S

Items & loot!

- Dolch (durch Stahl wie Butter)
(very fine, art, armor device 2, +1dmg)
- Gesundheits Kasten
- 20x Rote LSD Pille
- 20x Blaue LSD Pille
- 20x Schwarze LSD Pille
- 20x Weisse LSD Pille
- Platte der Erieuchtung
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But und Name: Stone Cold

Player: Gil Bertoli Spent: 330

s v B Race: Gargoyle Ht: 1.90m  Wt:240lbs  Age: 277 Unspent: -2
o _—W“‘L'l A : Appearance: Before you see him, you will probably have smelled him... AAR
GURPS Dungeon Fantasy i

CHARACT§R§HEET ‘ _
ST 20° [ 40] HP 225 [ 0] gpeea 575" [ -25]
DX 15 [ 100] Will 9 [ 0] B=cs [ o]
1Q 9 [ 0] Per 9 [ o] BL 80lb N
| B T | ~ (STxST)/5|

Thr Sw

HT 14% [ 30] FP 14 [ 0] 2d-1 3d+2
L | ! I |
TL 3 [ 0] SM +0

“ Includes: +4 from 'Extra ST', +1 from 'Extra ST (Enchantement on Dwarven Armor of
Domination)', +1 from 'Extra ST (From Dwarven Armor of Domination)'

+ Includes: -1 from 'Gargoyle (Dungeon Fantasy)'

t Includes: +1 from 'Gargoyle (Dungeon Fantasy)'

§ Includes: +2 from 'Gargoyle (Dungeon Fantasy)'

9 Includes: -0,25 from 'Gargoyle (Dungeon Fantasy)'

11" [ High Jump 292t _|

[Vision 9 [ FrightCheck ,
Hearing 9 | Consciousness 14 | Money -375131
| Touch 9 | Death Check 14 | |
Taste/Smell 9 | Broad Jump 4yd | |
[~ Includes: +2 from 'Combat Reflexes' |
1 llxcludes. +1§835 from 'Mgney', +39182 from 'Money' +2§00 from 'Money'
N ENCUMBRANCE TABLE
Name None «Light» Med Hvy X-Hvy
| Lifting - e x2 x3 T x6 10 |
| Basic 80lb 160 Ib 2401b 4801b 800 Ib ‘
Movement x1 x0.8 x0.6 x0.4 x0.2
Ground 5yd 4 yd 3yd 2yd 1yd
| Water 1yd 1yd 1yd 1yd 1yd ~  TEMPLATES AND META-TRAITS (continued)
| Air & _edl 11@ = S,Yd, GYL ,,4yd 2yd Name Pts
- K] 2 3 4 | — — — — |
| | | Gargoyle (Dungeon Fantasy) {p. DF3:9} [5i25]
>Aonge e 9* B — & = 7 - 6’* 57 . ‘ Fealures: Torso armor isn't interchangeable with human torso armor.
. L"f—nNG FEATS Description: A gargoyle resembles nothing so much as an ugly stone man with
s [ LSS e | LICW
‘ 1-Hand 2-Hand Shove/ Carryon Shift | Gitony (f2orless,"1){p.B187} T 5]
|Mame__ Lift' _ Liftt  Over* BackS Slightly || "Odious Racial Habit Dirty) {p. B22) ST
Basic _ 160lb  640lb  9601b 1200l 2tn | "Knight (Dungeon Fantasy) {p. DF1:8} [ o]
* Takes 2 seconds o complete 1 Double with a running start Description: Officially, you might not be a knight, but you're more dedicated than
1 Takes 4 secanﬁdsrtﬁo cgmple}e § Lose 1 FP'seg while over X-Hvy enc | §9m?,!‘LDJL‘{i”9,EL@£35JLEL Rl e
- i T | Knight-Swashbuckler (Dungeon Fantasy) {p. DF3:29} 0]
f — e REACTION MODIHERS | Description: The knight—swashbuckle?is the apex heavy rﬁelee figter. He can be [ |
| Appearance: -2 | built in e fet R 2 3
| 7 Inciudeirz 1rom LAppearance‘ - — S
Status: +0 ADVANTAGES
“Other: +07 — [ Name _____Pts
+ Conditional: +2 from 'Born War-Leader', +1 from "Compulsive Carousing' when from like- Amﬂieﬁxteﬁn;yjpgggL VTGRS L B s L P 5 5 L
minded extroverts, -1 from ‘Compulsive Carousing' when from sober-minded citizens (upto | | Born War-Leader 2 {p. B89, BS184} [ 10]
:4)‘ -1 from 'Odious Racial Habit (Dirty)' when people not:m.a your problem, .+2 from | | Description: Intelligence Analysis, Leadership, Savoir-Faire (Military), Strategy,
Overconfidence' when young or naive individuals, -2 from Overcont@gnce when | Tactics iy Jipe .. St i it s
et g € Duty (Adventuring companions) when in dangerous | [ Gombat Reflexes (p.843) [ 15]
e s e — - | Enhanced Parry 1 (Two-Handed Sword) {p. B51} B i |
CULTURAL FAMILIARITIES | Extra ST 4 (Affects displayed ST score, +0%) [ 40]
| Native Pts | | Extra ST 1 (Enchantement on Dwarven Armor of [ 0]
| Gargoyle (Native) {p. B23} [ 0] | Domination; _Free, *0; Affects displayed ST score, +0%) __ _
Non-native pts || Extra ST 1 (From Dwarven Armor of Domination; _Free, *0; [ 0]
| Human {p. B23} i [ 1] | Affects displayed ST score, %) - S RN 5
—_—— = High Pain Threshold {p. B59} [ 10]
LANGUAGES | Rolltoignore pain: 12.(Willed)
Native L Spoken Written Pts | | Weapon Master (Two-Handed Sword; one specific weapon) [ 20]
| Gargoyle (Native) {p. B24} Native  Native [ 0] | {p. B9S} T (R e B
| Non-native Spoken ‘Written Pts PERKS
Common {p. B24} ___Broken Broken [ 2] | Name Pts
~ TEMPLATES AND META-TRAITS Quick-Sheathe (Two-Handed Sword) {p. MAST} [ 1 1
Name Pts Weapon Bond (Very Fine, Accurate Katana) {p. F132, [ 1]
" Gargoyle (Dungeon Fantasy) {p. DF3:9} [ 25] LHT250, MAS3, PU2:9, DF1:14}
| Features: T isn't interch ble with hi t ! ACSE
B T e noing 86 much as an ugly sons man wih | DISADVANTAGES
wings. - i e T pe- ; | L Narme S =y — = Pts |
_Stony{p.DF3:9} [ 1] | Bad Temper (12 or less, 1) {p. B124} [ -10]
~ Claws (Blunt Claws) {p. B42} [ 3] [Bloodlust (120rless, *1) {p.B125} [ -10]
‘Gargoyle Flight (Winged, -25%) {p. BS6}. [ 30] | Compulsive Carousing (12 or less, *1) {p. B128} [ 5]
Gargoyle Damage Resistance 2 {p. B46} [ 10] | Overconfidence (12 or less, *1) {p. B148} ______ [ 5]
_Night Vision 5 {p. B71} it - [ 51 [ Sense of Duty (Adventuring companions) {p. B153} _ [ 51
Striker (Gargoyle Tail; Impaling; Clumsy (-2), -40%) [ 5] QUIRKS
{p. B88}
B AT . i | Name Pts
Al Ugl . B21 | . ___= |
ppearance (Ugly) {p ! > *‘ | _Unused Quirk 3 {p. B163} - [t
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Gargoyle
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Stone Cold

[ QUIRKS (continued)
Name \ )t = S e i@ L p ) W Pts

Unused Quirk 4 {p. B163} -1
Shits on the roof of every Inn he eats in {p. B163} -1
When standing still, birds land and shit on him {p. B163} -1
You're it! {p. B163} -1
SKILLS

