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DARK EXPLORATIONS:  
THE QUEST TO RECLAIM THE PAST 
A Simulationist Styled 
Role Playing Game of reconstruction of a lost and nearly forgotten world. 
©  2007 CW Kelson III (Tad) All Rights Reserved 
For the http://rpgchallenge.wordpress.com/   RPG Design Challenge 
 
 
The World as it is currently 
In memoriam of the past, and in anticipation of recreating it in the future, this is the task 
laid out before you, the quests to learn, the delvers, the seekers into the lost secrets of the 
ancient races and cultures that came before the Long Freeze.  
 
 
The way things used to be 
Before the massive thaw, before the ice that preceded 
that, and the scant records of the rising seas and floods 
that altered the land, the ancient nations stood tall and 
proud as the masters of all they could hold in their 
grips. 
 
Their cities spread across the face of Earth, covering 
the land in metal and the products and fruits of all of 
history. They would lay waste to entire swaths of Earth 
just to make it flat for their endless cycles of war and 
destruction. There was beauty as well; works of art, music unimagined in the current age, 
devices made of metals lighter than cloth and stronger than the human heart in love.  
 
But the ancients in their foolish quests for power and the things they coveted destroyed 
their world. Destroyed it in greed and abuse of the land and oceans, took and took until 
the very world rose up and drowned the ancient cities, glaciers strode the lands crushing 
the weak and mighty with impunity, and vast storms lashed mighty armies into death and 
destruction. Thus the ancient world was destroyed. It took many long centuries for the 
survivors to crawl back from near barbarism till there are now three cities, along the 
southernmost shore of the main continent of Mankind.  
 
With these three cities and now surrounding towns reaching out, farming and digging up 
the relics of the past, the Mayors of the three cities, Canalee in the middle, Gavel to the 
west and Pama to the east weeks travel each away on a fast horse or a week travel or less 
by boat across the water they all sit on, have all decided to begin mounting expeditions 
north to find what might remain and can be salvaged or recycled from the ancient world.  
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How to get back to what things once looked like 
The mayor of the city of Canalee called you into his office or perhaps the local governor 
of the small town where you live at , and they sent word for your presence from the local 
center of learning. As a person of Natural Philosophy, or a supporter of knowledge, 
perhaps a tracker or hunter of some repute, still your body was summoned to appear 
before the august and worthy individual. 
 
The task is simple. Join or lead an expedition into the north from the city, finding and 
mapping what remains of the ancient world, bringing back relics, and scouting the 
conditions for future growth of the city. 
 
It is know the glaciers are still present, a few months walking north of the middle city of 
Canalee. But the entire extent, what savages remain, what wild animals as well as 
forgotten items of the long distant past, those are for your expedition to uncover. 
Welcome to Dark Explorations: The Quest to Reclaim the Past.  
 
 
The cast and characters along with their sundries  
 
This RPG setting/game uses a modified version of the d20 Game 
Engine as utilized in Wizards of the Coast products, and other 
OGL d20 Game products, There are some alterations to it, 
detailed immediately here and now. Past that comes the character 
creation items, along with the sundries that will make the life of 
the explorers so much simpler. 
 
 
First off is the base mechanic for the resolution of conflicts, tasks that could have random 
outcomes, the vagrancies of nature, etc. 
So this is how things get done in Dark Explorations. 
 
It all boils down to a skill roll 
Roll 1d20, add on a Statistic modifier, compare to the DC (Difficulty Class) or the 
opposed roll. If the players die roll is greater or equal to the DC or the opposed roll 
(unless it is against another player character) then success is achieved. If it is lower, then 
failure is what occurs. In ties between two player characters, it is a draw and nothing 
happens. 
In many cases the Exploration Chief (Game Master in other settings and games) will tell 
the player if a Skill Roll is needed. They are always needed when engaged in a physical 
or mental conflict (Fight or struggle) as well as when random chance can come into play, 
or when a character is attempting something that would be outside their knowledge, or 
skills, and the skill roll will determine success or failure. In some instances such rolls will 
not be needed, walking, riding a horse, what would be normal everyday tasks, fixing a 
simple meal, writing a letter back to loved ones, etc. These Everyday tasks have no DC in 
the DC chart, meaning no roll will be needed. 
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3 categories of Statistics 
Mental   Intelligence 
Spiritual  Wisdom and Charisma 
Physical  Strength, Dexterity, and Constitution 
 
The dividing of up of the Statistics 
There are a fixed range of bonuses to place in the Statistics the Player Characters will 
have. This is similar to a point buy version, but instead of actual Statistics, the relevant 
bonuses are used instead. So in most d20 games a Statistic is a number from 3 to 18 with 
the bonuses based on the number and where it falls in at. In this game instead just the 
bonuses are used. There are a total of 6 Bonuses to choose from, they are a numerical 
value, and in character creation each bonus is used once, and placed in the Statistic that 
the Player wants. 
 

