






Ironclaw

 2 

 

What 
 

If you’ve NEVER played a 
role-playing game before … 

To play the game of Ironclaw, you will assu
You will make up a character who lives in the f
of Calabria.  You will choose a name for your c
what sort of species they are (bat, cat, rat, etc.)
sort of job they have (crafter, fighter, wizard, et

One of you will be the Host, the director of
The Host tells you what’s happening in the wo
your character.  Shop-keepers want to sell you
Thieves want to steal your money! Monsters w
your face! Villains want to do bad things! Vict
your help against the forces of tyranny!  As yo
be your role, you will tell the Host what you w
and the Host tells you whether it happens or n

Just like how authors write a story, you an
will have to decide if what you want to do is p
not. Many times, you will push your character
heights of glory, uncertain of the outcome. To
taking a chance, Ironclaw uses dice, those fun
things with the numbers on them.  You’ve pro
the cube-shaped, six-sided dice before. Ironcl
four-sided, eight-sided, ten-sided, and twelve-
(The four-sided pyramids are a little weird – w
them, look at the number at the base, to see w
scored.)  You will roll several dice at once, in 
shapes and sizes. If the text says “Roll 2d10, 3
you roll two ten-sided dice and three six-sided
check out each number. Usually, only the hig
matters. Sometimes, the second- or third-high
will matter.  Don’t add the dice together. 

You start the game with ratings in general 
called Traits. Your character is rated in strengt
hardiness (Body), quickness and agility (Spee
and wits (Mind), stubbornness and determina
instinct and natural ability (Species), and train
schooling in their job (Career).  Each Trait is m
with dice.  The bigger your dice are – that is, t
sides they have – then the higher they can rol
better your character is at doing things. 

You can improve your character by buying
specialized dice for certain tasks like climbing,
building, sneaking, etc. – and by buying Gifts 
abilities that let you do things the non-gifted c
cast mighty spells or perform amazing stunts. 

Some abilities can only be used a limited n
times, or they require you to do something to
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 refresh 

them.  When a Gift Exhausts, you must 
you’re allowed to us it again.  Each Gift 
each one has different rules on how ofte

Books, television, and movies often b
spreads of time, such as “Three weeks w
searched for the book.”  But when an ac
starts up, suddenly everything is describe
“Mavra reached for her sword, her eyes 
rage, and she leveled the point against t
bandit, and she barked a strangled curse
often use narrative time to breeze throug
time, but then will switch into combat tim
fight scene blow by blow.  When a fight 
will get a turn to do something – well, tw
actually, which are called Actions.  Ther
what Actions do, and they’re covered in
chapter, but the main rule is that you ca
as long as they’re different things. 

Ironclaw is an action game, so there w
fighting. As people get hit, they will beco
lose the will to fight, and they may even
like how the main character doesn’t get 
first five minutes of the story, your chara
game with some special abilities to prote
careful! It will take quick wits, skillful pla
heroic attitude to win the day. 

This book may look intimidating, wit
most of this stuff only comes up in rare c
end, there’s only one golden rule to role
Have fun! 

If you’ve played a COMPUT
role-playing game before 

One player acts as the Game Host.  H
moderator who decides what content wi
the game, what rules are in effect, how t
be played out.  As a Player, you declare
do, and the Host tells you how it plays o
says what goes and what doesn’t. 

Ironclaw is a story-based game. Wha
yesterday will affect what folks think of y
computer games have locked doors, obs
passageways, or even invisible walls tha
progress … and the people in the world 
they don’t remember who you are nor h
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imagination: you can go anywhere and ta
making new friends … and maybe new e

Ironclaw gives characters several speci
Gifts.  Many Gifts grant special abilities th
Gift – you’ll have to Refresh the Gift befo
again.  When an ability can Refresh will v
have long cool-down times, others can be
the middle of a fight. 

Funny-shaped dice will be used, to ad
elements to the game. If the text says “Ro
then you roll two ten-sided dice and three
and check out each number. Usually, onl
number matters. Sometimes, the second-
numbers will matter.  Don’t add the dice 

Ironclaw has two kinds of time: “narra
“combat time.”  Narrative time is more lik
where characters establish things that the
about things related to their personalities.
rigidly measured out in hours, minutes, o
increments (called rounds), and what you
time, is very important. 

Combat is turn-based, with one side ta
actions, and then another side taking all o
side can take their turns in whatever orde
so usually the healers go first, to remove b
from the fighters, and then the fighters att

Being hit in combat causes Reeling – a
that lowers your defenses and makes you
actions. It’s quite possible for a character 
locked and to be beaten up by an angry m
stun-locking, you must be really good at c
you must fight at range, or you must hav
good healers on your side.  Any characte
remove Reeling, using their Will and Lead
a good idea to have one or two members
who have strong Will and great Leadersh

Area-of-effect attacks are rare, but ma
friendly fire. Don’t drop a grenade in the 
if you might catch some of your friends in

Ironclaw is a point-based system, whe
earn Experience and then spend them to
Skills and to buy new Gifts.  Points are ea
surviving to the next Chapter, by good ro
by completing objectives. 

If you’ve played a TABLETO
role-playing game before …

The master of the game is called the H
else is called a Player.  Non-player-chara
up into Major Characters (who may have
ability that the PCs can get) and Minor C
are denied any major abilities, and thus c
out with one lucky hit.) 
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Ironclaw uses typical polyhedral 
highest number matters. Sometimes
highest numbers will matter.  Don’t 

Ironclaw divides combat into rou
takes a turn. First all the combatants
their turns, then all the combatants 
their turns.  On your turn, you can d
which must be different. (For examp
towards someone, then “attack” the
declare two attacks.)  You can learn
increase the number of actions, or t
actions, but the golden rule is “neve
twice, on the same turn.” 

Ironclaw doesn’t use hit points. E
more and more bad statuses.  At firs
increase future damage … but bigge
make your character lose the will to
down, or kill them. 

Ironclaw is a point-based system
earn Experience and then spend the
Skills and to buy new special abilitie
are earned by surviving to the next 
by good role-playing.  Completing a
you an entirely new Gift. 

If you’ve played a previo
version of IRONCLAW b

Here’s a quick guide to the majo

 Fewer Skills, more Gifts.  
skills, and that’s it. Everything

 Lower starting abilities.  Y
2d8, 3d6, and d4.  You only 
put in Skills, with a maximum
Skill.  (If that bothers your gro
Variant Rules for ideas on sta
power.) 

