> i 3 Status Effects |
—_— 3 | = <
Shield |
Round Counter EP Spent this turn:
Initistive Movement Distance
Equipped: ' . _ o
' |Max EP: Perception Passive Perception Active
Weapon 1 [vavesecon Rk Action . Usages/
Type Action Cooldown Gost
M [Movement - -
Bonus: Attack Defence Dodge Damage ".'P EP Spell Power Bonus
Potions |

Attributes
Quality
Skill

Weapon 2 g Jom Rk Martial Jymc:m o Rarx

Bonus: Attack Defence Dodge Damage Attack Defence Dodge Damage
Attributes
Quality
Skill

Armor / Protection |[Slashing|Piercing| Blunt | Magic |Max EP Special Effects




	Text6: 
	Text5: 
	ru8 8  HP EP Spell Power Bonus: 
	Weapon 2 leexc 1iillRow1: 
	Row18_2: 
	Row18: 
	MovementRow18: 
	Armor I ProtectionRow6: 
	Row17_2: 
	Row17: 
	MovementRow17: 
	Armor I ProtectionRow5: 
	Armor I ProtectionRow4: 
	Row16_2: 
	Row16: 
	MovementRow16: 
	Armor I ProtectionRow3: 
	Row15_2: 
	Row15: 
	MovementRow15: 
	Armor I ProtectionRow2: 
	Row14_2: 
	Row14: 
	MovementRow14: 
	Armor I ProtectionRow1: 
	Speci al Effeds_3: 
	Speci al Effeds_2: 
	MovementSpeci al Effeds: 
	Speci al Effeds: 
	Total_2: 
	Total: 
	MovementTotal: 
	DamageTotal: 
	DodgeTotal: 
	efenceTotal: 
	AttackTotal: 
	Skill_2: 
	Skill: 
	MovementSkill: 
	Row10_2: 
	Row10: 
	MovementRow10: 
	Row9_2: 
	Row9: 
	MovementRow9: 
	Row8_2: 
	Row8: 
	MovementRow8: 
	Row7_2: 
	Row7: 
	MovementRow7: 
	Martial leCOit 1RttRow1: 
	Row6_2: 
	Row6: 
	MovementRow6: 
	Row5_2: 
	Row5: 
	MovementRow5: 
	Row4_2: 
	Row4: 
	MovementRow4: 
	DamageSkill: 
	odgeSkill: 
	Row3_2: 
	Row3: 
	MovementRow3: 
	DamageQuality: 
	odgeQuality: 
	Row2_2: 
	Row2: 
	MovementRow2: 
	DamageAttributes: 
	8 8  HP EP Spell Power Bonus_2: 
	8 8  HP EP Spell Power Bonus: 
	Movement8 8  HP EP Spell Power Bonus: 
	8_2: 
	8: 
	ISlIRrc: 
	IMruilCeCOr: 
	Staus Effects II: 
	Max EP: 
	Movement Distan ce: 
	Initiative: 
	EP Spent th is turn: 
	1: 
	Rounrl Counter: 
	SlashingRow1: 
	PiercingRow1: 
	BluntRow1: 
	Magie IMax EPRow1: 
	Magie IMax EPRow1_2: 
	Speci al EffedsRow1: 
	SlashingRow2: 
	PiercingRow2: 
	BluntRow2: 
	Magie IMax EPRow2: 
	Magie IMax EPRow2_2: 
	Speci al EffedsRow2: 
	SlashingRow3: 
	PiercingRow3: 
	BluntRow3: 
	Magie IMax EPRow3: 
	Magie IMax EPRow3_2: 
	Speci al EffedsRow3: 
	SlashingRow4: 
	PiercingRow4: 
	BluntRow4: 
	Magie IMax EPRow4: 
	Magie IMax EPRow4_2: 
	Speci al EffedsRow4: 
	SlashingRow5: 
	PiercingRow5: 
	BluntRow5: 
	Magie IMax EPRow5: 
	Magie IMax EPRow5_2: 
	Speci al EffedsRow5: 
	SlashingRow6: 
	PiercingRow6: 
	BluntRow6: 
	Magie IMax EPRow6: 
	Magie IMax EPRow6_2: 
	Speci al EffedsRow6: 
	AttackAttributes_2: 
	AttackQuality_2: 
	AttackSkill_2: 
	efenceSkill_2: 
	efenceQuality_2: 
	efenceAttributes_2: 
	DodgeAttributes: 
	DodgeQuality: 
	DodgeSkill: 
	DamageSkill_2: 
	DamageQuality_2: 
	DamageAttributes_2: 
	AttackAttributes_3: 
	AttackQuality_3: 
	efenceSkill_3: 
	efenceQuality_3: 
	efenceAttributes_3: 
	AttackSkill_3: 
	odgeSkill_2: 
	odgeQuality_2: 
	odgeAttributes_2: 
	DamageAttributes_3: 
	DamageQuality_3: 
	DamageSkill_3: 
	AttackSkill: 
	AttackAttributes: 
	AttackQuality: 
	efenceSkill: 
	odgeAttributes: 
	efenceQuality: 
	efenceAttributes: 
	TextHP1: 
	TextHP2: 
	TextEP1: 
	TextEP2: 
	TextSP: 
	M2: 
	SR2: 
	SR3: 
	M3: 
	M1: 
	AttackTotal_3: 
	DefenceTotal_3: 
	DodgeTotal_3: 
	DamageTotal_3: 
	Shield 2 leexc 1iillRow1: 
	Weapon 1 leexc 1iillRow1: 
	Staus Effects I: 
	AttackTotal1: 
	DefenceTotal1: 
	DodgeTotal1: 
	DamageTotal1: 
	ActionType1: 
	ActionType2: 
	ActionType3: 
	ActionType4: 
	ActionType5: 
	ActionType6: 
	ActionType7: 
	ActionType8: 
	ActionType9: 
	ActionType10: 
	ActionType11: 
	ActionType12: 
	ActionType13: 
	ActionType14: 
	ActionType16: 
	ActionType15: 