DX based Level Relative Pts
Acrobatics {p. B174} 18" DX-2 [ 1
Brawling {p. B182} 16 | DX+1 [ 2]
Description: Notes: Calculated damage takes into
account bonuses from Teeth, Weak Bite, Claws, and
skill level. You may add the modifier "Has
Gauntlets/Brass Knuckles" or "Has Boots" to apply the |
+1 damage to Punch or Kick, as appropriate. v
Parry: 12 LR
Climbing {p. B183} 14° DX-1 1
Fast-Draw (Throwing Axe) {p. B194} 16t DX+1 1
Fast-Draw (Two-Handed Sword) 16t DX+1 Bt
{p. B194}
Forced Entry {p. B196} 15 DX+0 1]
Jumping {p. B203} 15" DX+0 1
Knife {p. B208} 15 DX+0 [ 1]
Parry: 10
Riding (Equines) {p. B217} 14 DX-1 1
Shield (Shield) {p. B220} 17% | DX+2 [ 4]
Block: 12 i
Stealth {p. B222} 14 DX-1 1
Thrown Weapon (Axe/Mace) {p. B226} V| DX+2 4
Two-Handed Sword {p. B209} 265 | DX+11 [ 44]
Parry: 18
Wrestling {p. B228} 15 | DX+0 [ 2]
Parry: 11 |
HT based Level | Relative Pts
Carousing {p. B183} 14 HT+0 1
Hiking {p. B20} 13 HT-1 1
1Q based Level| Relative Pts
Armoury/TL3 (Melee Weapons) 10 1Q+1 [ 4]
{p. B178}
Connoisseur (Weapons) {p. B185} 10 1Q+1 4
First Aid/TL3 (Gargoyle) {p. B195} 9 1Q+0 1
Gesture {p. B198} 9 1Q+0 1
Heraldry {p. B199} 8 Q-1 1
Leadership {p. B204} 109 1Q+1 1
Strategy (Land) {p. B222} 109 1Q+1 2
Tactics {p. B224} 109 | 1Q+1 [ 2]
Per based Level! Relative Pts
Observation {p. B211} 8 | . Per1 -
Will based Level Relative Pts”
Intimidation {p. B202} 8 Will-1 [ 1

body lightening would help
+ Includes: +1 from 'Combat Reflexes'

blocking with this shield

* Conditional: +4 from 'Gargoyle Flight' when | § Includes: Enhanced Parry (Two-Handed
Sword); Conditional: +1 from 'Weapon Bond

I (Very Fine, Accurate Katana)'

+ Conditional: +1 from 'Medium Shield’ when | { Includes: +2 from ‘Born War-Leader'

— o&} ’Qa'\:\om@«j

_Gueoh Veete CGoll (/"\ s«:.u)

7y 'Doa \d"\e$$ q o’“
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Stone Cold Gargoyle

MELEE ATTACKS
Non-Equipment based Skill  Parry LC Notes
 Brawling: Punch HEL 7 SRS e L A~ - R © R e =7 el i
Brawling: Bite : I (- I -
Brawling: Kick 14 - -
Equipment based Skill  Parry L Notes
‘Katana: 1HSwing e 22 16 [3ds9eut [ 12 11 ____ 7 Tl
Katana: tHThust PR T R DO | R
Katana: 2H Swing K e . 1126 L 3B Sy
Katana: 2H Thrust 26 18 4
Katana (Very Fine, Accurate): 1H Swing 24 16 4
Katana (Very Fine, Accurate): 1H Thrust 24 16 4
Katana (Very Fine, Accurate): 2H Swing 28 18 4
Katana (Very Fine, Accurate): 2H Thrust 28 18 4
Medium Shield (Defending, Fine, Spiked): Bash 17 - 4 [2,34]
| Usernotes: Gibt +1 Block (wird nicht angezeigt... Onkl muss rausfinden...) L L
Medium Shield (Defending, Fine, Spiked): Rush 17 - 4 [2.34]
Usernotes: Gibt +1 Block (wird nicht angezeigt... Onkl muss rausfinden...)
Okusarigama (Fine, Balanced): Swing cut 11 9uU 4
Okusarigama (Fine, Balanced): Chain swing 11 9u 4
Okusarigama (Fine, Balanced): Swing impale 11 9uU 4 [
Okusarigama (Fine, Balanced): Kusari 10 7U 4 (6]
Throwing Axe (Accurate, Fine, Balanced): Swing 12 9u 4 (1]
Throwing Axe (Accurate, Fine, Balanced): Swing 12 9uU 4 [l
Throwing Axe (Accurate, Fine, Balanced): Swing 12 9u 4 ]
Throwing Axe (Accurate, Fine, Balanced): Swing 12 9uU 4 ]

Reach "*": The weapon is awkward and requires a Ready maneuver to change reach; e.g. between 1 and 2.

Parry “U": The weapon is unbalanced. You cannot use it to parry if you have already used it to attack this turn (or vice versa).

ST "#": The weapon requires two hands. If you have at least 1.5 times the listed ST (round up), you can use a weapon like this in one hand, but it becomes unready after you attack with it. If
you have at least twice the listed ST, you can wield it one-handed with no readiness penalty. But if it requires one hand to hold it and another to operate a moving part, like a bow or a pump
shotgun, it always requires two hands, regardless of ST.

ST “$": The weapon requires two hands and becomes unready after you attack with it, unless you have at least 1.5 times the listed ST (round up). To use it in one hand without it becoming
unready, you need at least three times the listed ST. J

RANGED ATTACKS

Name Skill Damage Acc Range RoF  Shots ST Bulk Rcl LC Notes
Throwing Axe (Accurate, Fine, 19 | 3d+5 cut 2 20yd/30yd 1 T(1) 11 3 - 4
Balanced): Thrown

Throwing Axe (Accurate, Fine, 19 |3d+5 cut 2 20yd/30yd 1 T(1) 11 3 - 4
Balanced): Thrown

Throwing Axe (Accurate, Fine, 19 | 3d+5 cut 2 20yd/30yd 1 T(1) Tl 3 - 4
Balanced): Thrown

Throwing Axe (Accurate, Fine, 19 | 3d+5 cut 2 20yd/30yd 1 T(1) 11 3 - 4
Balanced): Thrown

Shots "T": The weapon is a thrown weapon.

PARRY PARRY BLOCK DODGE OTHER HP loss effects are cumulative with each other and any effects suffered from FP loss.
less than 1/3 HP: Dodge/2 and Move/2 (round up).
10° 11° 422 8/9" 0 HP or less: Make a HT roll at -1/full multiple of HP below 0 vs. unconsciousness
immediately and at the start of any turn you choose a maneuver other than
Knife DX Shield (Shield) Light Do Nothing.
L HP # -1xHP or less: Make a HT roll vs. death immediately and for every full multiple of HP below
ocC. 0.
Eyes 3 -5xHP or less: Immediate death.
Neck = FP 0OFP FP loss effects are cumulative with each other and any effects
= 1K suffered from HP loss.
?ku" [?%%@% % _:;H %}}%% less than 1/3 FP: Dodge/2, Move/2, and ST/2 (round up); ST
ace N . L loss does not effect ST-based quantities,
Torso - 4][3][2][1 o][-11][42][ 1) such as HP and damage.
Groin = 0 FP or less: Make a Will roll vs. incapacitation before
Ty any maneuver other than Do Nothing, on a
Arms 12 o T— critical failure make an immediate HT roll
Hands 8 vs. heart attack; every point of FP loss
Legs 12 causes an equal loss of HP.
e —— -1xFP or less: Immediate unconsciousness; you can no
Feet 8 L . . longer lose FP, further FP costs are lost
Bonus DR: 21 from your HP instead.
Bonus DB: 2 SLAM TABLE
Notes: 1 2 34 56 7-11 [ 1213
1d-3 1d-2 1d-1 1d 2d 3d
* Includes: +1 from '‘Combat Reflexes'
+ Includes: +2 from 'Gargoyle Damage Resistance’
HP 0 HP -1xHP -2xHP -3xHP -4xHP
(22120788 [0]-1]-21-3]1) () ] o s
(78151413 [-5]-6]-7]-8]-8] [=7|[ 50 1] -52][ s3] [71][72] 7] 7] 7s] [rom]-0a] o] [oe] 7]
@E}@@ -10||-11|[-12{ -13]| -14] | 34|35 |-36 58| |-76||-77| 79||-80) -H_'
[7161[5][4][3] [s][we][-17][-ve][-1s] [57] cos] [0l <o [e1 o1)[e2][(e9] [e1][-ee] ][ -ae] os] frogfiod o[
[2]1] [zolf1] [ [ee]es] Lee| 7] Frodfrod
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Stone Cold Gargoyle

