
antecedence
(Sagacity d10 level)

attack roll: (Agility or Strength d10 + Battle Skill)

damage: (Dimension + Strength Bonus)

armor weight:______    armor d10 level:______

defense roll: (Agility d10 + Shield Defense Bonus + Battle Skill)

EXP Saved EXP spent

actions
(Agility d10 level)

Special ability damage bonus
(Every 2 d10 Levels)

(1 EXP for 2 Skill Bonus)

(Experience Point Cost for Raising a Main Stat) = (d10 Level Being Raised To)

strength  
bonus d10

(Every two strength 
d10 levels)

White

Allur

wind

vitality

water

Acumen

Agility

earth

strength

fire

Sagacity

black

character Name:____________________________________

Health Box d10 penalty

Vitality X3

None

None

None

-1d10

-2d10 (Mortal)

-3d10

Incapacitated

Dead

weapon damage

Short (small) 2d10

standard 3d10

extra long (L) 4d10

Titanic (xL) 5d10

shield health box
(Shield Durability x5)

armor weight armor d10

light 1d10

medium 2d10

Heavy 3d10

shield weight shield  
durability defense bonus

light 4d10 +1d10

medium 6d10 +2d10

Heavy 12d10 +3d10

skills EXP bonus
(EXP x 2)

ath le tics

A r t i f i c i at e :

B at t l e

e x p lo r i to ry

j u m p/ 
b a l a n c e

k n ow l e d g e :

m e d i tat i o n

p i lot

r h e to r i c

s ec u r i t y

s u bt e r f u g e

Main Stat

Shield Weight

Main Stat
Special  
ability  
d10 level

Weapons

armor

(Current Health/Max Health)



Dimension Damage exp

Short (S) 2d10 1

Standard (M) 3d10 2

Extra Long (L) 4d10 3

Titanic (XL) 5d10 4

Style exp

Single Hand 1

Dual Wield 4

Two Handed 2

Throwing (R) 1

Tethered 1

Vehicle M. 2

CLASS exp

Axe 2

Blunt 2

Bow (R) 2

Crossbow (R) 2

Exotic 2

Explosive 3

Flail 2

Gun (R) 3

Knife 2

Scythe 2

Spear 2

Spray (R) 1

Sword 2

Weapons Ammo

Weapon Proficiency Penalties

Main Satistic Used

shield weight

Type Arrows Bullets

Basic +1d10 +3d10

Armor  
Piercing

+1d10 +3d10

Flesh Piercing +2d10 +4d10

note: 

•	C rossbows receive +1d10 Damage

•	E xplosives receive +5d10 Damage

•	�T wo Handed Proficiency doubles the player’s 

strength d10 Damage Bonus

•	� Players must purchase the Single Handed  

Proficiency before they may purchase the  

Dual Wield Proficiency

•	�E very 2d10 of Agility gives the player one 

free Attack Action per combat turn with his 

offhand weapon.

Weapon  
Proficiency

Penalties to 
Attack d10

Dimension -2d10

Style -2d10

Classification -2d10

Dimension Main stat used

Short Agility

Standard Agility or Strength

Extra long Strength

Titanic Strength

Unarmed Agility or Strength

Strength required

Dimension Strength 
requirements

Short 1d10

Standard 2d10

Extra Long 2d10

Titanic 4d10

Penalties

The strength requirement of the weapon,  

minus the player’s current strength.

Example:
(4d10 Titanic) - (1d10 PC Str) = -3d10 Penalty

armor
armor weight

Weight Armor 
d10 lvl Exp. Prof.  

Penalty

Light 1d10 0 None

Medium 2d10 2 -1d10

Heavy 3d10 4 -2d10

Shield Weight
Shield  

Durability
Defense  

bonus
Proficiency 

penalty

Light 4d10 +1d10 None

Medium 6d10 +2d10 -1d10

Heavy 8d10 +3d10 -2d10

vehicles

equipment

vehicle proficiency

vehicle health

Dimension exp

Small (1H) 0

Medium (2H) 0

Large (3H) 1

Titanic (4H) 2

Terrain exp

Land 1

Sea 2

Air/Space 2

Locomotion exp

Wheeled 1

Hover 2

Jet 2

Propeller 1

Wind 1

Beast 1

Mechanized 2

Proficiency Penalty d10

Dimension -1d10

Terrain -1d10

Locomotion -1d10

Vehicle 
Health

Vehicle  
Penalty

Size Health + Fort d10

None

None

-1d10

-2d10 (Mortal)

-3d10

Busted

blitz:______________               fort:______________

monies:



damage

Step 1: Roll Antecedence

	 Players: Sagacity d10 Level

	M onsters: Number of PCs in Combat

Step 2: Actions

	 Players: Agility d10 Level

	M onsters:  (# of Monsters + # of PCs)

Step 3: End Turn

actions

move: varies

The player moves a certain distance

attack: 1 action

	 (Str or Agl + Battle Skill)

Player attacks target

Defend: 0 or 1 action with Shield

	 (Agl + Shield + Battle Skill)

Player avoids, blocks, or neutralizes an attack on him. 

Player must spend 1 Action to use a shield and gain 

the shields Defense Bonus.

Focus: Varies

+1d10 Bonus to Atk, Dmg, and Def rolls.  

Max Bonus equal to main stat being rolled.

Parry/Deflect/disarm: 1 or 2 actions

PC makes Atk roll instead of Def roll to neutralize an Atk.

To Disarm, Player & Target perform Atk rolls, the player 

ignores largest die. If player wins, target drops weapon. 

If player rolls 15 pts higher he takes the weapon.

wait: 1 action

Player anticipates and prepares an action in response to a future 

event i.e. hitting the next person to come around the corner. PC 

gains a +1d10 bonus for that action.

If  future event does not occur, the PC doesn’t 

perform his action and loses it.

counter: 1 or 2 actions

A responsive action to an occurrence in combat. Players 

may spend 2 actions to try and perform his action first. 

Player rolls against target to see if his action is successfully 

performed first, or it occurs simultaneously. 

(Sagacity of PC vs. target Monster Blitz or rival PC’s Agility).

target effect (determined by GM)

Player causes some special effect to come about with an 

ark. GM determines difficulty and player rolls.

Alternative rules: (Monster Blitz + Fort) X 4 = Difficulty for 

target effect.

tactical teamwork bonus

Players gain either a +1d10, +2d10, or +3d10 bonus depend-

ing on special combat circumstances in their favor. Also 

applies to monsters.

Miscellanious Statistics 
and score boxes

Pet/Vehicle/Miscellanious 
Score Boxes

blitz:__________    fort:_________

Pet exp Spent:__________   

Saved: _________

Pet exp Spent:__________   

Saved: _________

blitz:__________    fort:_________

pet actions
(Add Blitz and 

Fort then  
divide by 2)

pet actions
(Add Blitz and 

Fort then  
divide by 2)

Blitz damage 
bonus

(Every two levels, 
does not apply to 
special abilities)

Blitz damage 
bonus

(Every two levels, 
does not apply to 
special abilities)


