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HérnMaster

CHARACTER JPROFILE

Character Name:

Occupation/Title:

BIRTH/FAMILY APPEARANCE PHYSICAL PERSONALITY
SPECIES SEX HEIGHT ‘ ‘WEIGHT STRENGTH INTELLIGENCE ‘ ‘AURA
BIRTHDAY SUNSIGHT FRAME STAMINA WILL ‘ ‘MORAL[TY
BIRTHPLACE CULTURE COMELINESS DEXTERITY PSYCHE
SOCIAL CLASS OTHER APPEARANCE AGILITY
SIBILING RANK EYESIGHT DEITY/RELIGION | [PIETY
PARENTS HEARING
ESTRANGEMENT MEDICAL SMELL NOTES
CLANHEAD VOICE
PHYSICAL SKILLS COMMUNICATION CRAFT/LORE SPELLS/RITUALS
SKILL SB |ML | [SKILL SB |ML | [SKILL SB |ML | |NAME LV |EML
CLIMBING AWARENESS
JUMPING INTRIGUE
STEALTH ORATORY
THROWING RHETORIC
RITUAL
SINGING

COMBAT SKILLS LANGUAGE/SCRIPT
SKILL SB |ML | [SKILL SB | ML
INITATIVE
UNARMED

SHEK PVAR

SKILL SB | ML

LYAHVI

PELEAHN

JMORVI

FYVRIA

ODIVSHE

SAVORY

NEUTRAL
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HarnNaster
COMBAT PROFILE craracter Name:
COMBAT STATS WEAPON WGT wQ A/D HM B EP AML DML NOTES
INITIATIVE Unarmed /
ENDURANCE 0 /
DEXTERITY 0 /
AGILITY 0 /
MOVE 0 /
DODGE (AGL X 5) /
/
INJUR[ES LOAD (Items worn/carried) MISSILE WEAPON AML +O -20 -40 -80
LOCATION HR | ILS ARMOUR ‘ / / / /
WEAPONS \ / / / /
AMOUR/CLOTHING MATERIAL AQ WGT

Bloodloss H6

TOTAL WEIGHT

PENALTIES

SPECIAL PENALTIES

A Injury Levels

B Fatigue Levels

UNIVERSAL (A+B)

C ENC (Load/END)

PHYSICAL (A+B+C)

TOTAL

SKJLL
FACE
NECK

SHOULDER
UPPER ARM
ELBOW
FOREARM
HAND

THORAX
ABDOMEN
HIP

GROIN

THIGH
KNEE
CALF

FOOT

COMPOUND LAYERS

AQ B E P F
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HarnMaster 3

MELEE ATTACK
( BLOCK | COUNTERSTRIKE =~ DODGE | IGNORE
(DEF) > | cF | MF | ms | cs | cF | MF | ms| cs || cF [MF|ms| cs || NoRon |« [DEF|
& || BFe | AFe | DTA | DTA || BFe | AFe | D*2 | D*3 || BS7 | AS7 | DTA | DTA DTA Q
| — | >
& | £ || DFe |Block| DTA | DTA || DFe |Block| D1 | D*2 || DS? |Block| o |DTA Ax3 E u
£ 2 =i
E E A*3 | Ax3 |Block| DTA || Ax3 | A%2 | Bx1 | D1 || A%2 | A%l | e o AX3 5 o
< | — | =
B || Ax3 | Ax3 | A%3 |Block|| Ax4 | Ax3 | Ax1 | Bx2 || A%3 | A2 | Ax1 | e Ax4 a
MISSILE ATTACK
[ BLOCK | DODGE | IGNORE| MISSILE EMLs
BLOCK
B> [ cr [ o1s] cs ) cr [sar [ ca ][ o mon | « (D
—_— &2 LV: Shield (Full ML)
& || wild | wild | wild | wild || wild | wild | wild | wild || wild || V- gﬁ:ﬁf&ﬁaﬁx b
ﬁ 7 = 3 Weapon (ML 05)
E E [ ] [ ] [ ] [ ] [ ] [ [ ] [ [ ] = ; DODGE
< | 0 LV: Full ML
|| S || M1| M*1 Block|Block| Mx2| Mx1| o | o M*2 S & | |HV: Half ML
< ) o ® | | IGNORE (LV or HV)
& || Mx3 | M2 | Mx1 |Block|| M*3 | M*2 | M*1| o Mx3 || Q Defender (No Roll)

COMBAT TABLE

>

o

w

*

*

*

ASj

w

ciH| BpEE

S

T.

