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The Mingol Steppes quipmren
283 Handaxe Cloth doll & 2d6 needles
ame Pl;ce of Orlgll} +2 atk (1d6 dmg) Thieves tools
3 110 30" TheAssassin Backpack
e *Mingol Bow (d16 Init) 70/140/210 5torch
Level XP Speed Thieving Path +3'g?|? (h;)gv d(mg) nit) F”%rtc&fted
*+1 b t Waterskin
The SI ums T ponusto Quiver w/20 arrows
e
Iron Tiks: -
Combat Basics Bronze Agels: 5
: - Copper Peppies: 13 Armo
lmtfatlve.. +] Zi:r:rnfmm:rdulgs: - Padded (+1 AC)
Actiop Dice: d20 - ) (d8 fumble)
Diamond-In-Amber Glulditches: -
: Attack: +2
a Armor Hit Points gr;: ?“;’,’l _di4 Benison Doon
Class Max: 16 T i _LI_ *Mingol Bow Poverty-Stricken —\
\ - weapon gains +1 to attack OR damage
Strengt [T EEET [ TG
+
Modisier:_0_ 2 +0 ' Thief Abilities
Luack Die dS  Disable trap + 3
Backstab +7 Forge docament + 2
- Spealy silently +8 Disguise self +7
Hide in shadows +6 Read languages + 2
do du dy &6 doo dag PiCk pocket +3 Hal’dle poisor) +7
Patron /1 Climb Cast spell
dio duz dug b dao doy sheer surfaces +6 from scroll +d12+1
Patrop #2 PiCk lOCB + —6 =
— do diz dig dib d2o dag Find trap 6
do dia dig di6 do dag o
Patrop #3
do da dy dib doo dag
Patrop 45
Intelligence W
—_— A Mingol, Low & High Lankhmaresg
&)

(
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Lankhmar quipmer
£83 Short sword Pair of beggar's crutches
A Pl;ce of Orlgll} +0 atk (1d6-2 dmg) Thieves tools
3 110 30" TheBoss Backpack
T *Shortbow (d16 Init) 50/100/150° Lantern
Level  XP Speed Thieving Path D (1d6Td226d die dmg) Flint & stee
Carousing Quarter o1 flasks
Neigéhborhood/Quarter Hangout Quiver w/20 arrows

/| /

Armor Hit Points
Class Max: _13

Strensth

Modisier: -2

Modifier: _TZ£

Combat Basics

Attack:
Crit Die:

Initiative:
Action Dice:

Crit Table:

_+2
d20
+2
_dia
1

Patrop #1

Patrop #2

Patron #3

Patrop #3

Patrop 45

do diz dyg di6 doo dag
dio dz dig dib d2o dag
dto d2 dig dib d2o dag
dio di2 dyg dib doo dog

do do dy db do dy

Intelligence

Modifier: _~ 1

Ironp Tiks: 11

Bronze Agols: 8

Copper Peppies: 3

Silver Smerduks: 19

Gold Rilks: 1
Diamond-In-Amber Glulditches: -

Leather (+2 AC)
(-1 check penalty, d8 fumble)

*Martial Training
- thief may declare Mighty Deeds of
Armswith shortbow; gain a d3 deed die
with this weapon only

Luck Die d5
Backstab +5
Spealy silently +7
Hide in shadows +9
Pick pocket +7
Climb

sheer surfaces +9
Pick lock +7
Find trap + 6

O

Thief Abilities

Magically Corrupted N
- small vermin (flies, mites, ants,

louses, etc.) nest in thief'shair,

resisting all removal attempts

Disable trap
Forge document
Disguise self
Read lapguages
Hapdle poison
Cast spell P
from scroll +d12-1

et

&

.Nﬂ.

