FOC INT ’ @ Q Knowledge continued £ Knowledge continued

Total =
Rank 2

rained

nts
Use Untrained

Attributes

Use Us

Attributes

ED Applied Remaining Required

Total
Rank

\-) ED Applied Remaining Required ED Applicd

Remaining Required

Attributes

Adv. Multiplier
Use Untrained

-~

Remaining Required

ED Applicd

@

OO
2@ 2@ 7
K °

@

ED Applied Remaining Required ED Applicd Remaining

ED Applied Remaining Required

P
%
&8

ED Applied Remaining Required ED Applied Remaining

-
@

ED Applicd Remaining Required

O
%
&8

ED Applied Remaining Required ED Applicd Remaining Required

& & & & &
TR K1 S
& TR TN K

@
@

ED Applicd Remaining Required

@

ED Applied Remaining Required ED Applied Remaining

(_
0@
:j%
@

ED Applicd Remaining Required

@

ED Applied Remaining Required ED Applicd Remaining Required

ED Applied Remaining Required

(_
0@
:j%
[

ED Applied Remaining Required ED Applicd Remaining Required

ED Applied Remaining Required

%
Q
@
(.

(.

ED Applied Remaining Required ED Applied Remaining Required

ED Applicd Remaining Required

@

& & & & &
SOIE 5. RO IR %S
R R R R

@

ED Applied Remaining Required ED Applied Remaining Required

ED Applicd Remaining Required

K

ED Applied Remaining Required ED Applicd Remaining Required

@
(.

ED Applicd Remaining Required

O
x5
&8

ED Applied Remaining Required ED Applied Remaining Required

O o s OIS SLFE
% ¥ K ¥ &
0o4E R R 0 TR

@
@

ED Applicd Remaining Required

@

ED Applied Remaining Required ED Applied Remaining Required

(
0@
:j%
@

ED Applied Remaining Required

@

ED Applied Remaining Required ED Applicd Remaining Required

ED Applicd Remaining Required

(_
0@
:j%
@

ED Applied Remaining Required ED Applicd Remaining Required

ED Applied Remaining Required

O
9.
@
@

>

ED Applied Remaining Required ED Applied Remaining Required

ED Applicd Remaining Required

(.
@

-

ED Applied Remaining Required ED Applied Remaining Required

ED Applied Remaining Required

& & & & & &
L BB B R
oo (Bl i e Y e LR o iR &

-

ED Applied Remaining Required ED Applied Remaining

ED Applicd Remaining Required

@
CS

O
%
&

ED Applied Remaining Required ED Applicd Remaining

PO s s O K
SO SIS L XS
Ol seX e XY A R

@

ED Applied Remaining Required

(.

O
%
&8

ED Applied Remaining Required ED Applicd Remaining

@
&
:j%
{

ED Applied Remaining Required

ED Applied Remaining Required ED Applicd Remaining




Knowledge

continued

Knowledge

continued

E

<

ED Applicd

ED Applicd

ED Applicd

ED Applied

ED Applicd

<

ED Applicd

ED Applicd

ED Applied

<

ED Applicd

ED Applicd

ED Applied

ED Applied

ED Applicd

<

O
¢S

20
%6

ED Applied

ED Applicd

ED Applied

&
X
&

ED Applicd

ED Applied

ED Applied

ED Applicd

&
X5
&

OB o SIS
% ¥ ¥ X
X R R LK

&
X
&

& &
% X
K X

&
X
&

O O
% X
K X

& &
% &
K X

Attributes

Remaining

Remaining

Remaining

Remaining

Remaining

Remaining

Remaining

Remaining

Remaining

Remaining

Remaining

Remaining

Remaining

Remaining

Remaining

Remaining

Remaining

Remaining

Remaining

Remaining

Total
Rank

\

Required

Adv. Multiplier

Cr O O

Required

O O

Required

@

Required

Required

@

Required

e

Required

@

Required

@

Required

@

Required

L

Required

@

Required

@

Required

i

Required

@

Required

Use Untrained

£

O
<)

X
&K

ED Applied

O
<)

X
&K

ED Applied

O
<)

X
&K

ED Applied

O
<)
X
&K

ED Applied

O
<)

X
&K

ED Applied

O
<)

X
&K

ED Applied

O
<)
X
&K

ED Applied

O
<)

X
&K

ED Applied

O
<)

X
&K

ED Applied

O
<)

X
&K

ED Applied

O
<)

X
&K

ED Applied

O
<)
&K

ED Applied

O
<)

X
&K

ED Applied

O
<)

X
&K

ED Applied

O
<)
&K

ED Applied

O
<)

X
&K

ED Applied

O
<)

X
&K

ED Applied

O
<)

X
&K

ED Applied

O
<)

X
&K

ED Applied

O
<)
X
&K

ED Applied

~

Remaining

.

Remaining

.