HUMANOID HIT LOCATION TABLE

Roll Location Mod. | Roll Location Mod.
3-4  Skull -7(f)/-5(b) | — Vitals t -3
5 Face -5(f)/<7(b)| = Eye* -9
6-7 Right Leg -2 - Ear -7
8 Right Arm -2 - Nose -7
9-10 Chest’ - - Jaw -6
11 Abdomen” -1 - Spine$ -8
12 Left Arm -2 — Limb Vein/Artery! -5
13-14 Left Leg -2 - Neck Vein/Artery! -8
15 Hand -4 - Arm/Leg Joint™ -5
16 Foot -4 - Hand/Foot Joint™ -7
17-18 Neck -5 = Groin -3
* If striking with crushing, impaling, or piercing attacks, roll 1d: 1 is a vitals hit instead

+ Only targetable by crushing, impaling, piercing, and tight-beam burning attacks

+ Only targetable by impaling, piercing, and tight-beam burning attacks

§ Only targetable by crushing, cutting, impaling, piercing, and tight-beam burning attacks

1 Only targetable by cutting, impaling, piercing, and tight-beam burning attacks

** Only targetable by crushing, cutting, piercing, and tight-beam burning attacks

See also: Hit Location, p. B398, Human and Humanoid Hit Location Table, p. B552, New Hit
Locations, p. MA137, and Hit Locations, p. LT100.

HUMANOID ARMOR GAPS TABLE

Gap Location Mod. | Gap Location Mod.
Armpit” Vitals -8 Inside Elbow Arm Joint -8
Back of Knee Leg Joint -8 Neck Neck -8
Eyes Eyes -10 Open Palm Hand  -6(u)/-8(a)
Groin Groin -3

* Only targetable by impaling attacks; critical hit cripples arm

See also: Harsh Realism — Armor Gaps, p. LT101.
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Stone Cold Gargoyle
LOAD-OUTS LOAD-OUTS (continued)
Qty « Combat » Cost Weight | | Qty « Combat » Cost  Weight
1 Combat 75610 156.151b 1 Armor 14260 117.91b
gg::mtsoncfnsl(sgis;oP?r:f:tle‘fis clﬁ It?a e other traits assigned to it as "Children." 1 Meavy Stoel Coraslet (Dwarven’ g i
ption: i \7 i i
This is essentially an organizational structure, allowing you to file multiple traits Enchanted ("’1 ST)) (Dwarv.en
together under the parent item if you wish. To make an item a "child" right click on it (+1), +100%; ~Lighten (Groin,
and select "Make Child of..." The child items will be hidden by default; you may show Torso and Vitals) (x3/4), +1980)
the child items by right clicking on the parent and selecting "Show Comp b {p 8283}
Once displayed the children will be shown in a "tree” format under the parent. Any T £
item n\;)s/pbe assigned las a parent by right clicking on it and selecting "Make Parent"; Description: TL:3 LC:3 DR:7 Locations: torso, groin
this entry is here for convenience, as it is automatically designated a Parent. Location: torso, groin
1 Ordinary Clothes {p. B266} 21b 1 Heavy Plate Legs (Dwarven) 3200 301b
Description: One complete outfit, ranging in quality from castoff rags to designer (Dwarven (+1), +100%) {p. B283}
fashions, depending on Status. At minimum: undergarments, plus a tunic, blouse, Description: TL:3 LC:3 DR:7 Locations: legs
or shirt with hose, skirt, or trousers - or a long tunic, robe or dress - and suitable Location: legs
footwear. 20% of cost of living; 2Ibs. | Heavy Plate Arms (Dwarven 3000 24 b
1 Horny Gnomish Backscabbard 21900 131b (Dwgven (+1), +1 éo%) {p. 8)283}
Reraa Welgntba b = e ) Description: TL:3 LC:3 DR:7 Locations: arms
Contents - Cost: 21900, Weight: 10 Ib o
Usernotes: Allows to wear 2 Weapons on the back and to ready the weapon as a
free action, no roll required. You can not quick sheate your weapon though, learn 1 Hea"y Gauntlets (Dwarven) 500 31b
the proper Technique for that. (Dwarven (+1), +100%) {p. B284}
1 Katana (Weapon Master Damage 650 51b Eesotriiptiorr‘\: T::3 LC:3 DR:5 Locations: hands
Bonus, +0) {p. B271, B274 ocaton: hands -
Description: TL:3?.C:4. [Mode:two-hzndsd swing Dam:sw+2 cut Reach:1,2 1 Potion Belt {P- DF1 '25} 3950 5lb

Parry:0 ST:10t Skill: Two-Handed Sword Notes: Requires two hands.],
[Mode:two-handed thrust Dam:thr+1 imp Reach:1 Parry:0 ST:10t Skill:Two-
Handed Sword Notes: Requires two hands.], [Mode:one-handed swing
Dam:sw+1 cut Reach:1,2 Parry:0 ST:11 Skill:Broadsword], [Mode:one-handed
thrust Dam:thr+1 imp Reach:1 Parry:0 ST:11 Skill:Broadsword
1 Katana (Very Fine, Accurate) 21250 51b
(Weapon Master Damage Bonus,
+0; Weapon Bond, +0; Very Fine,
+1900%; ~Accuracy (+1), +8250)
{p. B271, B274}
Description: TL:3 LC:4, [Mode:two-handed swing Dam:sw+2 cut Reach:1,2
Parry:0 ST:10t Skill: Two-Handed Sword Notes: Requires two hands.],
[Mode:two-handed thrust Dam:thr+1 imp Reach:1 Parry:0 ST:10t Skill:Two-
Handed Sword Notes: Requires two hands.], [Mode:one-handed swing
Dam:sw+1 cut Reach:1,2 Parry:0 ST:11 Skill:Broadsword], [Mode:one-handed
thrust Dam:thr+1 imp Reach:1 Parry:0 ST:11 Skill:Broadsword]
1 Belt 3330 81b
Contents - Cost: 3330, Weight: 8 Ib
Description: In GCA a "Parent” item can have other traits assigned to it as
"Children."” This is essentially an organizational structure, allowing you to file
multiple traits together under the parent item if you wish. To make an item a
“child" right click on it and select "Make Child of..." The child items will be hidden
by default; you may show the child items by right clicking on the parent and
selecting "Show Components." Once displayed the children will be shown in a
"tree” format under the parent. Any item may be assigned as a parent by right
clicking on it and selecting "Make Parent”; this entry is here for convenience, as it

is automatically designated a Parent.

1 Throwing Axe (Accurate, Fine, 1665 41b
Balanced) (Balanced, +4 CF;

Fine, +9 CF; ~Accuracy: Missile

(+1), +825) {p. B271, B276}

Description: TL:0 LC:4, [Mode: thrown Dam:sw+2 cut Acc:2
Range:ST*1/ST*1.5 RoF:1 Shots:T(1) ST:11 Bulk:-3], [Mode:swing Dam:sw+2
cut Reach:1 Parry:0U ST:11 Skill:Axe/Mace Notes: [1] Can be thrown. See
Muscle Powered Ranged Weapon Table (p. 275)]

Notes: [1]|

1 Throwing Axe (Accurate, Fine, 1665 41b

Balanced) (Balanced, +4 CF;

Fine, +9 CF; ~Accuracy: Missile

(+1), +825) {p. B271, B276}

Description: TL:0 LC:4, [Mode: thrown Dam:sw+2 cut Acc:2
Range:ST*1/ST*1.5 RoF:1 Shots:T(1) ST:11 Bulk:-3], [Mode:swing Damisw+2
cut Reach:1 Parry:0U ST:11 Skill:Axe/Mace Notes: [1] Can be thrown. See
Muscle Powered Ranged Weapon Table (p. 275)]

Notes: [1]|

1 Armor 14260 117.91b
Contents - Cost: 14260, Weight: 117.9 Ib
Description: In GCA a "Parent" item can have other traits assigned to it as
“Children.” This is essentially an organizational structure, allowing you to file
multiple traits together under the parent item if you wish. To make an item a
“child" right click on it and select "Make Child of...” The child items will be hidden
by default; you may show the child items by right clicking on the parent and
selecting "Show Components.” Once displayed the children will be shown ina
"tree" format under the parent. Any item may be assigned as a parent by right
clicking on it and selecting "Make Parent"; this entry is here for convenience, as it

is automatically designated a Parent.

