	Name 
	 La’Mat Androse
	30
	30
	

	
	
	
	
	
	
	
	

	Abilities
	
	
	

	
	Score
	Modifier
	HP
	Alt HP
	Dam.

	Strength
	14
	14
	+2
	+2
	Classes

	Muscle
	16
	16
	+3
	+3
	Psychic Warrior – Alchemist

	Stamina
	12
	12
	+1
	+1
	

	Dexterity
	15
	15
	+2
	+2
	Levels

	Aim
	16
	16
	+3
	+3
	2 – 1

	Balance
	14
	14
	+2
	+2
	

	Constitution
	12
	12
	+1
	+1
	Experience Points

	Health
	12
	12
	+1
	+1
	Total:

	Fitness
	12
	12
	+1
	+1
	To next Level:

	Mobility
	13
	13
	+1
	+1
	Level Adjustments

	Speed
	14
	14`
	+2
	+2
	Racial:

	Movement
	12
	12
	+1
	+1
	Special:

	Intelligence
	13
	13
	+1
	+1
	TAINT

	Knowledge
	12
	12
	+1
	+1
	Corruption: 
	Depravity:

	Reasoning
	14
	14
	+2
	+2
	0
	0

	Wisdom
	14
	14
	+2
	+2
	Sanity:
	53

	Intuition
	12
	12
	+1
	+1
	
	

	Willpower
	16
	16
	+3
	+3
	Insanity:
	0
	±0

	Charisma
	12
	12
	+1
	+1
	
	
	

	Influence
	14
	14
	+2
	+2
	Affinities

	Phys. Beauty
	10
	10
	+0
	+0
	

	Fëa
	12
	12
	+1
	+1
	Psychic
	Mystic

	Soul
	12
	12
	+1
	+1
	95%
	50%

	Luck
	12
	12
	+1
	+1
	
	


	Base Attack Scores

	Base
	Muscle
	Size
	Misc / Epic
	Base Bonus
	Base Melee Attack Progression

	+1
	+3
	+0
	+0
	+0
	+4

	Base
	Aim
	Size
	Misc / Epic
	Base Bonus
	Base Ranged Attack Progression

	+1
	+3
	+0
	+0
	+0
	+4


	Weapons, Armor, Shields & Other Protection

	Armor Name
	AC Bonus
	Max Dex to AC
	Check Penalty
	Spell Failure

	Studded Leather
	+3
	+5
	-1
	00%

	Other Properties (Masterwork / Magical / Psionic)
	Top Speed

	None
	30 ft.

	Absorb Rate
	 2S; 1P; 0B 15HP; Hit Range: 13+
	

	Shield Name
	AC Bonus
	Check Penalty
	Spell Failure

	None
	+0
	-0
	00%

	Other Properties (Masterwork / Magical / Psionic)
	Top Speed

	
	30 ft.

	Absorb Rate
	0S; 0P; 0B 0HP; Hit Range: 10+
	

	Deflection
	Magic / Psionic
	Insight / Luck
	Other
	Profane/Sacred
	Natural

	+0
	+0
	+0
	+0
	+0
	+0


	Weapon Name
	Melee Attack Progression
	Damage

	Rapier
	+4
	1d6+3

	Attack B
	Damage B
	Special B
	Ranged Attack Progression
	Crit Range / Multiplier

	+0
	+0
	+0
	+0
	20/x2

	Other Properties (Masterwork / Magical / Psionic)
	Type
	Range

	
	Peircing
	5 ft.


	Weapon Name
	Melee Attack Progression
	Damage

	Light Steel Crossbow
	+0 (1d3 Bludgeoning)
	1d8

	Attack B
	Damage B
	Special B
	Attack B
	Damage B

	+0
	+0
	+0
	+4
	+0

	Other Properties (Masterwork / Magical / Psionic)
	Type
	Range

	
	Piercing
	5 ft.


