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l +1 d6 
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2. 

3. 

4. 

5. 
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7. 

8. 

9. 

Kind, Paranoid 

Ranged 

100 Warrior 

Human 1 

 

Shepherd 

premade character 
trespasser 

/

+5 

+3 

+1 

+2 

+4 

+4 

+3 

+1 

-1 

+0 

+2 

+2 
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holdings 

✓ ✓ 

Add % damage,  
Confer bleeding  2.  

19 

11 4 

Extra Attack: Effort Cost 0/+1. 

Minor Action. Make a strike or shoot action. 

Mortal Blow: Effort Cost 1/+1. 

Minor Action. Your next attack this turn deals 1d6 

extra damage to each target. 

Fundamentals: When you make a strike or 

shoot action, you can use your best attribute 

modifier in place of Strength or Agility on the 

attack and damage rolls. 

ranged 40 ft.,  
2-handed  



action rolls 

+4 

+5 

+4 Deal 2d8+3 damage. Confer burning 2.

Confer burning 4 instead. 

1 creature

 

 

 

 

 

 

 

 

 

________________________________
________________________________
________________________________
________________________________
________________________________ 

Add % damage. 
Add $ damage. 

strike 
str attack — melee 

1 creature

agi attack — ranged 

Deal $ + AGI damage.
1 creature

rally 
res support — personal 

Gain 2 effort; or make a recovery 2.
You can do both.

personal

shoot 

Deal 1d8+1 damage. 
Knock prone. Add 1d8 damage.

h d20 + modifier +   

Deal $ + STR damage.
Weapon effect. 

piercing shot 
agi attack — ranged 

Deal 1d8+3 damage.
line to weapon range (40 ft.)

Deal 1d8+1 damage. 
Knock prone. Add 1d6 damage, bleeding 2 (longbow).

split shot 
str attack — melee 

Deal 1d10+3 damage.
2 creatures within 10 ft. of each other

Add 1d6, bleeding 2 (longbow).

fiery shot 

Deal 3d8+1d6+3 damage. Confer bleeding 2.

Confer staggered 2. 

1 creature

Meteor Shot 
agi attack — ranged str attack — melee 
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M +0 d6 

d6 Boots M +0 

 

Gloves 

d6 Leather L +1 
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8. 
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Deliberate, Wrathful 

Treachery 

100 Thief 

Elf 1 

 

Horse Trainer 

premade character 
trespasser 

/

+4 

+2 

+4 

+5 

+1 

+1 

+2 

+0 

+2 

+3 

-1 

-1 
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holdings 

✓ 
✓ 

✓ 

Confer 
bleeding 2. 

16 

7 4 

Hide In Shadows: Effort Cost 0/+1. 

Minor Action. You gain the condition hidden 4. 

This grants a +2 bonus to AC, and you can shift 

instead of moving normally. If you make an 

attack, you lose this condition. 

Backstab: If you start your turn hidden, the first 
attack you make deals 1d6 extra damage to one 
target. 

Thief’s Poison: Effort Cost 1/+1. 

Minor Action. If your next attack this turn hits, 
confer poisoned 4 to one target. 

✓ 



action rolls 

+1 

+5 

+1  

+4  

  

Deal 2d6 damage. Pull 15 ft. Knock prone.

Add 1d6 damage. 

1 creature (20 ft.)

 

 

 

 

 

 

 

 

 

________________________________
________________________________
________________________________
________________________________
________________________________ 

Add % damage. 
Confer poisoned 4. 

strike 
str attack — melee 

1 creature

agi attack — ranged 

Deal $ + AGI damage.
1 creature

rally 
res support — personal 

Gain 2 effort; or make a recovery 2.
You can do both.

personal

shoot 

Deal 1d8+1 damage. 
Knock prone. Confer slowed 4 instead.

h d20 + modifier +   

Deal 1d6-1 damage.
Confer bleeding 2 (sickle).

hamstring 
cng attack — melee 

Deal 1d6+3 damage. Confer slowed 2.
1 creature

Deal 1d8+1 damage. 
Knock prone. Confer blinded 2.

pouch of sand 
cng attack — artifice 

Deal 1d6+3 damage.
1 creature (20 ft.)

