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PLAYER'S ADVANTAGE SHEET

Experience

Playing in character: 100-% 00 poins

Clever use of skills/abilities (per usage): 20-100
poinTs

Gamesmanship: 100-200 poinrs

Organization in game: 100-% 00 points
Organization our of game: 20-200 points

Heroic Action (per Action): 100-1000 points
Clever/quick thinking plan: 100-%00 points
Clever insighr, Reasoning, or judgment: 20-200
poinTs

Defeating A miNoR enemy, obstacle, Rap, or problem:
10-70 points

Defeating A moderate enemy, obstacle, Rap, or
problem: 7 0-200 points

Defearting A major enemy, obstacle, TRap, or problem:
200-700 points

Defearing an epiclevel enemy, obstacle, rap, or
problem: 700-10,000 points

Miscellaneous cool actions: 10-2 70 poinrs
Remembering somerhing when prompied: 2 70 points
Remembering something thar the Game Master forgor
(~names of people & places): 200 points

Experience Tracking

Bamle

Is this the best course of action?

Do | have other oprions?

Is this the best 100l for The job?

Do | have any skills, mairs, or equipment thar may help?
Whar am | overlooking?

Descriprive combar

Any descriprion: + 1

Graphic descriprion: +2

Using THe previous Actions oR AcTtions of othiers:
additional + 1

INCORpORATING THE ENVIRONMENT/SCENE: Additional + 1

Combos

WeApons & ARMOUR NOTES
Irem:

Encumbrance:
INiTiaTiVE:

Reload:

Anack:

Damage:
AmMUNiTION:
Parry/block:
ARMOUR class:
Damage reducrion
Specific ResisTaNCES:

Features/NoTes:
Damage tracking
Life points Hir points

Recently acquired items




