Character  James Quarter {
Alignment  Neutral Race Ha]ﬂing Class Fighter/ Thief Level 1
Players Name Tom Family/Clan  Quarters of the Welpremond Downs
Homeland Welpremond Downs, Elenon Mtns., Brandobia Patron Deity The Ca FEgiVEP’ (a nol’n’ced)
Liege/Patron Social Class  Middle Upper Class (98) Player Character Record
Appearance Birth Date  Famine 14 Birth Rank third # Siblings 4
Sex male  Age 4375 Height 3’4" Family History  legit birth, both alive Middle Age 75
Hair brown Eyes brown Weight 75 [ps. Appearance BMI 47
Character Quirks & Flaws Anosmia, Foul-mouthed
Handedness H'ght
BASE %
ABILITIES MOVEMENT SAVING THROWS
8 32% STRength [Dg Foatof T Tarry Drag BASE RATE (IL/SEC.)
Mod -1 STR -3 (Ibs.) 166 (I0s.) 39 (Ibs.) 415 d20P+1
10 | 17% [INTelligence  txmacx Walk 2.50
vioa.
8 | 1% |wisdom s = Jog 5.00|d20p+9 vs poison
. Mod. mod. -
17 | 19% |DEXterity nit. Attack Defense Sprint 7.50
Mod -2 Mod 3 Mod 4
9 | 50% |CONstitution - - - Run 10.00
11 | 68% [LOOKs - TTOTISTATOTg TSt
Turning Mod. [WarRor oy
10 | 2% [CHArisma stop sprint or run
. takes 10  over 1 sec.
Benefit: 1 mulligan per session, +1to any die roll per session, 10 to re-roll, -1 to adjust
34 |Great|/HONor Base to Hit
Lower 11-20 current 21+  Higher
BASE Fame 3 Shield Saves |
Base Def. Armor omg Required Save HIT POINTS |[Last HP rolle
9 Body leather DR 2 Type [ight 8 420+6 11 6
Def -2 it Speed Move nhone 12 420 Max 20 |[HDtype: d 8
or Shield small + 4 Absorbs 4 hp 16 420-6 Wounds
1 Cover ,19 : ng (use highdie)  H = 1/2 dmg (use low die) 20 dESfYOYEC‘ 1 ;9 4 7
Defenses Base Init. 2. 5. 8.
Threshold of Pain 7 Trauma Save 4 fail, incap, (roll- save) x 5 secs Knock-Back 10 3. 6. 9.
COMBAT
Weapon dagger w/ Shie|d Total Level Abil. Spec. Talents Racial Armor Shield Magic Prof penalty Notes
Attack Bonus 3 3
Speed 7 or 5 basespeed 75 size S
Initiative 1 1 reach 0’
Defense 9 3 4 -2 4 draw osec  base fatigue 3
Damage 244p-1 or d4-1 -1 0 base damage 2d4p type P
Specialization +1 +2 +3 +4 +5 Spec costs depend on class
Attack (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) replace x with
Speed (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) Fighter 5  Thief7 Cleric 8
Defense (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) Mage 10
Damage (6 BP) (12 BP) (18 BP) (24 BP) (30 BP)
Notes 2d4p, 7(5), 5, T, Min weapon speed: Small 2, Med 3, Large 4

Combat Options: actively crouch behind shield, Coup de

Proficiencies Dagger, longsword, sling

Grace, Jab (with some weapons), Hold at Bay, Aggressive

armor: all + shields

Attack, Give Ground, Fight Defensively, Full Parry, Charge, Laborer LUCK POINTS
Ready against Charge, Critical Hit (20), Near Perfect

Defense (19), Perfect Defense (20), Miss (1), Fumble (1), 2

Draw an Attack (1), Flee, Fighting Withdrawal

Special Abilities (Talents, Class & Racial Abmties, etc.)
Harder to Hit (+4 Def bonus) (halfling) (calculated)

Spells Pﬂ)ared

Hiding in natural surrounds bonus

Initiative Bonus

Poor reach (-1 foot)

Backstab (penetrate on Max roll and Max - 1): opp.

