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Name Max HPs  Current HPs  Melee  Defence  Damage  Perception Otherskills  Conditions




	STR: 
	DEX: 
	INT: 
	CHA: 
	DEF_LevelUp: 
	DEF_Val: 0
	DEF_Bon: 
	DEF_Total: 0
	Total_Value: Total
	AH_LevelUp: 
	ATH_LevelUp: 
	CAMP_LevelUp: 
	AH_Val: 0
	AH_Bon: 
	AH_Total: 0
	ATH_Val: 0
	ATH_Bon: 
	ATH_Total: 0
	CAMP_Val: 0
	CAMP_Bon: 
	CAMP_Total: 0
	DT_LevelUp: 
	DT_Val: 0
	DT_Bon: 
	DT_Total: 0
	END_LevelUp: 
	END_Val: 0
	END_Bon: 
	END_Total: 0
	FA_LevelUp: 
	FA_Val: 0
	FA_Bon: 
	FA_Total: 0
	FISH_LevelUp: 
	FISH_Val: 0
	FISH_Bon: 
	FISH_Total: 0
	FOR_LevelUp: 
	FOR_Val: 0
	FOR_Bon: 
	FOR_Total: 0
	HUN_LevelUp: 
	HUN_Val: 0
	HUN_Bon: 
	HUN_Total: 0
	LP_LevelUp: 
	LP_Val: 0
	LP_Bon: 
	LP_Total: 0
	MGT_LevelUp: 
	MGT_Val: 0
	MGT_Bon: 
	MGT_Total: 0
	MEL_LevelUp: 
	MEL_Val: 0
	MEL_Bon: 
	MEL_Total: 0
	MT_LevelUp: 
	MT_Val: 0
	MT_Bon: 
	MT_Total: 0
	OR_LevelUp: 
	PER_Val: 0
	PER_Bon: 
	PER_Total: 0
	PER_LevelUp: 
	OR_Val: 0
	OR_Bon: 
	OR_Total: 0
	PERS_LevelUp: 
	PERS_Val: 0
	PERS_Bon: 
	PERS_Total: 0
	STLTH_LevelUp: 
	STLTH_Val: 0
	STLTH_Bon: 
	STLTH_Total: 0
	Mastery: []
	XP: 
	HP_max: 0
	HP_cur: 50
	Defence_Calc: 0
	FAT_max: 0
	FAT_cur: 0
	Rations: 5
	Bandages: 0
	Lockpicks: 0
	Wealth: 
	Bleeding: Off
	Exhausted: Off
	Hungry: Off
	Poisoned: Off
	Backpack_1: 
	Backpack_2: 
	Backpack_3: 
	Backpack_4: 
	Backpack_5: 
	Backpack_6: 
	Backpack_7: 
	Backpack_8: 
	Backpack_9: 
	Backpack_10: 
	Gear_Helmet: 
	Amulet_Bonus: 
	Gear_Armour: 
	Gear_Shield: 
	Gear_Cloak: 
	Gear_Amulet: 
	AV_Helmet: 
	AV_Shield: 
	AV_Armour: 
	AV_Cloak: 
	AV_Amulet: 
	Helmet_Bonus: 
	Armour_Bonus: 
	Shield_Bonus: 
	Cloak_Bonus: 
	Weapon1_Damage: 
	Weapon1_Bonus: 
	Weapon1_Name: 
	Weapon2_Name: 
	Weapon2_Damage: 
	Weapon2_Bonus: 
	Weapon3_Name: 
	Weapon3_Damage: 
	Weapon3_Bonus: 
	Weapon_button: Off
	Comp_Name1: []
	Comp1_Max_HP: 
	Comp1_Cur_HP: 
	Comp1_Mel_Bonus: 
	Comp1_Def_Bonus: 
	Comp1_Dmg_Bonus: 
	Comp1_Per_Bonus: 
	Comp1_Condition: 
	Comp_Name2: []
	Comp2_Max_HP: 
	Comp2_Cur_HP: 
	Comp_2Mel_Bonus: 
	Comp2_Def_Bonus: 
	Comp2_Dmg_Bonus: 
	Comp2_Per_Bonus: 
	Comp2_Condition: 
	Comp_Name3: []
	Comp3_Max_HP: 
	Comp3_Cur_HP: 
	Comp3_Mel_Bonus: 
	Comp3_Def_Bonus: 
	Comp3_Dmg_Bonus: 
	Comp3_Per_Bonus: 
	Comp3_Condition: 
	Comp1_Other__Bonus: 
	Comp2_Other_Bonus: 
	Comp3_Othe_Bonus: 