Weapon effect.

grappling hook 

Deal 1d6+3 damage. Confer vulnerable 1.    
            

Confer vulnerable 2 instead. 

1 creature

After, repeat the attack two more times. 
You may jump 20 ft. between each attack.

from every shadow 
cng attack — artifice cng attack — melee 
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Hat 

M +0 d6 

    

 

Gloves 

d6 Leather L +1 
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conjury 30 ft. 

d6 

25’ 

2 AC 

+2 

+2 

____________________________________

____________________________________

____________________________________

____________________________________

____________________________________

____________________________________

____________________________________

____________________________________

____________________________________

___________________________________

___________________________________

___________________________________

___________________________________

___________________________________

___________________________________

___________________________________

___________________________________

___________________________________ 

 

1. 

2. 

3. 

4. 

5. 

6. 

7. 

8. 
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Hopeful, Greedy 

Frost 

100 Invoker 

Orc 1 

 

Gardener 

premade character 
trespasser 

/

+2 
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+5 

+2 

+4 

+1 

+0 

+1 

+3 

+0 

+2 

+1 
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holdings 

✓ 

✓ 
✓ 

knock prone. 

16 

9 4 

Invoke Elements: Effort Cost 0/+1.  

Minor Action. Empower your next attack this turn 

with an element. If you hit, change the damage type 

and apply the effect to one target: 

Flames - Fire damage. Confer burning 2.  

Wind - Physical damage. Push 10 ft., knock prone. 

Cinder Step: Effort Cost 0/+1.  

Free Action. When you move this turn, you leave 

behind cinders in each square you leave. These are 

fields that deal 2 fire movement damage. 

✓ 

✓ 

Spellcasting: Animal Form, Beanstalk, Earth 

Shaping. (spell descriptions are in the quickstart 

guide). 



action rolls 

+4 

 

+5 +3  

+2  

  

Deal 2d6+3 damage. Confer slowed 2.

Confer immobilized 2 instead. 

1 creature

After, create freezing cloud, a field of 
obscuring difficult terrain. 

 

 

 

 

 

 

 

 

 

________________________________
________________________________
________________________________
________________________________
________________________________ 

Add % damage. 
Confer immobilized 2. 

strike 

1 creature

Deal $ + AGI damage.
1 creature

rally 

Gain 2 effort; or make a recovery 2.
You can do both.

personal

shoot 

Deal 1d8+1 damage. 
Knock prone. Confer slowed 2.

h d20 + modifier +   

Deal 1d8+1 damage.
Knock prone (staff).

chilling wind 
knw attack - conjury - cold 

Deal 1d6+3 damage.
20 ft. path (30 ft.)

Deal 1d8+1 damage. 
Knock prone. Grant a recovery 2 instead.

ice the wound 
knw attack - conjury - cold 

Deal 1d6+3 , grant a recovery 1 to an ally in the area.

10 ft. close blast; enemies only

Weapon effect.

freezing cloud 

Deal 3d6+3 damage. Confer ice prison 2.  
            

Confer ice prison 4 instead. 

1 creature

Ice Prison: Condition. The creature cannot 
act, is immune to all damage except fire, and counts 
as an obstacle. Fire damage ends this condition.

ice prison 

str attack - melee 

agi attack - ranged 

res support - personal 

knw attack - conjury - cold knw attack - conjury - cold 
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Calm, Deceitful 

Blood 

100 Cleric 

Dwarf 1 

 

Pig Thief 

premade character 
trespasser 

/
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+1 
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+4 

+0 

+3 

+0 

-1 

+1 
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holdings 

✓ 

Confer delayed 1. 

21 

9 4 

Restoration: Effort Cost 0/+1.  

Minor Action. Grant a recovery 3 to yourself or an 

ally in sight. 

Pronounce Judgment: Effort Cost 0/+1.  

Minor Action. Confer vulnerable 2 on an enemy 

in sight. 