 Flat Costs.  Skill Marks cost 
cost 10 experience. All Gifts h
many have requirements. Eve
with the same number of Gift

 Bonuses and Penalties are
for you is another die to roll. A
bonus die to the other side. N
die sizes, no more re-rolls. 

 Exhaustions and Refreshe
abilities you can use any time
must be Exhausted, and then 
them before you can use any 

 Faster Combat. There’s no 
there’s no initiative rolling eve
take their turns in the most log
everyone gets two actions to d
(Recovering from Reeling is o
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hit only makes you lose half your turn, n
whole turn.) 
  The standard melee defense is now t
Attack: two combatants dice off, the win
loser … so something happens to some
  Your attack roll is also your damage 
success you score to hit someone count
point of damage. Each weapon adds bo
damage to that.  You still roll Soak dice
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Charac
Game Terms 

Career 

Equipment 

Gift 

Goal 

Mark 

Motto 

Name 

Personality 

Skill 

Species 

Trait 
 

 
Here we’ll talk you through the steps of ma

own character. 

Starting Traits 
You start with one d4, three d6s, and
Assign these traits to your Body, Spe

Will, Species, and Career. 

eation
cter Creat

aking your 

d two d8s. 
eed, Mind, 

What’s the best way to assign your
There is no one “right” answer for h

your Trait Dice, but we can give you so
An excellent strategy is to drop the 

Career. Your Career is what your char
most, so you want to be as good at tha

The second d8 is a little tricky: if yo
character as a muscle-bound type, put
fast and agile shooter, put the d8 in sp
a learned sort, put the d8 in Mind; as a
who never gives up, put the d8 in Will
example of what it means to be the sor
they are, put the d8 in Species..  

Your character also has that d4 – a w
character.  If you see your character as 
the d4 in Body; as awkward or clumsy, 
Speed; as uneducated or simple, put th
indecisive and wimpy, put the d4 in Wi
humanoid than bestial, put the d4 in Sp

And don’t worry – if that d4 really b
can improve these Trait Dice later. 

tion 
r traits?  
how to assign 
ome good advice. 
first d8 into your 

racter will be doing 
at, as you can be. 

ou see your 
t the d8 in Body; a 
eed; a thinker and 
a stubborn hero 
; or as a prime 
rt of critter that 

weak point in their 
thin or small, put 
put the d4 in 
e d4 in Mind; as 
ll; and as far more 

pecies.   
bothers you, you 



Starting Species 
Choose your Species. Write down

Gifts it gives you. Write down your H
Cycle, Diet, Senses, and Weapons. 

Find the Species column on the Skill L
three skill rows that your Species Trait is i
Write your Species Trait’s die in each of t
in the Species column. 

What is the best Species to take? 
Most people who play Ironclaw have a

species in mind: Cat, Fox, Raccoon, Hors
Naturally, the best Species is the one that
most comfortable assuming as a role. 

Other players will want to pick a Spec
specific advantage for their character’s ro
example, cats can be sneaky fighters who
shadows … squirrels can jump from tree-
… horses can carry heavy loads and run 
cetera. 

Starting Career 
Choose your Career. Write down 

Gifts it gives you. 
If you get the same Gift twice, on

down once, and instead give yoursel
Trait (of choice)”. The Gift of Increase
increase any Trait to the next die size. 

Find the Career column on the Skill L
three skill rows that your Career Trait is in
Write your Career Trait’s die in each of th
in the Career column. 

Starting Personality 
Everyone starts with a Personality

Choose your Personality now, either
suggested list below or just make on
one or two words.  

The Personality Gift is the major defin
your character. Is your character a dashin
renowned for their boldness?  Are they pr
vain, with pride that sometimes gets the b

After playing your character for a whil
decide on a different Personality. That’s f
change to a new Personality at no cost. 
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What personality should my ch
If you’re having trouble coming

Personality, here’s a list of commo

 Altruistic, Selfless, or Self-Sa
 Bold, Dashing, or Reckless 
 Charitable, or Giving  
 Chaste, Abstinent, or Pure 
 Choleric, or Vengeful 
 Envious, or Jealous 
 Gluttonous, or Unrestrained
 Greedy 
 Gregarious, or Friendly 
 Humble 
 Kind 
 Lustful 
 Melancholy, or Sad 
 Naïve  
 Obsequious, Sycophantic, o
 Patient 
 Phlegmatic, or Listless 
 Proud, or Vain 
 Sanguine, Hopeful, or Optim
 Selfish 
 Slothful, or Lazy 
 Sneaky, Duplicitous, or Dec
 Sympathetic 
 Temperate, Ascetic, or Restr
 Wrathful, or Angry 
 Zealous, Diligent, or Stubbo

In the world of Ironclaw, physic
will describe Choleric, Melancholy
Sanguine as the Four Humors —
personality caused by a build-up o

The popular religion known as 
s’Allumer condones the Eight Vir
Altruistic, Charitable, Chaste, Hum
Selfless, Temperate, and Zealous. 
are admired by the pious and the 
other side of the coin, the Church 
Vices of being Envious, Gluttonou
Proud, Selfish, Slothful, and Wrat
sermons speak out against such be

Starting Local Knowled
Ask your Game Host where

starting. When they tell you th
write that in under “Local Kno

eation
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Add your 13 Skill Marks 
You may now place 13 Marks into an

you want. You may not put more than 3
per Skill. 

Later, some Gifts may push you past the 3
limit.  For right now you can only put up to 3 
single Skill. 

How should I assign my Skill Marks? 
All Skills are good to have! Your character 

starts with some dice to roll when using a few 
your character has a Species and a Career, an
Trait dice are included with several Skills. Mar
give you even more dice in Skills your charac
has … or the Marks can be in other abilities to
your character wiser in the ways of the world.

Some players may prefer the route of putti
in each of 13 different Skills, becoming a jack
trades. A Skill roll carries the risk of catastroph
known as a Botch. Botches are much, much m
with Skills where the character has no training
so even one Mark can make a big difference. 
having that one Mark lets your character decla
Favorite Uses for Skills, which can be a minor

Most of your foes will have dice no larger t
you can get your Skill up to at least 3 Marks, y
a d8 to roll.  In other words, if you want your 
work against almost everyone you meet, put 3
more in it. 

