
Character: Player: LEVEL:

Race: Background/Faction/Quirk:

ATTRIBUTES STATISTICS
TOTAL BASE MISC CURRENT/MAX

STRENGTH: ____ = ____ + ____ HIT POINTS: ____/____ MOVE SPEED: ________

INSTINCT: ____ = ____ + ____ SHIELD POOL: ____/____ SHIFT SPEED: ________

AGILITY: ____ = ____ + ____ SHIELD ARMOR: ________ INITIATIVE: ________

FORTITUDE: ____ = ____ + ____ ENERGY FATIGUE: ____/____ MORALE BONUS: ________

INTELLIGENCE: ____ = ____ + ____ HEALING 
THRESHOLDS: ____/____

Notes:

WILLPOWER: ____ = ____ + ____

WOUNDS: ACTION:_____ MOBILITY:_____ CORE:_____ VITALS:_____ CRITICAL:_____
DEFENSES

TOTAL BASE D. TRAINING AGILITY SIZE ARMOR PENALTY MISC TEMP

DEFENSE: ____ = 10 + ____ + ____ + ____ - ____ + ____ + ____
TOTAL BASE D. TRAINING STRENGTH SIZE MISC TEMP NOTES:

TOUGHNESS: ____ = 10 + ____ + ____ + ____ + ________ + ____
TOTAL BASE M. TRAINING WILLPOWER MISC TEMP

RESOLVE: ____ = 10 + ____ + ____ + ____ + ________
RESISTANCES

TOTAL BASE DURABILITY SIZE FORTITUDE MISC TEMP

DAMAGE THRESHOLD: ____ = 16 + ____ + ____ + ________ + ____ + ____
TOTAL 1/2 FORT ARMOR MISC TEMP

DAMAGE RESISTANCE: ____ = ____ + ____ + ____ + ________ NOTES:

TOTAL 3 x WILL PSI LEVEL MISC 1/2 M. TRAINING

PSIONIC RESISTANCE: ____ = ____ + ____ + ____ + ________
NON-PROWESS SKILLS

TOTAL RANKS ATT. BONUS MISC TEMP ATTRIBUTE FOCUS MAX RANKS

ACROBATICS: ____ = ____ + ____ + ____ + ____ AGILITY
ATHLETICS: ____ = ____ + ____ + ____ + ____ STRENGTH

*COMMAND*: ____ = ____ + ____ + ____ + ____ *WILL(ZERG)*
COMPUTERS: ____ = ____ + ____ + ____ + ____ INTELLIGENCE
ENDURANCE: ____ = ____ + ____ + ____ + ____ FORTITUDE

INFLUENCE: ____ = ____ + ____ + ____ + ____ WILLPOWER
*LEADERSHIP*: ____ = ____ + ____ + ____ + ____ *WILL(NON-ZERG)*

LORE: ____ = ____ + ____ + ____ + ____ INTELLIGENCE
MEDICINE: ____ = ____ + ____ + ____ + ____ INTELLIGENCE

PERCEPTION: ____ = ____ + ____ + ____ + ____ INSTINCT
PILOT: ____ = ____ + ____ + ____ + ____ INSTINCT

PSIONICS: ____ = ____ + ____ + ____ + ____ *WILL(PSIONIC)*
SCIENCE: ____ = ____ + ____ + ____ + ____ INTELLIGENCE
STEALTH: ____ = ____ + ____ + ____ + ____ AGILITY

SURVIVAL: ____ = ____ + ____ + ____ + ____ FORTITUDE
TACTICS: ____ = ____ + ____ + ____ + ____ INTELLIGENCE

PROWESS SKILLS
RANKS FOCUS MAX RANKS RANKS MAX RANKS FOCUS

DEFENSE TRAINING: MENTAL TRAINING: NOTES:

DURABILITY RANGED:

MELEE: **The first focus in a skill gives +2 max ranks.  Each additional only gives +1 



SPECIALIZATIONS(TERRAN ONLY) CP PURCHASES

NAME TYPE LEVEL CHOSEN ABILITY/NOTES

BASIC 1 RACE/COST
BASIC 4
BASIC 8 BACKGROUND/COST

ADVANCED 10
BASIC 12 ATTRIBUTE PURCHASES(3:1)

ADVANCED 14
BASIC 16 TALENT PURCHASES(2:1)

ADVANCED 18
MASTER 20 SKILL PURCHASES(1:3+1/2 INT RANKS)

ADVANCED 22
MASTER 24 BANKED CP(MAX = INT)

ADVANCED 26
MASTER 28 TOTAL CP

ADVANCED 30

TALENTS BACKGROUND/RACIAL INFO

NAME SOURCE ABILITY/NOTES

EXPERIENCE
/



CLASS(PROTOSS ONLY) CP PURCHASES

NAME LEVEL STARTED COMPLETION FOCUS ABILITY/NOTES

RACE/COST

ATTRIBUTE PURCHASES(3:1)

TALENT PURCHASES(2:1)

SKILL PURCHASES(1:2+1/2 INT RANKS)

BANKED CP(MAX = INT)

TOTAL CP

TALENTS RACIAL INFO/NOTES

NAME SOURCE ABILITY/NOTES

EXPERIENCE
/



DIRECTIVES(INFESTED TERRAN ONLY)

NAME TYPE LEVEL CHOSEN ABILITY/NOTES

BASIC 1
BASIC 10

BASIC/ADVANCED 20
BASIC/ADVANCED 30

MUTATIONS CP PURCHASES

RACE/COST

ATTRIBUTE PURCHASES(3:1)

TALENT PURCHASES(2:1)

SKILL PURCHASES(1:2+1/2 INT RANKS)

BANKED CP(MAX = INT)

