THE DRESDEN FIIES ROIE-PIAYING GAME
CHARACHER PHASES WORKSHET
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BACKGROUND: WHERE DID YOU COME FROM?
W Events What nation, region, culture are you from? What were your family circum-
g stances like? What's your relationship with your family? How were you
o educated? What were your friends like? Did you get into trouble much?
2 If you're supernatural, how early did you learn this? Were there problems?
o
A
PHASE ASPECT
RISING CONFICT: WHAT SHAPED YOU?
Events Who were the prominent people in your life at this point? Do you have

enemies? Close and fast friends? How did your high concept and trouble
aspects shape you and events around you? What were the most significant

choices you made? What lessons did you learn in this time?

PHASE TWO

PHASE ASPECT
THE STORY: WHAT WAS YOWR FIRST ADVENTWRE?
g Events Story Title
m Guest Starring . ...
=
2
en
Ay PHASE ASPECT
GUEST STAR: WHOSE PATH HANE YOU CROSSED?

5 Events Story Title
8 Whose story was this? Who else was in it?
2
an
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PHASE ASPECT

GUEST STAR REDUX: WHO ELSE'S PATH HAE YOU CROSSED?

$ Events Story Title
E Whose story was this? Who else was in it?
2
T
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PHASE ASPECT
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ASPECTS SKIILS
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CONSEQUENCES
Tyre P/m1/S S¥ReESS UseED? ASPECT
MILD ANY -2 O
MODERATE ANY -4 O
SEVERE ANY -6 O
EXTREME ANY -8 O REPIACE PERMANENT
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EPIC +7
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