They are 
+0      +1           +1            +2         +3                  +4 
 
So to make a character, first off place one of the 6 Bonuses into a Statistic which will 
determine the bonus to all skill rolls that are tied to that Statistic. In example all Mental 
Skills are tied to the Bonus Value placed in that from one of the above 6. The different 
Physical skills are tied to the different Bonuses that are placed in the three options.  
So on, so forth. 
Statistics can be improved with difficulty. At the end of a month of training, study, 
research (what is appropriate for that Statistic in a reasonable sense) then make a Skill 
Check at a DC of 15 + the Current Value or (1 if a negative or 0 Value) to improve. The 
Statistics can be a maximum of +5 and only one can be attempted to be increased after a 
months hard work at it.  
 
 
Once the Statistics are in place, then Skills can be selected. 
The initial values for skills is found as follows 
They get 10 skill ranks plus more skill ranks equal to their Intelligence Statistic 
Multiplied by 5 (ranging from 0 to 20 extra skill ranks) 
Each character gets to place skill points (known as Skill Ranks in this game) to find out 
what areas of knowledge they are capable in. This also includes such physical skills as 
endurance running, swimming (in trying circumstances), rock climbing, or in combat 
situations.  
The list of skills are down below under the How to use them section. 
 
To improve the skills, at the end of a month of use, training, practice, etc, then the 
character can make a skill check to improve the rank in the chosen skill. How many can 
be worked on is up to the person running the game, with a suggestion of a minimum of 
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one skill plus one more for the Intelligence Statistic, ( minimum of one making for at 
least 2 skills a month to be able to potentially be improved.) 
To improve the skill, make a skill check at 10 + the current rank.  
 
 
 
Skills and how to get, keep, improve and use them as well 
Using Skills 
To make a skill check, roll: 1d20 + skill modifier  
Compare to the DC (Difficulty Class) If equal or exceed the value then success is achieved. 
(Skill modifier = skill ranks + ability modifier + miscellaneous modifiers) 
 
Skill Ranks: A character’s ranks in a skill is based on the number of skill points the character has invested 
in the skill. Some skills can be used even if the character has no ranks in the skill; doing this is known as 
making an untrained skill check. 
Ability Modifier: The ability modifier used in the skill check is the modifier for the skill’s key ability (the 
ability associated with the skill’s use). The key ability of a skill is noted in its description. 
Miscellaneous Modifiers: Miscellaneous modifiers include bonuses provided by feats and class features, 
and penalties such as the ones associated with the non-proficient use of armor, among others. 
 
 
 
Difficulty Class 
Some checks are made against a Difficulty Class (DC). The DC is a number set by the GM (using the skill 
rules as a guideline) that a character must attain to succeed. 
Table: Difficulty Class Examples 
Difficulty (DC) Example (Skill Used) 
Very easy (0) Notice something large in plain sight (Spot) 
Easy (5) Climb a knotted rope (Climb) 
Average (10) Hear an approaching security guard (Listen) 
Tough (15) Disarm an explosive (Demolitions) 
Challenging (20) Swim against a strong current (Swim) 
Formidable (25) Break into a secure computer system (Computer Use) 
Heroic (30) Leap across a 30-foot chasm (Jump) 
Superheroic (35) Convince the guards that even though you’re not wearing an ID badge and aren’t on 

their list, they should let you into the building (Bluff) 
Nearly impossible 
(40) 

Track a trained commando  through the forests of Brazil on a moonless night after 12 
days of rainfall (Survival) 

 
Opposed Checks 
Some skill checks are opposed checks. They are made against a randomized number, usually another 
character’s skill check result.  
For ties on opposed checks, the character with the higher key ability score wins.  If those scores are the 
same, roll again. 
 