1 Greathelm (Dwarven) (Dwarven 680 121b
(+1), +100%) {p. B284}

Description: TL:3 LC:3 DR:7 Locations: skull, face, neck Notes: [4] Helmet
gives the wearer the No Peripheral Vision (p. B151) disadvantage while worn.

Per Unit - Cost: 60, Weight: 1 Ib
Contents - Cost: 3890, Weight: 4 Ib
Description: Notes: Belt with four slots, each of which can carry one ‘grenade’
bottle or two potion vials. Wearer can reach them with Ready or Fast-Draw.
Padding risk of accidental ge and gives containers +2 DR vs.
deliberate attacks.

1 Major Healing Potion (Drinkable) 350

{p. DF1:29}
Description: Heals 2d HP.
3 Great Healing Potion (Drinkable)
{p. DF1:29}
Per Unit - Cost: 1000, Weight: 8 oz
Description: Heals 4d HP.
4 Major Paut (Drinkable)
{p. DF1:29}
Per Unit - Cost: 135, Weight: 8 oz
Description: Restores 4 FP depleted for magic.
1 Bandoleer {p. DF1:25}
Per Unit - Cost: 60, Weight: 1 b
Contents - Cost: 1665, Weight: 4 Ib
Description: Carries 6 Ibs. of throwing weapons (24 daggers, 12 packs of
caltrops, 30 nage etc.). Wearer can reach them with Ready or Fast-Draw.
1 Throwing Axe (Accurate, Fine, 1665 41b
Balanced) (Balanced, +4 CF;
Fine, +9 CF; ~Accuracy: Missile
(+1), +825) {p. B271, B276}
Description: TL:0 LC:4, [Mode: thrown Dam:sw+2 cut Acc:2
Range:ST*1/ST*1.5 RoF:1 Shots:T(1) ST:11 Bulk:-3], [Mode:swing Damisw+2
cut Reach:1 Parry:0U ST:11 Skill:Axe/Mace Notes: [1] Can be thrown. See
Muscle Powered Ranged Weapon Table (p. 275)]
Notes: [1]|
1 Bandoleer {p. DF1:25}
Per Unit - Cost: 60, Weight: 1 Ib
Contents - Cost: 1665, Weight: 4 Ib
Description: Carries 6 Ibs. of throwing weapons (24 daggers, 12 packs of
caltrops, 30 nage! etc.). Wearer can reach them with Ready or Fast-Draw.
1 Throwing Axe (Accurate, Fine, 1665 41b
Balanced) (Balanced, +4 CF;
Fine, +9 CF; ~Accuracy: Missile
(+1), +825) {p. B271, B276}
Description: TL:0 LC:4, [Mode: thrown Dam:sw+2 cut Acc:2
Range:ST*1/ST*1.5 RoF:1 Shots:T(1) ST:11 Bulk:-3], [Mode:swing Damisw+2
cut Reach:1 Parry:0U ST:11 Skill:Axe/Mace Notes: [1] Can be thrown. See
Muscle Powered Ranged Weapon Table (p. 275)]
Notes: [1]|
1 Ironskin Amulet (+3 DR)
Notes: [notes]
Usernotes: DF1:30

8 oz

3000 1.51b

540 21lb

1725 51b

1725 51b

28720 40z

Location: all
Totals: 75610 156.151b
Qty Rucksack Cost  Weight
1 Quick-Release Backpack {p. DF1:25} 3670 9.541b

Per Unit - Cost: 300, Weight: 3 Ib
Contents - Cost: 3370, Weight: 6.54 b
Description: Notes: Holds 40 Ibs. of gear. Dropping it is a free action. ltems liable to
break if droj must check for this (1 on 1d if unsure).
1 Pouch {p. B288} 50 10.24 dr
Per Unit - Cost: 10
Contents - Cost: 40, Weight: 10.24 dr

Eg:::?i:o[na:]skull. P 5 Descc:ription: Nc'::tesr:‘t :«E)Ids 3 Ibs. of small items (coins, personal basics. etc.) -
1 Sollerets (Dwarven) (Dwarven 300 8.4 1b opper Farthing
(+1), +100%) {p. B284} 0 GO|(?| Mark U A6 0 —
Description: TL:3 LC:3 DR:4 Locations: feet 0 Platinum Franc 0 -
Location: feet 4 Silver Penny 40 10.24 dr
Per Unit - Cost: 10, Weight: 2.56 dr
-So0
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Stone Cold Gargoyle

LOAD-OUTS (continued) NOTES [
Qty Rucksack Cost Weight || Schulden bei Chilblane \
1 Quick-Release Backpack {p. DF1:25} 3670 9.54 b 1545
1 Buch der magischen 0 21b 1 ‘
Jungfrauenfliissigkeit +1 battle potion 350 ‘
6 Minor Healing Potion (Drinkable) 720 aib | | +1 strength potion 250
. DF1:29 =t
o SR R CAMPAIGN LOG
Description: Heals 1d HP. Points: (logged) 7 + (other) 0 = (total) 78

1-41_ Strength Potion (Drinkable) 250 80z | [ Inde des All: - i L TN

1 Battle Potion (Drinkable) 350 8oz || ‘ ! ’m‘ sfunden und ihre Gefan genen

1 Dungeon Tazzer 2000 80z | | "pefreit" :

Usernotes: Allows the user to shoot up to 3d Lightnings with Skill 15, has 20 FP § "1" AL 11
Power Reserve 24122011, T piS
Totals: 3670 9.541b ‘S‘?'e'c';‘P“' 7d 5 xe ]
Qty Wagen Cost  Weight 23"2,20'3 :nrs ol Virpms:

1  Wagen 18090 170 Ib & Sch: Z
Contents - Cost: 18090, Weight: 170 Ib e e R e e = o o SIFOS ST = SRS CliRe ST R T T T
Descri';mon: Ins GCAa "Par:r?(!'1 item can have other traits assigned to it as "Children." WPM m W :

This is essentially an organizational structure, allowing you to file multiple traits 1 Meisterleistung

together under the parent item if you wish. To make an item a “child" right click on it 5 M’m -

and select "Make Child of..." The child items will be hidden by default; you may show oyl S B

the child items by right clicking on the parent and selecting “Show Components.” 1 Bonus fir BBf!’SMﬂQ BauemlBurg
Once displayed the children will be shown in a "tree” format under the parent. Any 18.12.2011: 14 pts = :
item may be assigned as a parent by right clicking on it and selecting "Make Parent";

this entry is here for convenience, as it is automatically designated a Parent. <enter caption here>

300 Rations {p. B288} 600 150 1b | | <enter notes here>
Per Unit - Cost: 2, Weight: 8 0z 26.11.2011:9pts _
Description: TL:0 Notes: One meal of dried meat, cheese, etc. ‘9_@!’_ captionhere> . .
1 Winter Clothes {p. B266} 180 41b | | <enter notes here>
Description: As grdlna‘;y% 0|?1hes. bllﬂ v:'met:é Includes a hat or hood, boots, and | 28.11.2011: 13 EQ‘
(at TL6 or less) furs. 30% of cost of living; 4ibs. .
1 Medium Shield (Defending, Fine, 17300 151p | | <enter caption here>
Spiked) (Fine, +9 CF; Spike, +20; <enter notes here>
~Defending Shield (+1), +16500) S iLeati o y

{p. B273, B287} _<enter |

Description: TL:1 LC:4 DB:2 Dam:thr cr Reach:1 Parry:No ST:-- DR:7 HP:40 : 28
Skill:Shield (Shield) Notes: [2,3,4] Can be used offensively with a shield bash 28.11. fd 3 s
(see the Melee Weapon Table p. B273) or shield rush (see Slam, p. B371). At Initial Character Creation

