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1.  Keep a talley of how many of each type of maneuver was performed


2.  The Top row refers to the relative danger the man. was performed under.  Defeat is for when a foe was defeated as a direct result of the maneuver.


Spell Casting
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1.  Keep a talley of each level spell you cast.  Use the other column for spells above 10th recording the level along with th count.


2.  The Top row refers to the relative danger the spell was cast under.  Defeat is for when a foe was defeated as a direct result of the spell.


Combat  Hits


1st Combat�
2nd Combat�
3rd Combat�
4th Combat�
5th Combat�
�



�



�
�
�
�
�
Character KO’d (


Foe KO’d (�
Character KO’d (


Foe KO’d (�
Character KO’d (


Foe KO’d (�
Character KO’d (


Foe KO’d (�
Character KO’d (


Foe KO’d (�
�
Combat Crits							          Other Combat Factors


Severity�
To You�
Norm�
Dead�
Unc.�
Down�
Stun�
Solo�
Large�
Slarge�
�
A�
�
�
�
�
�
�
�
�
�
�
B�
�
�
�
�
�
�
�
�
�
�
C�
�
�
�
�
�
�
�
�
�
�
D�
�
�
�
�
�
�
�
�
�
�
E�
�
�
�
�
�
�
�
�
�
�
1.  Keep a talley of how many concussion hits given and taken in each combat.


2.  If Knocked out during a battle check the KO’d box


3.  If foe is Knocked Out due to you character’s direct action check the foe KO’d Box.


4.  Keep a talley of the number of criticals you deliver.  Be sure to note the original result for the large and slarge columns.  The condition is the condition of your foe when the critical was delivered.  Solo is for when you are the lone opponent for the entire battle.


Travel Points


Keep a running talley of all the miles your character travels relative to the danger level of the area.  Natural Danger is danger.  Travelling through Dragon Kingdoms is Ex. Danger.





Normal:_____________________


Danger:_____________________


Ex. Danger:__________________


GM Use Only




















Encumberance Notes:


Basic Weight Allowance =


character’s weight /10 in pounds.


_________=BWA


Encumberance =


(carried weight)/BWA{drop fractions}


Encumberance penalty = 8*encumberance


Can offset Encumberance Penalties up to 3x ST modifier





























GM Use Only


Ideas,  Write down any ideas that you had that you feel are good interesting or just plain different;





Character Name:________________________      Player Name:______________________  Campaign:________________





Noted for widest disemination.  permission grante