Some players will prefer the “minimaxing”
picking four skills to have 3 Marks apiece. Mo
mean bigger dice, and bigger dice are always 

Remember that you may only place up to 
Marks in a single skill at this step, the characte
step. You’ll earn more Marks as you play the 

What Skills should I put Marks in? 
Ask yourself what you think your character

doing. Adventurers live dangerous lives, and t
some skills more popular than others:  Dodge
being hit in combat, Melee Combat to use ha
weapons, Ranged Combat for shooting peopl
Brawling for punching, kicking, clawing, and b

Skill Marks can also round out the weakne
some classes. If your Career lacks talking skills
probably want to buy some Gossip and Inquir
you’re worried about missing clues, consider 
Observation and Searching. 

The bonus dice from Skill Marks stack with
Dice … so if you want to be the best at what y
high Traits and high Marks. 

eation

ny skills 
3 Marks 

3-Mark 
Marks in a 

already 
Skills — 

nd those 
rks can 

cter already 
o make 
. 
ing 1 Mark 

k-of-all-
hic failure, 
more likely 
g at all … 
Also, 
are 
r bonus.  
than d6.  If 
you’ll have 
skill to 

3 Marks or 

 route of 
ore Marks 

better.  
three 

er creation 
game. 

r will be 
that makes 

e to avoid 
nd-to-hand 
le, and 
biting. 

esses of 
s, you’ll 
ry. If 

h your Trait 
you do, get 

Later in the game, you can change 
Don’t worry too much if you forget 

character will earn more Marks as you 
Also, you will be able to trade in Marks
for extra points. 

Add 3 Gifts 
You may add three Gifts of your ch

any 3 Gifts that you meet the Requirem

What Gifts can I take? 
What are Requirements? 

Some Gifts are Basic Gifts. Any cha
these Gifts. There are no special requir
requisites or other conditions. 

Advanced Gifts will have one or mo
conditions that must be met before you
allowed to have these Gifts. Sample re
include: 

 Another Gift. For example, you c
of “Rapid Guard” unless you alr
Gift of “Veteran”. If you don’t al
Veteran Gift, you will have to bu
of your 3 starting Gifts, then buy
another of your starting Gifts. 

 A minimum Trait. For example, 
“Animal Magnetism” requires “S
d10 or better”. If your character’
d10, or d12, then you may take 
Trait is only d4, d6, or d8, you m
use the Gift of “Increased Trait” 
the level you need. 

 Special permission from the Gam
example, the gift of “Ordainmen
your character a recognized pries
popular religion. Such characters
play, but they also have big oblig
your Game Host should spend a
discuss what the Gift means and
your character. 

When a Gift has multiple requir
must have all the requirements be
take it. For example, the gift of “Whit
both “Literacy” and “Cleric’s Trapping
character must have both Gifts before 
“White Magic”. 

What Gifts should I take? 
As an adventurer, your character w

dangerous life, so some Gifts will be m
others: 

Marks  
something. Your 
play the game. 

s you’re not using 

hoice. They can be 
ments for. 

aracter can take 
rements, pre-

ore requirements – 
ur character is 

equirements 

can’t take the Gift 
ready have the 
lready have the 
uy Veteran as one 
y Rapid Guard as 

the Gift of 
Species Trait of 
’s Species Trait is 
the Gift. If the 

may not. You may 
to raise a Trait to 

me Host. For 
nt” would make 
st or priestess of a 
s can be fun to 
gations. You and 
a minute or two to 
d how it will affect 

rements, you 
efore you can 
te Magic” requires 
gs”. Your 
they can take 

will live a 
more popular than 



 Increased Trait – If you’re unsure
take, then making your Trait Dice b
good. The Gift of Increased Trait im
to the next size. For example, a Spe
would become d8. Use Increased T
of that d4 you start with, or to impr
Career Trait (since you’ll be using y
a lot). 

 Literacy – The world of Ironclaw i
there’s no popular education. Char
the Gift of Literacy cannot read at a
Careers, such as wizards, start with 
most Careers don’t. If you want yo
be able to read and write, take Lite

 Luck – This Gift allows you to forc
re-rolled, taking the best of three th
be a real life-saver. And since Luck
almost any die roll, it can also fix yo
bad Skill rolls, making Luck a good
talented heroes. 

 Resolve – Characters who get bea
learn how to walk it off. The Gift of
you use your Will to resist damage.
Careers start with Resolve, but it’s a
anyone who might take a hit. 

 Toughness – Some folks are made
stuff. The Gift of Toughness may b
weaken damage done to your char
more, a character can take the Gift
multiple times, to weaken multiple 

 Veteran –The Gift of Veteran impr
character aims at their targets and h
against attackers. Most fighting Car
Veteran; all would-be warriors shou

Some Gifts say “+1 Mark” to a Skill.
These Gifts can push you over the 
3-Mark Limit 

For example, the Gift of Knack gives y
a Skill of your choice. If you already had 
Stealth, then you now have 4. Only Gifts
Marks can push you over the 3-Mark limi
creation. (After you start playing the gam
limit to Skill Marks.) 

Later in the game, you can change G
Don’t worry too much about whether 

better than that Gift, or if you’re choosing
Gifts. Your character will earn more Gifts
the game. Also, you will be able to trade 
not using for extra points. 

Character Cre
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you +1 Mark to 
3 Marks in 

s that grant Skill 
it, at character 

me, there is no 

ifts 
this Gift is 

g the “wrong” 
s as you play 
in Gifts you’re 

Add up your Skill Mark
determine Skill Dice 

After all Marks and Gifts are tak
determine your Skill Dice. More M
dice. 

 Zero Marks = No dice. 
 1 Mark = d4 
 2 Marks = d6 
 3 Marks = d8 
 4 Marks* = d10 
 5 Marks* = d12 
 6 Marks* = d12, d4 

* At this step in your character’
3 Marks is only possible if you hav
Marks. 

Dice from Skill Marks do not a
The extra dice you get from Sk

own column. For example, a Trait
d6” would give you a d6 in Endur
Mark in Endurance, you would ha
total of “d6, d4”. (You do not hav

Choose a Name 
Wow, did we actually get this fa

doesn’t have a name yet? Let’s fix

Common Names 
Every character has at least one

we know who is who in a crowd. D
Calabria will have different namin
a listing of 52 names to help get yo

Sample Female Names  S

Abelinda 

Belamire 

Celestyna 

Damasile 

Eldorienne 

Franzoez 

Grilequin 

Hombelina 

Irounia 

Javiere 

Khalidah 

Lecheme 

Magloirienne

Nerilda 

Odelie 

Pierrine 

Qerene 

Renata 

Stessy 

Theognosia 

Ultragotha 

Vigilia 

Wynne 

Xavierre 

Yfame 

Zozimene 

Alais 

Beauva

Calixto 

Dalvany

Echeton

Foucau

Garion 

Heracle

Itamar 

Jean-M

Konhoy

Leofred

Malaqu

 
Noble Surnames 

Horses of noble birth will have 
house: Boulanger or Moulin. An a
might declare their last name to sim

eation
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ks to 

ken, you can now 
Marks means more 

’s creation, more than 
ve a Gift that adds 

add to Traits 
kill Marks stay in their 
t of “Species: Horse 
rance. If you put 1 
ave an extra d4, for a 
ve a d8.)   

ar, and your character 
x that! 

e common name, so 
Different regions of 

ng conventions. Here’s 
ou started. 

