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- Dagger melee +4 (dmg 1d4+2) Sailcloth (2 yards)
Name Title Sling ranged +3 (dmg 1d4+2) Rope - 50' (25 cp)

Halfling Mariper Neutral Staff melee +4 (dmg 1d4+2)

Occupation Alignment
2

Level Xp

Y SO " Treasure
Initiative: +1 Funds: 35 cp + 273 gp
Action dice: 1d20
(14) m

Attack: +2
Studded Leather (+3)

3 Jjor 1d8
Crit die: Check penalty (-2)
Fumble die (d8)

Armor Hit Points ,
Class Manx: 11 Crit table: 1]

Strength Halfling Abilities

Infravision Two-weapon fighting

Stealth: +4 * Action dice d16+d16
- * Crit on nat 16
Lucky * Fumble only on 2x 1

* If Agi >16, use normal rules

AMATIY
N, T

Notes

Personality

Modisier: T2

Common, Halfling, Alignment, EIf
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