TL2+, you can give your small, medium, or large shield a spike to increase 5 V= r
damage: add $20 and 5 Ibs. Also available as a buckler. You can ready a buckler Character created using GURPS Character Assistant 4

in one turn and drop it as a free action, just like a weapon - but it always 17.10.2011: O pts |
one hand, and it does not allow a shield rush. Use Shield (Buckler) i d of
regular shield skill. No effect on statistics. At TL3+, iron shields are available but POINTS SUMMARY Pts
uncommon: x5 cost, x2 weight, +3 DR, and x2 HP. At TL7+ plastic riot shields Basic Attributes, Secondary Characteristics [ 150
(made of Lexan, etc.) have x1/2 weight but otherwise identical statistics. Shield Ad t Perk 135
composition never affects DB. = vantages, Fer S.
Notes: [2,3,4] Disadvantages, Quirks -40
| Usernotes: Gibt +1 Block (wird nicht angezeigt... Onkl muss rausfinden...) Skills, Techniques 85
1 Weisses Tuch (2 m2) 10 1lb Total Points Spent: 330
Totals: 18090  1701b Unspent Points: 2
SCRATCH PAD TIIAT | Avony AMaclery
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Name: Sho Kosugi

%lut unS §c5'
- Race: Human

- Al Appearance:
6L D\D\ “unqmn &antaw
~ CHARACTER SHEET B - ‘
ST 13 | 301“ HP 13 [ o §e7 5j
DX 15 [ 100]‘ Wil 11| 5]\ 3‘::,': 7 [ 0]
Q 10 | 01‘ Per 11 [ 5]BL 34lb
i e B TST(ST.:;Tys

HT 12 [ 20lFP 12 [ o] 1d > 2d-1
T3 [ 0] SM +0
'icTndihoni: +2 from 'Ninja Killing§r|ke‘ ; ’ Ri:i ;7 : 2 o el
[ Vision 11 | Fright Check 13" ] High Jump 2.92 ft
| Hearing 11 | Consciousness 12 | Money -42675T1
| Touch 11 | Death Check 12
LTaste/SmelI 11 | Broad Jump 4 yd

* Includes: +2 from 'Combat Reflexes'

|_T Includes: +4570 from 'Money', +2500 from 'Money' s __

. ENCUMBRANCE TABLE .
Name « None » nght Med Hvy X-Hvy
Lifng o« x3 x10
Basic 34 1b 68 Ib 102 Ib 204 Ib 340 Ib
Movement x1 x0.8 x0.6 x0.4 x0.2
Ground 7 yd 5vyd 4 yd 2yd 1yd
Water 1yd 1 yd 1yd 1yd 1yd

@ 2 5 4
Dodge 11 10 9 8 7

LIFTING FEATS
1-Hand 2-Hand Shove/ Carryon  Shift

Player: Sven Mangold

Ht: Wt: Age: 67

Spent: 335
Unspent: -35

ADVANTAGES (continued)

| Name Lift’ Liftt Overt  Back$ Slightly | | Name _ L il Pts
Basic 68 b 272 b 408 b 510 b 1700 Ib | | Ninja Killing Strike 2 (Ninja Training, -10%; Once Per [ 8]
* Takes 2 seconds to complete + Double with a running start Weapon Per Battle, -10%) {p. DF12:5}
| t Takes 4 seconds to complete. § Lose 1 FP/sec while over X-Hvy enc. Ninja Mind Shield 1 (Ninja Training, -10%) {p. DF12:5} [ 4]
— | Ninja Talent 2 {p. DF12:4} [ 20]
Appearance: +0 REACTION MODIFIERS Ninja Tools 2 (Ninja Gear Only, -10%; Ninja Training, -10%) [ 8 ]l
A - + {p. DF12:5} [
(Sstt?]grs ;;)0 ———— | Weapon Master (Ninja Weapons) {p. B99} [ 35]
* Conditional: -1 from 'Callous' when past victim, or has Empathy, -2 from 'No Sense of [ T PERKS = |
Humor', +2 from 'Sense of Duty (Adventuring companions)’ when in dangerous situations
if Sense of Duty is known, -2 from 'Social Stigma (Minority Group)’, -1 from Name Pts
'Stubbornness', +1 from 'Born War-Leader' Grip Mastery (Kasurigama) {p. MA50} [ 1]
—— CULTURAL FAMILIARITIES — | Ninja ?u?l Rea:ly (Nageteppo/Ninja-To) {p. DF12:6} [ 1» .
Native Pts || DISADVANTAGES ‘
Human (Native) {p. B23} 5 [ 0] | Name Pts
| Non-native Pts | Callous {p. B125} [ -5]
| Far East {p. B23} 7' [ 1] U No Sense of Humor {p. B146} [ -10]
e = — ————— | Sense of Duty (Adventuring companions) {p. B153} [ -5
) LANGUAGES ) | | Social Stigma (Minority Group) {p. B155} [ -10
Native ~_Spoken Written Pts | | Stubbornness {p. B157} [ 5]
| Far Eastern (Native) {p. B24} Native Native [ 0] | Vow (Ninja Secrecy) {p. B160, DF12:7} [ -5]
| Non-native Spoken  Written Pts Vow (Own no more than what can be carried) {p. B160, [ -10]
[ Common {p. B24} Broken - [ 1] LDF12:7}
TEMPLATES AND META-TRAITS ] QUIRKS
Name Pts || Name . Pts
Ninja (Dungeon Fantasy) {p. DF12:8} [ 0] | -Unused Quirk 1 {p. B163} [ -]
Ninja-Knight (Dungeon Fantasy) {p. DF12:10} [ 0] | _Unused Quirk 2 {p. B163} [ -]
Description: An unusual lens, but a potentially powerful one. The ability to mix the Unused Quirk 3 {p. B163} [ -1]
exotic weapon mastery and stealth of a ninja with a heavier emphasis on strength Unused Quirk 4 {p. B163} [ -1 ]J
d combat is th | of the ninja-knight. The best tion t -
grr:oocs(:eni‘s?Jsz(:lfl‘;::ha:c?r?ﬁapr(;exnztmg]ie:gn skille‘ .éinfee:spsguor?alsg a(::cess Unused Quirk 5 {p. B163} E =1 JJ
to a knightly weapon with the Ninja modifier (p. 13) or tote a big weapon like the | = — == - 1
| okusarigama (p.13)! - 1 DX based SKILLS Levell Relati Pt
— — as! e elative S
- ADVANTAGES - ﬁi“;&aﬁcs . 517 4) }3 B§$ [ 1 1
. B208 -
Ambidexterity {p. B39 e L1l
Born War-Leader 1 {p. B89, BS184} [ 5] [ Blowpipe {p. B180} 15 DX+0 [ 4]
Description: Intelligence Analysis, Leadership, Savoir-Faire (Military), Strategy, Bow {p B1 82} 14 DX-1 [ 1 ]
Tactics T
Climbing {p. B183} 15 DX+0 [ 2]
Combat Reflexes {p. B43} [ 15] : <
ngh Pain Threshold {p 859} [ 10 ] F‘ast'Dr.aW (Shurlken) {p B194, MASG} 16 DX+1 [ 1 l
Roll to ignore pain: 14 (Will+3) gme/ia' {p. B208} 17 DX+2 [ 8]
ini 2 : Ninia Traini : -10% arry:
{\:)l?];s??hanced Parry 2 (All Weapons; Ninja Training, -10%) [ 18] gudo1(3p. B203] 1a DX [ 2]
e — arry:
Jumping {p. B203} 15 DX+0 [ 1]
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Sho Kosugi Human
SKILLS (continued)
DX based e\ Relative Pts
Karate {p. B203} 14 DX-1 [ 2]
Description: Notes: Calculated damage takes into
account bonuses from Claws and skill level. You may
add the modifier "Has Gauntlets/Brass Knuckles" or
"Has Boots" to apply the +1 damage to Punch or Kick,
as appropriate.
Parry: 13 E
Knife {p. B208} 16 DX+1 [ 2]
Parry: 13 :
Kusari {p. B209} 17 | DX+2 [ 12]
Parry: 14 |
Light Walk {p. B205} 740 DX+2 [ 4
Riding (Equines) {p. B217} BB DX-1 [ 1
aShortsword {p. B209} 16 DX+1 [ 4]
Parry: 14
Staff {p. B208} 14 DX-1 [ 1]
Parry: 15 |
Stealth {p. B222} 17 DX+2 I 28
Thrown Weapon (Shuriken) {p. B226} | 17 | DX+2 [ 4]
Tonfa {p. B209} 14 DX-1 [ 1]
Parry: 13
HT based Level| Relative Pts
Hiking {p. B20} | L HT-1 [ 1
1Q based Leve Relative Pts
Armoury/TL3 (Melee Weapons) 10 1Q+0 [ 2]
{p. B178} e
Connoisseur (Weapons) {p. B185} B 1Q+0 2
First Aid/TL3 (Human) {p. B195} 10 1Q+0 1
Gesture {p. B198} A 1Q+1 [ 2
Holdout {p. B200} 10 1Q+0 2
Hypnotism (Human) {p. B201} 10t 1Q+0 1
A Invisibility Art {p. B202} 111 1Q+1 4
Leadership {p. B204} 10# 1Q+0 1
Poisons/TL3 {p. B214} 9 1Q-1 2
Strategy (Land) {p. B222} 9t 1Q-1 1
Per based Level | Relative Pts
Blind Fighting {p. B180} 12t |  Per+1 4
Observation {p. B211} it Per+0 2
Will based Level| Relative Pts
Meditation {p. B207} 1 Will-1 2]
Mental Strength {p. B209} 1811 Will+2 1
* Includes: +1 from 'Combat Reflexes’ # Includes: +1 from 'Born War-Leader'
1 Includes: +2 from 'Ninja Talent'
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Sho Kosugi Human
MELEE ATTACKS