Sample Male Names

ais 

y 

ne 

ld 

eus 

atthieu 

yarn 

d 

uias 

Nicephore 

Odilon 

Petronius 

Quentilien 

Raguenot 

Sauvaire 

Theudbald 

Ulderic 

Vicente 

Wilmot 

Xever 

Yariv 

Zemarchus

the surname of their 
arrogant knight-errant 
mply be Avoirdupois. 
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Noble foxes, especially grey ones, may be 
Rinaldi blood-line. The Rinaldi once ruled all 
Calabria, but their house has fallen into deep 
These days, the Rinaldi have all the privileges
but none of the respect. 

Boars of high privilege are Doloreaux. 
Wolves of nobility are almost always Biscla

often they may claim another house.  
The Avoirdupois horses, Bisclavret wolves,

Doloreaux boars, are the three Great Noble H
The Great Houses recognize each other as pe
Rinaldi foxes are the First Great House, and t
patriarch, the Don Rinaldi or High King Rinal
recognized by the Great Houses as the rightfu
all of Calabria…. Well, the letter of the law rec
the Don, anyway. In reality, the Rinaldi have 
weakened that the Great Houses do as they w
fighting their battles amongst each other. Each
King hopes to gain enough power so that he m
declare himself High King and then crush any
challengers to their title. 

Not all horses, boars, and wolves need be 
blood of a Great House. There are still tribes o
commoners who serve their blooded masters.
you can play a horse who isn’t an Avoirdupoi

Dozens of other noble bloodlines exist. The
Houses or Minor Houses have sworn fealty to
House. With the permission of the Game Hos
make up your own Minor House, complete w
checkered history of marriages, fortunes, and 
The Gazeteer has a lot more details on the wo
starts on page  

Nicknames 
Most commoners don’t have a last name. O

will earn nicknames, to tell them apart:  “You
“Fat Pierre”, “Pierre the Polecat”, “Pierre the 
“Pierre from Granvert”, “One-Eyed Pierre”, a
forth. Sometimes, the reason for the nicknam
gone, but the nickname sticks – for example, 
“Old Pierre” died twenty years ago, and Youn
has since turned gray, but everyone still calls h
so it sticks. 

A proud character may try to start their ow
nickname, such as “Mavra the Ineluctable”. S
nicknames will only stick if they keep working

Sometimes someone will just pick up a nic
the scene and use that for conversation. It’s co
knowledge that wizardry can be worked again
someone, by means of knowing the target’s n

Forms of Address 
What do you call someone in formal speec

do you introduce yourself to strangers?  The f

eation
of the 
of 
decline. 

s of nobility 

avret, but 

, and 
Houses. 
eers. The 
their 
ldi, is 
ul ruler of 
cognizes 
become so 

want, 
h Great 
may 
y 

of noble 
of 
 So yes, 
is. 
ese Lesser 

o a Great 
st, you can 

with its 
scandals. 

orld, and it 

Often, folks 
ng Pierre”, 
Miller”, 

and so 
e is long 
maybe 
ng Pierre 
him that, 

wn 
Such 
g at it. 
ckname at 
ommon 
nst 
name. 

ch? How 
forms of 

address in Calabria are numerous and
some tips. 

Only nobles – that is, characters wit
Nobility – may be addressed as “Sir” o
There are numerous forms of address a
them – characters with the Gift of Etiqu
how to speak with nobles without emb
themselves by using the wrong form of

Characters with the Gift of Ordainm
recognized priests and priestesses. The
ordinaries in the Church of s’Allumer a
“Brother” or “Sister”. Common clerics
with s’Allumer careers who are not ord
addressed as “Presbyter”, such as “Pre
Uneducated lay-folk may slur the word
“Prester John”, instead.  

There are no men ordained in the O
Doloreaux. Ordained women, known a
addressed as “Blessed”. 

Commoners are addressed as “Goo
“Good Hendrick, have you seen my p

 

Choose a Motto 
Your character’s Motto represents th

outlook on life. When you’re not sure w
would do, read the motto again, and th
accordingly. 

Mottos help you get into the role-p
mood 

At the beginning of each play sessio
fellow players will read your character’
Be enthusiastic! It’s time to get into cha

Mottos help you earn Experience P
At the end of the play session, you 

players will once again read your Mott
up to the Game Host to decide if your 
to the Motto. If your character kept to t
Motto, the Game Host will award 1 Ex

 strange. Here are 

th the Gift of 
or “Madam”. 
and how to say 
uette will know 
barrassing 
f address.  

ment are 
e lowest-level 
are addressed as 
s – that is, folks 
dained – may be 
esbyter John”. 
ds and say 

Old Faith of the 
as Hierarchs, are 

od”, such as 
urse?” 

heir personal 
what a character 
hen act 

playing 

on, you and your 
’s Motto out loud. 
aracter. 

Points 
and your fellow 
tos, and then it’s 
character lived up 
the spirit of their 

xperience Point. 



Sample Mottos 
Choose a motto that not only defines 

character’s outlook on the world, but also
taking some kind of action. Mottos earn p
want a motto that’s broad enough to cov
heroic acts, but is also one that says when
characters does the things that they do. H
examples: 

 “All for one and one for all.” 
 “Deeds, not words.” 
 “Discretion is the better part of valo
 “Duty first.” 
 “Failure is the mother of success.” 
 “First toil, then the grave.” 
 “First, do no harm.” 
 “Fortune favors the bold.” 
 “Get them before they get you.” 
 “Honor in all things.” 
 “Justice will prevail” 
 “Keep your faith alight, but keep yo
powder dry.” 

 “Know no fear, serve with joy.” 
 “Knowledge is belief, belief is powe
 “Many can hide, but few can stand
 “No one is above the law.” 
 “No one punishes me with impunit
 “Nothing is done in this world until
to die for it.” 

