
     

P h y s i c a l
A b i l i t i e s

A G I

C O N

D E X 

S T R 

I N T 

P E R 

P O W 

W P

	 B ase   	 A ct  u a l 	 B on  u s

Name: 
Class: 
Level:  
Gender:  
Race:  

 
Hair / Eyes:  	 /  
Devl. Points:  
Height / Weight:  	 / 
Appearance:       Size:

 
 
Age:

P l a y er

Actual: Next level:

L i f e  P oints   

S econdar       y  A bi  l ities   

I nitiati       v e

B ase 

A r m or

A gi  l it  y

D exterit       y

W eapon   

C l ass 

S pecia     l

F ina   l

Multiple Nº

Base  
Class  
Multiples
F ina   l  L . P. :

F atig    u e

Base
Special 

A ct  u a l

B ase 

20
S p 1

20
S p 2

20
S p 3

20
S p 4

20

20

N/A

Base
Dexterity
Class

 F ina   l

A ttac    k

M o v e m ent 

Base
Penalty
Bonus
Final
M / T u rn

F ina   l

	 A r m or   T y pe  	 Cut	 Imp	 Thr	 Heat	 Ele	 Cold	 Ene	 L ocation     

Base:
STR:
Sp.:
 F ina   l

W ear    A r m or

Base
Dexterity
Class

 F ina   l

B l oc  k Base
Agility
Special
Class

 F ina   l

D odge   C o m bat 

A r m or
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E x p e r i e n c e

W eapon   
A ttac   k D e f ense    B ase    D a m age   S tr  .  B on  u s F ina   l  D a m age   S pecia     l

S p

S peed    P ri  m ar  y  A ttac   k  T y pe  S econdar       y  A ttac   k  T y pe F ortit     u de  B rea   k age   P resence     

W eapon   
A ttac   k D e f ense    B ase    D a m age   S tr  .  B on  u s F ina   l  D a m age   S pecia     l

S p

S peed    P ri  m ar  y  A ttac   k  T y pe  S econdar       y  A ttac   k  T y pe F ortit     u de  B rea   k age   P resence     

W eapon   
A ttac   k D e f ense    B ase    D a m age   S tr  .  B on  u s F ina   l  D a m age   S pecia     l

S p

S peed    P ri  m ar  y  A ttac   k  T y pe  S econdar       y  A ttac   k  T y pe F ortit     u de  B rea   k age   P resence     

W eapon   
A ttac   k D e f ense    B ase    D a m age   S tr  .  B on  u s F ina   l  D a m age   S pecia     l

S p

S peed    P ri  m ar  y  A ttac   k  T y pe  S econdar       y  A ttac   k  T y pe F ortit     u de  B rea   k age   P resence     

BASE	 BONUS	 SPE	 CLASS	 FINAL    

BASE	 BONUS	 SPE	 CLASS	 FINAL        

BASE	 BONUS	 SPE	 CLASS	 FINAL       

BASE	 BONUS	 SPE	 CLASS	 FINAL     

BASE	 BONUS	 SPE	 CLASS	 FINAL  

BASE	 BONUS	 SPE	 CLASS	 FINAL    

BASE	 BONUS	 SPE	 CLASS	 FINAL    

	CAR.	 BASE	 SPE	 CLASS	 FINAL    

[   ] Acrobatics	 AGI	 _____+_____+_____+_____=
[   ] Athleticism	 AGI	 _____+_____+_____+_____=
[   ] Climb	 AGI	 _____+_____+_____+_____=
[   ] Jump	 STR	_____+_____+_____+_____=
[   ] Ride	 AGI	 _____+_____+_____+_____=
[   ] Swim	 AGI	 _____+_____+_____+_____=

[   ] Composure	WP	 _____+_____+_____+_____=
[   ] Feats of Str.	STR	_____+_____+_____+_____=
[   ] Withst. Pain	WP	 _____+_____+_____+_____=

[   ] Notice	 PER	_____+_____+_____+_____=
[   ] Search	 PER	_____+_____+_____+_____=
[   ] Track	 PER	_____+_____+_____+_____=