Table: Example Opposed Checks 

Task Skill Opposing Skill 
Sneak up on someone Move Silently Listen 
Con someone Bluff Sense Motive 
Hide from someone Hide Spot 
Win a car race Drive Drive 
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Pretend to be someone else Disguise Spot 
Steal a key chain Sleight of Hand Spot 
Create a fake ID Forgery Forgery 
 
Trying Again 
If a character fails on a skill check, he or she can sometimes try again. Check the skill description to find 
out if, and under what circumstances, a character can try again. Many skills, however, have natural 
consequences for failing that must be accounted for. Some skills can’t be tried again once a check has 
failed for a particular task. 
If the use of a skill carries no penalty for failure, a character can take 20 and assume that he or she keeps 
trying until he or she eventually succeeds. 
 
Untrained Skill Checks 
Generally, if a character attempts to use a skill he or she doesn’t have any ranks in, the character makes a 
skill check as described. The character’s skill modifier don’t include skill ranks because the character 
doesn’t have any. The character does get other modifiers, though, such as the ability modifier for the skill’s 
key ability. 
Some skills can be used only if the character is trained in the skill. 

 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 

 
 
 

Suspected Ancient Cities and symbols related 
to them. Why this was important is one task to 
the explorer to discover. 

Pama area Giant 
Turtle, very 
dangerous, 
proceed with 
caution if found. 
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List of skills in Dark Explorations and their related Statistic 
Archeological Tactics   Int 
Arms and Armor (weapons)     Str or Dex depending 
Hide         Dex 
Intimidate    Cha 
Investigate    Int 
Jump     Str 
Knowledge (art)   Int 
Knowledge (civics)   Int 
Knowledge (current events)  Int 
Knowledge (ancient history)  Int 
Knowledge (recent history)  Int 
Knowledge (industry)   Int 
Knowledge (linguistics)  Int 
Knowledge (medicine)  Int 
Knowledge (mystical philosophy) Int 
Knowledge (natural philosophy) Int 
Knowledge (tactics)   Int 
Listen               Wis 
Move Silently              Dex 
Munitions (For demolition)  Int 
Navigate (Either Land or Sea) Int 
Perform (Sing, Dance, Act, et)          Cha 
Research             Int 
Resolve              Cha   
Ride(Beast of burden)             Dex 
Search     Int 
Sense Motive    Wis 
Sleight of Hand   Dex 
Spot     Wis 
Survival    Wis 
Swim     Str 
Tumble               Dex 
 
 

 

Map of what it is imaged the old race looked the world 
in movement and culture. 
 

The ancients were believed to use similar 
devices to swim through the air like people and 
animals swim in the seas. It is not known how 
this was accomplished.  
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The Master DC (Difficulty Class) Chart 
Table: Difficulty Class Examples 
Difficulty (DC) Example (Skill Used) 
Very easy (0) Notice something large in plain sight (Spot) 
Easy (5) Climb a knotted rope (Climb) 
Average (10) Hear an approaching security guard (Listen) 
Tough (15) Disarm an explosive (Munitions) 
Challenging (20) Swim against a strong current (Swim) 
Formidable (25) Free climb a cliff (Climb) 
Heroic (30) Leap across a 30-foot chasm (Jump) 
Superheroic (35) Convince the guards that even though you’re not wearing an ID badge and aren’t on 

their list, they should let you into the building (Bluff) 
Nearly impossible 
(40) 

Track a trained commando  through the forests on a moonless night after 12 days of 
rainfall (Survival or Spot) 

 
Additions to skills for use in Combat situations 
Eventually the characters will come into conflict, be it with wild predators, insane 
madmen, savage natives, what have you. 
In combat it is still a Skill Roll 
Instead of a Difficulty Class, it is against the opponent. 
For combat each round (abstract back and forth in fighting) is done in this order 
Initiative determination (who gives first in that round) 
It is a Skill check of 10 + Dexterity + Intelligence Statistics. The higher one between the 
character and the opponent goes first. If tied, then the character goes first. 
The attack and defense. 
Roll the Arms and Armor skill Check. If using a hand weapon such as an axe, shovel, 
sword, then Strength is the Statistic, if a bow, black powder firearm, sling, javelin, then 
Dexterity is the Statistic.  
Compare the total of the Skill check to the Opponents Def Check (Arms and Armor Skill 
if possessed plus Dexterity Statistic) If the attacker is higher, then a hit and damage. If the 
Defender ties or is higher, then a miss, then onto the other making an attack and then the 
original attacker making a Defensive Roll. 
If a hit is scored, then roll for damage per the weapons (on the weapons table) and 
subtract from the Life Line Points.  
Repeat until one dies, surrenders, decides to flee and is not pursued.  