 “Peace to all good people.” 
 “Success is the nobler brother of re
 “There’s always something new be
horizon.” 

 “When good folk do nothing, evil p

Choose a Starting Goal 
Each character starts with one Goal th

pick. After character creation, only the Ga
assign new Goals. 

Sample Starting Goals 
Your first Goal should be pretty simple

the kind of Goal that starts you on the ro
adventure. Here are some sample Goals.
make your own: 

 Defeat a foe in combat. 
 Get out of town. 
 Get paid. 
 Go on a real adventure. 
 Help someone out of danger. 
 Meet a real hero. 

Character Cre
your 

o encourages 
points, so you 
ver a variety of 
n and why your 

Here are some 

or.” 

our 

er.” 
d.” 

ty.” 
l men are ready 

evenge.” 
yond the 

prevails.” 

hat you get to 
ame Host may 

e. It should be 
ad to 
 Pick one, or 

Choose your Equipmen
You may start with up to 8 ston

and Average equipment. You also
the Equipment listed in any Trapp
taken. 

You also start with loose chang
maximum that you could roll on y
example, if your Career Die is d8,
coins, called denarii. Write that nu
character sheet, in the “Money” se

 

Battle Array 
The last step in Character Crea

battle array.  It’s best to take a few
before a fight starts, to avoid delay

Your Initiative is your Speed
roll these dice at the start of the b
you are. 

Your Stride is usually 1.  Gifts
Your Dash is half of the maxim

your Speed Dice. (d4=2, d6=3, d
d12=6), with a +1 if your Body tr
your Speed Trait.  If you carry too
become Burdened, your Dash dro

Your Sprint is your Speed die
random. 

Your Run is the maximum you
Body die, plus the maximum you 
Speed die, plus your Dash. For ex
was d8 and your Speed was d4, th
be 8+4+3, or 15. 

For Equipment, you can start
and Average gear as is appropriat
equipment they start with. 

Your Attack dice vary from w
See the Equipment chapter for mo

Your Defenses also vary, but 
a Dodge defense, which is your S
Dodge Dice you have from Skills a

Cover is from shields or cloaks 
Your Soak is your Body die. (I

Resolve, you may include your W
Your Armor is from equipmen

to list both their dice and their typ
“Leather d6”.  Some folks will wea
such as “Leather & Cloth d6, d4”,
their Dodge dice and their Dash. 

As for Money, you start with d
maximized Career die.  So if you h
you start with 6 denarii. 

 

eation
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nt 
ne (50 kg) of Cheap 
o begin the game with 
pings Gifts you have 

ge equal to the 
your Career Die. For 
 then you start with 8 

umber down on your 
ection. 

ation is to fill out the 
w minutes to fill this out 
ying the game. 

d & Mind Dice. You 
battle to see how ready 

s can improve this. 
mum you could rol on 
d8=4, d10=5, 
rait is greater than 

o meach gear and 
ops to zero. 
. Sprint movement is 

u could roll on your 
could roll on your 

xample, if your Body 
hen your Run would 

t with as much Cheap 
e. Careers list the 

eapon to weapon.  
ore details. 
everybody gets at least 

Speed die and any 
and the like. 
(or magic) 

If you have the Gift of 
Will die, too). 
nt. Most people prefer 
e of armor, such as 
ar two types of armor, 
, at the expense of 

denarii equal to your 
have a Career of d6, 



STEP ONE: Choose your Traits.  You 
may assign two d8s, three d6s, and one 

d4.  Higher is better.

STEP TWO: Choose your Species.  
Fill in the blanks, as appropriate.

In the Gifts section below, fill in your 
Species Gifts.

STEP THREE: Choose your Career.  
Fill in the blanks, as appropriate.

In the Gifts section below, fill in your 
Species Gifts.

STEP FOUR: Choose your 
Personality.  You may now claim a 

bonus d12 to do something appropriate.

STEP FIVE: Choose your 
Local Knowledge.  Ask your 
Game Host for suggestions.

T
Ma

STEP SIX: Add thirteen Marks 
to skills.  You may put up to 3 

Marks in any one Skill.

STEP SEVEN: Choose Gifts. 
You get 3 Species Gifts, 3 

Career Gifts, and then any 3 
Gifts of your choice.

STEP EIGHT: 
Choose a Name. 
What do they call 
your character?

STEP NINE: Choose a 
Motto. What 

motivates your 
character?

STEP TEN: Choose a 
Goal. What does your 
h d ?

Twelve Steps to 
ake a Character

character want to do?

STEP ELEVEN: 
Choose your 

Equipment. Each 
Career lists starting 

gear, but you  can add 
more.

STEP TWELVE: Fill 
out the Battle 

array. Write in your 
Initiative, Stride, 

Dash, Sprint, and Run. 
What are your 

Attacks? Defenses? 
Soak? Armor?
You start with 

Ðenarii equal to your 
max Career Die.



Dash:
Run:

_____
_______

(½  Max Speed, +1 if Body>Speed)
(Max Body + Max Speed + Dash)

Skills

(Marks: One=d4,Two=d6,Three=d8, Four=d10, Five=d12, Six=d12,d4, etc.)

Favorite Use
Dice from:

Marks ... Species ... CareerMarks

_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
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___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______

�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�

. . Academics .
. . Brawling . .

Climbing
. . . . Craft . . .
. . . Deceit . . .

. . . Digging . .
. Dodge .

. . . Gossip . . .
. . . Inquiry . .

Jumping
. Leadership .
Mêlée Combat
. Negotiation
. Observation
. . Presence . .

Ranged Combat
. . . Riding . . .
. . Searching .
. Stealth
. Supernatural

Swimming
. . . Tactics . .
. . Throwing .
. . Vehicles . .

