HIALL,

THIS IS A CHARACTER SHEET FOR THE 4TH EDITION
OF STEVE JACKSON GAMES’ GURPS RPG.

IT HAS MUCH MORE SPACE FOR SKILLS THAN THE
ORIGINAL SHEET. IN ADDITION, THERE ARE SOME
SHEETS WITH SOMEWHAT DIFFERENT FIELDS FOR THE
EARTHDAWN-TO-GURPS CONVERSION THAT WE
TRY.

PLEASE SEND CORRECTIONS AND COMMENTS TO:
P1zZATEE[PLACE AT SIGN HERE]GRIGORIKOSSONOSSOW.DE

HAVE FUN, P1zzATEE

PS: OBviousLY, GURPS AND EARTHDAWN ARE A TRADEMARKS
OF STEVE JACKSON GAMES AND FASA/LIVINGROOM GAMES,
RESPECTIVELY. THE SOURCES USED TO COMPILE THIS SHEET ARE
COPYRIGHTED BY STEVE JACKSON GAMES AND FASA/REDBRICK
/LIVING ROOM GAMES.

PPS: THIS 1S VERSION 1.23 [2008-04-12] MINOR
CORRECTIONS.
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