
Nom : Bobba LANGAGES Signes Particuliers PI1
Race : Hobbit Fort   Coût : 3/* Parlé Ecrit _____________________________________________________
Ville : Lys Mandrin 1 Hobbit 7 7 _____________________________________________________
Taille : 1,04  m Poids : 23,5 Kg 2 Calaan (Commun) 6 0 _____________________________________________________
Cheveux : Bruns Yeux : Marrons 3 __________________ 0 0 _____________________________________________________
Age : Sexe : Masculin 4 __________________ 0 0 _____________________________________________________
Main : Droitier Œil : Droitier 5 __________________ 0 0 _____________________________________________________
Apparence : 47+ PR 10 = 57 6 __________________ 0 0 _____________________________________________________
Profession : Monte-en-l'Air 7 __________________ 0 0 _____________________________________________________
Statut : Moyen 8 __________________ 0 0 _____________________________________________________
Niveau : 6 9 __________________ 0 0 _____________________________________________________
XP : 10 __________________ 0 0 _____________________________________________________
CARAC Temp. Pot. Dev. Norm Race Spé. Total _____________________________________________________
Constitution CO 78 78 7 5 20 0 25 _____________________________________________________
Agilité* AG 100 100 10 25 10 20 55 _____________________________________________________
Autodiscipline AD 75 75 7 5 0 0 5 _____________________________________________________
Mémoire ME 82 82 7 5 0 0 5 _____________________________________________________
Raisonnement RS 91 91 8 10 0 15 25
Développement DEV XXX XXX 39 XXX XXX XXX XXX 1D10 Max race : 110 Récup  : X3
Force FO 85 85 XXX 5 -5 0 0 Base PdeC : 
Rapidité RP 96 96 XXX 15 5 15 35 Cap de PdeC : Bonus bouclier : 0
Présence PR 79 79 XXX 5 -10 15 10 Type D'armure : 5 Bonus Déf : 35 - = 35
Empathie EM 91 91 XXX 10 -10 0 0 MM0/RP0/Proj0 Bonus divers : _____________
Intuition* IT 90 90 XXX 10 0 0 10 Base de MM : 14,7m/rd Allure Max. :

COMPETENCES
Compétence Coût DM    Carac Niv. Obj. Div. Div. Total
Cuir Souple 9  5 AG 55 2/N=12 ______ ______ ______ _______ 

Cuir Rigide 9  0 AG 55 2/N=12 ______ ______ ______ _______ 

Cotte de Maille 10  0 FO 0 2/N=12 ______ ______ ______ _______ 

Armure de Plates 10  0 FO 0 2/N=12 ______ ______ ______ _______ 

___________________________ ___  _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___  _______ _______ ____   _____ ______ ______ ______ _______ 

C1 Arbalète Légère 3/8  50 AG 55 2/N=12 ______ ______ ______ 117 

C2 LANCER 3/8  30 FO/AG 28 2/N=12 ______ ______ ______ 70 

C3 Dague 4  15 FO 0 2/N=12 ______ ______ ______ 27 

CdA E. Courte/Dague 3/7  30 FO 0 2/N=12 ______ ______ ______ 42 

___________________________ ___  _______ _______ ____   _____ ______ ______ ______ _______ 

Arts Martiaux Projection 3/7  15 AG 55 2/N=12 ______ ______ ______ 82 

___________________________ ___  _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___  _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___  _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___  _______ _______ ____   _____ ______ ______ ______ _______ 

Aggrav. Blessures 3/9  -25 AG/FO 28 2/N=12 ______ ______ ______ 15 

Rixe 1/4  -25 FO/AG 28 2/N=12 ______ ______ ______ 15 

Feinte 2/4  -25 RP/PR 23 2/N=12 ______ ______ ______ 10 ⅟₁₀

Combat espace restreint 2/7  10 XXX 0 2/N=12 ______ ______ ______ 22 

Combat Aveugle Ouïe 2/6  -25 RS/EM 13 2/N=12 ______ ______ ______ 0%

Revers 3/5  -25 AG/RS 40 2/N=12 ______ ______ ______ 27%

Rapprochement 2/7  15 RP/AG 45 2/N=12 ______ ______ ______ 72 

Défense Adrénale 7  -25 XXX 0   _____ ______ ______ ______ -25 

Yado_________________________3/6  30 RP/AG 45 2/N=12 ______ ______ ______ 87 

___________________________ ___  _______ _______ ____   _____ ______ ______ ______ _______ 

Embuscade 1/3  35 XXX 0   _____ ______ ______ ______ 35 

___________________________ ___  _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___  _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___  _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___  _______ _______ ____   _____ ______ ______ ______ _______ 

