NAME Bubbles
Race/Type Unspeakable
Sex/Age Female 17
Hometown Unspeakable Homelands.
STR 17 Mighty
Sz 8 3'4” 76 lbs
CON 20 Strapping
DEX 16 Quick
INT 14 Above Average
MPT 13 Average
APP 19 Beautiful
LUK 21 Blessed
MENTAL SKILLS S F
Hearing (25) 0500
Identify Alien (15) 0150
Identify Vinyan (25) 0250
Interracial Relations
Vinyan Common (25) 0500
Unspeakable (50) 0500
[ P
[
Know Alien Legends (15) 0150
Know Vinyan Legends (20) 0200
Oration (15) 0300
Read/Write (10) 0200
Smell/Taste (25) 0500
Touch (25) 0500
Vision (25) 0500
KNOWN SPELLS [] Type/Cost]
A) Heal/Mend V
B) Cell Blast V
C) Energy Shield 2
E)) Energy Weapon 1
F -
©) -
H) -
PHYSICAL SKILLS
Bash (15) 0 150
Climbing (30) 0420
Dodge (30-SI1Z) 0_44 0
Grapple (15) 0_15[]
Jumping (35) 0_47
Hide (30-SIZ) 0_640
Manipulate Mechanism (20) 0_40
Quiet Movement (30-SIZ) 0_44
Riding (25) 0_25n0
Swimming (25) 0_60n
Trip (15) 0_30
MISCELLANEOUS ABILITIES
Att Cat Modifier -1
Balance 85
Combat Bonus Damage +1d4
Fame Rating 56
Ingenious Idea 05
Perception 55
Poison Resistance(PR)
and Drinking Capacity 32
Strength Capacity 145
Surprise Reaction 56
Tote Capacity 102
Weapon Ability 66

Permission to
photocopy.

CHARACTE

] |
Another fine product from
Escape Ventures, Inc.

WEAPONS SKILLS
Weapon (BC) Attack  critical Special Fumble | Damage Parry DA | URH AtCat WA
Broad Sword 06201 03 09 98 1d8 04701 | 10| R _V 45
Small Shield 0317 02 05 97 1d4 0_620 |_10 L vV 25
0 [l O ]
0 ] 0 [
Throwing Dagger |62 03 09 98 1d4 041 |_10 R _V 50
(Range= 3/5/8) 0 [ 0 0
Light Bow 062 03 09 98 1d6 031 1 2H | 51
Missile Weapon __Light Bow Range Short _ 8 Medium __15 Long 50

HIT LOCATIONS

Current MPT Blood Total

SPECIAL WEAPON ABILITIES

HP

(1d100) Location DA

91-00  Head (_4 )
71-90  Chest (_4 )
55-70  Abdomen (_4 )
4354 RightAm (4 )
3142 Leftarm (4 )
16-30 Rightleg (_4 )
01-15  Leftleg (_4 )
Blood Total []_19 |14

Pass out

WEALTH

FhERbER

Attack Parry
01-19 Normal Normal Total Credits L] __ 24
20-39 Pulled Blows/ Fast Draw/
Covelr( ) Postpone Parry EQUIPMENT LIST RP WT
40-59  Attacking wi i ; ,
Two Wegpoas ?\f\l/g)(/\\;\g;hpons Scale Mail*tulsug. 209 19
Simultaneously  Simultaneously —B-LQad—SlALQLd— 100 _3
60-79 Disarm Pin small shield..... .35 5
80-99 Aimed Blows Glancing/MissileParry ng.ht Bow £l 12
00+  Split Attacks Split Parries 11
01-59 at normarl)% + 60-00+at 1/2 % « All sufffr 1/2 penalty per level defficient AI’I’OWS-ZO 40 5
_65 _1
Backpack 08 _2
CHARACTER ENHANCEMENT Bedrall 15 4
Bravery 45 Normal Clothes 20 _2
Handedness 37 Right Food ration 2 2
Interests Games
Astrology
Materialism 93 Greedy
Mental Quirks _Major Phobia Total Weight Carried [1_46
Fishbonophobia
(Fear of eating fish) Quiet Movement Adjustment -1/4
Morality 48 Normal Melee Movement  Round  [Action 1, Action 2]
PROFESSIONAL SKILLS ~ BC WAGE Unencumbered 7 "[ 3 " _4 7]
Sailor 098 [ 4d4+R/B Encumbered 6 " [ 3 ", _3 "
Craftsman 0_53 [ 5d2 Daily Travel Rate: = 46 miles/day
Dancer 0_54 o _2di0
0 0 Combat Factor (CF) 66
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Bubbles