Non-Equipment based Skill  Parry Reach ST LC Notes
Bite 15 - 1d-1cr C = =
Karate: Punch 14 13 Adter . C - -
Karate: Kick 12 - ddiery. 'S C,1 - -
Kick 13 - id cr C.1 = -
Punch 15 13 id-1cr C - -
Equipment based Skill  Parry i t Reach ST L Notes
Kusarigama (Very Fine, Balanced, Puissant, Penetrating): 18 13U 2d+6(2) cr 1.28 10t 4 8]
Kusari
Kusarigama (Very Fine, Balanced, Puissant, Penetrating) 18 13U 2d+8(2) cut 1,2 11t 4 [8,14]
Kama
Ninja-To (Balanced, Fine, Penetrating Weapon): Swing 17 14 2d+4(2)cut 1 8 4
Ninja-To (Balanced, Fine, Penetrating Weapon): Thrust 17 14 1d+3(2) i 1 8 4

Ha A7 14 SRSl | ] R (e ey S 4 0,100

i e e Ty oot sy

IS < T I ) e IR Rl et 1 4Tk
Sai: Main-gauche thrust 1 7 4
Sai (Fine, Meteoric): Jitte/sai swing 2d+3 cr 1 7 4 [1,10]
Sai (Fine, Meteoric): Jitte/sai thrust ! 1d+3 imy 1 7 4
Sai (Fine, Meteoric): Main-gauche swing 13 12F ety Ll - | 1 7 4 -
Sai (Fine, Meteoric): Main-gauche thrust 13 12F Ad+1 i | 1 7 4
Shuriken (Spike): Claw 15 13 1d-2 cut C - 4 14]
Shuriken (Spike, Meteoric, Fine): Claw 15 13 1d-1 cut C - 4 [4]
Shuriken (Star): Claw 15 13 1d-2 cut C - 4 [4]
Shuriken (Star, Meteoric, Fine): Claw 15 13 1d-1 ¢ C - 4 4]
Tanto: Swing . 16 13 j2d-icut g e Bkt o
Tanto: Thrust 16 13 1d+1 imp C 6 4 (11
Tonfa: Butt jab 15 13 ifidier SR C - 4 4]
Tonfa: Swing 14 13 l2d-ter 1 7 4 (11
Tonfa: Thrust 14 13 idcr C,1 7 4

Parry "F": The weapon is a fencing weapon (see: Fencing Weapons, p. B404).

Parry

shotgun, it always requires two hands, regardless of ST.

Reach "*": The weapon is awkward and requires a Ready maneuver to change reach; e.g. between 1 and 2.

"U": The weapon is unbalanced. You cannot use it to parry if you have already used it to attack this turn (or vice versa).
ST "$": The weapon requires two hands. If you have at least 1.5 times the listed ST (round up),
you have at least twice the listed ST, you can wield it one-handed with no readiness penalty. Bul

you can use a weapon like this in one hand, but it becomes unready after you attack with it. If
tif it requires one hand to hold it and another to operate a moving part, like a bow or a pump

+ Includes: +1 from 'Combat Reflexes'

* Includes: +2 from 'Ninja Enhanced Parry (All Weapons)', +1 from ‘Combat Reflexes'

RANGED ATTACKS \
Name Skill ; Acc Range RoF  Shots ST Bulk Rcl LC Notes
Sai: Thrown 11 |1dimp - 10yd/20yd 1 T(1) 7 3 - 4
Sai (Fine, Meteoric): Thrown 11 [ 1d+1imp - 10yd/20yd 1 T(1) 7 3 - 4
Shuriken (Spike): Thrown 17 | 1d+1 cut 1 7yd/13yd 1 T(1) 5 ol o |
Shuriken (Spike, Meteoric, Fine): 17 | 1d+2 cut 1 7yd/13yd 1 T(1) 8 - - 4
Thrown
Shuriken (Star): Thrown 17 | 1d+1 cut 1 7yd/13yd 1 T(1) 5 - - 4
Shuriken (Star, Meteoric, Fine): 17 | 1d+2 cut 1 7yd/13yd 1 T(1) 5 - - 4
Thrown
Tanto: Thrown 11 [ 1dimp — 10yd/20yd 1 T(1) 6 2 - 4
Shots "T": The weapon is a thrown weapon.
PARRY PARRY BLOCK DODGE OTHER HP 0 HP -1xHP -2xHP -3xH -4xHP
. ‘ 3[i2{11/70[8] [0)-1)-2-314] [l o] [l ] 2o s
13 13 i ar 8] 7][6](512] [56]-7)8I-8) [relfse|fa]ferm] (] felf sl v o] el o]
Judo DX DX None 8][2](1 [roffuffa] a2 e a7][ 5 o
HP loss effects are cumulative with each other and any effects suffered from FP loss.
N e Loc. HP # less than 1/3 HP: Dodge/2 and Move/2 (round up).
DR: 0 DR: 2 Eyes 2 0 HP or less: Make a HT roll at -1/full multiple of HP below 0 vs. unconsciousness
DB: 0 DB: 0 Neck immediately and at the start of any turn you choose a maneuver other than
Neck Face ec - Do Nothing.
DR: 3 DR: 0 Skull - -1xHP or less: Make a HT roll vs. death immediately and for every full multiple of HP below
DB: 0 pBI 0 Face = 0. '
o Torso [ -5xHP or less: Immediate death.
DR 2°+3 Brms Groin - FP 0OFP FP"losesd tzﬂectil 'aar'e cumulative with each other and any effects
DE: 0 | DR 2743 Arms 7 [2TAa[s][E] [O]F1E2EaIa] Surerec Mo . i .
{708 0 Mende 5 e lSIala] [ BTIals] oo o P . ot ftect ST-based qvantves,
Hands Legs 7 (2] Lao]l-1t such as HP and damage.
DR: 3 Ei 0 FP or less: Make a Will roll vs. incapacitation before
DE: 0 eet 5 any maneuver other than Do Nothing, on a
Bonus DR: 0 criti::al failure r‘?ake an inyne‘ilia':tg :ﬂ' roll
DD Bonus DB: 0 prors e e iy
I Groin -1xFP or less: Immediate unconsciousness; you can no
0 0 0 DR: 2743 Notes: longer lose FP, further FP costs are lost
. DB: 0 from your HP instead.
0 0 R
0 o SLAM TABLE
DR: 3 1 2-3 4-7 8
pads 1d-3 1d-2 1d-1 1d
Feet
DR: 3
DB: 0
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Human