TOTAL CP

TALENTS RACIAL ABILITIES/NOTES

NAME SOURCE ABILITY/NOTES

EXPERIENCE
/



ARCHETYPE EVOLUTIONS(PRIMAL ZERG ONLY)

NAME TYPE LEVEL CHOSEN ABILITY/NOTES

5
10
15
20
25
30

**Archetypes cannot be altered once applied

BODY POINTS:_____ EVOLUTIONS ESSENCE POINTS: ____/____ CP PURCHASES

*Evolutions can be overwritten during a long rest

RACE/COST

ATTRIBUTE PURCHASES(3:1)

TALENT PURCHASES(2:1)

SKILL PURCHASES(1:2+1/2 INT RANKS)

BANKED CP(MAX = INT)

TOTAL CP

TALENTS QUIRK/RACIAL INFO

NAME SOURCE ABILITY/NOTES

EXPERIENCE
/



ADDITIONAL TALENTS

NAME SOURCE ABILITY/NOTES



ARMOR

NAME TYPE RESISTANCE DEFENSE PENALTY WEIGHT

MOUNTED GEAR/SPECIAL TRAITS/NOTES

WEAPON STATISTICS

WEAPON:______________________________________________
OTHER TRAITS/NOTES ACCURACY STRIKES RANGE DAMAGE

PENETRATION RENDING OVERAGE AMMUNITION

WEAPON:______________________________________________
OTHER TRAITS/NOTES ACCURACY STRIKES RANGE DAMAGE

PENETRATION RENDING OVERAGE AMMUNITION

WEAPON:______________________________________________
OTHER TRAITS/NOTES ACCURACY STRIKES RANGE DAMAGE

PENETRATION RENDING OVERAGE AMMUNITION

WEAPON:______________________________________________
OTHER TRAITS/NOTES ACCURACY STRIKES RANGE DAMAGE

PENETRATION RENDING OVERAGE AMMUNITION

WEAPON:______________________________________________
OTHER TRAITS/NOTES ACCURACY STRIKES RANGE DAMAGE

PENETRATION RENDING OVERAGE AMMUNITION

WEAPON:______________________________________________
OTHER TRAITS/NOTES ACCURACY STRIKES RANGE DAMAGE

PENETRATION RENDING OVERAGE AMMUNITION

WEAPON:______________________________________________
OTHER TRAITS/NOTES ACCURACY STRIKES RANGE DAMAGE

PENETRATION RENDING OVERAGE AMMUNITION

WEAPON:______________________________________________
OTHER TRAITS/NOTES ACCURACY STRIKES RANGE DAMAGE

PENETRATION RENDING OVERAGE AMMUNITION



CARRYING CAPACITY CURRENCY(CREDITS, HONOR, ETC...)

MEDIUM HEAVY MAX

*Encumberance rules p.150 of Core Book

TOTAL CARRIED WEIGHT:
*Worn power armor does not count toward carried weight

INVENTORY

BACKPACK TIER:______
ITEM NAME SLOTS WEIGHT QUANTITY DESCRIPTION

EQUIPMENT BELT TIER:______
ITEM NAME SLOTS WEIGHT QUANTITY DESCRIPTION

EQUIPMENT BELT TIER:______
ITEM NAME SLOTS WEIGHT QUANTITY DESCRIPTION



EQUIPMENT BELT TIER:______
ITEM NAME SLOTS WEIGHT QUANTITY DESCRIPTION

WORN/CARRIED GEAR

ITEM NAME LOCATION WEIGHT QUANTITY DESCRIPTION

EQUIPMENT NOTES



MAX PSI LEVEL:_____ PSIONIC DISCIPLINES AND LEVELS CURRENT PSI LEVEL:_____

MANIFESTATION BONUS NOTES

*Subtract current energy fatigue from manifestation rolls.

POWERS POWER ATTACK ACCURACY:_____

NAME COST DISCIPLINE EFFECT/DURATION/NOTES



EVOLUTION BIOMASS:_______/_______

SPECIALTY MASTERY NOTES

BIOMANCY:

SPAWNING:

PESTILENCE:

INFESTATION:

POWERS POWER ATTACK ACCURACY:_____

NAME COST SPECIALTY EFFECT/DURATION/NOTES



VEHICLES

VEHICLE NAME/TYPE:______________________________________________________________________________
HIT POINTS SIZE/SPACE MAX SPEED ACCELERATION STR/FORT STRUCTURE RATING

DEFENSE TOUGHNESS DAMAGE THRESHOLD DAMAGE RESIST SHIELDS PILOT RANKS REQ.

CREW

GEAR & WEAPONS

NOTES

WOUNDS: CRITICAL:_______ VITALS:_______ CORE:_______ MOBILITY:_______ ACTION:_______

VEHICLE NAME/TYPE:______________________________________________________________________________
HIT POINTS SIZE/SPACE MAX SPEED ACCELERATION STR/FORT STRUCTURE RATING

DEFENSE TOUGHNESS DAMAGE THRESHOLD DAMAGE RESIST SHIELDS PILOT RANKS REQ.

CREW

GEAR & WEAPONS

NOTES

WOUNDS: CRITICAL:_______ VITALS:_______ CORE:_______ MOBILITY:_______ ACTION:_______

VEHICLE NAME/TYPE:______________________________________________________________________________
HIT POINTS SIZE/SPACE MAX SPEED ACCELERATION STR/FORT STRUCTURE RATING

DEFENSE TOUGHNESS DAMAGE THRESHOLD DAMAGE RESIST SHIELDS PILOT RANKS REQ.

CREW

GEAR & WEAPONS

NOTES

WOUNDS: CRITICAL:_______ VITALS:_______ CORE:_______ MOBILITY:_______ ACTION:_______



NOTES