	Psionics

	PPE Cost
	Display
	Power Name

	1
	
	Biofeedback: GainDR 2/- for 1minute/level

	1
	
	Catfall

	
	
	

	Total PPE
	PPE Used
	
	Surge Bonus

	2
	
	
	

	Player 
	 Cris


	
	Total
	Base
	Abil
	Misc
	Epic
	Magic

	Armor Cl 
	15
	10
	+2
	+3
	+0
	+0

	Fortitude 
	+4
	+3
	+1
	
	
	

	Reflex 
	+2
	+0
	+2
	
	
	

	Will 
	+5
	+2
	+3
	
	
	

	Soul
	+4
	+3
	+1
	
	
	

	Initiative 
	+1
	
	+1
	
	
	


	Movement & Encumbrance

	Weight
	Move
	Category
	Max Dex
	Check P

	76
	42
	Light
	–
	–

	153
	42
	Medium
	+3
	-3

	230
	28
	Heavy
	+1
	-6

	460
	7
	Lift
	+0
	*

	1,150
	14
	Push
	*
	*


	Special Qualities / Abilities

	Human: +1 Skill Point/Level

	Alchemist: d6; 6SP/Lvl+Reas (Thus 6+2+1=9SP/lvl)

	

	
	


	Skills

	Skill Name
	Total
	Rank
	Abil
	Mod

	Applied Sci (Chemestry)
	+3
	2
	Know
	+1

	Alchemy
	+5
	3
	Reas
	+2

	Appraise
	+1
	0
	Re/Inu
	+1

	Assense
	+1
	0
	Intuitiion
	+1

	Autohypnosis
	+7
	4
	Will
	+3

	Balance
	+2
	0
	Balance
	+2

	Bluff
	+2
	0
	Influence
	+2

	Bureaucracy (cc)
	+2
	2
	Inf+Soc
	+2+0

	Climb
	+3
	1
	Mus/Bal
	+2

	Concentration
	+5
	2
	Will
	+3

	Craft (Sculpt)
	+2
	0
	Varies
	+2

	Craft (Weapon)
	+3
	1
	Reas
	+2

	Decipher Script
	+1
	0
	Inu/Rea
	+1

	Diplomacy
	+3
	1
	Inf+Soc
	+2+0

	Disable Device
	+1
	0
	Inu/Dex
	+1

	Disguise
	+2
	0
	Inf/Rea
	+2

	Engineering
	+2
	0
	Reason
	+2

	Escape Artist
	+2
	0
	Dexterity
	+2

	First Aid
	+1
	0
	Inu/Kno
	+1

	Forgery
	+1
	0
	Inf/Int
	+1

	Gather Information
	+2
	0
	Infl
	+2

	Handle Animal
	+2
	0
	Infl
	+2

	Hide
	+2
	0
	Balance
	+2

	Intimidate
	+1
	1
	Varies
	+0

	Jump
	+5
	2
	Muscle
	+3

	Know. (Alchemy)
	+3
	2
	Know
	+1

	Knowledge (Metallurgy)
	+2
	1
	Know
	+1

	Knowledge (Origin)
	+2
	1
	Know
	+1

	Knowledge (Psionics)
	+2
	1
	Know
	+1

	Listen
	+1
	0
	Intuition
	+1

	Move Silently
	+2
	0
	Balance
	+2

	Nautical
	+1
	0
	Intu/Reas
	+1

	Open Lock
	+2
	0
	Dx/Rea
	+2

	Perform (               )
	+0
	0
	Varies
	+0

	Profession (Imp. Guard)
	>+2
	2
	Vaires
	+0

	Psicraft
	+2
	0
	Reason
	+2

	Read Lips
	+1
	0
	Intuition
	+1

	Ride
	+5
	3
	Balance
	+2

	Scry
	+2
	0
	Reason
	+2

	Search
	+4
	2
	Reason
	+2

	Sense Motive
	+1
	0
	Intuition
	+1

	Slight of Hand
	+2
	0
	Dexterity
	+2

	Spellcraft
	+2
	0
	Re or Inf
	+2

	Spot
	+1
	0
	Intuition
	+1

	Survival
	+1
	0
	Intu/Kno
	+1

	Swim
	+3
	2
	Stam/Fit
	+1

	Tumble
	+2
	0
	Balance
	+2

	Use Magical Device
	+2
	0
	Influence
	+2

	Use Psionic Device
	+2
	0
	Influence
	+2

	Use Rope
	+1
	0
	Dex/Kno
	+1

	Use Scientific Apparatus
	+2
	0
	Reason
	+2


	Normal (Mundane / Masterwork) Equipment

	Item Name
	#
	Lbs
	Tot
	Item Name
	#
	Lbs
	Tot

	Red plume bronze helm
	
	
	
	Leather gloves
	
	
	

