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Flint&Steel
STRENGHT
Governs player's carrying capacity, damage in combat and physical skills.

Flint&Steel
CONSTITUTION
Determines character’s survivability in combat and also natural resilience and stamina.

Flint&Steel
DEXTERITY
Represents character’s precision and agility in skills, as well as defensive and offensive combat.

Flint&Steel
INTELLIGENCE
Helps characters with learning skills and aids spell casters with their magic.


Flint&Steel
WISDOM
Makes character more calculated and stronger in mind and helps in certain skills and spells.

Flint&Steel
CHARISMA
Character’s inner strength and power. Can make commanders out of warriors, lords out of rogues and boosts spell power.

Flint&Steel
BAB
Character’s knowledge of combat, vital whether a player will hit or miss his enemy. 

Flint&Steel
GRAPPLE
Character’s close combat, wrestling techniques. A good grappler can tackle, choke and brake bones.

Flint&Steel
STAMINA
Amount of damage character can take before he/she starts letting their guard down.


Flint&Steel
HEALTH
Amount of damage character can take before he/she starts to die. 

Flint&Steel
FORT
Character’s physical strength against poisons, disease, extreme weather and also spells that cause sickness and damage to the body.

Flint&Steel
REFLEX
Character’s potential to avoid damage from traps, spells, falling objects and more.

Flint&Steel
WILL
Protects the character against mind attacking spells and presents his/her mental strength.

Flint&Steel
DEFENSE
Character’s defense score is vital whether player will be hit or missed in combat.

Flint&Steel
SOAK
Armor’s soaking power. If player is out of STAMINA or receives a critical hit, SOAK is all that can protect him against the incoming blow.


Flint&Steel
SPEED
Character’s movement capabilities in a single move action.


Flint&Steel
INITIATIVE
Character’s first reaction time in combat. Determines if player is first to strike, somewhere in between or last.


Flint&Steel
SKILLS
Character’s skills. All are mostly self explanatory. Better the total score the player has better chances to succeed in a chosen skill. Player may also specialize in a skill and receive different benefits. 


Flint&Steel
WEAPON
WEAPON: Weapon’s name. 
ATTACK BONUS: Total attack bonus includes a base attack bonus, dexterity modifier for precision, bonus from any talents and also any penalty a character may have.
DAMAGE: Damage a character deals on a successful hit.
CRITICAL: Critical hit chance based on a weapon or talent bonus. Critical hits deal damage directly to HEALTH score.
RANGE: Weapons range if shot or thrown.
TYPE: Weapon can be of slashing, piercing or blundering type. 
QUANTITY: Amount of same ammo or weapons like arrows, throwing daggers, bolts.
SPECIAL: Weapon’s special properties. 



Flint&Steel
MAGIC
A table where player can write down spells he/she has learned.


Flint&Steel
COMBAT ABILITIES
Special abilities character has acquired that are used in combat.


Flint&Steel
SPELL SCHOOLS
Spell Schools a player is familiar with. There are several learning ranks which bring different benefits. 


Flint&Steel
ACTION POINTS
A number of special combat abilities a character can perform in a single encounter.
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Flint&Steel
ARMOR
ARMOR: Armor’s name.
SOAK: Armor’s soaking potential. 
DEFENSE BONUS: Armor’s defense bonus. 
MAX DEX: The maximum dexterity bonus character can use due to armor restriction.
TYPE: Armor can be light, medium or heavy.
PENALTY: Almost all armors bring a penalty which is applied to all spells and some skills.
WEIGHT: Armor’s weight. 
SPEED: Armor’s movement restriction.
SPECIAL: Armor’s special properties.



Flint&Steel
XP
Bar for earned experience points.

Flint&Steel
TALENTS
Table for talents a character has learned.


Flint&Steel
CRAFT
Player buys points and ranks. Points determine how fast, good and with what amount of resources a player can create a desired item. Ranks determine how complex items a player can create.

Flint&Steel
FORMULAS & RITUALS
A list of known magical rituals or crafting formulas.

Flint&Steel
POSSESSIONS
A table for player's possessions and their weight. 

Flint&Steel
WEALTH
Player’s wealth in coins. 10 copper pieces make a silver piece and 10 silver pieces make a gold piece. 


Flint&Steel
JOURNAL
Player's notes.

Flint&Steel
LANGUAGES
Character's known languages.