[   ] Animals	 INT	 _____+_____+_____+_____=
[   ] Appraisal	 INT	 _____+_____+_____+_____=
[   ] Herbal Lore	 INT	 _____+_____+_____+_____=
[   ] History	 INT	 _____+_____+_____+_____=
[   ] M. Appraisal	POW	_____+_____+_____+_____=
[   ] Medicine	 INT	 _____+_____+_____+_____=
[   ] Memorize	 INT	 _____+_____+_____+_____= 
[   ] Navigation	 INT	 _____+_____+_____+_____=
[   ] Occult	 INT	 _____+_____+_____+_____=
[   ] Sciences	 INT	 _____+_____+_____+_____=

[   ] Intimidate	 WP	 _____+_____+_____+_____=
[   ] Leadership	POW	_____+_____+_____+_____=
[   ] Persuasion	 INT	 _____+_____+_____+_____=
[   ] Style	 POW	_____+_____+_____+_____=

[   ] Disguise	 DEX	_____+_____+_____+_____=
[   ] Hide	 PER	_____+_____+_____+_____=
[   ] Lock Picking	DEX	_____+_____+_____+_____=
[   ] Poisons	 INT	 _____+_____+_____+_____=
[   ] Theft	 DEX	_____+_____+_____+_____=
[   ] Trap Lore	 PER	_____+_____+_____+_____=
[   ] Stealth	 AGI	 _____+_____+_____+_____=

[   ] Art	 POW	_____+_____+_____+_____=
[   ] Dance	 AGI	 _____+_____+_____+_____=
[   ] Forging	 DEX	_____+_____+_____+_____=
[   ] Music	 POW	_____+_____+_____+_____=
[   ] Sl. of Hand	DEX	_____+_____+_____+_____=

[   ] ___________	 _____+_____+_____+_____=
[   ] ___________	 _____+_____+_____+_____=
[   ] ___________	 _____+_____+_____+_____=

A t h l etics   

V igor  

P erception       

I nte   l l ect   u a l

S ocia    l

S u bter    f u ge

C reati     v e

S pecia     l

A r m or  	For.	 Pres.	 Sp.	 Req.	

act   u a l 



M agic     L e v e l 	U  sed 

Base Zeon:
Class:
Special:
F ina   l :

Base MA.:
Multiples:
Special:
F ina   l  M A . :

R esistances        

B ase    P resence     

P h y sica    l

D isease    

P oison   

M agic  

P s y c h ic

B ase   C h a

C on

C on

C on

P ow

W p

B on  S pe  . F ina   l

	 O f f en  . 	 D e f f en  .

Z eon 

M agic     P ro  j ection    

A ct  u a l  Z eon 

Base:
Dex. Bonus:
Special:
Final:

I m ba  l ance  
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I nnate      M agic  

Base:
Special:
F ina   l :

S pecia     l ization     

S UMM   O N I N G

[   ] Summon
[   ] Control
[   ] Bind
[   ] Banish

CHA    BASE	 BONUS	 SPE	 FINAL    

POW	 _____+_____+_____ =
WP	 _____+_____+_____ =
POW	 _____+_____+_____ =
POW	 _____+_____+_____ =

M axi   m u m  Z eon 
V a l u e

x 1 0

I nte   l l igence    

x 2 0 x 3 0 x 4 0 x 5 0

	 I n v ocations        	 C ost   	 D i f f 	 E f f ects    	 O t h er L e v e l 	F  ree    A ccess      S pe  l l s 	 C ost   	 E f f ect 

C ost  S pecia     l  A bi  l ities      /  M od  u l es

	 S e l ected      S pe  l l s 		  P at  h
L e v e l

C ost 

M agic     A cc  u m u l ation   

A cti   v e  S pe  l l s  /  B o u nd   C reat    u res 

F ina   lB asic     R egeneration         

D ai  l y 
Z eon 

C reation     

P oints   

A d v antages     

D isad    v antages     

E ssence    

W ater    E art   h

C reation     

D ar  k ness    L ig  h t

D estr    u ction   

A ir

I l l u sion  

F ire 

N ecro    m anc   y

P at  h  L e v e l



A R C A N A  S E P H I R A H

© 2012 Anima Project Studios and Edge Entertainment.
Permission granted to reproduce for personal use only.