Weather Sense

Endurance

ñ ñ

ñ

ñ ñ

ñ ñ

ñ ñ

ñ ñ

ñ

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

=
=
=
=

=
=
=

�

�

�

�

�

�

�

Reeling
Hurt
Afraid
Injured

Dying
Dead
Overkilled

(penalty d8; no Counters)
(+1 damage)

(cannot attack or rally)
(+1 damage)

(get first aid!)
(beyond mortal help)

(allies become Afraid)

�

�

�

�

�

�

�

Dying
Dead
Overkilled

(get first aid!)
(beyond mortal help)

(allies become Afraid)

Reeling (penalty d8; no Counters)
Hurt

Injured

(+1 damage)

(+1 damage)
Afraid (cannot attack or rally)

Personality:
Language: Calabrese
Local Knowledge:
Combat Save

(X for bonus d12 on one appropriate roll) Respite
(Speak the most common language of Calabria) - -

(bonus d12 for local-knowledge rolls) - -
(X to negate Dying or Dead from failed Defense) Respite

Species
Species
Species
Career
Career
Career

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

ñ

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Experience

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________
Weapons: ________
Cycle: _________

_____
_______

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________

________
Cycle: _________

_____
_______

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Name: ___________________________________Name: ___________________________________

_____________ (Speed & Mind Dice)Initiative:

AttackAttack
___________________
___________________
___________________

___________________
___________________
___________________

_______________
_______________
_______________

Attack Dice
_______________
_______________
_______________

Attack Dice Effect
_______________
_______________
_______________

Effect
_______________
_______________
_______________

DefenseDefense
Speed & Dodge Dice___________________
___________________
___________________

___________________
___________________
___________________

Speed & Dodge Dice
Defense Dice

_______________
_______________
_______________

Defense Dice

_______________
_______________
_______________

Effect
Dodge_______________
_______________
_______________

Effect

_______________
_______________
_______________

Dodge

Healing Quota �������������������������������Healing Quota �������������������������������

Gifts

Spend 4 to buy +1 Skill Mark.
Spend 10 to buy a new Gift.

�������������������
�������������������

�������������������
�������������������

species

________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______

d d

Goals (up to three)

Battle

Personal MottoPersonal Motto

¢

¤ ¡

� Sick (Reeling causes Knockdown)� Sick (Reeling causes Knockdown)
Healing Quota �������������������������������Healing Quota �������������������������������

career

Money: Orichalks ____  Denarii ______ Quincunx: ____ Aureals: ______:
(=1/12 ) (=1 ) (=3 ) (=24 )Đ Đ Đ Đ

Soak: ______________ Armor: ________________(Body dice)Soak: Armor:______________ ________________(Body dice)
Combat Modifiers (Cover Dice, Gifts, etc.)Combat Modifiers (Cover Dice, Gifts, etc.)

d

dd

d

_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _

with cestus ///

Leatherworking /

vs. magic ///

looking for work /

vs. superior odds ///

Elementalism /

with horns /

inscrutable

Charging Strike (move d6 paces, then attack) X --

Increased Trait: Body

Strength

Resolve

Increased Trait: Body*

Veteran

Anonymous

Brawling Fighter

Giant

(+1 die size to Body) X --

(Bonus d8 to attack) X --

(include will die with soak dice) X --

(+1 die size to Body) X --

(aim or guard adds bonus d12, not d8) X

(has no name, d12 magic resistance) special

(Counter, parry with brawling) X --

(improved reach, carrying capacity) X --

*Both Species and Career include “strength”, so anonymous

has substituted “Increased Trait: Body”.

–

d8, d6, d4

Counter Horns

Parry Cestus

w/

w/

d12, d8, d6

2d12, d8

Damage +1 impaling

block Melee

Cestus

Hooves

Horns

@ close, reach

@ Close, reach

@ close, reach

d12, 2d8

d12, 2d8, d6

d12, 2d8, d6

Damage +2

Damage +1 critical

Damage +1 impaling

2d6

1 4

d6 22

Aim

Guard

action adds bonus d12 to attack
action adds bonus d12 to defend

Charging Strike: declare foe, move d6 paces at them, attack
bonus d12 magic resistance

First toil, then the grave

d8

d4

d8 d4

d6 d4

d4

d8

d4

d4

d4 d6

d6

Anonymous

CattleCattle Dopplesoldner

:

Dopplesoldner

:

6 6

12 6

6 4

plains

Smell, spot

Herbivore

Hooves, horns

Day

22

26 hands 33 stone

Brown Brown

all business,

all the time

d12, d6 Leather d6

♀



Dash:
Run:

_____
_______

(½  Max Speed, +1 if Body>Speed)
(Max Body + Max Speed + Dash)

Skills

(Marks: One=d4,Two=d6,Three=d8, Four=d10, Five=d12, Six=d12,d4, etc.)

Favorite Use
Dice from:

Marks ... Species ... CareerMarks

_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
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_______|_ _ _ _|_ _ _ _ _ _ _ _
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_______|_ _ _ _|_ _ _ _ _ _ _ _
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. . Academics .
. . Brawling . .

Climbing
. . . . Craft . . .
. . . Deceit . . .

. . . Digging . .
. Dodge .

. . . Gossip . . .
. . . Inquiry . .

Jumping
. Leadership .
Mêlée Combat
. Negotiation
. Observation
. . Presence . .

Ranged Combat
. . . Riding . . .
. . Searching .
. Stealth
. Supernatural

Swimming
. . . Tactics . .
. . Throwing .
. . Vehicles . .

Weather Sense

Endurance

ñ ñ

ñ

ñ ñ

ñ ñ

ñ ñ

ñ ñ

ñ

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

=
=
=
=

=
=
=

�

�

�

�

�

�

�

Reeling
Hurt
Afraid
Injured

Dying
Dead
Overkilled

(penalty d8; no Counters)
(+1 damage)

(cannot attack or rally)
(+1 damage)

(get first aid!)
(beyond mortal help)

(allies become Afraid)

�

�

�

�

�

�

�

Dying
Dead
Overkilled

(get first aid!)
(beyond mortal help)

(allies become Afraid)

Reeling (penalty d8; no Counters)
Hurt

Injured

(+1 damage)

(+1 damage)
Afraid (cannot attack or rally)

Personality:
Language: Calabrese
Local Knowledge:
Combat Save

(X for bonus d12 on one appropriate roll) Respite
(Speak the most common language of Calabria) - -

(bonus d12 for local-knowledge rolls) - -
(X to negate Dying or Dead from failed Defense) Respite

Species
Species
Species
Career
Career
Career

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

ñ

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Experience

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________
Weapons: ________
Cycle: _________

_____
_______

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________

________
Cycle: _________

_____
_______

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Name: ___________________________________Name: ___________________________________

_____________ (Speed & Mind Dice)Initiative:

AttackAttack
___________________
___________________
___________________

___________________
___________________
___________________

_______________
_______________
_______________

Attack Dice
_______________
_______________
_______________

Attack Dice Effect
_______________
_______________
_______________

Effect
_______________
_______________
_______________

DefenseDefense
Speed & Dodge Dice___________________
___________________
___________________

___________________
___________________
___________________

Speed & Dodge Dice
Defense Dice

_______________
_______________
_______________

Defense Dice

_______________
_______________
_______________

Effect
Dodge_______________
_______________
_______________

Effect

_______________
_______________
_______________

Dodge

Healing Quota �������������������������������Healing Quota �������������������������������

Gifts

Spend 4 to buy +1 Skill Mark.
Spend 10 to buy a new Gift.

