Quill Dragon's U:P Character & Reference Sheet v1.0


	Character Name
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	Gender
	
	
	

	Height
	
	
	

	Eye Colour
	
	
	

	Hair Colour
	
	
	

	Notes
	
	
	


	Primary Attributes
	Secondary Attributes

	Strength
	Hitpoints (hits max = str)


	Dexterity
	Stamina (stam max = dex)


	Intelligence
	Mana (mana max = int)


	Attribute Cap = 225  -  +50% effect bonus pr 50 points in a secondary attribute 


	Word of Power
	Effect
	
	Word of Power
	Effect
	
	Word of Power
	Effect
	
	Word of Power
	Effect

	An
	Negate or 

Dispel
	
	Hur
	Wind
	
	Ort
	Magic
	
	Vas
	Great

	Bet
	Small
	
	In
	Make, Create
 or Cause
	
	Por
	Move or 

Movement
	
	Wis
	Know or 

Knowledge

	Corp
	Death
	
	Jux
	Danger, Trap 

or Harm
	
	Quas
	Illusion
	
	Xen
	Creature

	Des
	Lower or

 Down
	
	Kal
	Summon or Invoke
	
	Rel
	Change
	
	Ylem
	Matter

	Ex
	Freedom
	
	Lor
	Light
	
	Sanct
	Protect or 

Protection
	
	Zu
	Sleep

	Flam
	Flame
	
	Mani
	Life or

 Healing
	
	Tym
	Time
	
	
	

	Grav
	Field
	
	Nox
	Poison
	
	Uus
	Raise or Up
	
	
	

	Spell Effect = 1d100 x Combined Attribute and Skill % effect bonus + Item Bonuses.   Mana Cost = The 1d100 of the spell effect.   The Spell Effect is affected first by the Resistance Skill and then by Armor


	Armor 



	Shield Bonus



	Armor / Shield Bonus cannot surpass your strength  -  Every armour point gives you –1 stamina while the armor is worn. If the armor score lowers your stamina below zero, then you cannot perform any physical actions in the armour nor can you move  -  The Shield Bonus does not affect stamina


Non-Magical Combat
	Skill
	Attribute
	Skill level
	
	Skill
	Attribute
	Skill level

	Critical Hit


	STR
	
	
	Parrying
	STR
	

	Weapon Skill - Short Range
	STR
	
	
	
	
	

	Weapon Skill - Short Range
	STR
	
	
	
	
	


Magical Combat

	Skill
	Attribute
	Skill level
	
	Skill
	Attribute
	Skill level

	Magery


	INT
	
	
	Resistance
	INT
	


Healing & Regeneration

	Skill
	Attribute
	Skill level

	Healing


	STR
	

	Focus


	DEX
	

	Meditation


	INT
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Pet Control

	Skill
	Attribute
	Skill level
	
	Skill
	Attribute
	Skill level

	Animal Taming


	STR
	
	
	Animal Lore
	INT
	


Crafting

	Skill
	Attribute
	Skill level
	
	Skill
	Attribute
	Skill level

	Alchemy


	INT
	
	
	Inscription
	INT
	

	Clothworking


	STR
	
	
	Metalworking


	STR
	

	Food Preparation


	INT
	
	
	Stoneworking


	STR
	

	Glassworking


	DEX
	
	
	Woodworking


	STR
	


Other

	Skill
	Attribute
	Skill level
	
	Skill
	Attribute
	Skill level

	Detect Hidden


	INT
	
	
	Stealth


	DEX
	

	Hiding


	DEX
	
	
	Tracking


	INT
	

	Identification


	INT
	
	
	Quick Reflexes
	DEX
	

	Jumping


	DEX
	
	
	
	
	

	Lock Picking


	DEX
	
	
	
	
	

	Remove Trap


	DEX
	
	
	
	
	

	Pick Pocket


	DEX
	
	
	
	
	

	Ropeless Climbing 


	DEX
	
	
	
	
	

	Skill Cap = 700  -  +50% effect bonus per 50 skill points


	NOTE: You can use the item, but cannot receive the Item Bonus from an item, whose bonus surpasses the attribute, which controls the actions, that the Item Bonus adds to. E.g. a sword's damage bonus cannot surpass the wielder's strength.