Sho Kosugi
HUMANOID HIT LOCATION TABLE ﬁ

Roll Location Mod. | Roll Location Mod.
3-4  Skull -7(f)/-5(b)| — Vitals -3
5 Face -5(f)/-7(b) | — Eye* -9
6-7 Right Leg -2 - Ear -7
8 Right Arm -2 - Nose -7
9-10 Chest’ - - Jaw -6
11 Abdomen’ -1 - Spine$ -8
12 Left Arm -2 - Limb Vein/Artery1 -5
13—14 Left Leg -2 - Neck Vein/ArteryY -8
15 Hand -4 - Arm/Leg Joint™ -5
16 Foot -4 - Hand/Foot Joint™ -7
17-18 Neck -5 - Groin -3
* If striking with crushing, impaling, or piercing attacks, roll 1d: 1 is a vitals hit instead

+ Only targetable by crushing, impaling, piercing, and tight-beam burning attacks
+ Only targetable by impaling, piercing, and tight-beam burning attacks

§ Only targetable by crushing, cutting, impaling, piercing, and tight-beam burning attacks
4 Only targetable by cutting, impaling, piercing, and tight-beam burning attacks
** Only targetable by crushing, cutting, piercing, and tight-beam burning attacks

See also: Hit Location, p. B398, Human and Humanoid Hit Location Table, p. B552, New Hit
Locations, p. MA137, and Hit Locations, p. LT100.

HUMANOID ARMOR GAPS TABLE

Gap Location Mod. | Gap Location Mod.
Armpit* Vitals -8 Inside Elbow Arm Joint -8
Back of Knee Leg Joint -8 Neck Neck -8
Eyes Eyes -10 Open Palm Hand  -6(u)/-8(a)
Groin Groin -3

* Only targetable by impaling attacks; critical hit cripples arm

See also: Harsh Realism — Armor p. LT101.
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Sho Kosugi Human
LOAD-OUTS LOAD-OUTS (continued)
Qty « Combat » Cost  Weight Qty « Combat » Cost  Weight
Armor 17025 81b 1 Bandoleer {p. DF1:25} 1160 3lb

Contents - Cost: 17025, Weight: 8 Ib

Description: In GCA a "Parent” nem can have other uans assigned to it as "Children."
This is I g you to file multiple traits
together under the parem item if you wish. To make an item a "child” right click on it

Per Unit - Cost: 60, Weight: 1 Ib

Contents - Cost: 1100, Weight: 2 Ib

Description: Carries 6 Ibs. of throwing weapons (24 daggers, 12 packs of caltrops, 30
nageteppo, etc.). Wearer can reach them with Ready or Fast-Draw.

nageteppo, etc.). Wearer can reach them with Ready or Fast-Draw.

and select "Make Child of..." The child items will be hidden by default; you may show 1 Battle Potion 100 1lb
the child items by right clicking on the parent and selecting "Show Components.” Usernotes: DX x d6 1h
Once displayed the children will be shown in a "tree” format under the parent. Any 1 Poison Blade Black 1000 1
item may be assigned as a pmenl by right clicking on it and selecting "Make Parent”; - )
this entry is here for convenience, as it is automatically designated a Parent. Usernotes: 6 x d6 if ht-5 roll fails
1 Armored Ninja Suit (2x Fortify) 5950 41b Totals: 19585 18 1b
(Armored, +3QO%; Weapon Holder, Qty Rucksack Cost  Weight
+900%; ~Fortify (All) (+2), +4000) 1 Quick-Release Backpack {p. DF1:25} 9560 25.131b
{p. DF12:16} Per Unit - Cost: 300, Weight: 3 Ib
Description: location: full suit DR:1 Contents - Cost: 9260, Weight: 22.13 Ib :
Usernotes: Weapon Holder = 3+Ninja Talent Slots Description: Notes: Holds 40 Ibs. of gear. Dro_pping itis a free action. Items liable to
Location: full suit, face, skull break if dropped must check for this (1 on 1d if unsure).
1 Cloth Armor (Giant Spider Silk, 9000 3lb 1 'l:urjset {& ?2128} 9105 1.131b
+9900%; ~Lighten (Groin, Torso c"' i "’ts' Ccfst T
7 i = 3 3 ght: 1.13 1b
and Vitals) (x1/2), +6000) {p. B283} Dznsc?inplion: Notes: Holds :; Ibs. of small items (coins, personal basics, efc.)
Description: TL:1 LC:-- DR:1* Locations: torso, groin Notes: [1] Concealable as or
: 10 Gold Mark 1000 1.6 0z
“N’;‘l’:_‘?f]‘h‘"g' Per Unit - Cost: 100, Weight: 2.56 dr
Locali-on; torso, groin 95 Copper Farthlng 95 15.2 0z
1 Cloth Sleeves (Giant Spider Silk, 2075 1lb 5 Ps?;‘:’;' ;?;‘r; 3, Weight: 256 dr 5 -
AIS00N; RIgNinn (RS 1SS, 8 Platinum Franc 8000 1.28 0z
;Zs“zzlétgnBT%??.}C DR:1* Locations: arms Notes: [1] Concealable as or under .Per Unil soas 1000“ Henght 2 S0
clothing, ) ) 1 }Nlrg)zsgler; (filled with water) 10 40z
Notes: [1] P.
Location: arms Description: TL:0 Notes: Holds 1 gallon of liquid.
1 Bandole;r {p. ?vﬁ ;125} 1400 7lb|[ 20  Travelers Rations {p. B288} 40 101b
Per Unit - Cost: 60, Weight: 1 Ib Per Unit - Cost: 2, Weight: 8
Contents - Cost: 1340, Weight: 6 Ib Dersa?;')lion: TL:0 NoteaE: OneO:\eaI of dried meat, cheese, etc.
Description: Carries 6 Ibs. of throwing weapons (24 daggers, 12 packs of caltrops, 30 1 Sleeping Fur {p_ B288} 50 8lb

Description: Notes: A winter bedroll, suitable for ice caves, arctic adventures, etc.
1 Personal Basics {p. B288} ) 1lb
Description: Notes: Minimum gear for camping: -2 to any Survival roll without it.
Includes utensils, tinderbox, and flint and steel.

1 Wineskin {p. B288} 10 40z
Description: TL:0 Notes: Holds 1 gallon of liquid.
Tonfa {p. MA226, MA230, DF12:14} 40 151b

Description: TL:3 LC:4 [Mode:butt jab Damage:thr cr Reach:C Parry:0 ST:0
Skill:Brawling, Karate, DX Notes:[4]], [Mode:swing Damage:sw cr Reach:1 Parry:0
ST:7 Skill:Tonfa Notes:[11]], [Mode:thrust Damage:thr cr Reach:C,1 Parry:0 ST:7
Skill: Tonfa), [4] This attack receives Brawling or Karate damage bonuses.

Notes: [4]|[11]]
Totals: 9560 25.131b
Qty Weapon Holder in Ninja Suit Cost  Weight
Weapon Holder in Ninja Suit 21600 10.51b

Contents - Cost: 21600, Weight: 10.5 Ib

Description: In GCA a "Parent” item can have other traits assigned to it as "Children.”
This is essentially an organizational structure, allowing you to file multiple traits
together under the parent item if you wish. To make an item a "child" right click on it
and select "Make Child of..." The child items will be hidden by default; you may show
the child items by right clicking on the parent and g "Show C

Once displayed the children will be shown in a "tree” tormat under the parenl Any
item may be assigned as a parent by right clicking on it and selecnng "Make Parent™;
this entry is here for i , as itis at d a Parent.
Usernotes: Holds 3+Ninja Talent Wegpons, Weapons don't count as

5 Nageteppo, Smoke {p. DF1:25} 200 1lb
Per Unit - Cost: 40, Weight: 3.2 0z
Description: When hurled, fills a two-yard radius with smoke (-10 to Vision) for 5
seconds.

5 Nageteppo, Flash {p. DF1:25} 200 1lb
Per Unit - Cost: 40, Weight: 3.2 0z
Description: When hurled, everyone within 10 yards of where it lands must roll vs.
HT or suffer Blindness (a Vision-Based affliction). Roll vs. HT to recover every
turn.