Remaining

Remaining

@

Remaining

@

Remaining

Remaining

-

Remaining

e

Remaining

C

Remaining

-

Remaining

Remaining

-~

Remaining

@

Remaining
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WOUND / TRAUMA

PENALTY

OUNDS & TRAUMA

STATUS

PENALTY

WOUND / TRAUMA

STATUS

Damage Type Damage Amount

Severity

ED to Treat

ED to Heal

Damage Type Damage Amount Severity

ED to Treat

ED to Heal

Initial Treatment Hits Medical Care Hits

Natural Recovery Hits

Total ED Applied

Initial Treatment Hits Medical Care Hits Natural Recovery Hits

Total ED Applied

ED Spent ED Applied

Treatment Notes

ED Spent ED Applied Treatment Notes

WOUND / TRAUMA

PENALTY

L =2

STATUS

PENALTY

L =2

WOUND / TRAUMA

STATUS

Damage Type Damage Amount

Severity

ED to Treat

ED to Heal

Damage Type Damage Amount Severity

ED to Treat

ED to Heal

Initial Treatment Hits Medical Care Hits

Natural Recovery Hits

Total ED Applied

Initial Treatment Hits Medical Care Hits ~ Natural Recovery Hits

Total ED Applied

ED Spent ED Applied

Treatment Notes

ED Spent ED Applied

Treatment Notes

WOUND / TRAUMA

PENALTY

STATUS

Damage Type Damage Amount

Severity ED to Treat ED to Heal

Initial Treatment Hits Medical Care Hits

Natural Recovery Hits

Total ED Applied

ED Spent ED Applied

Treatment Notes

Wound/Trauma Dice Pool Penalties

Severity Untreated Treated

Superficial
Minor
Serious
Critical
Lethal

-1d per 2 wounds
-1d
-3d
-4d
Near Death

-1d
-1d
-2d
-2d

None (Healed)

Wound/Trauma Severity Multipliers

Damage Type Superficial Minor = Serious Critical
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Biological
Chemical
Cold
Concussion
Energy
Explosive
Heat
Molecular
Neurological
Penetration
Psychological
Radiation
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HEAD (HeLMET, coip)

Item: Weight:
i (o K KR K KX KX K
T . S G ) )

DAMAGED 0

HEAD (HAT, HOOD, MASK)

Item: Weight: pamaceD 0
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ARMS (PAULDRONS, SPAULDERS, BRACERS)

Item: Weight: pamcen O
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Item: Weight: pamacen O
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SHIELD

pAMAGED [0

Weight:
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TORSO (VEST, HAUBERK, CUIRASS, ARMOR, SUIT)

Item: Weight: pAvAGED O
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Weight: pAMAGED OO
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UPPER BODY (sHIRT, TUNIC, JACKET, COAT)

Item: Weight:

= COoaeaa0
100000000000

DAMAGED OO

DAMAGED [J

Item: Weight:
o 000000000
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HANDS (GLOVES, GAUNTLETS)

Item: Weight: pAvAGED O
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LOWER BODY (PANTS, BREECHES)

Item: Weight:
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pAMAGED OO

Weight:
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LEGS (cHAUSSES, CUISSES, GREAVES)

FEET (sHoEs, BooTs)

Item: Weight: pamcen O

= (el X X X X X X
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Item: Weight: pamacen O
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Item: Weight: pamAcen O
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Item:
Effects:
Item:
Effects:
Item:
Effects:
Item:
Effects:
|| ltem:

Effects:

ACCESSORIES (GOGGLES, GLASSES, LENSES, AMULETS, PENDANTS, BADGES)
(BROOCHES, MEDALS, MEDALLIONS, SCARFS, SASH, CAPE, CLOAK, BELT, RINGS)

Weight:

Weight:

Weight:

FIELDS (ELECTROMAGNETIC, NOVITIC)

Item: Weight: oAMAGED [
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TOTAL ARMOR

Amor

Rating
Resilience

Rating

DAMAGE

Amor
Rating

Resilience
Rating

TOTAL ARMOR witH SHIELD

gs  BIOL CHEM COLD CONC ENER EXPL HEAT MOLE NEUR PENE RADI

Eitl i




WEAPONS

Weapon: Skill: \_) o SPECIAL AMMUNITION
Ammunition Type(s): Max Rounds/Action: e
Details: Weight: Quantity: Weight:
Ranges Close: yds  Optimal: yds  Long: yds By
Accesories: Magazine Size(s): Ammo:
Rate of Fire Bonus Damage Damage Type ~ Rounds Fired Quantity: Weight:
( ) Effect:
( ) Ammo:
( ) Quantity: Weight:
—
: \ Total Effect:
Weapon: Skill: \_/ Rk
Ammunition Type(s): Max Rounds/Action: Ammo:
ity: Weight:
Details: Weight: Quantity eigae
: Effect:
Ranges Close: yds  Optimal: yds  Long: yds
A g
Accesories: Magazine Size(s): A
Quantity: Weight:
Rate of Fire Bonus Damage Damage Type ~ Rounds Fired
Effect:
( )
( ) Ammo:
( ) Quantity: Weight:
- ... Effect:
Weapon: Skill: \ 4 B, Ammo:
Ammunition Type(s): Max Rounds/Action: Quantity: Weight:
Details: Weight: Effect:
Ranges Close: yds  Optimal: yds  Long: yds Ammo:
Accesories: Magazine Size(s): Quantity: Weight:
Rate of Fire Bonus Damage Damage Type ~ Rounds Fired Effect:
( )
( ) Item:
Activation:
( ) Details:
. \  Total
Weapon: Skill: \ 4 Rk
Damage Type: Damage: ( ) Weight: Ttem:
Details: Reach: Activation:
—e ) Details:
Weapon: Skill: \_)" o
Damage Type: Damage: ( ) Weight:
Details: Reach:
Item:
11 \ ol Activation:
Weapon: Skill: \/ Rank Details:
Damage Type: Damage: ( ) Weight:
Details: Reach:
Item:
Weapon/Ammunition: Range Increment: yds Activation:
Details:
Damage Type: (Area Effect) ( ) Weight: e
Details:
Weapon/Ammunition: Range Increment: yds :
tem:
Damage Type: (Area Effect) ( ) Weight: S
Details: Details:
Weapon/Ammunition: Range Increment: yds
Damage Type: (Area Effect) ( ) Weight:
Details: TRIANIMUS GEAR
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