╫ Dév. Corp. 3/7  30 CO 25   _____ ______ ______ ______ 55╫
6/3/8/6/7////////////////////

70 000             

78
55 + 7 = 62



Compétence Coût DM    Carac Niv. Obj. Div. Div. Total
Percep. Vue 1/3  35 IT 10 1/N=6 ______ ______ ______ 51 

Percep. Odorat 1/3  35 IT 10 1/N=6 ______ ______ ______ 51 

Percep. Ouïe 1/3  35 IT 10 1/N=6 ______ ______ ______ 51 

Percep. Goût 1/3  35 IT 10 1/N=6 ______ ______ ______ 51 

Percep. Toucher 1/3  35 IT 10 1/N=6 ______ ______ ______ 51 

___________________________ ___ _______ _______ ____   _____ ______ ______ ______ _______ 

Détection des Pièges 1/2  30 IT 10 1/N=6 ______ ______ ______ 46 

Surveillance 1/4  30 IT/AD 8 1/N=6 ______ ______ ______ 44 

Rech. Pass. Secrets 1/2  30 IT/RS 18 1/N=6 ______ ______ ______ 54 

Sablier 1/4  30 IT/ME 8 1/N=6 ______ ______ ______ 44 

Sens de l'Orientation 1/4  30 IT/RS 18 1/N=6 ______ ______ ______ 54 

___________________________ ___ _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___ _______ _______ ____   _____ ______ ______ ______ _______ 

Cacher un Objet 1/3  25 RS/IT 18 3/N=18 ______ ______ ______ 61 

Comédie 2/5  20 PR/EM 5 3/N=18 ______ ______ ______ 43 

Crochetage 1/3  30 IT 10 3/N=18 ______ ______ ______ 58 

Désarmement de Pièges 1/3  25 IT/AG 33 3/N=18 ______ ______ ______ 76 

Dissimulation 1/3  35 !AD! 5 3/N=18 ______ ______ 20 78 

Filature 1/3  35 AG 55 3/N=18 ______ ______ 20 128 

Pickpocket 1/3  25 AG/IT 33 3/N=18 ______ ______ ______ 76 

___________________________ ___ _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___ _______ _______ ____   _____ ______ ______ ______ _______ 

Escalade 1/3  30 AG 55 3/N=18 ______ ______ ______ 103 

Contorsionnisme 1/3  30 AG/AD 30 3/N=18 ______ ______ ______ 78 

Natation 2/6  30 AG 55 3/N=18 ______ ______ ______ 103 

Funambule 1/3  20 AG/AD 30 3/N=18 ______ ______ ______ 68 

Grappin 1/3  30 AG 55 2/N=12 ______ ______ ______ 97 

Maîtrise de la Corde 1/3  30 ME/AG 30   _____ ______ ______ ______ 60 

Acrobaties 1/3  15 AG/RP 45 3/N=18 ______ ______ ______ 78 

Jonglerie 1/3  15 AG/IT 33 3/N=18 ______ ______ ______ 66 

Jeu Cartes 1/3  35 ME/PR 8   _____ ______ ______ ______ 43 

Trucages 1/2  20 PR/RP 23 3/N=18 ______ ______ ______ 61 

___________________________ ___ _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___ _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___ _______ _______ ____   _____ ______ ______ ______ _______ 

Equitation Poney 3  25 EM 0 1/N=6 ______ ______ ______ 31 

Animalerie Poney 3/6  15 EM/PR 5 1/N=6 ______ ______ ______ 26 

___________________________ ___ _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___ _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___ _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___ _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___ _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___ _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___ _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___ _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___ _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___ _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___ _______ _______ ____   _____ ______ ______ ______ _______ 