b

Attacker Strike

Defender Strike

Both Strike

Attacker Fumble Roll

Defender
Fumble Roll

Both Fumble Roll

Attacker
Stumble Roll

Defender
Stumble Roll

Both Stumble Roll

Weapon Damage Roll

Miss/Standoff

Defender

Tactical Advantage
Random Hit, or
WQ Roll

Missile Strike

INJURING TABLE

STRIKE
HIGH MID LOW LOCATION EFFECTIVE IMPACT
EML -10 EML +0 EML -10 4 1+ ‘ 5+ ‘ 9+ ‘ 13+ ‘ 17+
01-15 01-05 ° M1 S2 S3 K44 K54
16-30 06-10 ] M1 S2 S3 G44 K54
31-45 11-15 [ M1 S2 S3 K44 K54%
46-57 16-27 o e SHOULDER M1« S2¢« S3« (eZ:YY' K4i¢
58-69 28-33 o e UPPER ARM M1« Mi¢ S2¢ S3« (eZYY'a
70-73 34-35 ° * ELBOW Mi¢ S2¢ S3« Gaw G5k
74-81 36-39 01-06 ¢« FOREARM Mi« Mi¢ S2¢ S34¢ (eZ:YY4
82-85 40-43 07-12 e« HAND Mi¢ S2¢ S3¢ (eZ:YY' G5e¢s
86-95 44-60 13-19 THORAX M1 S2 S3 G44 K54
96-00 61-70 20-29 ABDOMEN M1 S2 S3 K44 K54
° 71-74 30-35 GROIN M1 S2 S3 G44 G54%
U 75-80 36-49 o HIP M1y S2% S37 G4y K447
U 81-88 50-70 e THIGH M1y S27 S37 G445 K447%
U 89-90 71-78 e KNEE M1y S27 S37 G445 G547%
U 91-96 79-92 e CALF M1y M1y S27 S347 G447%
U 97-00 93-00 ¢ FOOT M1y S2§ S37 (eZ:Y}) G547%
®Face: 01-15 Jaw 66-80 Nose MINOR Bruise/Cut/Stab SERIOUS Fracture/Cut/Stab
16-30 eEye 81-90 eEar .;323 11::1]1] = :fgf;t GRIEVOUS Crush/Cut/Stabs | Kill/Mortal Wounds
31-65 eCheek  91-00 Mouth /3 Fumble or Stumble Roll » % Amputation Roll + 4 Bleeder




HarnMaster 3

ACTION OPTIONS
REST

DEFENSE OPTIONS

COMBAT TABLE
ARMOUR PROTECTIVE VALUES

BLOCK (Shield or Weapon) MATERIAL Blunt Edge Point Fire
PASS COUNTERSTRIKE (Use AML) CLOTH/HAIR 1 1 1 1
ENGAGE IGNORE LEATHER/HIDE 2 4 3 3
CHARGE GRAPPLE DEFENSE KURBUL 4 5 4 3
DISENGAGE Q MISSILE DEFENSE RING 3 6 4 3
RISE Q ESOTERIC DEFENSE MAIL 2 8 5 1
GROPE QO OPPORTUNITY FIRE SCALE 5 9 4 5
MOUNT/DISMOUNT Q CATCH MISSILE PLATE 6 10 6 9
MELEE ATTACK Squeeze = Blunt * Bite = Point * Tear = Edge * Frost = Fire
MISSILE ATTACK
GRAPPLE ATTACK Armour Layers Blunt Edge Point Fire
ESOTERIC ATTACK Quilt+Cloth 6 4 3 5
Leather+Cloth 3 5 4 4
Leather+Quilt 7 7 5 7
MELEE COMBAT MISSILE COMBAT Leather+Quilt+Cloth 8 8 6 8
ATTACKER: ATTACKER: Kurbul+Cloth > 6 54
* Declare Target & Weapon * Declare Target & Weapon Kurbul+Quilt o 8 6 7
+ Declare Aspect & Aim + Declare Aim Zone Kurbul+Quilt+Cloth 10 9 7 8
« Fi Ring+Cloth 4 7 5 4
DEFENDER: Fire and Reduce Ammo R;:E+Q :ilt . . : ;
« Declare Defense DEFENDER: e Lot
MELEE ATTACK « Declare Defence Ring+Quilt+Clot 9 10 7 8
Mail+Cloth 3 9 6 2
* Determine EMLs* MISSILE ATTACK Mail+Quilt 7 1 7 5
* Make Skill Rolls : ]I\D/Ietlfrr;l{r.‘ﬁ ElvlllLs* Mail+Quilt+Cloth 8 12 8 6
. » Make Skill Rolls
o il h
Determine Combat Result . Determine Combat Result za;:ieazhe:c] " : iz : :
STRIKE DELIVERY (if an . arrheatherttlo
) STRIKE DELIVERY (if any) Mail+Leathers Quil s i
- Distiemine Sk Tmpac ) g:?;r;t; Sgﬁi l;?;at::tl Mail+Leather+Quilt+Cloth 10 16 12 10
*» Determine Effective Impact . P Mail+Kurbul+Cloth 7 14 10 5
. . . » Determine Effective Impact . .
» Determine Injury (if any) . . . Mail+Kurbul+Quilt 11 16 11 8
 Determine Injury (if any) Mail+Kurbul+Quilt+Cloth 12 17 12 9
*EML Modifiers (Combat 11 . ARSI A
. : ( ) *EML Modifiers (Combat 16) Mail+Plate+Cloth 9 19 12 4
Physical Penalty (X5) « Physical Penal
. : ysical Penalty (x5) Mail+Plate+Quilt 13 21 13 7
S19S(Etl il « Special Penalty
« Aiming (- i Mail+Plate+Quilt+Cloth 14 22 14 8
Aiming (-10 High or Low) » Range Modifier (0/20/40/80) af ate+Qui ¢
* Outnumbered (-10 per) .G . Mail+Plate+Leather 10 22 14 6
B OpEmaTET: (E) » Aiming (-10 High or Low) .
PP “Target Size Mail+Plate+Leather+Cloth 11 23 15 7
Weather (_10 to _40) Mail+Plate+Leather+Quilt 15 25 16 10
Scale+Cloth 6 10 5 6
Scale+Quilt 10 12 6 9
MISSILE DATA TABLE Scale+Quilt+Cloth 11 13 7 10
Plate+Cloth 7 11 7 3
SHORT MEDIUM LONG 19 QWIS | plate+Quilt 1 13 8 6
WEAPON Hexes/Imp Hexes/Imp Hexes/Imp Hexes/Imp RISy +Quilt+Cloth 12 14 9 7

