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Phalapx RPG Character Bheet

Character Name Race
Age Height
Sight Weight
Languages
Movement XP Earned
Initiative (ini) XP Spent
Max Heal 50% Heal 10% Current
Health(n) Health
Die Pool Might( ) Will( ) Guile( ) Wits( )
D20 / +2H / / +2Ini / +2Ini
D12 / +1H / / +1Ini / +1Ini
DS / +1H / / +1Ini / +1Ini
D6 / 10 / 10 / 10 / 10
Resistances
R = Resistant (half damage) | = Immune (no damage) V = Vulnerable (double damage)
Blunt Piercing | Slashing Fire Cold Acid Electrical | Poison Light Dark Mind
[Weapops Ip Tse
Weapon: | Style: | Ability Used: Reach:
Damage Notes:
Type: | Health: | Armour:
Condition
Max: | Current:
Hand Used: | Right | Left Both Size:
Weapon: Style: Ability Used: | Reach:
Damage Notes:
Type: | Health: | Armour:
Condition
Max: | Current:
Hand Used: | Right | Left Both Size:
Weapon: Style: | Ability Used: | Reach:
Damage Notes:
Type: | Health: | Armour:
Condition
Max: | Current:
Hand Used: | Right | Left | Both Size:
ﬁﬁield Ip as)e
Shield: | Ability Used: Notes:
Damage Reduction:
Max Current
Condition Condition
Hand: | Left Size:
Rrmour Ip Tske
Armour: | Durability: | Style:
Condition 10198 7|6|5[4|3|2|1|0]| Notes:
Damage
Reduction
Tracker
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Name Desperation
Ability Any
Active/Passive | Active
Uses (if Active) | 2

Ability

Active/Passive

Uses (if Active)
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Ability

Active/Passive

Uses (if Active)

Name

Ability

Active/Passive

Uses (if Active)

Name

Ability

Active/Passive

Uses (if Active)

Desperation represents an extra effort that the character places into an action.
They push themselves beyond normal exertion to attempt to ensure success at
what they’re doing. While this does increase the chances of success, they also
expend more energy and resources in doing so.

When making the test the character rolls two dice of the same rank, and picks
the one that made the highest roll, essentially giving them Advantage. If the
character has insufficient dice of the same rank, then Desperation may not be
used.

Desperation can be used to mitigate the effects of Disadvantage. If this is the
case, 2 dice are spent from the pool, but only one is rolled.

Desperation can be used on any kind of roll, in and out of combat, so long as it’s
using the relevant attribute. Desperation is declared before any dice are cast.
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