Defense Rolls

*must be unaware and only dagqer, knife or similar (fighter/thie

Casting a Spell or Surprised: d8p

Coup de Grace takes 5 secs. (fighter/ thief)

Attacked from Rear: d8p + mods

crack shot (sling)

Moving target of ranged attack: d20p

greased lighting (sling)

Standard w/out shield: d20p-4 + mods

Standard w/ shield: d20p + mods

base fat = 1(CON)+1(WIS)-1(FTR CLASS)=1

Stationary target of ranged attack: d12p

If target of ranged attack in melee: d20p+6

4+ attackers to front/sides: d12p+mods

fleeing an opponent: d10p, no shield
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I coMBAT

Weapon Sling Total Level Abil. Spec. Talents Racial Armor Shield Magic Prof penalty Notes RoF 10
Attack Bonus 4 3 1 Distance (ft.)  Attack Die
Speed 9 -1 5-40 d20p
Initiative 1 1 41-80 d12p
Defense 1 3 4 -2 81-120 d8p
Damage ddp+dép -1 121-160 d4p
Specialization +1 +2 +3 +4 +5 Spec costs depend on class
Attack (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) replace x with
Speed (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) Fighter 5 Thief 7 Cleric 8
Defense (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) Mage 10
Damage (6 BP) (12 BP) (18 BP) (24 BP) (30 BP)

Notes d4p+dép, Ro , S, P, Base ratigue 2 Min weapon speed: Small 2, Med 3, Large 4

Weapon dagger, no shield Total Level Abil Spec. Talents Racial Armor Shield Magic Prof penalty Notes
Attack Bonus 3 3
Speed 6 or 4 basespeed 75 size S
Initiative 1 1 reach O’

Defense 1 3 4 -2 draw o0Osec  base fatigue 2
Damage 2d4p-1or d4-1 -1 base damage 2d4p type P
Specialization +1 +2 +3 +4 +5 Spec costs depend on class

Attack (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) replace x with

Speed (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) Fighter 5 Thief 7 Cleric 8
Defense (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) Mage 10

Damage (6 BP) (12 BP) (18 BP) (24 BP) (30 BP)

Notes 2d4p, 7(5),S, T, Min weapon speed: Small 2, Med 3, Large 4

Weapon club w/ shield Total Level Abil. Spec. Talents Racial Armor Shield Magic Prof penalty Notes
Attack Bonus 3 3
Speed 10 base speed 10 size M
Initiative 1 1 reach 11/2’

Defense 9 3 4 -2 4 draw 1sec  base fatigue 3
Damage dbp+d4p-1 -1 base damage dép+d4type C
Specialization +1 +2 +3 +4 +5 Spec costs depend on class

Attack (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) replace x with

Speed (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) Fighter 5  Thief7 Cleric 8
Defense (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) Mage 10

Damage (6 BP) (12 BP) (18 BP) (24 BP) (30 BP)

Notes dép+ddp, 10, M, 21/2’, C Min weapon speed: Small 2, Med 3, Large 4

Weapon club, no shield Total Level Abil. Spec. Talents Racial Armor Shield Magic Prof penalty Notes
Attack Bonus 3 3
Speed 9 base speed 10 size M
Initiative 1 1 reach 11/2’

Defense 1 3 4 -2 draw 1sec  base fatigue 2
Damage dép+d4p-1 -1 base damage dép+d4type C
Specialization +1 +2 +3 +4 +5 Spec costs depend on class

Attack (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) replace x with

Speed (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) Fighter 5  Thief7 Cleric 8
Defense (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) Mage 10

Damage (6 BP) (12 BP) (18 BP) (24 BP) (30 BP)

Notes dép+ddp, 10, M, 21/2’, C Min weapon speed: Small 2, Med 3, Large 4

Weapon club, 2 hands Total Level Abil. Spec. Talents Racial Armor Shield Magic Prof penalty Notes
Attack Bonus 3 3
Speed 12 base speed 10 size M
Initiative 1 1 reach 11/2’

Defense 5 then 1 3 4 -2 draw 1sec  base fatigue 2
Damage dép+d4p+2 -1 base damage d6ép+d4étype C
Specialization +1 +2 +3 +4 +5 Spec costs depend on class

Attack (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) replace x with

Speed (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) Fighter 5  Thief7 Cleric 8
Defense (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) Mage 10

Damage (6 BP) (12 BP) (18 BP) (24 BP) (30 BP)