___________________________ ___ _______ _______ ____   _____ ______ ______ ______ _______ 

Env. Hostile Froid 3/6  -25 AG/AD 30 1/N=6 ______ ______ ______ 11 

Env. Hostile Chaleur 3/6  -25 AG/AD 30 1/N=6 ______ ______ ______ 11 

Env. Hostile Tangage 3/6  -25 AG/AD 30 1/N=6 ______ ______ ______ 11 

Volonté XXX qqqqqqqqqq qqqqqqqqqq qqqqq XX XX XX XX XX XX XX 145

JR Essence XXX qqqqqqqqqq qqqqqqqqqq qqqqq XX EM 0   _____ ______ 0 50 50

JR Théurgie XXX qqqqqqqqqq qqqqqqqqqq qqqqq XX IT 10   _____ ______ 0 0 10

JR Mentalisme XXX qqqqqqqqqq qqqqqqqqqq qqqqq XX PR 10   _____ ______ 0 40 50

JR Poison XXX qqqqqqqqqq qqqqqqqqqq qqqqq XX CO 25   _____ ______ 0 40 65

JR Maladie XXX qqqqqqqqqq qqqqqqqqqq qqqqq XX CO 25   _____ ______ 0 60 85



Finances Objets à Bonus de Sorts Personnage : Bobba PI1
Pièces de Mithril (Pm) : 0 Nom XPP X géné Réserve PP
Pièces de Platine (Pp) : 0 1 1 0
Pièces d'Or (Po) : 6 1 1 0
Pièces d'Argent (Pa) : 25 1 1 0
Pièces de Bronze (Pb) : 13 1 1 0
Pièces de Cuivre (Pc) : 26 1 1 0
Pièces d'Etain (Pe) : 21 Synthèse 1 1 0

Armure    Decsription :  Gilet de Cuir Souple
__________________________________________________________________________________________________________________________________
TAVestimentaire 5 RS/Max RS/Max RS/Max
TAProtection 5 Pénalité max 0 Mat, Casque Cuir Jambe D 0/0 Bras D 0/0
TAMagique 5 Pénalité min 0 RS Casque 0/0 Jambe G 0/0 Bras G 0/0
Matière Armure Cuir Pénalité RP 0 Plastron 44/44 Tibia D 0/0 Av.Bras D 0/0
Bonus BD 0 Pénalité Projeciles 0 Dorsal 44/44 Tibia G 0/0 Av.Bras G 0/0

Armes de Mêlée RS RS Long. Enc.
Nom Bonus Type Mul Actu Max BD (Cm) Localisation (Kg)
Epée Courte 10 Acier II 1 153 153 0 50 Fourreau 1,5
Dague Normale 10 Acier II 1 160 160 0 30 Fourreau 0,5

1
1
1
1
1
1
1
1
1

Bouclier
1 0

Armes de Projectiles Enc.
Nom Bonus Type Mul Localisation (Kg)
Arbalète 0 Normale 1

1
1
1
1
1
1
1

Projectiles RS RS
Nom Bonus Type Mul Actu Max Nb
Carreau d'Arbalète 0 Normaux en fer 1 70 70 20

1
1
1
1
1
1
1

Objets divers Désignation / Description Localisation Enc.
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________



Objets divers Désignation / Description Localisation Enc.
Vêtements souples et discrets : pantalon gris, chemise grise, cape noire, bottines en cuir gris _____________ _________
Ceinturon d'armes en cuir noir _____________ _________
Pipe + 21 doses d'herbe à pipe Sac à Dos 0,25
________________________________________________________________________________________________________________________________ _________
Outre en cuir, capacité 1litre Sac à Dos 1,25
________________________________________________________________________________________________________________________________ _________
Corde de 15m, qualité supérieure Sac à Dos 1,5

________________________________________________________________________________________________________________________________ _________
Jeu de cartes à jouer normal Sac à Dos 0,1
Jeu de 3 dés, en os de vache, (pipés) Sac à Dos 0,1
________________________________________________________________________________________________________________________________ _________
Outils de crochetage, normaux en fer Sac à Dos 0,25
________________________________________________________________________________________________________________________________ _________
Sac à dos, capacité 25l, 10Kgs _____________ _________

________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________

________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________

________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________

________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________

________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________
________________________________________________________________________________________________________________________________ _________



HISTORIQUE PERSONNAGE PI1

Nom : Bobba Origine : _____________________________________________________________________________
Race : Hobbit Fort ____________________________________________________________________________________________

Caractère Comportement : _____________________________________________________________________________________________
__________________________________________________________________________________________________________________________
__________________________________________________________________________________________________________________________
__________________________________________________________________________________________________________________________

Capacités Raciales

Grand apétit : 6 repas par jour.
Maître d'Armes Naturel en lancer. (1 seul compétence pour tous les lancers)
+20 en filature et dissimulation
 
 
 
 
 
 
 

+15 à la RP +20 à l'AG +15 à l'IT

+15 en PR +15 au RS


