DPs JHARP LITE RPG

character name stats |bon. |race |oth |[tot I_player name
st campaign name
co
character race fag Jtotal defensive bonus = endurance points |
|qu Iarmor:
sd Iqu bonus x2
Jprofession (level) fre Iarmor penalty Jpower points |
Iin lmagic bonuses
Ipr shield
tot Jparry HARP lite, same great taste
fresistance rolls RR other other but with less filling...

ftotal level stamina RR \weapon nhame OB damage size & damage cap
will RR
experience Jmagic RR Jfumble range damage type
Iinitiative remember armor penalty **
lqu +in + race + oth |total special notes
culture
Jfate points IBMR base move rate \weapon hame OB damage size & damage cap
height weight walk x1
age eyes frun x2 Jfumble range damage type
hair sex frastrun x3
other sprint x4 special notes
Jdash x5
Jtalents \weapon nhame OB damage size & damage cap

Jfumble range

damage type

special notes

weapon name

OB

damage size & damage cap

Jfumble range

damage type

special notes

Jlanguages ( linguistics in the general skill category) re + in

Jprofessional & racial abilities

lencumbrance max weight negative modifier
Jnothing 0 to 30 Ibs + st bon zero

Ilight 3110 60 Ibs + st bon negative 10
Imedium 61 to 91 Ibs + st bon negative 20
Iheavy 91 Ibs + st bon negative 30

I_player notes

|treasure

Iplatinum coins
gold coins

silver coins

copper coins

Joems & jewelry

JRemember that all AG / QU based skills get the Armor Penalty. Look for **

IRemember that all skills with O ranks get a -25 rank bonus




skills cost |total [stats [ranks [rk B |st B |oth B fskills cost |total |stats |ranks [rk B |st B [oth B
ARTISTIC X X X X X X JOUTDOOR X X X X X X
ACTING X in pr ANIMAL HANDLING X in pr
JPLAY INST. ** X ag pr JFORAGING & SURVIVAL X inre
fPLaY INST. = X ag pr InavicaTiON X in re

SINGING X in pr IRDING ** X ag sd

STORYTELLING X in pr SAILING ** X agre

ATHLETIC X X X X X X TRACKING X in sd

IACROBATICS ** X ag sd JPHYSICAL X X X X X X
CLIMBING ** X ag st [ARMOR ** X ag st
JCOMBAT X X X X X X JENDURANCE X co sd
IBRAWLING ** X ag st JUMPING ** X ag st
IMA. STRIKES ** X ag st SWIMMING ** X ag st

WEAPON 1H EDGED ** X ag st SUBTERFUGE X X X X X X
WEAPON 1H CONCUS. ** X ag st IDISGUISE X pr sd

WEAPON THROWN ** X ag st ILOCKS & TRAPS ** X ag in

WEAPON MISSLE ** X ag st frick POCKET ** X agqu

WEAPON POLE ARMS ** X ag st STALKING & HIDING ** X ag sd

WEAPON 2 HANDED ** X ag st STREETWISE X in pr
JCONCENTRATION X X X X X X TRICKERY X prsd

CHI FOCUS X sd st Jtotal is total skill bonus, stats are the stats that affect skill, ranks are the # o
JMENTAL FOCUS X sd sd Jranks total, rk B is the rank bonus, st B is stat bonus, oth B is other b
lcENERAL X X X X |x Ix lequipment [weight Jequipment weight
APPRAISAL X inre

CRAFT APOTHECARY ** X agre

CRAFT ARMORER ** X agre

CRAFT FISHERMAN ** X agre

CRAFT FLETCHER ** X agre

CRAFT GOLDSMITH ** X agre

CRAFT JEWLER ** X agre

CRAFT SCRIBE ** X agre

CRAFT STONECUTTER ** X agre

CRAFT WEAPONSMITH ** X agre
JHEALING X inre
[HERBCRAFT X in re
IMUNDANE LORE FAUNA X rere
IMUNDANE LORE FLORA X rere
IMUNDANE LORE LOCK X rere
IMUNDANE LORE HISTORY X rere
IMUNDANE LORE HERALDRY [X rere
IMUNDANE LORE RELIGION X rere
fPERCEPTION X in sd
IRESISTANCE STAMINA X CO CO
IRESISTANCE WILL X sd sd
IRESISTANCE MAGIC X inin
[roPE MASTERY ** X agre

SIGNALING X inre
IINFLUENCE X X X X X X
fouPinG X in pr
[rpusLiC sPEAKING X in pr

TRADING X in pr
IMYSTICAL ARTS X X X X X X

[ARCANE LORE DRAGON X rere

[ARCANE LORE FAERIE X rere

[ARCANE LORE UNDEAD X rere

[ARCANE LORE SPELL X rere

ATTUNEMENT X inin
JP.P. DEVELOPEMENT X in sd
ISPELL CASTING (next page) X X X X X X X