8o

(




A

The Mingol Steppes

£83 Short sword Pair of huntsman'sboots
ame Place of Origin +2 atk (1d6 dmg) Thieves' tools
¥ 1 Backpack
L 14 }]('19)0 S3Od .;.rhe SNIII;]ther Shortbow (d16 Init) 50/100/150' 5torches
evel pee bieving Path +3atk (1d6 dmg) Flint & sted
Carousing Quarter Waterskin
Neigéhborhood/Quarter Hangout Quiver w/30 arrows
Irop Tiks: 8
Combat Basics grenze Agoel 753
opper Peppies: Armo
;m:fatw;:_ _l_d+2 0 Zt:’:'nfm"’:fm"s ” Leather (+2 AC)
A:‘.t lOll: 1ce: ") Diiosd-Tiy Afiber Glakditehas - (-1 check penalty, d8 fumble)
acK:
a Armor Hit Points gr;: ?“;’,’l _di6 Benison Doon
% I abie:
Class Max: _20 — 1L Survivor Dependent —\
\ - Fort save bonus (+1) and +1d3 hp [as - failureto carefor a dependent / <
shown]; when bleeding out, thief has family member resulted in -1d3
Strentth ' Mse Dunge 5 roundsto be recovered before dying L uck [as shown]
+
Modisier: _ 0 2 +0 Thief Abilities
Luck Die d6 Disable trap +8
' Backstab +3 Forge docament + 9
- Spealy silently +9 Disgaise self +1
Hide in shadows +8 Read lapguages + 3
i dn iy &6 & iy Pick pocket +9 Handle poisop +2
Patron /1 Climb Cast spell
> " dio dua dig dib dao dy sheer surfaces +9 from scroll +dl
y Persovality i e o do dy db oo dog Ficly Lech 8
Modifier: -_1 Save § Fre— Find trap +7
dio dz dig dib d2o
Patrop #3 ’ dll m v
dio diz dig dib d2o dag p
Patrop 45 ‘--..:/
7
Intelligence A
Modisier: _ 0
O
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The Cold Wastes quipmer
£83 Dagger Pair of rat-skin gloves
AL Place of Origin +2 atk (1d4/1d10 dmg) Thieves tools
4 190 30" TheAssassin Garrote Backpack
=T +2 atk (1/3d4 dm 2torches
Level XpP Speed Thieving Path Crossbov(v (d16 Initg)J) 80/160/240° Flint & stEel
2 atk (1d6d Large sac
Jh%l? mes‘»ila - = - * ( m9) Small mirror
ei orhoo uarter ansou Empty flask
s ¥ Qe i bolts
Ironp Tiks: 40
Combat Basics Bronze Agols: 2
: - Copper Peppies: 16 Mo
xyltfatlv;: _O_d+2 0 Zﬂ:’:’nfm"’:'fm"s 10 Studded L eather (+3 AC)
ction Dice: Diiosd-Tiy Afiber Glakditehas - (-2 check penalty, d8 fumble)
Attack: +2
5 I abie:
Class Max: 26 —ll Pirate Raid Veteran Minor Foe

- gain +1d on all rolls pertaining to the
oper ation of sailed/oar-powered ships;

(

Strensth +1 language [as shown]
+ —
M Ml L 2 1L 0 | Thief Abilities
Missile Attack Missile Damy
o === - Lack Die d6 Disable trap +3
| T —) +2 +0 Backstab +8 Forge docament + 2 d
................ T Spealy silently +8 Disguise self + 7 2
Hide in shadows +7  Read languages + 3 “ Al
Ningauble g dg dy b doo dag PiCk pOCket +3 Hal)dle pOiSOI” +8 P
Patron #1 Climb Cast spell
— dio duz dug b dao doy sheer surfaces +7 from scroll +d12+1
atron #2 o
Pick lock +7
Patron #3 bl Fil)d trap + 6_
dio di2 dig dib doo d2g ote
Patrop #3
Patron 43 % b Thisthief isan agent of Ningauble of the Seven Eyes, Gossiper of the Gods. St
Domains: Protection / Wizardry / Expertise ri

Current patron die: d14
When rolling for agent assistance effects, makeregular roll + 1d14. If #on d14 isless

Northspeak, Low d.

e than or equal to# on action die (before modifiers), therequest for assistanceis
Lankhmarese, Horborixic successful.
o
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The Cold Wastes

Place of Origin Two-handed sword (d16 I nit) Red lace glove
+1d5+1 atk (1d10+1+deed die dmg) Backpack