 
 
 
 
 
 
 
 
 
 
 
 
 

Underwater exploration suit, carrying a limited 
amount of air to breath while walking along in 
submerged cities drowned by the ancients 
mistakes and hubris. 



Dark Explorations             CW Kelson III                                                                 8 / 15 

Lifeline Points 
This is the last part in the character creation besides like name, gender, background 
details, etc. 
This is how much damage can be taken before unconsciousness and death will ensue. 
 
Lifeline points are equal to 10 + the Constitution Statistic Multiplied by 5 (min of one) 
giving a range of 15 to 30 Lifeline points 
 
To increase or improve Life Line Points there are two methods to do so 
If an increase is made in the Constitution Statistic then gain 5 more Life Line Points for 
that addition. 
 
Or doing specific training for a month in exercise, conditioning, and other general 
toughening activities will give a Skill check chance to increase the Life Line Points. 
The skill check is a 10 + Constitution Statistic to exceed (must exceed cannot equal) to 
gain 5 more Life Line Points. 
 
 
To regain Life Line points, a character with the Knowledge (Medicine) skill can once a 
day attempt to help in healing / repairing damage. Making a Skill check of 10 + total 
damage taken, to repair / heal 1d6 (random) amount of Life Line damage taken. 
If no medical help if given, then one point will come back per day of rest and 
recuperation. Any day with more exertion than 6 hours will result in no healing at all for 
that day.  

 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 

Below is a sample of 
drawings made on an 
expedition into the south 
area below Pama, detailing 
insects encountered there 
 

Above is a Gavel style water diving suit, 
showing the weights and counterweights as well 
as breathing tube from the surface to explore the 
sunken cities to their north and south especially. 
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A short list of Arms and Armor for the Explorers to take in self defense 
 
Table: Armor 

Armor Type 
Equipment Bonus to Def Skill 

check 
Light Armor     
Leather jacket Impromptu 1 
Leather armor Archaic 2 
Chainmail shirt Archaic 5 

 
 
Weapon Damage done in Lifeline Points on a successful hit 

Simple Weapons (No Skill needed to use) 
Brass knuckles 1 

Cleaver 1d6 
Club 1d6 
Knife 1d4 
Metal baton 1d6 

Pistol whip 1d4 

Rifle butt 1d6 
Sap 1d61 
Straight razor 1d4 

    
Archaic Weapons (Arms and Armor Skill needed) 
Bayonet (fixed)1 1d4/1d6 

Hatchet 1d6 
Longsword 1d8 

Machete 1d6 
Rapier 1d6 
Spear 1d8 
Sword cane1 1d6 
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Table: Ranged Weapons 
Weapon Damage Magazine 
Handguns (require the Arms and Armor Skill to use at all) 
Standard Pistol 2d6 15 box 

Derringer (.45) 2d6 2 int. 

Large Pistol 2d8 8 box 

Small or Ladies revolver (.22 revolver) 2d4 6 cyl. 

Standard Revolver (.38S revolver) 2d6 6 cyl. 

Large Revolver (.44 magnum revolver) 2d8 6 cyl. 

      
Longarms (require the Arms and Armor Skill to use at all) 
Elephant Style Rifle (.50 rifle) 2d12 11 box 

12-gague shotgun 2d8 7 int 

10-gauge shotgun 2d10 5 int. 

Heavy Caliber Rifle (7.62mm rifle) 2d10 20 box 

Medium Caliber Rifle (5.56mm rifle) 2d8 30 box 

      
Other Ranged Weapons (require the Arms and Armor Skill to use) 
Compound bow (Archaic) 1d8 — 

Crossbow (Simple) 1d10 1 int. 

Javelin (Simple) 1d6 — 

Shuriken (Archaic) 1 — 

Whip (Simple) 1d2 — 
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Some similar or potential source inspirations 
League of Extraordinary Gentlemen movie/comic 
 
 
 
Images used and their credits are below. 

The image set of Mendel Schmiedekamp (as chosen by him) 

http://photos1.blogger.com/blogger/1717/1584/1600/Talhofer%204.jpg 

Original:http://base.kb.dk/pls/hsk_web/hsk_vis.forside?p_hs_loebenr=2&p_navtype=rel
&p_lang=eng 

 

http://photos1.blogger.com/blogger/1717/1584/320/Odontoglossum%20Grande.jpg 

Original: 
http://www.kew.org/exhibitions/johnday/index.html 

 
 

http://photos1.blogger.com/blogger/1717/1584/1600/Emma%20Willard.1.jpg 

Original: Picture of Nations or Perspective Sketch of the Course of Empire. Published 
1836 in Atlas to accompany a System of universal history; containing, I. A chronological 
picture of nations, or perspective sketch of the course of empire. II. The progressive 
geography of the World, in a series of maps, adapted to the differentepochas of the 
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history. by the very interesting Emma C. (Hart) Willard, principal of Troy Female 
Seminary. 