Notes dép+ddp, 10, M, 21/2’, C Min weapon speed: Small 2, Med 3, Large 4




I coMBAT I

l.sword w/ shield Total

Weapon Level Abil. Spec. Talents Racial Armor Shield Magic Prof penalty Notes
Attack Bonus 3 3
Speed 10 or 8 base speed 108 size M
Initiative 1 1 reach 21/2’
Defense 9 3 4 -2 4 draw 1sec  base fatigue 3
Damage 2d8p-1(d8-1) -1 base damage 2d8p type H
Specialization +1 +2 +3 +4 +5 Spec costs depend on class
Attack (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) replace x with
Speed (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) Fighter 5  Thief7 Cleric 8
Defense (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) Mage 10
Damage (6 BP) (12 BP) (18 BP) (24 BP) (30 BP)
Notes 2d8p, 10 (8), M, 31/2", H Min weapon speed: Small 2, Med 3, Large 4
Weapon l.sword no Shield Total Level Abil. Spec. Talents Racial Armor Shield Magic Prof penalty Notes
Attack Bonus 3 3
Speed 9 or 7 base speed 108 size M
Initiative 1 1 reach 21/2’
Defense 1 3 4 -2 draw 1sec  base fatigue 2
Damage 2d8p-1 (48-1) -1 base damage 2d48p type H
Specialization +1 +2 +3 +4 +5 Spec costs depend on class
Attack (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) replace x with
Speed (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) Fighter 5  Thief7 Cleric 8
Defense (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) Mage 10
Damage (6 BP) (12 BP) (18 BP) (24 BP) (30 BP)
Notes 2d8p, 10 (8), M, 31/2", H Min weapon speed: Small 2, Med 3, Large 4
Weapon [.sword 2-Handed Total Level Abil. Spec. Talents Racial Armor Shield Magic Prof penalty Notes
Attack Bonus 3 3
Speed 122 or 10 base speed 108 size M
Initiative 1 1 reach 21/2’
Defense 5 then 1 3 4 -2 draw 1sec  base fatigue 2
Damage 2d8p+2 (48+2) 2 base damage 2d8p type H
Specialization +1 +2 +3 +4 +5 Spec costs depend on class
Attack (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) replace x with
Speed (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) Fighter 5  Thief7 Cleric 8
Defense (6 BP) (12 BP) (18 BP) (24 BP) (30 BP) Mage 10
Damage (6 BP) (12 BP) (18 BP) (24 BP) (30 BP)
Notes 2d8p, 10 (8), 1/2', H Min weapon speed: Small 2, Med 3, Large 4




Gear Supplies

Item Location Wt. | ltem Location  Wt. | ltem Location ~Wt. | Water/Wine
leather boots feet 0.25[wineskin l. shoulder  1.00
wool trousers  legs 0.13]large belt pouch  belt 0.13
wool tunic torso 0.25]small belt pouch  belt 0.13
linen undersqirt  torso 0.25]brass mirror backpack  0.25 Rations 1rail
leather belt pelt 0.13]flint & steel backpack  0.01
dagger x 2 sheath 1.00]sling bullets x 34 belt pouch  8.50
sling pelt 0.05]club belt 1.50
leather armor ~ armor 3.75]|longsword Delt 2.00 Rations Standard
small shield l.arm 2.50
thieves TOOIs  backpack  0.25
wheststone packpack  0.05
mess kit backpack  0.03 coins 0.09|  Feed
chalk x 10 packpack  0.05 Move penalty 39 Total
backpack pack 0.25 1 2252
Experience Treasure
Coins | Qty | wt. [ Othervaluables 107gp worth of stashed loot
300 Brass T 0.01
Copper 6 0.08
Silver
For Next Level Gold
Platinum
400 Gems
Accumulated Build Points
O

Miscellaneous Information (Personal notations, Magical ltems, Command Words, Spells, etc.)
Mom was Loving but dad was ill-equipped

Free thieves' guilol membership

Mastery die rolled to Moditier to Skill check
Languag es Mastery Level Literate? current skill Level Current Skill Mastery  train leflCUlty roll
; : 0 unskilled dl2p Trivial -90

Branodbian (native) 67 01-25 novice di2p Easy -80
Merchant Tonque 27 26-50 average d8p Average -40

51-75 advanced dép Difficult 0

76-87 expert d4p Very Difficult +10

88-100 master d3p

Universal Skills Mastery Level Universal SKills wmastery Level Universal Skills Mastery Level Other Skills  Mastery Level
ppraisal (Arms &

Acting (Iks, Cha) % Fire-Building (Wis) % Rope Use (Dex) 21 % Armor) (Int) 15 %

Animal Husbandry (Wis) % Glean Info (Int, Wis, Cha) % Salesmanship (Intm, Wis, Cha) % Bar’ceﬂng (Wis) 32 %
Establish Ambush