* means the spell can be cast as an instantaneous spell *

spell casting skills cost [total [stats [ranks |rk B |st B |oth B |base description of spell
JUNIVERSAL SPELL SPHERE X re sd |X X X IX remember all spells are scalable to do more powerful effects
IARCANE BOLT 2pp re sd lMagicaI energy does D10 damage if they fail the RR
IBLUR 3pp re sd Caster's form appears blurred granting him +10 DB & +5 to Stalking & Hiding
COUNTERSPELL * 1pp re sd lInstantaneous spell that counters another spell being cast
JDETECT MAGIC 4pp re sd 'You can concentrate and detect magic in a 5' radius
IDETECT TRAP 4pp re sd 'You can detect non-magical traps in a 5' radius
IDISPEL MAGIC 4pp re sd JUse this to cancel or dispell spells on a target
ILANDING * 3pp re sd You can safely land from a fall from 20' or less, or subtract 20' from a fall
ILIGHT 6pp re sd Create a source of light on the area touched it illuminates a 20' radius area
IMINOR HEALING 3pp re sd JHeal maneuver penalties, 5 bleeding damage, or 1/4 of target's concussion hits
IMovinG ways 4pp re sd IRun faster and with more skill
CLERIC SPELL SPHERE X insd [X X X X
AIR WALL 5pp in sd Create a wall 10" high, 10" wide, and 1' thick of churning air
IBLESS 4pp in sd Target receives +5 to OB, DB, RR, or Maneuvers
CALM 6pp in sd Target takes no aggressive/offensive actions unless attacked
CURE DISEASE 12p in sd Stops the infection and/or spread of a disease
IDIVINE HAMMER 5pp in sd 'Your weapon does double concussion hit damage when it strikes
IDREAMS 3pp in sd JPick a topic and have a dream about it, expect symbolic imagery
IELEMENTAL BALL 6pp in sd Junieash a ball of pure violent energy that explodes in a 10' radius area
IELEMENTAL BOLT 4pp in sd 'You shoot a bolt of energy at a target
IFIRE NERVES 4pp in sd JReduce concussion hits by 25% for the duration but they have -25 to actions
IHOLY SYMBOL 12p in sd IEnchant your holy symbol and get +5 to RR, and it is a +1 power point adder
IinTumioNs 3pp in sd IHave a vision of what will most likely happen in a minute if you do something
JOLTS 3pp in sd Target is stunned if he fails his RR
IMAGE ARMOR 4pp in sd Soft light that surrounds you gives you +20 DB
IMAJOR HEALING 4pp in sd JHeal maneuver penalties, 10 bleeding, 1/2 of concussion hits, or 1 broken bone
INEUTRALIZE POISON 3pp in sd Stop damage or spread of one poison
IPAST VISIONS 3pp in sd Get visions of things that happened in the past
IresTORATION 3pp in sd JHeal 1D10 Constitution damage from a spell or undead
SHOCK 4pp in sd A target gets an electrical critical
STUN CLOUD 5pp in sd A 5' radius malevolent cloud does electrical damage
TURN UNDEAD 7pp in sd JUndead turn and move away or disintergrate
IMAGE SPELL SPHERE X re sd X X X X
AIR WALL 5pp re sd Create a wall 10" high, 10" wide, and 1' thick of churning air
IDARKNESS 7pp re sd Create a 5' radius globe of magical darkness
IDISTRACTIONS 5pp re sd Target receives a -20 modifier to all actions
IELEMENTAL BALL 6pp re sd JUnleash a ball of pure violent energy that explodes in a 10' radius area
IELEMENTAL BOLT 4pp re sd 'You shoot a bolt of energy at a target
IFEAR 4pp re sd Target fears the caster and flees
IFIRE NERVES 4pp re sd JReduce concussion hits by 25% for the duration but they have -25 to actions
IFIRE WALL 4pp re sd Create a 10' high, 10' wide, and 1' thick wall of fire
IICY MIST WALL 4pp re sd Create a 10' high, 10" wide, and 1' thick wall of icy mist
InvisiBiLITY 4pp re sd A single object or person is invisible until they make a violent move
JOLTS 3pp re sd Target is stunned if he fails his RR
JLONG DOOR 4pp re sd Target teleports to a location up to 100' away
IMAGE ARMOR 4pp re sd Soft light that surrounds you gives you +20 DB
IPASSING 3pp re sd Caster may move through any non-magical inanimate material, 1' per round
IPAST VISIONS 3pp re sd IGet visions of things that happened in the past
IPRESENCE 4pp re sd 'You are aware of all sentient beings within the spells range
lQUIET WAYS 3pp re sd You create a 1' radius around the target in which no sound can travel through
SHOCK 4pp re sd A target gets an electrical critical
SLEEP 4pp re sd Target falls into a light magical slumber
WATER WALL 5pp re sd Create a wall 10" high, 10" wide, and 1' thick of moving water