Empowered 
Shields

5

Remove 
Protection

5

Expanded
Area

10

Defensive 
Expertise

10

Mystic
Accuracy

5

Increased 
Destruction

10

Offensive 
Expertise

10

Remove 
Protection

5

Spell Specialist 
Level 50

5

Increased
Range

5
Expanded

Area

10

Increased
Destruction

10

Defensive 
Expertise

10

Offensive 
Expertise

10

Mystic
Accuracy

10

Offensive 
Expertise

10

Double
Damage

20

High
Magic

20

Unlimited
Zeon

20

Superior Innate 
Spell

20

Bind
Spells

25

Pierce
Resistances

5

Spell Specialist 
Level 30

5

Spell Specialist 
Level 60

5

Spell Specialist 
Level 70

5

Pierce
Resistances

5

Defined Magic 
Projection

5

Exploitation of 
Natural Energy

5

Spell Specialist 
Level 80

5

Maximize
Spells

10

Increased
Range

5

Mystic 
Concentration

5

Spell Specialist 
Level 30

5

Spell Specialist 
Level 60

5

Double
Spell

20

Natural 
Maintenance

20

Avatar

20

Elevation

5

Defined Magic 
Projection

5

Defined Magic 
Projection

5
Defined Magic 

Projection

5

Defined Magic 
Projection

5

Defined Magic 
Projection

5

Defined Magic 
Projection

5

Exploitation
of Natural Energy

5

Persistent
Effects

5

Combined
Magic

5

Advanced Zeon 
Regeneration

5

Advanced Zeon 
Regeneration

5

Advanced Zeon 
Regeneration

5
Force
Speed

5

Hidden
Magic

5

Endure Supernatural 
Damage

10

Force
Speed

5

Spiritual
Loop

25

Double Innate 
Spells

20

Spiritual
Loop

15

Life
Magic

5

Energy
Control

10

Life
Magic

5

Secure
Defense

5

Transfer
Magic

10

Control
Space

10

Force
Speed

5

Feel
Magic

5

Defensive 
Expertise

10

Empowered 
Shields

5

Remove 
Protection

5

3 2 4

5

2

4

6

6 6

7

10 10

10

9

8 2

3

5

4

33

8 5

37

10

9

6

6

3

108

345

5

2

3 9

763

3 6

2

5

4



I nnates       S l ots 

Base:
Dex. Bonus:
Special:

F ina   l :

P s y c h ic   P ro  j ection    

R esistances        

B ase    P resence     

P h y sica    l

D isease    

P oison   

M agic  

P s y c h ic

B ase   C h a

C on

C on

C on

P ow

W p

B on  S pe  . F ina   l

A d v antages     

D isad    v antages     

P s y c h ic   D iscip     l ines  

1 .

2 .

3 .

4 .

C ost  S pecia     l  A bi  l ities      /  M od  u l es

C ost  M enta    l  P atterns     

P s y c h ic   P otentia       l

Base:
Bonus:
Special:

F ina   l :

Base PP:
Free PP:

P s y c h ic   P oints   

	 I nnate      P si  .  P ower    	 E f f ects    	V  a l u e 	

M aint  

P ower  

B on  u s

20 Routine
40 Easy
80 Medium
120 Difficult
140 Very Difficult
180 Absurd
240 Almost Impossible
280 Impossible
320 Inhuman

440 Zen

A ction   

L e v e l

M aint  

P ower  

B on  u s

20 Routine
40 Easy
80 Medium
120 Difficult
140 Very Difficult
180 Absurd
240 Almost Impossible
280 Impossible
320 Inhuman

440 Zen

A ction   

L e v e l

M enta    l  P owers   

M odi   f iers  

M aint  

P ower  

B on  u s

20 Routine
40 Easy
80 Medium
120 Difficult
140 Very Difficult
180 Absurd
240 Almost Impossible
280 Impossible
320 Inhuman

440 Zen

A ction   

L e v e l

M aint  

P ower  

B on  u s

20 Routine
40 Easy
80 Medium
120 Difficult
140 Very Difficult
180 Absurd
240 Almost Impossible
280 Impossible
320 Inhuman

