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Strength 

 Fortune 

 

Toughness 

  Fortune 

 

Agility 

  Fortune 

· 

 

Physical Characteristics 

Mental Characteristics 

Intelligence 

 Fortune 

 

Willpower 

  Fortune 

 

Fellowship 

  Fortune 

 

Basic Skills 

Strength      Athletics (climbing, swimming)  

Strength      Intimidate (interrogate, combat) 

Strength      Weapon Skill (hand weapons) 

 

 

Toughness    Resilience (fitness, vigor, recovery) 

 

 

Agility      Ballistic Skill (ranged weapons) 

Agility      Coordination (dodge, balance, dance) 

Agility      Ride (horsemanship, wagons) 

Agility      Skullduggery (thievery & illicit skills) 

Agility      Stealth (silent movement, ambush)  

Intelligence  First Aid (combat surgery) 

Intelligence  Folklore (lore, geography, customs) 

Intelligence  Intuition (instinct, detect lies) 

Intelligence  Nature Lore (locate shelter, water, food, 

identify animals and plants) 

Intelligence  Observation (perceive, notice details) 

 

Willpower    Discipline (resist fear, charm, torture) 

 

 

 

Fellowship   Charm (etiquette, seduction, haggling) 

Fellowship   Guile (deception, innuendo, con) 

Fellowship   Leadership (motivate, direct, manage) 

Stance 

Fatigue 

Stress 
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Advanced Skills Specializations Special Abilities 
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  Description   Enc Dam Crit Range SpecNotes          Quality  Total Damage 

  _________________  ___  ___  ___  ___  ________________  
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  Description   Enc Def Soak SpecNotes   Quality Total Def     Total Soak 

  _________________  ___  ___  ___  ________________  

  _________________  ___  ___  ___  ________________  

Weapons 

Armour 

  

 

  

 

WOUNDS 

THRESHOLD 

!  = Each counts as 1 success.  

#  = Counts as 1 success. Roll an additional die of the same type. 

@ = Cancels 1 success. If there are an equal or greater number of 

challenge results vs. successes, the task fails. 

E = Bane. Negative side effect. Doesnôt effect result of task. 

$ = Boon. Positive side effect. Negates Banes. 

^  = Sigmarôs Comet. Player may choose to use as !  OR $ if 

a more powerful result isnôt triggered. 

& = Chaos Star. Counts as a bane if no more serious effects. 

* = Exertion. Suffer 1 fatigue (physical test) or 1 stress (mental) 

(  = Delay. GM places 2 recharge tokens on any action card. 

EE = Lose 1 stress or fatigue 

$$  = Gain 1 stress or fatigue 

WOUND 

WOUNDS 

CRITICAL 

Corruption/Threshold 

Insanities/Severity 
/  
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________

________

Mutations/Severity 
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Disease/Severity 
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EQUIPMENT 

MONEY 

ACQUIRED ACTIONS ACQUIRED TALENTS 
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Total Encumbrance Encumbrance Limit 
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