Irresistibly pretty and perky, this Unspeakable young woman is surprisingly tough and strong and opponents
often underestimate her deadliness. Her flowing blonde hair and extra-ordinary good fortune reflects her
Golden Hero bloodline. A bit of a party girl, she is into games and astrology and can always be counted on for
a good time. She’s a talented sailor, but has a major phobia about eating fish ever since a childhood accident

involving a fish bone that became stuck inside her throat.

Cell Blast
Duration One combat round
Area One or more hit locations

MP Cost Variable

Many moons ago, it was thought that the damage from the Cell
Blast spell was caused by the snapping back of the magic barrier
as it fills the gap created by the force of the spell. Modern
Vinyan science has shown that the damage is caused instead by
the disruption of thousands of cells in a random location on the
target’s body. For every Spell Level invested, the Cell Blast will
inflict 1d4 pts. of damage to a random location on the target.
The cellular disruption spreads randomly across the target’s body,
and therefore the Location of each 1d4 of damage is rolled
separately. Because of the nature of this attack, the DA provided
by physical armor or even magical spells cannot absorb the
damage.

The spell causes cellular disruption, which is devastating to a
living creature that needs its cells to be in a certain order. How-
ever, cell blasts aimed at inanimate objects cause little more than
cosmetic damage. It can change the color and texture, leaving
blast patterns, but causes no structural damage.

This spell is frequently used by inept or frustrated fishermen to
tip the scales against their slippery prey.

Energy Shield
Duration Special
Area One creature
MP Cost Fixed (2)

Energy Shield is a relatively new, unperfected alternative to an
Armor spell. It provides additional DA to the caster’s entire body,
but absorbs a variable amount of damage, determined by rolling
1d6 points of DA when the spell is cast. However, the spell only
absorbs damage once, up to the pre-determined amount in each
location. Thus a 5 DA Energy Shield will absorb the first five
points of damage inflicted to the arm, head, etc., but then
flickers away and provides no more defense in that location.

If an Energy Shield is running concurrently with an Armor Spell
or additional Energy Shields, the spell that provides the most DA
is the predominant one. Because each separate Energy Shield
spell dissipates by Hit Location as it is struck, it is possible for one
to be dominant in some locations and not in others (see
Concurrent Spells, p. 68).

Energy Weapon
Duration One combat round
Area One location

MP Cost Fixed (1)

If the target’s MPT or MPR is overcome, this spell creates an
energy force that will strike as a weapon would. The damage is
1d6 rolled in a random location. The defender may not Parry,
but physical armor will absorb damage. Historical note: this spell
is an earlier version of the Cell Blast.

Note that unlike its more complex cousin, Cell Blast, Energy
Weapon affects inanimate objects just as readily as animate ones.

Heal/Mend
Duration Permanent
Area One Hit Location

MP Cost Variable

The Heal/Mend spell joins things that were once whole but have
in some way been broken or separated. If the spell is successful,
it will restore one lost hit point per spell level to a Hit Location or
inanimate object. A single Heal spell of a strength equal to a
creature’s original hit points in that location is required to repair
maimed limbs or re-attach missing limbs, assuming they can be
found and the spell is cast within an hour of their separation. A
Heal spell also stops all bleeding in that Hit Location.

The Mend spell can restore a broken magical item to its original
physical shape, but the magical energy is permanently lost. In
cases where Power Gems have been implanted in weapons, the
Gem itself would have to be broken for the magic to vanish, not
just the weapon.