 
 
http://photos1.blogger.com/blogger/1717/1584/1600/TR%20Browne%20John%20Dory.j
pg 

Original: http://image.sl.nsw.gov.au/cgi-
bin/ebindshow.pl?doc=pxa555/a642 

http://photos1.blogger.com/blogger/1717/1584/320/Kevin%20Hauff%20Management%2
0Efficiency.jpg 

Original: http://www.kevinhauff.com/ 

 
 
http://www.usc.edu/isd/archives/arc/libraries/hancock/nathist/images/hooke.jpg 

Original: MICROGRAPHIA: OR SOME Physiological Descriptions of 
MINUTE BODIES MADE BY MAGNIFYING GLASSES with 
OBSERVATIONS and INQUIRIES thereupon. 1665. Robert Hooke 
(1635-1703) 
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http://photos1.blogger.com/blogger/1717/1584/1600/Gusmaoflyingship-med1.jpg 

Original: http://libraries.mit.edu/archives/exhibits/balloon/index.html 

 
 
 

. 
http://photos1.blogger.com/blogger/1717/1584/1600/Stenson%201667%20Canis%20carc
hariae%20dissectum%20caput.jpg 

Original: http://www.tekster.dnlb.dk/Steno_haj/Index.html 

 
 
ttp://www.acnatsci.org/%7Espamer/079images/scrpbk1/web/007b.jpg 

Original: http://www.acnatsci.org/%7Espamer/lawson79.xml 

 
 

 
 

http://photos1.blogger.com/blogger/1717/1584/1600/Hollandsch%20penningmagazijn%2
0voor%20de%20jeugd%20vol.%203%2C%20The%20Hague%2C%201837.jpg 

Original: http://www.bibliopolis.nl/index_en.html 

 
 
 
WOTC OGL License 
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OPEN GAME LICENSE Version 1.0a  
 
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.  
 
1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative Material" 
means copyrighted material including derivative works and translations (including into other computer languages), potation, modification, correction, 
addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) 
"Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content" means 
the game mechanic and includes the methods, procedures, processes and routines to the extent such content does not embody the Product Identity and is 
an enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and means any work covered 
by this License, including translations and derivative works under copyright law, but specifically excludes Product Identity. (e) "Product Identity" means 
product and product line names, logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic 
elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic 
and other visual or audio representations; names and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and 
special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; 
and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically 
excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or 
its products or the associated products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, 
copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of 
this agreement.  
 
2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under 
and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from this 
License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this License.  
 
3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.  
 
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-
exclusive license with the exact terms of this License to Use, the Open Game Content.  
 
5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are 
Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.  
 
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT 
NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright 
holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.  
 
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in 
another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with 
any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, independent 
Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a 
challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest 
in and to that Product Identity.  
 
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game 
Content.  
 
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this 
License to copy, modify and distribute any Open Game Content originally distributed under any version of this License.  
 
10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.  
 
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written 
permission from the Contributor to do so.  
 
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content 
due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.  
 
13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of 
becoming aware of the breach. All sublicenses shall survive the termination of this License.  
 
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it 
enforceable.  
 
15. COPYRIGHT NOTICE  
 
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.  
 
Modern System Reference Document Copyright 2002-2004, Wizards of the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles Ryan, 
Eric Cagle, David Noonan, Stan!, Christopher Perkins, Rodney Thompson, and JD Wiker,  based on material by Jonathan Tweet, Monte Cook, Skip 
Williams, Richard Baker, Peter Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker. 
 
END OF LICENSE  
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DARK EXPLORATIONS:  
THE QUEST TO RECLAIM THE PAST 
 
Character Sheet  
 
Name 
Gender 
Personality in a few words 
What do they look like, wear, etc. 
 
Mental 
 Intelligence  
 
Spiritual 
 Wisdom 
 Charisma 
 
Physical 
 Strength 
 Dexterity 
 Constitution 
 
 
Skills 
Name  Rank  Statistic Bonus 
 
 
 
 
 
 
 
 
 
 
 
Stuff the character has on, or is carrying 
 
  

 

Life Line Points 
Total 
 
 
 
 
 
 
 
Current 