440 Zen

A ction   

L e v e l

M aint  

P ower  

B on  u s

20 Routine
40 Easy
80 Medium
120 Difficult
140 Very Difficult
180 Absurd
240 Almost Impossible
280 Impossible
320 Inhuman

440 Zen

A ction   

L e v e l

M aint  

P ower  

B on  u s

20 Routine
40 Easy
80 Medium
120 Difficult
140 Very Difficult
180 Absurd
240 Almost Impossible
280 Impossible
320 Inhuman

440 Zen

A ction   

L e v e l

M aint  

P ower  

B on  u s

20 Routine
40 Easy
80 Medium
120 Difficult
140 Very Difficult
180 Absurd
240 Almost Impossible
280 Impossible
320 Inhuman

440 Zen

A ction   

L e v e l

M aint  

P ower  

B on  u s

20 Routine
40 Easy
80 Medium
120 Difficult
140 Very Difficult
180 Absurd
240 Almost Impossible
280 Impossible
320 Inhuman

440 Zen

A ction   

L e v e l

M aint  

P ower  

B on  u s

20 Routine
40 Easy
80 Medium
120 Difficult
140 Very Difficult
180 Absurd
240 Almost Impossible
280 Impossible
320 Inhuman

440 Zen

A ction   

L e v e l

M aint  

P ower  

B on  u s

20 Routine
40 Easy
80 Medium
120 Difficult
140 Very Difficult
180 Absurd
240 Almost Impossible
280 Impossible
320 Inhuman

440 Zen

A ction   

L e v e l

M aint  

P ower  

B on  u s

20 Routine
40 Easy
80 Medium
120 Difficult
140 Very Difficult
180 Absurd
240 Almost Impossible
280 Impossible
320 Inhuman

440 Zen

A ction   

L e v e l
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C o m bat    E q u ip  m ent   	 L ocation     

C l ot  h ing    /  A ccessories        

E q u ip  m ent 
O f

V aried      E q u ip  m ent   	 L ocation     

	 S pecia     l  O b j ects    	 D escription           /  A bi  l ities   

P ossessions           /  T it  l es

M one   y

N otes  

F ood 

D rin   k

R ations     G o l d

S i l v er
Q u antit     y

C opper   
Q u antit     y

J ewe   l l er  y
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	 C ontacts       	 D escription           /  C h aracteristics           

Q u antit     y Q u antit     y

Q u antit     y

Q u antit     y

C h aracter        I l l u stration      



B ase   :

1 :

2 :

3 :

4 :

5 :

1 0 %

3 0 %

5 0 %

7 0 %

9 0 %

1 1 0 %

1 3 0 %

1 5 0 %

1 7 0 %

1 9 0 %

2 1 0 %

2 3 0 %

2 5 0 %

2 7 0 %

2 9 0 %

3 1 0 %

3 3 0 %

3 5 0 %

3 7 0 %

3 9 0 %

2 0 %

4 0 %

6 0 %

8 0 %

1 0 0 %

1 2 0 %

1 4 0 %

1 6 0 %

1 8 0 %

2 0 0 %

2 2 0 %

2 4 0 %

2 6 0 %

2 8 0 %

3 0 0 %

3 2 0 %

3 4 0 %

3 6 0 %

3 8 0 %

4 0 0 %

D a m age 

B ase 
	 A cti   v e  S pe  l l s 	  	 C reat    u res    B o u nd

	 T ota   l  C ost   	 F ina   l  R egeneration         

	 I n v ocations        	 C ost   	 D i f .

I nnate      M agic  

Base:
Special:
F ina   l :

x 1 0

x 2 0

x 3 0

x 4 0

x 5 0

I nte   l l igence    

L e v e l 	F  ree    A ccess      S pe  l l s 	 R e q E l an  	 E ntit    y

B ac  k gro   u nd

M ax  .  L ang   u ages  

L ang   u ages  

I nnate      P si  .  P ower    	 V a l u e 	 E f f ects     D escription        

M axi   m u m  Z eon 

V a l u e

D ai  l y
Z eon 
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