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Step 1: Character Concept. Decide what kind of person you want to play: species and gender and name. 

Step 2: Species Template. Read your species template. Write the attributes they give in the "species default" column in step 3. Write
the experience it gives you in the "Sp" column of the skill table on the next page.  Write the knacks your species gives you in the "Kn"
column.  

Step 3: Generate Attributes.
In the "Fixed" row, arrange the numbers +3, +2, +2, +1, +1, 0, 0, 0, -1, -1, one per attribute, however you like.  In the "Variable"

row, you may choose to roll a d6 for any, all, or none of the attributes: a roll of 1 or 2 counts as -1,  a roll of 3 counts as 0,  a roll of
4 or 5 counts as +1, a roll of 6 counts as +2.  

Step 4: Advantages and Disadvantages. Total is ___. Maximum Advantages=___ and Maximum Disadvantages=___ (set by
gamemaster; standard is +5 total, +15/-10 max.)  Experience from Advantages goes into the "Ad." column of the skill table, and
Knacks go into the "Kn" column.  Remember that most spells must be bought as Advantages; record them in step 7.   Attribute mod-
ifiers go in the "other" column in step 3.

Step 5: Experience into Pools: 20 blocks of 30 exp each.  Write the experience in the "Pool" lines of the skill table on the next page.
Step 6: Pools into Skills: Distribute the experience in each pool into the skills in that pool, writing it in the "Exp"  column.  (Fighting

experience may be put into Life Base or Archery,  but not Dancing.)  Add up the "Sp", "Ad", and "Exp" columns to find your total
experience in that skill.   Write your skill level in the "lvl" column.  Try to make skill levels come out even, as given in the "Experience
Levels and Skill" table.  If you have 20 experience from elsewhere, put one more point to get 21 exp = level 6, or put eight more points
to get 28 exp = level 6, etc.  Leftover experience goes back into the pool, and you can use it after your first game. 
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Experience from species template (step 2) goes in "Sp" columns; from Advantages (step 4) in "Ad", and from step 6 under "Exp".
"tot" is for the total Sp+Ad+Exp.  "lvl" is the corresponding level. "Kn" is the knack, if any.

cigaM :looP snuoN :looP sbreV :looP

pS dA pxE tot lvl nK pS dA pxE tot lvl nK pS dA pxE tot lvl nK

esaByelC rodariA coerC

noitartnecnoC rodauqA cortseD

gnitsaCrehtaeF rodaproC colaeH

esseniF roduruD conneK

gnitsaCremmaH rodabreH cotuM

sisylanAcigaM rodisullI coluR

ecnatsiseRcigaM rodacoL conetsuS

yroehTcigaM rodaigaM

noitatideM rodatneM

cigaMlautiR rodaryP

gnidnibllepS rodiripS

ecroFsuoenatnopS rodapmeT

gnithgiF :looP scitelhtA :looP strAeugoR :looP

pS dA pxE tot lvl nK pS dA pxE tot lvl nK pS dA pxE tot lvl nK

yrehcrA bmilC ssentrelA

gnilwarB ecnaD esiugsiD

hteeT&swalC egdoD yregroF

esaBecnatStabmoC tnuH skcoLkciP/ekaM

gnihsurC pmuJ stekcoPkciP

degdE ediR hcraeS

gnicneF nuR parTmrasiD/teS

sevinK miwS dnaHfothgielS

esaBefiL kcarT kaenS

ffatS&eloP

nworhT

laicoS :looP stfarC :looP segdelwonK :looP

pS dA pxE tot lvl nK pS dA pxE tot lvl nK pS dA pxE tot lvl nK

niagraB gnildnaHlaminA egdelwonK.neG

dnammoC riapeRromrA eugnoTs'doG

yhtapmE tnemtnahcnE .tiL&yrotsiH

etteuqitE enicideM eulaVegduJ

gnitrilF cisuM segaugnaL

ssenildneirF gnivaewllepS waL

eliuG lavivruSsdliW ecneicSlarutaN

etagorretnI gnikrowdooW laicoS

etadimitnI gnihcaeT

ygoloehT

���

(You may photocopy this page for your personal use. World Tree is copyright 2000 Bard Bloom and Victoria Borah Bloom)

�����	
���	 �

�����	� ���������	������



Step 7: Spells. Everyone gets 3+d6 complexity-5 spells; record them in the following table.  You probably have gotten others from
Advantages in step 4.   

Now choose your spells. Write down your spells, including page number in the book so you can find it easily. Calculate Memory +
Noun + Verb; use the worst of the Nouns, the worst of the Verbs, and all of the knacks you have in any of the spell's Nouns and Verbs.
This total should be at least as big as the spell's complexity, or you will not be able to cast the spell.
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Step 8: Money: s6×100 + s20×10 lozens: ______________
Buy unusual equipment if you like. (Most likely you have ordinary equipment already, and you will not need to pay for it; check

with the gamemaster when in doubt.) If you have special items from Advantages, write them here, but they are already paid for.

Bound Spells. Choose bound spells if you have them.  You can buy them if you have money, bind them yourself if you have the
skill, or get them from willing party members or other people.  The limit on the number of bound spells you can own is your Cley
Base skill. You don't need to have this many bound spells, but they are useful equipment.  

Remaining Cash:

Step 9: Details
Age:
Birthday and year: 
Time cley is refreshed: (ordinarily dawn)

Short Self-Description:

Background story: 

Step 10: Done!  Total everything up.  Copy this information onto your permanent character sheet, pages 302-306.
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