Animal Mimicry (Wis) % Hldlng (Int, DEX) 20 (70) & Seduction, Art of (Cha, Lks) % Zone (Wis) 20 %

Boating (Wis) % Interrogation (Wis, Cha) % Sneaking (Dex) 21(71) % Disarm Trap (Dex, Int) 20 %

Cartography if literate (Int) % Intimidation (Str, Cha) % Survival (Wis, Con) % Fast Talking (Cha) 13 %

Climbing/ Rapelling (Str, Dex) % Listening (Wis) 20« Torture (Int) % Identify Trap (Wis) 23 %
Laborer, General (5tr,

Current Affairs (Wis) % Observation (Wis) % Tracking (Wis) % wis) 19 %

Diplomacy (Cha) % Pick Pocket (Dex) % % Lockpicking (Int, Dex) 23 %
VNeapon Malntengnce

Disguise (Int, Cha) % Reading Lips (Int) % % (Wis) 13 %

Distraction (Cha) 31 % Recruiting (Cha) % %

Escape Atrtist (Int, Dex) % Resist Persuausion (Wis) % % %

Last Will and Testament: , do hereby
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Racial Preferences

Elves Dwarves | Halflings | Humans

Lilee Like Prefer Like

Alignment

Alignment

Quirks & Flaws

Anosmia. People with anosmia have no sense of taste or smell. This is mistakenly believed to be an
advantage by some adventurers as it permits them to enter areas with extremely strong odors that would repel
others. A serious problem stemming from this flaw is that an individual cannot judge if food is spoiled or liquids
are tainted. Rotten meat, sour wine, curdled milk and spoiled fruit are indistinguishable from fresh and
wholesome food and drink. Because he has never experienced the revulsion of tasting and immediately
spitting out putrid food, neither has he had the visual cues identifying such noxious stuff burned into his brain.
Anosmiacs are very prone to food poisoning and dysentery.

Foul-Mouthed. While most people may utilize the occasional epithet for particular emphasis, the foul-mouthed
individual peppers his speech with a stellar compliment of vulgarities for no seeming purpose. Even when in
polite company, the vulgarian finds it extremely difficult to curtail his frickin’ swearing.

Fighter/ Thief Armor Penalties to skills

Skill Studded Leather/ Ringmail Penalty Scalemail/ Chainmail Penalty
Climbing/ Rapelling 25% 35%

Disarm Trap 15% 20%

Hiding 15% 20%

Identify Trap 10% 10%

Listening 5% 10%

Lock Picking 10% 15%

Pick Pocket 25% 30%

Sneaking 20% 35%

Siblings

1 living older brother (very close)
2 dead older brother

3 dead younger brother

4 dead younger sister

Contact
Law enforcement official,

Ranged Weapons
Sling.

Ready carried - 1 sec.
Load - 2 secs.

Spin - 1 secs.

Aim - 4 secs.

Recovery Time - 2 secs.



Level Up
Class Advancement Table

Level | Hit Die (d8) | Attack Bonus | Speed Initiative |Initiative die

1 1 0 0 0 standard

2 1 + re-roll +1 0 0 standard

3 2 +1 0 -1 standard |Rearward Strike

4 2 + re-roll +2 0 -1 one better

5 3 +2 0 -1 one better

6 3 + re-roll +2 0 -1 one better |Rearward Strike increase
7 4 +2 -1 -1 one better

8 4 + re-roll +3 -1 -2 two better

9 5 +3 -1 -2 two better |Rearward Strike increase
10 5 + re-roll +3 -1 -2 two better

Proficiencies. They may purchase all weapon proficiencies at 1/2 BP cost (Fighter/ Thief)

Purchasing Other Skills: The following list of skills represent some special domains of fighter/ thieves: Acting,
Appraisal, Current Affairs, Disguise, Distraction, Escape Artist, Fast Talking, Gambling, Glean Information,
Listening, Observation, Salesmanship and Seduction (Art of ).

If a thief purchases any of these skills, modify his mastery roll by +2 or by the relevant ability score modifier,
whichever is greatest.

At 2nd and each subsequent level a fighter thief receives one roll of the appropriate mastery die in any 2 of the
above skills

May purchase Appraisal (Arms & Armor at half price)

Talents: May purchase Crack Shot or Greased Lightning (only for slings) at 50% BP