�������������������
�������������������

�������������������
�������������������

species

________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______

d d

Goals (up to three)

Battle

Personal MottoPersonal Motto

¢

¤ ¡

� Sick (Reeling causes Knockdown)� Sick (Reeling causes Knockdown)
Healing Quota �������������������������������Healing Quota �������������������������������

career

Money: Orichalks ____  Denarii ______ Quincunx: ____ Aureals: ______:
(=1/12 ) (=1 ) (=3 ) (=24 )Đ Đ Đ Đ

Soak: ______________ Armor: ________________(Body dice)Soak: Armor:______________ ________________(Body dice)
Combat Modifiers (Cover Dice, Gifts, etc.)Combat Modifiers (Cover Dice, Gifts, etc.)

d

dd

d

_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _

with hooves /

vs. Ranged Combat ///

vs. superior odds ///

with my falchion ///

ransoms & tribute /

Rousing speeches /

after a rally /

Honorable

Fast Mover (+1 Stride, +2 Dash, +6 Run) X --

Increased Trait: Body

Strength

Etiquette

NOBILITY

Veteran

Artful Dodger

Knight’s Trappings

Shield Fighter

(+1 die size to Body) X --

(Bonus d8 to attack) X --

(Bonus d12 in high society) X --

(entitled to privileges of upper class)

(aim or guard adds bonus d12, not d8) X

(bonus d12 dodge @ Medium range) X

(extra inventory) Special

(shield Cover die boosted to d12) X --

influence

–

–

d12, 2d8, d6

Counter falchion

Parry falchion

w/

w/

d10, 2d8

d12, d10, 2d8

Dmg +2, Critical

block Melee

Falchion

shortbow

Hooves

@ close

@ medium

@ Close

d10, 3d8

d6, d8

2d6

Dmg +2 critical

Damage +1

Dmg +1 critical

d6, d4

2 zero

d6 16

Shield grants bonus d12 cover to Parries and Dodges
action adds bonus d12 to attack

action adds bonus d12 to defend
bonus d12 concealment defense @ medium Range or more

Aim

Guard

honor in all things

d4

d8 d8

d6

d6

d8 d8

d4

d4

d4 d6 d8

Anton d’Avoirdupois

horsehorse knight-errantknight-errant

4 6

10 6

6 8

plains

spot

Herbivore

Hooves

Day

18 ♂
18 hands 21 stone

Brown Brown

flowing mane,

heroic chin

X

d10 Plate & Leather d10, d6



Dash:
Run:

_____
_______

(½  Max Speed, +1 if Body>Speed)
(Max Body + Max Speed + Dash)

Skills

(Marks: One=d4,Two=d6,Three=d8, Four=d10, Five=d12, Six=d12,d4, etc.)

Favorite Use
Dice from:

Marks ... Species ... CareerMarks

_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
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___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
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___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______

�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�

. . Academics .
. . Brawling . .

Climbing
. . . . Craft . . .
. . . Deceit . . .

. . . Digging . .
. Dodge .

. . . Gossip . . .
. . . Inquiry . .

Jumping
. Leadership .
Mêlée Combat
. Negotiation
. Observation
. . Presence . .

Ranged Combat
. . . Riding . . .
. . Searching .
. Stealth
. Supernatural

Swimming
. . . Tactics . .
. . Throwing .
. . Vehicles . .

Weather Sense

Endurance

ñ ñ

ñ

ñ ñ

ñ ñ

ñ ñ

ñ ñ

ñ

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

=
=
=
=

=
=
=

�

�

�

�

�

�

�

Reeling
Hurt
Afraid
Injured

Dying
Dead
Overkilled

(penalty d8; no Counters)
(+1 damage)

(cannot attack or rally)
(+1 damage)

(get first aid!)
(beyond mortal help)

(allies become Afraid)

�

�

�

�

�

�

�

Dying
Dead
Overkilled

(get first aid!)
(beyond mortal help)

(allies become Afraid)

Reeling (penalty d8; no Counters)
Hurt

Injured

(+1 damage)

(+1 damage)
Afraid (cannot attack or rally)

Personality:
Language: Calabrese
Local Knowledge:
Combat Save

(X for bonus d12 on one appropriate roll) Respite
(Speak the most common language of Calabria) - -

(bonus d12 for local-knowledge rolls) - -
(X to negate Dying or Dead from failed Defense) Respite

Species
Species
Species
Career
Career
Career

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

ñ

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Experience

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________
Weapons: ________
Cycle: _________

_____
_______

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________

________
Cycle: _________

_____
_______

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Name: ___________________________________Name: ___________________________________

_____________ (Speed & Mind Dice)Initiative:

AttackAttack
___________________
___________________
___________________

___________________
___________________
___________________

_______________
_______________
_______________

Attack Dice
_______________
_______________
_______________

Attack Dice Effect
_______________
_______________
_______________

Effect
_______________
_______________
_______________

DefenseDefense
Speed & Dodge Dice___________________
___________________
___________________

___________________
___________________
___________________

Speed & Dodge Dice
Defense Dice

_______________
_______________
_______________

Defense Dice

_______________
_______________
_______________

Effect
Dodge_______________
_______________
_______________

Effect

_______________
_______________
_______________

Dodge

Healing Quota �������������������������������Healing Quota �������������������������������

Gifts

Spend 4 to buy +1 Skill Mark.
Spend 10 to buy a new Gift.
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species

________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______

d d

Goals (up to three)

Battle

Personal MottoPersonal Motto

¢

¤ ¡

� Sick (Reeling causes Knockdown)� Sick (Reeling causes Knockdown)
Healing Quota �������������������������������Healing Quota �������������������������������

career

Money: Orichalks ____  Denarii ______ Quincunx: ____ Aureals: ______:
(=1/12 ) (=1 ) (=3 ) (=24 )Đ Đ Đ Đ

Soak: ______________ Armor: ________________(Body dice)Soak: Armor:______________ ________________(Body dice)
Combat Modifiers (Cover Dice, Gifts, etc.)Combat Modifiers (Cover Dice, Gifts, etc.)

