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Name:

Pronouns:

Speed(s):

Size: (Small | Medium | Large)

Species:

Character Level:

Ether: (Reservoir | Flow)

Senses:

Darkvision: No | Yes, ____ ft.

Walking | Flying | Swimming | Climbing | Other

Passive Detection: 4+(    )p = ____

Character Sheet

core stats

Stamina
Capacity

(CL + M)
Regeneration

(1/
2 Cap. + 1/

2 M)
(Minimum 1)

Mana
Capacity

(CL + F)
Regeneration

(1/
2 Cap. + 1/

2 W)
(Minimum 1)

Melee Attacks | 1d12 + (    )Might
Weapon Reach Damage Type Crit Effect Special

Ranged Attacks | 1d12 + (    )Precision
Weapon Range Damage Type Crit Effect Special

Armor Fate Points

Languages

SPECIAL FEATURES

Perks

Currency

(    ) Precision + (    ) Fortitude
+ (    ) Equipment =
max 3 max 3

Toughness
(    ) Major Class Toughness + (    ) Minor Class Toughness =

-After every (    + Character Level) 
  points of damage, I roll on the 
  Affliction Table:
-If I have (    ) Afflictions at once, 
  I am Incapacitated:

-If I take (1/
2     +

1/
2  Character Level) 

  damage while Incapacitated, I die:

Major Class:

Primary Stat

Secondary Stat

Casting Method: Spell Atk: Spell CHK:

Spell Atk: Spell CHK:

Spell Atk: Spell CHK:

Toughness:

Toughness:

Level 1 Features:

Specializations:

Minor Class:

Primary Stat

Secondary Stat

Casting Method:

Level 1 Features:
  -Spell/Ability Cost x2

Influence Class (Or generalist):

Primary Stat

Secondary Stat

Casting Method:

Level 1 Features:
  -Spell/Ability Cost x4

Backpack

Options: +Careful ATK., +Power ATK.

Op.: +Careful, +Pwr ATK., +Longshot

Precision
Cleverness
knowledge
Willpower
Fortitude

Might
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Damage Charts

Common Damage Types

Gain 1 Round
of Bleeding.

Gain 1 Impaled
Counter.

Gain 1 Round
of Dazed.

Elemental Damage Types

Shocking

Gain 1 Round
of STUNNED.

Burning

Gain 1 Ignite
Counter.

Freezing

Make a Fortitude Check 
to avoid being Frozen.

Target = 
(2+Current freezing Damage)

Acidic

Make a Fortitude Check 
to avoid Melting.

Target = 
(4+Current acidic Damage)

Forceful Damage Types

Make a Fortitude
Check to avoid
being Knocked Down.

Target = 
(6+Current Kinetic Damage)

Secondary Damage:
Roll 1d4.

1-2: Take +1 Bludgeoning
3: Take +1 Kinetic
4: Take +1 Burning

Gain 1 Round
of Deafened.

Gain the Permanent
Deafness Affliction.

Esoteric Damage Types

Poisonous

Gain 1 poison
Counter.

psychic

Make a Willpower 
Check to avoid 
frightened.

Target = (2+Current 
psychic Damage)

eldritch

Make a Knowledge
Check to avoid 
frightened.

Target = (4+Current 
eldritch Damage)

Gain the eldritch 
witness Affliction.

ardent

Gain 1 Round
of blinded.

Gain the Permanent
blindness Affliction.

infernal

Gain 1 Round
of cursed.

Gain the 
doomed Affliction.

ether

Gain 1 Round
of sapped.

Gain the mana shock 
Affliction.

Damage is automatically
removed (healed) at the end 
of an Encounter (when 
Iniative ends).

Conditions remain until 
treated, or they expire.

Afflictions can only be 
removed through Full Rests, 
or with specific healing 
skills./items.

KEY

Total Damage Taken 

1
2
3
4
5
6
7
8
9
10

Upper Body Injury, Minor. 
Lower Body Injury, Minor. 
Armor Compromised, Minor. 
Broken Bone, Minor. 
Rattled, Minor. 
Armor Compromised, Major. 
Upper Body Injury, Major. 
Lower Body Injury, Major. 
Broken Bone, Major. 
Rattled, Major. 

11
12
13
14
15
16

17-19
20

Internal Injury, Minor. 
Head Injury, Minor. 
Open Wound, Minor. 
Internal Injury, Major. 
Head Injury, Major. 
Open Wound, Major. 
Unconsciousness. 
Death.

AFFLICTION TABLE:

Death Fugue. 
Doomed. 
Eldritch Witness. 
Mana Shock.
Diseased. 
Permanent Blindness. 
Permanent Deafness. 
Incapacitated. 
Exhausted. 

Special afflictions:
Total Afflictions:


