Source: Rulebook Roll Mode: 3d6 | HP: max | HP-up: hearty | Augur: normal | Roll Avg: 11.3 | Mod Sum: +2 _/\

Staff melee +3 (dmg 1d4+1) Fabric (3 yards)

. Short sword melee +3 (dmg 1d6+1) Grappling hook (1 gp)
Halfling Dyer Neutral 20 Short sword melee +3 (dmg 1d6+1)

Occupation Alignment  Speed
2
Level XP

Combat Basics " Treasure |
Initiative: +0 Funds: None
Action dice: 0 " Armor |
(13) Attack: *+2
Studded Leather (+3)

i je: 1d8
Armor Hit Points Crit die: Check penalty (-2)

Class Max: 11 Crit table: Il Fumble die (d8)

T A

Infravision Two-weapon fighting
Stealth: +3 * Action dice di6+d1é

* Crit on nat 16
Lucky * Fumble only on 2x 1

* If Agi >16, use normal rules

Notes

Intelligence

Common and 1 additional language.

Modisier: +0

www.gcodman-games.com




