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BACKSTORY

PERSONAL DESCRIPTION. TRAITS.

IDEOLOGY & BELIEFS. INJURIES & SCARS.

SIGNIFICANT PEOPLE. PHOBIAS & MANIAS.

MEANINGFUL LOCATIONS. ARCANE TOMES & SPELLS.

TREASURED POSSESSIONS. ENCOUNTERS WITH STRANGE ENTITIES.
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Player Pushing Rolls: must justify. reroll; cannot push combat or
Sanity rolls
Character

Pl WOUNDS & HEALING.
ayer First Aid heals 1IHP Medicine heals 1D3 HP

Major Wounds = loss of max HP in one attack
Reach OHP without Major Wound = Unconscious
Reach OHP with Major Wound = Dying
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Dying: First Aid = temp. stabilised; then need Medicine
Natural Heal rate (non Major Wound): recover 1HP/day
Natural Heal rate (Major Wound): weekly healing roll
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