	Rapier
	
	
	
	Lantern
	
	
	

	Light Crossbow
	
	
	
	Silver Pocketwatch
	
	
	

	Crossbow Bolts
	50
	
	
	Explosive X-Bow
	
	
	

	Flail
	
	
	
	   Bolts for above
	
	
	

	Black Silk Clothing
	
	
	
	Range 100ft. Cr 19-20/x2; Botch 1-2
	
	
	

	Black Work Clothing
	2
	
	
	M.W. Forge Tools
	
	S
	

	Armor Maintenance Kit
	
	
	
	M.W Set of Files
	
	S
	

	Book of Origin, Simple
	
	
	
	Imperial Orders Docs
	
	
	

	Food (per day)
	30
	
	
	Adamantine Mace (Fist)
	
	
	

	Heavy Duty Bk/Wh backpack
	
	
	
	Old Leather hat (SM)
	
	S
	

	50 ft. silk rope
	
	
	
	Directions from Saeros maze (A) v1
	
	S
	

	Belt
	2
	
	
	Sketch of pillar w/glyph
	
	S
	

	Belt pouch
	3
	
	
	Bag of blowgun darts
	
	S
	

	Imperial Signet Ring
	
	
	
	Blowgun
	10
	S
	

	Jingle bells
	6
	
	
	Birds Skull Stave (Pigmy)
	
	S
	

	Candles
	12
	
	
	Ships Forge
	
	S
	

	Chalk pieces
	10
	
	
	Coal Bin 10x3x3 ft on casters
	
	S
	

	Crowbar
	
	
	
	Steel bars in Lbs
	3.5
	S
	

	Oil (one pint flask)
	10
	
	
	Nickel bars in Lbs
	5.5
	S
	

	Signal whistle
	
	
	
	
	
	
	

	Torch
	10
	
	
	
	
	
	

	Water Skin (one pint each)
	5
	
	
	
	
	
	

	Whetstone
	5
	
	
	
	
	
	

	Matches (boxes of 20)
	2
	
	
	
	
	
	

	Vial of acid for matches
	
	
	
	
	
	
	

	Money belt
	
	
	
	
	
	
	

	Hammer for pitons
	
	
	
	
	
	
	

	Pitons
	12
	
	
	
	
	
	

	Riding Boots
	
	
	
	
	
	
	

	Leather Shoes
	
	
	
	
	
	
	

	Total Weight 
	
	
	0
	Total Weight 
	
	
	0


	Special (Magical / Psionic / Artifact) Equipment

	Item Name
	Special Powers
	#
	Lbs
	Total

	Green metallic coal
	
	
	S
	

	Small metallic disc.
	Found in Saeros Maze A
	
	
	

	Jar of Fluid from island
	Translucent Amber Fluid
	
	S
	

	Bag of grey powder
	From Pigmy Island
	
	
	

	The Fundamentals of Alchemy
	Hardbound book from Saeros
	1
	5
	

	Total Weight 
	


	Personal Information & Other Statistics

	Race
	Gender
	Age
	Height
	Weight
	Marital Status

	Human
	M
	24
	5ft 0in
	134#
	Single

	Eye Color
	Hair Color
	Social Status
	Soc. Stat Mod
	Soc. Rank
	Birth Rank

	
	
	Centurion
	+0
	10
	1 of 1

	Mother (Profession)
	Father (Profession)
	Place of Origin

	
	
	

	Notes 
	
	Notes

	Pathos 
	
	
	
	
	
	
	
	
	
	
	
	X
	X
	
	
	
	
	
	
	
	
	
	
	
	Neutral

	Ethos 
	
	
	
	
	
	
	
	
	
	
	
	X
	X
	
	
	
	
	
	
	
	
	
	
	
	Neutral


	Cohort / Animal Companion / Controlled Undead


	Name
	Type (Subtype)
	HD
	Hp
	AC / t / Ff

	
	
	
	
	

	Attack / Full Attack
	Movement (Burrow/Fly/Swim)

	
	

	Attacks (& Damage)

	

	Special Attacks / Qualities

	


	Money

	
	Marks
	Drachma
	Koji
	Aros

	Stored 
	7000
	0
	0
	0

	Local 
	320
	0
	318
	0

	
	0
	0
	0
	0


	Other Valuables

	Item
	#
	Value (ea)
	Subtotal

	Unusual Copper Chain Necklace
	
	
	

	Signet Ring
	1
	200Mk
	

	Spiked Leather Bracelet
	
	
	

	Coil of grey Rope
	
	
	

	
	
	
	

	*Large Mark Coins
	0
	5Mk ea
	0Mk

	Aros & Adam Disc
	20
	100~150 Mk
	 ~

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	Valuables Total 
	0 Mk

	Grand Total 
	0 Mk


	Languages

	Language Name
	Tot+
	Ranks
	Int+

	Imperial
	+11
	10
	+1

	Legal
	+7
	6
	+1

	Mystic
	
	0
	

	Alterran (Ori)
	
	0
	

	Tarana (Orient)
	
	0
	

	Glyph
	
	0
	


	Feats & Class Features

	Starting 
	Rapid Metabolism

	Racial 
	Open Minded

	Weapon Group: Basic

	Weapon Group: Chains & Flails

	Weapon Group: Crossbows

	Armor Group: Light

	L3: Weapon Group: Rarified [Training]

	L3: Improved Alchemical Degree [LVL]

	

	

	

	

	

	

	

	

	

	

	

	

	

	

	

	

	

	Learning
	


	Chg
	Item/Staff Name, Caster Level: 0
	DC
	Remaining Ch

	1

1

1

1
	Ability 1

Ability 2

Ability 3

Ability 4
	00

00

00

00
	50

	Chg
	Item/Staff Name, Caster Level: 0
	DC
	Remaining Ch

	1

1

1
	Ability 1

Ability 2

Ability 3

Ability 4
	00

00

Ray
	50

	Chg
	Item/Staff Name, Caster Level: 0
	DC
	Remaining Ch

	1

1

1
	Ability 1

Ability 2

Ability 3

Ability 4
	00

00

Ray
	50

	Chg
	Item/Staff Name, Caster Level: 0
	DC
	Remaining Ch

	1

1

1
	Ability 1

Ability 2

Ability 3

Ability 4
	00

00

Ray
	50

	Chg
	Item/Staff Name, Caster Level: 0
	DC
	Remaining Ch

	1

1

1
	Ability 1

Ability 2

Ability 3

Ability 4
	00

00

Ray
	50

	Chg
	Item/Staff Name, Caster Level: 0
	DC
	Remaining Ch

	1

1

1
	Ability 1

Ability 2

Ability 3

Ability 4
	00

00

Ray
	50

	1
	Wand of Spell Name
	DC

00
	50

	1
	Wand of Spell Name
	DC

00
	50

	1
	Wand of Spell Name
	DC

00
	50


	Game Notes

	AGE = Alchemic Gate Energy

Each transmutation requires the expenditure of AGE points. A 1st degree transmutation requires one AGE point, whereas each successive degree doubles this cost (e.g. 2nd Degree = 2, Third Degree = 4).

Fundamentals of Alchemy

This book is bound in Adamantine trimmed grey leather, the cover of which is emblazoned with a hexagram (the symbol of alchemy, depicting the elements fire and water intertwined). The pages are a stiff, treated paper, which is resistant to fire and acid. It covers many of the fundamentals of the Alchemical sciences, both in regards to transmutation circles and alchemic reactions, such as those required to craft alchemical items. 

In it there are also sporadic mentions of human transmutation, including examples of circles, which may work along these lines. 

	AG

Energy
	Total
	Expended

	
	8
	0

	Circles Developed

	1
	Lamination (Metal to Wood)

	1
	Lamination (Two Metals)

	1
	Lamination (Steel to Nickel)

	1
	Purification (Fluids)

	1
	Separation (Fluids)

	1
	Detailed Shaping of Soft Earth

	1
	Faceting Stones (Hardness <3)

	1
	Change substance by 1 degr.

	1
	Altering the color of porous materials

	1
	Shape Metal or Stone

	2
	Faceting Stones (Hardness <6)

	2
	Altering Gas Density

	2
	Change substance by 2 degr.

	2
	Detailed Shaping of Metal/Stone

	2
	Altering the color of non-porous materials

	Spells Understood

	1
	1st Degree
	1AGP

	2
	2nd Degree
	2AGP

	0
	
	0AGP


	Additional Weapons, Tools and Items

	Weapon Name
	Melee Attack Progression
	Damage

	Adamatine Fist
	+0
	1d10+3 (+4 2H)

	Attack B
	Damage B
	Special B
	Ranged Attack Progression
	Crit Range / Multiplier

	+0
	+0
	+0
	-4
	19-20/x2

	Other Properties (Masterwork / Magical / Psionic)
	Type
	Range

	Has spiral drove in handle, and Saerosian Emblem on pommel.
	Bludgeon
	5 ft.


	Weapon Name
	Melee Attack Progression
	Damage

	Explosive Crossbow
	+4
	1d8+2d4 Fire

	Attack B
	Damage B
	Special B
	Ranged Attack Progression
	Crit Range / Multiplier

	+0
	+0
	+0
	+0 (1d3+3 Bludgeoning)
	19-20./x2; Botch 1-2

	Other Properties (Masterwork / Magical / Psionic)
	Type
	Range

	Bolts burst into flame on impact. Fire damage repeats until extinguished. 
	P; E(Fire)
	100ft..


	Weapon Name
	Melee Attack Progression
	Damage

	Pigmy Blowgun
	None
	1d1

	Attack B
	Damage B
	Special B
	Ranged Attack Progression
	Crit Range / Multiplier

	+0
	+0
	+0
	+0
	20/x2

	Other Properties (Masterwork / Magical / Psionic)
	Type
	Range

	Darts always do 1HP damage, but may be tipped with poison.
	P
	50 ft. 


	Weapon Name
	Melee Attack Progression
	Damage

	Forge Hammer
	+1
	1d6+3

	Attack B
	Damage B
	Special B
	Ranged Attack Progression
	Crit Range / Multiplier

	+1
	+0
	+0
	-3
	19-20/x2

	Other Properties (Masterwork / Magical / Psionic)
	Type
	Range

	Masterwork
	
	.


	Weapon Name
	Melee Attack Progression
	Damage

	Bird Skull Staff
	+5 (or +1/-3)
	1d6+3 (or 1d6+3/1d6+3)

	Attack B
	Damage B
	Special B
	Ranged Attack Progression
	Crit Range / Multiplier

	+1
	+0
	+0
	+1
	19-20/x2

	Other Properties (Masterwork / Magical / Psionic)
	Type
	Range

	Masterwork, heavy wood, inscribed with nature-glyphs.
	B
	5ft.


	Weapon Name
	Melee Attack Progression
	Damage

	Thrown Splash Weapon/Grenade
	 +4 Touch; No save.
	Varies

	Attack B
	Damage B
	Special B
	Ranged Attack Progression
	Crit Range / Multiplier

	+0
	+0
	+0
	+4
	20/

	Other Properties (Masterwork / Magical / Psionic)
	Type
	Range

	If used as touch, you must save vs. splash damage with a -4 penalty.
	E/P
	10 ft.


	Weapon Name
	Melee Attack Progression
	Damage

	
	
	

	Attack B
	Damage B
	Special B
	Ranged Attack Progression
	Crit Range / Multiplier

	+0
	+0
	+0
	+0
	+0

	Other Properties (Masterwork / Magical / Psionic)
	Type
	Range

	
	
	.


	Weapon Name
	Melee Attack Progression
	Damage

	
	
	

	Attack B
	Damage B
	Special B
	Ranged Attack Progression
	Crit Range / Multiplier

	+0
	+0
	+0
	+0
	20/

	Other Properties (Masterwork / Magical / Psionic)
	Type
	Range

	
	
	.


	Weapon Name
	Melee Attack Progression
	Damage

	
	
	

	Attack B
	Damage B
	Special B
	Ranged Attack Progression
	Crit Range / Multiplier

	+0
	+0
	+0
	+0
	20/

	Other Properties (Masterwork / Magical / Psionic)
	Type
	Range

	
	
	.


	Weapon Name
	Melee Attack Progression
	Damage

	
	
	

	Attack B
	Damage B
	Special B
	Ranged Attack Progression
	Crit Range / Multiplier

	+0
	+0
	+0
	+0
	20/

	Other Properties (Masterwork / Magical / Psionic)
	Type
	Range

	
	
	.


	Game Notes

	 

	AG

Energy
	Total
	Expended

	
	8
	0

	Additional Circles Developed

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	Circle Degrees Understood

	1
	1st Degree
	1AGP

	2
	2nd Degree
	2AGP

	0
	
	0AGP

	0
	
	0AGP