10 Shuriken (Star) (Weapon Master 30 1lb
Damage Bonus, +0) {p. B276,
MA226, DF12:14}
Per Unit - Cost: 3, Weight: 1.6 0z
Description: TL:3 LC:4 [Mode:thrown Damage:thr-1 cut Acc:1 Range:ST*0.5/ST*1
RoF:1 Shots:T(1) ST:5 Bulk:0 Skill: Thrown Weapon (Shuriken)], [Mode:claw
Damage:thr-2 cut Reach:C Parry:0 ST:0 Skill:Brawling, Karate, DX Notes:[4]]
Notes: [[4]

10 Shuriken (Spike) (Weapon Master 30 1lb
Damage Bonus, +0) {p. B276,
MA226, DF12:14}
Per Unit - Cost: 3, Weight: 1.6 0z
Description: TL:3 LC:4 [Mode:thrown Damage:thr-1 cut Acc:1 Range:ST*0.5/ST*1
RoF:1 Shots:T(1) ST:5 Bulk:0 Skill:Thrown Weapon (Shuriken)], [Mode:claw
Damage:thr-2 cut Reach:C Parry:0 ST:0 Skill:Brawling, Karate, DX Notes:[4]]
Notes: |[4]

2 Caltrops (Per hex) {p. DF1:25} 10 1lb
Per Unit - Cost: 5, Weight: 8 oz
Description: Take a Ready maneuver to deploy. Victims who miss a Vision-2 roll
step on a number of spikes equal to margin of failure. Each inflicts thr-3 imp -
based on his ST - to the foot. Caltrops that penetrate DR continue to do damage
each turn until removed (two Ready maneuvers).

5 Shuriken (Star, Meteoric, Fine) 435 80z
(Weapon Master Damage Bonus,
+0; Fine, +900%; Meteoric,
+1900%) {p. B276, MA226,
DF12:14}
Per Unit - Cost: 87, Weight: 1.6 0z
Description: TL:3 LC:4 [Mode:thrown Damage:thr-1 cut Acc:1 Range:ST*0.5/ST*1
RoF:1 Shots:T(1) ST:5 Bulk:0 Skill:Thrown Weapon (Shuriken)], [Mode:claw
Damage:thr-2 cut Reach:C Parry:0 ST:0 Skill:Brawling, Karate, DX Notes:[4]]
Notes: |[4]

5 Shuriken (Spike, Meteoric, Fine) 435 8oz

(Weapon Master Damage Bonus,
+0; Fine, +900%; Meteoric,

1 Sai (Weapon Master Damage 60 1.51b

Bonus, +0) {p. MA227, MA228,

MA231, DF12:14}
Description: TL:3 LC:4 [Mode:jitte/sai swing Damage:sw cr Reach:1 Parry:0 ST:7
Skill:Jitte/Sai Notes:[1, 10]], [Mode:jitte/sai thrust Damage:thr imp Reach:1
Parry:0 ST:7 Skill:Jitte/Sai], [Mode:main-gauche swing Damage:sw cr Reach:1
Parry:0F ST:7 Skill:Main-Gauche Notes:[1]], [Mode:main-gauche thrust
Damage:thr imp Reach:1 Parry:0F ST:7 Skill:Main-Gauche], [Mode:thrown
Damage:thr imp Acc:0 Range:ST*0.8/ST*1.5 RoF:1 Shots:T(1) ST:7 Bulk:-3
Skill: Thrown Weapon (Knife)], [1] Can be thrown. [10] Gets +2 to disarm when
wielded with Jitte/Sai skill; see pp. B208, B401.
Notes: [1, 10]||[1

1 Tanto (Weapon Master Damage
Bonus, +0) {p. B272, B276,

DF12:14}

Description: TL:0 LC:4, [Mode: thrown Dam:thr imp Acc:0 Range:ST*0.8/ST*1.5
RoF:1 Shots:T(1) ST:6 Bulk:-2], [Mode:swing Dam:sw-2 cut Reach:C,1 Parry:-1
ST:6 Skill:Knife], [Mode:thrust Dam:thr imp Reach:C Parry:-1 ST:6 Skill:Knife
Notes: [1] Can be thrown. See Muscle Powered Ranged Weapon Table (p. 275)]
Notes: [[1]|

40 1lb

1 Ninja-To (Balanced, Fine 8200 21b
0, ’

*D}:S:OZO 1/;) {p. B276, MA226, Penetrating Weapon) (Weapon

Poriiis CL R e B Master Damage Bonus, +0;

Description: TL:3 LG4 [Mode:thro ’ 1 Range:ST0.5/8T* Balanced, +400%; Fine, +300%;

escription: TL:3 LC:4 [Mode:thrown Damage:thr-1 cut Acc:1 Range:ST*0.5/ST*1 alancea, + o, FINE, + CH

RoF:1 Shots:T(1) ST:5 Bulk:0 Skill:Thrown Weapon (Shuriken)], [Mode:claw ~Penetrating Weapon (+1), +5000)

Damage:thr-2 cut Reach:C Parry:0 ST:0 Skill:Brawling, Karate, DX Notes:{4]] {p_ B273}

Notos:[4] Description: TL:2 LC:4, [Mode:swing Dam:sw cut Reach:1 Parry:0 ST:8
Skill:Shortsword], [Mode:thrust Dam:thr imp Reach:1 Parry:0 ST:8
Skill:Shortsword]
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Human

CAMPAIGN LOG (continued)

Sho Kosugi
LOAD-OUTS (continued)
Qty Weapon Holder in Ninja Suit Cost Weight
1 Weapon Holder in Ninja Suit 21600 10.51b
1 Sai (Fine, Meteoric) (Weapon 1380 1.51b

Master Damage Bonus, +0; Fine,
+300%; Meteoric, +1900%)
{p. MA227, MA228, MA231,

DF12:14}

Description: TL:3 LC:4 [Mode:jitte/sai swing Damage:sw cr Reach:1 Parry:0 ST:7
Skill:Jitte/Sai Notes:[1, 10]], [Mode:jitte/sai thrust Damage:thr imp Reach:1
Parry:0 ST:7 Skill:Jitte/Sai], [Mode:main-gauche swing Damage:sw cr Reach:1
Parry:0F ST:7 Skill:Main-Gauche Notes:[1]], [Mode:main-gauche thrust
Damage:thr imp Reach:1 Parry:0F ST:7 Skill:Main-Gauche], [Mode:thrown
Damage:thr imp Acc:0 Range:ST*0.8/ST*1.5 RoF:1 Shots:T(1) ST:7 Bulk:-3
Skill: Thrown Weapon (Knife)], [1] Can be thrown. [10] Gets +2 to disarm when
wielded with Jitte/Sai skill; see pp. B208, B401.

Notes: [1, 10]|[[1]|

Character created using GURPS Character Assistant 4
| 21.08.2011:0pts

POINTS SUMMARY

Pts

Basic Attributes, Secondary Characteristics

170

Advantages, Perks

132]

Disadvantages, Quirks

-55

Skills, Techniques

1 Kusarigama (Very Fine, Balanced, 11920 451b

Puissant, Penetrating) (Weapon

Master Damage Bonus, +0;

Balanced, +400%; Very Fine, +19

CF; ~Penetrating Weapon (+1),

+5000; ~Puissance (+1), +5000)

{p. MA228, DF12:14}

Description: TL:3 LC:4 [Mode:kusari Damage:sw+2 cr Reach:1,2* Parry:-2U

ST:10t Skill:Kusari Notes:[8]], [Mode:kama Damage:sw+2 cut Reach:1,2* Parry:-

2U ST:111 Skill:Kusari Notes:[8, 14]], [8] Attempts to parry flails and kusaris are

at -4; fencing weapons (“F” parry) can't parry at all! Attempts to block such

weapons are at -2. Halve these penalties for the bola perdida, bolas, life-
preserver, and weighted scarf.

Notes: [8]|[8, 14]

Totals: 21600 10.51b
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CAMPAIGN LOG

+ (other) 0 = (total) 50

Poims (Iogged) 50
d Schaetze 8

<enter notes here>
22.12.2011: 15 pts _

<enter caption here>
<enter notes here>

30.10.2011: 13 pts

Total Points Spent:
Unspent Points:

-35
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