EML +0 EML -20

EML -40

EML -80

Shortbow 20/6 40/5 80/4 160/3 Armour Protection: The impact reduction given by various
Longbow 25/8 50/7 100/6 200/5 materials, according to Strike Aspect. If multiple layers are
Hartb 30/9 60/8 120/7 240/6 worn, impact reduction is cumulative. Common armour
artbow combinations are given to speed play.

Crossbow 20/8 40/7 80/6 160/5

Superior/Inferior Armour: Protective values shown apply to
Blowgun 5/0 1070 20/0 40/0 Standard Quality (+0) materials. Modify for armour quality.
Sling 1574 30/3 60/2 120/2 For example, if a +2 Hauberk is one of the layers struck, ALL
Staff-Sling 25/5 50/4 100/3 200/3 reduction values are +2. For Enchanted Armour, add +1 per
Taburi 4/4 8/3 16/2 32/2 level of enchantment.
Shorkana 3/5 6/4 12/3 24/3 U Flammable Armour: Cloth and Quilt may ignite (50%

. chance) when Fire Impact (before Armour Reduction) is 13+.
Lz Sy L5/ S0/ B If this occurs, victim takes M1 (Cloth) and S2 (Quilt) burn
Spear 6/8 12/7 24/6 48/5 injury for the next three Combat Turns, unless the fire is
Melee Weapon 2/100% 4/100% 8/50% 16/50% extinguished.
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ADVENTURE JOURNAL

‘ YEAR ‘ ‘ MONTH
1st Watch 2nd Watch 3rd Watch 4th Watch 5th Watch 6th Watch
0:00 to 04:00 04:00 to 08:00 08:00 to 12:00 12:00 to 16:00 16:00 to 20:00 20:00 to 0:00
1 Kethsday | O Yaelah
2 Malmsday (
3 Tirsday
4 Deonsday %
5 Haonsday ¢
6 Kununsday @
7  Dagydsday ¢®
8 Barynnsday @
9 Ibonsday
10 Mahrsday
11 Kethsday
12 Malmsday %
13 Tirsday
14 Deonsday %
15 Haonsday | @ Yaelmor L piEe
16  Kununsday %
17  Dagydsday ( %
18 Barynnsday
19 Ibonsday
20 Mahrsday %
21 Kethsday
22 Malmsday ¢
23 Tirsday
24 Deonsday
25 Haonsday (
26  Kununsday @
27 Dagydsday {
28 Barynnsday %
29 Ibonsday
30 Mahrsday

The Tuzyn Year: (1) Nuzyael (2) Peonu (3) Kelen (4) Nolus (5) Larane (6) Agrazhar (7) Azura (8) Halane (9) Savor (10) Ilvin (11) Navek (12) Morgat
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	sB, Singing: 
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	Title: 
	Comeliness: 
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	Birthday: 
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	endurance: 0
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