3 110 25. Shortbow (d ) 50/100/ l5:|tl?1rtc£ftee|
ortbow (d16 Init) 50/100/150 i
Level XP Speed +1d5 atk (1d6+deed die dmg) Waterskin

The Slums e e

Neisbhbborhood/Quarter Hansgout 4 iron spikes
Fiemhest) > Quives WD arrows

Irop Tiks: 88
Combat Basics Bronze Agols: 12
" - Copper Peppies: 14 Armoer
Initiative: +3 Silver Smerduls: 9 —
. ghues d20 6old Rilks: 2 Chainmail (+5AC)
Actiop Dice: _ 02U Sm i A (-5 check penalty, -5 MV, d12 fumble)
Attack: +d5

Armor Hit Points gr;: ?“;’;l % Benisons € Dooms
Class Max: _23 2 e *Roaring Skald Iliterate
- grants attack bonusto allies within 30' - cannot read or write any language

oS s ot
+d>+1 |
Critical Threat Range: 19-20
+d5 Lucky Weapon: n/a

Add Class Level to initiative, Mighty Deeds of Arms

Kos do d dyg di6 dao
Patrop i1 dll ‘m Notes

do dn dig dib doo day *Roaring Skald: Must spend 1 action and 1 Luck to activate, performing a
roaring chant. Allieswithin 30' gain a +1 bonusto attack rollsfor 3 rounds.
dio diz dug dib doo day Alliesfrom the Cold Wastes gain +2 to attacks for the duration.

Patrop #2

Patron #3

dio di2 dyg dib doo dog
Patren 3 Thiswarrior isan agent of Kos of the Dooms, deity of the Cold Wastes.

dio diz dig dib d2o dag Domains: Battle/ Protection / Expertise
Patrop #5 Current patron die: d12
When rolling for agent assistance effects, makeregular roll + 1d12. If # on

1 d12islessthan or equal to # on action die (before modifiers), the request for
assistance is successful.

Northspeak, Low Lankhmarese




Lankhmar Equipment

Name Place of Orisi Longsword Weighted/bar bed L ankhmar
~ . ¢in +1d5+1 atk (1d10+1+deed die dmg) constable's dart (1d4 dmg)
3 110 30 *additional +1 atk if Lucky Backpack

5torches
Level XP Speed Crossbow (d16 I nit) 80/160/240 Flint & steel

River Quarter +1d5+2 atk (1d6+deed die dmg) 50' rope
Grappling hook

Neighborhood/Quarter Hangout Quiver w/30 bolts

Iron Tiks: -
Combat Basics Bronze Agols: 16
Copper Peppies: - Armor
Ipitiative: 5 Silver Smerduls: 14 N od (+4 AC)
g narmor *
Action Dice: 020 S 8 e Gluditches.. Shield (+1AC)
Attack: +d5 i e (-1 check penalty, d8 fumble)

" . it Die: 16
Armor Hit Points Crit Die: d -
Class Max: 30 Crit Table: |V Bepisons € Dooms

Good Reputation in Certain Circles: Blackmailed
Dockworkers & Harbormasters

¢ 3 bl

Warrior Abilities ‘,

Critical Threat Range: 19-20 g
Lacky Weapon: * lonasword (named)

Add Class Level to initiative, Mighty Deeds of Arms

dio diz dug dib d2o
Patrop i1 dll ‘m Notes

dio dz dig dib d2o dag

Strength '

Modisier: +1

*Must name and invoke the longswor d being used in order to enjoy a +1

Pgoy Luck bonusto attack rolls. (Modifier doesnot change.)

dto d2 dig dib d2o dag

Patrob:#3 **Unarmored warrior: Gain double Agility bonus when not weaing armor.

. dio dia dig dib d2o dag May still use shield normally.
/S Patrop #3
@A Luck

=

3Pe
do do dy db do dy
.