✓ 

Spellcasting: Levitate, Mud Thrall, Speak to 

 Artifice (spell descriptions are in the quickstart 

guide). 



action rolls 

+3 

 

 

+5 

+2 

+4   

  

  

Deal 3d6 damage. Restore that many hit points, 

divided as you choose, to allies within 10 ft. of the target.

Add 1d6 damage. 

1 creature

 

 

 

 

 

 

 

 

 

________________________________
________________________________
________________________________
________________________________
________________________________ 

Add % damage. 
Grant a recovery 3  to yourself and each ally in  
sight. 

strike 

1 creature

Deal $ + AGI damage.
1 creature

rally 

Gain 2 effort; or make a recovery 2.
You can do both.

personal

shoot 

Deal 1d8+1 damage. 
Knock prone. Confer bleeding 2 instead.

h d20 + modifier +   

Deal 1d6+1 damage.
Confer delayed 1 (rod).

incision 
vig attack - melee/conjury 

Deal 1d6+3 damage. Confer bleeding 1.
1 creature

Deal 1d8+1 damage. 
Knock prone. Grant a recovery 2 instead.

leech 
vig attack - conjury  

Deal 2d6. Grant a recovery 1 to a creature in sight.

10 ft. blast

Weapon effect.

exsanguinate 

Deal 2d6+3 damage.  
            

Add 1d6 damage. 

10 ft. burst on a friendly creature; enemies only

Grant the friendly creature a recovery 5. If 
they have not acted yet this round, they can take 
their turn after yours.

back from the brink 

str attack - melee 

agi attack - ranged 

res support - personal 

vig attack - conjury  vig attack -  conjury 
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Helm 

   

m +1 d8 

d6 Boots l +0 
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d8 Chainmail m +2 

m +1 d8 
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Dutiful, Despairing 

Leadership 

100 Knight 

Human 1 

 

Tavern Guard 

premade character 
trespasser 

/

+2 
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+2 

+3 

+5 

+4 
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17. 

18. 

features & talents 

5 4 3 2 1 

5 4 3 2 1 

5 4 3 2 1 
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holdings 

✓ 

20 

12 4 

Knightly Stance: Effort Cost 1/+1.  

Minor Action. You gain a d6 bonus armor die that  

replenishes at the end of each round. You also count 

as an obstacle for enemies, blocking line of sight 

and line of effect. 

Challenge: Effort Cost 0/+1.  

Minor Action. Confer provoked 5 upon an enemy 

in sight. 

✓ 

Fundamentals: When you make a strike or shoot 

action, you can use your best attribute modifier 

in place of Strength or Agility on the attack and 

damage rolls. 

d10 melee, 2-handed Add 1d6 damage,  
Confer unguarded 2.  

✓ 



action rolls 

+5 

+2 

+4   

  

  

Deal 1d10+3 damage.

Confer unguarded 4. 

1 creature

After, one ally in sight can make a  

                    standard attack.

 

 

 

 

 

 

 

 

 

________________________________
________________________________
________________________________
________________________________
________________________________ 

Add % damage. 
Add $ damage. 

strike 
str attack — melee 

1 creature

agi attack — ranged 

Deal $ + AGI damage.
1 creature

rally 
res support — personal 

Gain 2 effort; or make a recovery 2.
You can do both.

personal

shoot 

Deal 1d8+1 damage. 
Knock prone. Add 1d6 damage.

h d20 + modifier +   

Deal 1d10+3 damage.
Add 1d6, unguarded 2 (greatsword).

guiding strike 
res attack — melee/ranged 

Deal 1d10+3. Grant accurate 1 to an ally in sight.

1 creature

Deal 1d8+1 damage. 
Knock prone. Add 1d6 damage.

reposition 
res attack — melee/ranged 

Deal 1d10+3. One ally in sight may shift 10 ft.
melee burst; enemies only

Weapon effect.

strike of command 

Deal 1d10+1d6+3 damage.  
               Confer wide open 2.

Add 1d6 damage. 

1 creature

Wide Open: The next time the creature is hit by 

an attack, it suffers the damage and effects as though it 
took a critical hit. Then remove this condition.

wide open 
res attack - melee/ranged str attack — melee 


