
 � Skills �

Athletics

Awareness

Battle

Craft

Courtesy

Explore

Healing

History

Hunting

Inspire

Insight

Persuade

Religion

Stealth

Travel

 � Weapons �

Name Damage 
Die Special

Longsword (1H) d12
On a 1: ignore Damage 
Reduction

Londsword (2H) 2d8
On two 1’s: ignore Damage 
Reduction

Dagger d6
On a 1: ignore Damage 
Reduction

Mace 2d4
On a 1: permanently reduce 
Damage Reduction by 1

Axe d8
On a 1: shatter shield, or reduce 
Damage Reduction by 1

Crossbow d10
On a 1 or 2: ignore Damage 
Reduction

 � Armour �

Name Effect

Chainmail 5 Damage Reduction

Shield +2 Damage Reduction

 � Attributes �

Might

Vitality

Quickness

Intellect

Courage

Faith

� Combat �

Melee Attack Might + Quickness

Melee Damage Might + Vitality + Damage die

Ranged Attack Intellect + Quickness

Ranged Damage Intellect + Quickness + Damage die

Defence 10 + Quickness + Intellect + Courage

Damage REDUCTION See Equipment

Name

Nationality Advancement Points



 � Health �

Maximum Current Crippling Blow

10 + Might + Courage + 
Vitality Courage + Faith

 � Faith Points �

 � Conditions �

Stunned
Start of turn: lose an action, then uncheck this condition.
If checked twice, fall unconscious for 2d6 turns. 

Bleeding
Start of turn: take 2 irreducible damage.
Healing Test (difficulty 12) to uncheck.

Broken Limb
It takes 2 actions to move zones.
Healing Test (difficulty 12) to uncheck.

Dying
Start of turn: you die.
Healing Test (difficulty = maximum health) to uncheck.

 � Equipment �

 � Special Abilities �
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