.,,
S5

\
% ) Patrop 45
\?"’ Modisier: +1

Low Lankhmarese




The Eastern Lands

Place of Origip

River Quarter

Neigéhborhood/Quarter

\J/\ /

Hit Points
Max: _29

EE

=
=

===‘

25'
Speed
Hangout
Initiative: +4
Actiop Dice: 020
Attack: _+d6
Crit Die: _d20
Crit Table: |V

Qo do dy db do dy

Patrop #1
dio dz dig dib d2o dag
Patrop #2
dto d2 dig dib d2o dag
Patron #3
dio di2 dig dib doo d2g
Birth Augur [l RECEEH
do da dy dib doo dag

Speed Patrop 45

Desert-Talk, Low Lankhmar ese

Spear
+1d6 atk (1d8+deed die)

Crossbow (d16 I nit) 80/160/240
+1d6 atk (Ld6+deed die)

Treasure

Irop Tiks: 3

Bronze Agols: 3

Copper Peppies: -

Silver Smerduks: 12

Gold Rilks: 7
Diamond-In-Amber Glulditches: -

Two white ermine pelts
Backpack

Lantern

5 oil flasks

Flint & steel

3candles

Water skin

50' rope

Quiver w/30 bolts

Equipment

Armor

Scale mail (+4 AC) and Shield (+1 AC)
(-5 check penalty, -5' MV, d12 fumble)

Tough
- when spending Luck to heal, roll hit
dietwice and take the better result

Lucky Weapon: n/a

Benisons € Dooms

Distinctive Appearance
- easily memorable

Warrior Abilities

Critical Threat Range: 19-20

Add Class Level to ipitiative, Mighty Deeds of Arms
Notes




The Cold Wastes

4 190 30'

Level XP
Carousing Quarter

Place of Origip

Neigéhborhood/Quarter

W\ /

Armor Hit Points
Class Max: _26

Hangout

Combat Basics

Initiative: +5
Actionp Dice: 020
Attack: _+d6
Crit Die: _d20

Crit Table: |V

| tetce Attach [l Melee Danrage |
+d6

[ Missile Attacy |
+d6+1

Mog o do dy 46 do dy
Patrop #1

dio dz dig dib d2o dag

Patrop #2

dto d2 dig dib d2o dag
Patron #3

dio di2 dig dib doo d2g
Patrop #3

do d dig i doo dag
Patrop 45

Northspeak, Low Lankhmarese

Battleaxe (d16 Init)
+1d6 atk (1d10+deed die dmg)

Equipment

Small browned iron fire pot
Backpack

5torches

Flint & steel

Small hammer

4 iron spikes

10' chain

L arge sack

Quiver w/30 arrows

Longbow (d16 Init) 50/100/150'
+1d6+1 atk (1d6+deed die dmg)

Treasure

Iron Tiks: 30

Bronze Agols: 14

Copper Peppies: 4

Silver Smerduks: 8

Gold Rilks: -

Diamond-In-Amber Glulditches: -

Armor

Hide (+3 AC)
(-3 check penalty, d12 fumble)

Benisons € Dooms

Hindered
- previousinjury resulted in

*Berserker
- may enter battle frenzy (+2 bonusto
attack/damage rolls and savesvs. fear)
for up to 8 rounds/day [+ see notes]

Critical Threat Range: 19-20

permanent -1 Stamina [as shown]

Warrior Abilities

Lucky Weapon: n/a

Add Class Level to ipitiative, Mighty Deeds of Arms

Notes

*Berserker: 8 rounds per day do not need to be consecutive, but warrior
must make DC 10 Will saveto end thefrenzy prematurely; if savefails,
frenzy continues until save is made or rounds expire. Warrior may not spend
Luck to heal himself whilein battlefrenzy.

Thiswarrior isan agent of Mog the Spider God, Lord of Arachnids.
Domains: Battle/ Wizardry / Expertise
Current patron die: d16
When rolling for agent assistance, makeregular roll + d16. If #on d16isless
than or equal to# on action die (before modifiers), therequest for assistance
is successful.




