Character:

— Team
— Concept
— Signature

School -
Chronicle -

ATTRIBUTES

Physical: Social: Mental:
00000 OO0 CHARISMA @OOOO OOO PrrcErTION @O OO0 OO0

@OO00O OOO MaNIPULATION @O OO0 OOO  INTELLIGENCGE @OOOO OO0
@OO0O00 OOO ArPEARANCE @OOOO OO0 WiTS [ JoleloloXelele)

ABILITIES

STRENGTH
DEXTERITY
STAMINA

Talents: Skills: Knowledges:

ALERTNESS OO000O OO0  Bunp FiGHTING 00000 OO0  Arena 00000 00O
INTERROGATION O0000 OO0  Dis6uIse 00000 OO0  CoMpuTER 00000 00O
INTIMIDATION Q0000 OO0  Drive O00O00O OO0  FINANCE 00000 00O
INSIGHT OOO0OO OOO  LEADERSHIP OO0O0OOO OOO  INVESTIGATION 00000 OO0
INSTRUCTION Q0000 OO0 MEDITATION 00000 OO0  Law 00000 00O
SEARCH O0000O OOO  PERFORMANCE 00000 OO0  Lineuistics 00000 OO0
STREETWISE O0000O OO0  RepAR O0000 OO0  MepICINE 00000 00O
SUBTERFUGE O0O00O OO0  SECURITY Q0000 OO0  MySTERIES 00000 00O

Q0000 OO0  STEALTH Q0000 OO0  StVLE Lore 00000 OO0

OOO000 OO0 SURVIVAL 00000 OO0 00000 OO0

OOO0O00 OO0 OO0O000 OO0

ADVANTAGES

OO0O000 OO0

Backgrounds: Techniques: Other:
00000 PuncH OOO000O OO0 OOOO0O OOO
00000 Kick OO0O0OO0 00O OO0O0OO0 OO0
00000 BLock OOO00O OO0 OOO0OO OOO
00000 GRAB OOO000O OO0 OOO0O0O OOO
00000 ATHLETICS OO0O0OO0 00O OO0O0OO0 OO0
00000 Focus OOO00O OO0 OOO0O0O OO
0000 gn
CHI OmOmOmOmOmOme
0000 gn
WiLLPoWER LSOO mOmOmOmn®
0000 gn
GLURY Y ——— @ © Division: Wins:
JooogQ 0 H . s
= ank: Draws:
Honor OanOnOmOm®m® O () KOs:
I:l I:l I:l I:l I:l I:l I:l Attributes: 7/5/3 Abilities: 9/7/4 Backgrounds: 5
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Techniques: 8 Power Points: 7 Freebies: 15
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MEeRiTs & FLAWS

Merits

Total Experience:
Unspent:
SPENDING EXPERIENCE

Trait: Cost: Increasing Traits
New Ability 3 ahove 5*:

New Power PP Cost x4 Attribute —
Willpower current rating current rating x6
Chi current rating Ability —

Health 3 per dot current rating x4
Attribute current rating x4 | Technique — E A Pa N s
Abilities current rating x2 current rating x5

New Techni 3 “trai : ial-
Tochnigue  cuentrating 3 | san WEIR e Weapon Technique  Speed Damage Move Parry  Special:

TRAINING
Total Training:
Hours Trained:
Unspent:

1 training point is earned for every 15 hours spent training. Training points
can only be used to increase a Technique or Physical Attribute, or purchase a
new manuever. Half of the purchase must be bought with experience points.

EXPERIENCE

ExPANDED BACKGROUND
Sensei Manager Allies

Contacts

DESCRIPTION HIsToRY ITeEms / NoTES

Age:
Hair:
Eyes:
Race:
Nationality:
Sex:
Description:
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ComBsos

MANEUVERS

Manuever Technique  Cost  Speed Damage Move  Notes

Jab Punch Punch -- (+2) () (+0) Basic Manuever

Strong Punch Punch -- (+0) (+1) (+0) Basic Manuever

Fierce Punch Punch -- ) (+3) (1) Basic Manuever

Short Kick Kick -- (+1) (+0) (+0) Basic Manuever

Forward Kick Kick -- (+0) (+2) (1) Basic Manuever

Roundhouse Kick Kick -- (-2) (+4) (1) Basic Manuever

Block Block -- (+4)  NONE none  Abort Manuever. +2 Speed next turn if successful. Add Stamina to determine soak.
Grab Grab -- (+0) (+0) _ONE Ignores Block, use Stamina to determine Soak.

Move Athletics -- (+3)  NONE (+3) Straight-out movement, nothing else.

Disarm Pu./Ki./' Weqp -- (-1) NONE (-2) Attacker makes resisted Strength + Technique (Weap, Pu, or Ki) roll. Successes equal the distance weapon is thrown in hexes. (direction chosen by attacker)
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