	Weapon
	1-Handed
	2-Handed
	Item Bonus
	Notes

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	Two-Handed = +50% damage effect  -  Dual-Wielded = +50% parry effect  -  No shield is allowed if you use 2-Handed or Dual wield


	Gold




	Equipment
	Item Bonus
	
	Equipment
	Item Bonus

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	The Eight Virtues
	Score
	Every positive Virtue Point

	Honesty
	
	will raise the natural stat cap and skill cap with one point. There is no Virtue 

	Compassion
	
	Point maximum nor is there any upper limit for the stat and skill cap.  They can all

	Valor
	
	grow infinitly.

E.g. At 100 positive Virtue Points the character has a 

	Justice
	
	Stat Cap of 325 (225+100) and a Skill Cap of 800 (700+100). 

	Sacrifice
	
	Every negative Virtue Point will decrease the natural stat cap and skill cap with

	Honor
	
	one point. If the Stat Cap hits zero the character will normally die and can under

	Spirituality
	
	no circumstances be resurrected. For every –10 Virtue Points a character

	Humility
	
	has, people who resurrect the character gain –1 Virtue Point.
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	Quick Reference Sheet for Ultima Prophecy


	The Druidic Runes of Britannia
	Attribute and Skill Gain
	
	Feats

	A
	B
	C
	D
	E
	F
	
	Before every game session all attributes and skills raise with
	
	To perform a feat you first perform an action as you

	A
	B
	C
	D
	E
	F
	
	20%. If a skill or attribute is 0
	
	normally would by 

	G
	H
	I
	J
	K
	L
	
	then it is raised to 1. The Player can always chose if
	
	determining its effect. Then you cast a linear

	G
	H
	I
	J
	K
	L
	
	he/she wants a skill or an
	
	Spell, but without dividing

	M
	N
	O
	P
	Q
	R
	
	attribute to raise at all or if

he/she only wants it to raise
	
	its effect by 2. Add the two effects. The effect of the

	M
	N
	O
	P
	Q
	R
	
	some of the amount, which
	
	non-magical action added 

	S
	T
	U
	V
	W
	X
	
	it is allowed to.


	
	to effect of the magical action is the feat's effect.

	S
	T
	U
	V
	W
	X
	
	Note: Always round gains up.
	
	

	Y
	Z
	[
	\
	]
	^
	
	
	
	

	Y
	Z
	TH
	EE
	NG
	EA
	
	
	
	

	_
	
	
	
	
	
	
	
	
	

	ST
	
	
	
	
	
	
	
	
	

	Combat Sequence
	
	Initiative Sequence

	
	Attacker
	
	Defender
	
	
	

	1.
	Roll 1d100
	1.
	Roll 1d100
	
	1.
	Roll 1d100

	2. 
	Multiply with Attribute & Skill % Bonus. 

(Weapon, Magery etc.)
	2.
	Multiply with Attribute & Skill % Bonus

(Parry, Resist etc.)
	
	2.
	Multiply with Stamina & Skill % Bonus

(Quick Reflexes)

	3.
	Add Item Bonus
	3.
	Add Item Bonus
	
	3.
	Add Item Bonus

	4.
	Compare Effects
	4.
	Compare Effects 
	
	4.
	For every 50 points of effect

	5. 
	Subtract Mana
	5.
	Note: Armor. Subtract Hitpoint, Stamina and Mana
	
	
	you get +1 action in your turn. Highest effect acts first

	6.
	Repeat until done
	
	
	
	
	then second highest etc.

	7.
	Determine New Initiative
	
	
	
	
	You get minimum 1 action.
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