L ankhmar Equipment 'é)

- E
\
\\\
ioi Dagger Black toga S
Name Place of Origin 1Ak (104) Grimoire o~

3 110 30 nla . Backpack W
) orcnes
Level XP Speed Spell Path f?gtlgv(vlg:le)s " SO0 Flint & steel ;

5 candles

Crafts Quarter 2 pieces of chalk

ghberhood g Treasure 1draught: lithmar strong wine (+2hp)

Iron Tils: - Ceremonial dagger/athame

Combat Basics Bronze Agols: 12 Quiver w/30 arrows
Initiative: +0 Silver Smerduks: 43 pacided (LAC)
—_— i a
Action Dice: 1d20 Geld Bilks: 1 (0 check penalty, 1d8 fumble)
= Diamond-In-Amber Glalditches: -
Attack: +1

Armor Hit Points Crit Die: ].CIJ_8 Benisons € Dooms
Class Max: _12 Crit Table: | __ Skilled in the Criminal Arts Geased
- wizard gains+1in 3 thief skills

(excluding backstab), to be chosen by
Strensth HMalee Demvnje player at the start of the game

Modisier: _0 Wizard Spells € Abilities

Base Spell Check: 1d20+5
Familiar: n/a
Modither: 2. , Patron(s): Sheelba of the Eyeless Face

Corruption: Occas. emits small animal noises when speaking

o do dy di6 d20 d2g Spells

Patrop #

dio diz dig dib doo dog Spell Name Checly  Spell Stipulations
Chill Touch -1d  --if cast vs. magical/summ creatures

Patron #2

dio dz dig dib d2o dag
Patron #3 Detect Magic n/a

do do dy b o dy Ekim'sM. Mask -1d  --if cast while outdoors
o do da dy di6 doo day I nvoke/Patron B. cannot utilize spellburn
Patrop #5 Sleep na

Patrop /g

. Ventriloguism must wear brass ring on right hand
HOF borixic, KIeSth,_ High Obscur e I dentity --to each casting; spell mastered!
Lankmar ese, Low Lankmarese, Mingoal, Levitate use athemae to cut air around you §
Quarmallian




L and of Eight Cities

Place of Origin
n/a

Level XP
River Quarter

Speed Spell Path

Neighborhood/Quarter

W\ /

Armor Hit Points
Class Max: 12

Modifier:

Modifier:

Hangout

Combat Basics

Initiative: +0
Action Dice: _d20
Attack: +1
Crit Die: ds8
Crit Table: |

do di dy dib d2o dog

Patrop #

do do dy d6 do dy

Patron #2

dio diz dig dib d2o dag
Patron #3

dio di2 dug dib doo d2g
Patrop /g

dio diz dig dib doo dg

Pz;irén 44;7

Kvarchish, Low Lankhmarese

Staff
+0 atk (1d4-1 dmg)

Shortbow (d16 Init) 50/100/150
+1 atk (1d6 dmg)

Iron Tils: 2

Bronze Agols: 3

Copper Peppies: 18

Silver Smerduks: 5

Gold Rilks:

Diamond-In-Amber Glalditches: -

Equipment

Small glass prism pendant
Grimoire

Backpack

2torches

Flint & steel

2 small mirrors

4 pieces of chalk
Waterskin

Vial of anti-itch ointment
Quiver w/30 arrows

Armer

Padded (+1 AC)
(d8 fumble)

Former Gladiator
- when spending Luck to heal, add +2 to
# of hit pointsregained

Base Spell Check: 1d20+4

Proneto Seasickness
- if at seafor morethan 1 hour, -2
penalty to all attack rolls, saves, skill
and spell checksuntil on dry land

Wizard Spells € Abilities

Familiar: n/a

Patron(s): Ningauble of the Seven Eyes

Corraption: Facial tics; sixth finger on dominant hand

Spell Name
Animal Summ.

Spells
Chech

Spell Stipulations
remain motionless while casting

Color Spray

use pair of mirrorsto focus forces

Flaming Hands

-1d check if caster has 7 hp or more

Invoke/Patron B.

n/a

Runic Alphabet,m

pour water over/immerse hands

Detect Invisible

hold prism of glassto forehead

Fire Resistance

Nausea! -2 on atks, saves, skill/spell
cks for 2 rounds, even if spell fails§