d

dd

d

_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _

Medicine /

Tailoring /

while flying ///

long-distance travel /

Finding addresses /

Finding addresses /

while flying ///

finding addresses /

with sling /

effervescent

Echolocation (negate concealment with sonar) x --

Flight

Prehensile Feet

Dead Reckoning

Geography

Hiking

Flying Fighter

Increased Trait: Speed

Luck

(X to fly... remember to refresh!) Battle

(feet are 2 extra off hands) X --

(d12 to navigate by landmarks) x --

(d12 to know where places are) x --

(bonus d12 for long distance travel) x --

(extra refresh action for flight) X --

(+1 die size to speed) X --

(X to re-roll one die 2 more times, take best) chapter

d10, d8

Counter Sword

Parry sword

w/

w/

d8, d4

d8, d4

Damage +1 impaling

block Melee

SLING

Shortsword

Claws

@ Short

@ Close

@ Close

d10, d4

d8, d4

d8, d4

Damage +1, reload/1

Damage +1 impaling

Damage +1 critical

d8, d6

walk 1; fly 4walk 1; fly 4 walk 5; fly 5walk 5; fly 5

walk flyd10; d10,d8walk flyd10; d10,d8 walk 19; fly 31walk 19; fly 31

To fly, X Flight. To stay in the air, use Action “Refresh Flight”.
You have one extra “refresh Flight” action per turn.

start your turn Flying? fly d4 paces forward in your last
moved direction, or you will crash.

d4

d6

d4

d8

d4 d6

d4 d6

d4

d8

d4 d6

d4

d6

d6

Annushka

Bat, MicroBat, Micro MessengerMessenger

6 6

4 10

8 6

Forest

Smell, Spot

Carnivore

Claws, teeth

twilight

18

8 hands 6 stone

Blue Brown

constant motion,

constant smile

d6 Leather d6

♀

know no fear, serve with joy



Dash:
Run:

_____
_______

(½  Max Speed, +1 if Body>Speed)
(Max Body + Max Speed + Dash)

Skills

(Marks: One=d4,Two=d6,Three=d8, Four=d10, Five=d12, Six=d12,d4, etc.)

Favorite Use
Dice from:

Marks ... Species ... CareerMarks

_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
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�
�
�

. . Academics .
. . Brawling . .

Climbing
. . . . Craft . . .
. . . Deceit . . .

. . . Digging . .
. Dodge .

. . . Gossip . . .
. . . Inquiry . .

Jumping
. Leadership .
Mêlée Combat
. Negotiation
. Observation
. . Presence . .

Ranged Combat
. . . Riding . . .
. . Searching .
. Stealth
. Supernatural

Swimming
. . . Tactics . .
. . Throwing .
. . Vehicles . .

Weather Sense

Endurance

ñ ñ

ñ

ñ ñ

ñ ñ

ñ ñ

ñ ñ

ñ

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

=
=
=
=

=
=
=

�

�

�

�

�

�

�

Reeling
Hurt
Afraid
Injured

Dying
Dead
Overkilled

(penalty d8; no Counters)
(+1 damage)

(cannot attack or rally)
(+1 damage)

(get first aid!)
(beyond mortal help)

(allies become Afraid)

�

�

�

�

�

�

�

Dying
Dead
Overkilled

(get first aid!)
(beyond mortal help)

(allies become Afraid)

Reeling (penalty d8; no Counters)
Hurt

Injured

(+1 damage)

(+1 damage)
Afraid (cannot attack or rally)

Personality:
Language: Calabrese
Local Knowledge:
Combat Save

(X for bonus d12 on one appropriate roll) Respite
(Speak the most common language of Calabria) - -

(bonus d12 for local-knowledge rolls) - -
(X to negate Dying or Dead from failed Defense) Respite

Species
Species
Species
Career
Career
Career

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

ñ

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Experience

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________
Weapons: ________
Cycle: _________

_____
_______

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________

________
Cycle: _________

_____
_______

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Name: ___________________________________Name: ___________________________________

_____________ (Speed & Mind Dice)Initiative:

AttackAttack
___________________
___________________
___________________

___________________
___________________
___________________

_______________
_______________
_______________

Attack Dice
_______________
_______________
_______________

Attack Dice Effect
_______________
_______________
_______________

Effect
_______________
_______________
_______________

DefenseDefense
Speed & Dodge Dice___________________
___________________
___________________

___________________
___________________
___________________

Speed & Dodge Dice
Defense Dice

_______________
_______________
_______________

Defense Dice

_______________
_______________
_______________

Effect
Dodge_______________
_______________
_______________

Effect

_______________
_______________
_______________

Dodge
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Gifts

Spend 4 to buy +1 Skill Mark.
Spend 10 to buy a new Gift.
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________________ |_______
________________ |_______
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________________ |_______
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________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______

d d

Goals (up to three)

Battle

Personal MottoPersonal Motto

¢

¤ ¡

� Sick (Reeling causes Knockdown)� Sick (Reeling causes Knockdown)
Healing Quota �������������������������������Healing Quota �������������������������������

career

Money: Orichalks ____  Denarii ______ Quincunx: ____ Aureals: ______:
(=1/12 ) (=1 ) (=3 ) (=24 )Đ Đ Đ Đ

Soak: ______________ Armor: ________________(Body dice)Soak: Armor:______________ ________________(Body dice)
Combat Modifiers (Cover Dice, Gifts, etc.)Combat Modifiers (Cover Dice, Gifts, etc.)

d

dd

d

_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _

with Claws ///

vs. Ranged Combat ///

when howling ///

When howling /

Tracking /

in the forest /

with teeth /

savage

Hiking

Howling

Dead Reckoning

Increased Trait: Body*

Resolve

Invulnerable hide

Relentlessness

Secrets of Wilding Way

(bonus d12 for long distance travel) x --

(d12 to scare when making loud noise) X --

(d12 to navigate by landmarks) x

(+1 die size to Body) X --

(include will die with soak dice) X --

(x to subtract 1 damage) battle

(X to negate Reeling) battle

(Extra “refresh wilding”) Special

*Both Species and Career include “Hiking”, so Beagen has

substituted “Increased Trait: Body”.

–

†

†

†

Tracking (bonus d12 to follow trails) X --

d8, d6

Claws

Teeth

Disarm

@ close

@ close

@ close

d10, 2d8

d10, 2d8

d10, d8

Damage +1 critical

Damage +1, