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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 

  _________________ ___ ___ ___ ___ ________________ 

  _________________ ___ ___ ___ ___ ________________ 

  _________________ ___ ___ ___ ___ ________________ 

 

 

  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. Doesn’t effect result of task. 

$ = Boon. Positive side effect. Negates Banes. 

^ = Sigmar’s Comet. Player may choose to use as ! OR $ if 

a more powerful result isn’t 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 

Description   Enc Description   Enc 
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_________________ ___ _________________ ___ 

_________________ ___ _________________ ___ 
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Total Encumbrance Encumbrance Limit 
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Guido’s Abbreviated Bilography 

AGE AND IMPERIAL BIRTHDATE:____     ___/___/______ 

BIRTHPLACE:________________________________ 

HOME:____________________________________ 

VITALS:  H:___/___W:____HAIR:_______EYES:_______ 

FAMILY:   Father:_____________Mother:_____________ 

   Siblings:______________________________ 

FAMILY OCCUPATION:  _________________________ 

SPOUSE/SIGNIFICANT OTHER: ____________________ 

PRIMARY MOTIVATOR: _________________________ 

GOD(S): ___________________________________ 

Guido’s Character Traits 

SPIRITUALITY 

EMOTONAL EXPRESSION 

OPTIMISM 

INTEGRITY 

BOLDNESS 

FLEXIBILTY 

EMPATHY 

SOCIALABILITY 

TOLERANCE 

LABIDO 

 

Low Ave High 

Adventuring Companions 

Name:_________________ 

Occupation:______________ 

Strengths:_______________ 

____________________ 

Weaknesses:______________ 

____________________ 

Notes: 

Name:_________________ 

Occupation:______________ 

Strengths:_______________ 

____________________ 

Weaknesses:______________ 

____________________ 

Notes: 

Name:_________________ 

Occupation:______________ 

Strengths:_______________ 

____________________ 

Weaknesses:______________ 

____________________ 

Notes: 

 



 

Date: ___/___/______ Place:___________________ 

Happening:  

 

 

Date: ___/___/______ Place:___________________ 

Happening:  

 

Date: ___/___/______ Place:___________________ 

Happening:  

 

 

Date: ___/___/______ Place:___________________ 

Happening:  

My Adventures thus far 

Hochland 
 

Quick Data 

Official Name: The Grand Barony of Hochland.  

Ruler: Elector Count Aldebrand Ludenhof, Grand Baron of Hochland, Marshal of 

the Talabec Reach, Defender of the Shrines, Baron of Hergig.  

Government: Feudal, with an assembly of barons, burghers, and churchmen. Current-

ly under martial law.  

Capital: Hergig.  

Chartered Free Towns: None.  

Major Exports: Timber, woodcrafts  

“We survive, and where there is survival, there is hope.” — Elector Count Alde-

brand Ludenhof  

“Hochland was once the light of the East. Now, it’s just embers.” — A Hergig 

refugee  

“I wouldn’t try no ‘salvaging’ in Hochland, if I were you. The Count’s made looting 
a hangin’ offence, and his men are stringing strangers up for just ‘aving the wrong 
accent!” —A Talabheim innkeeper  


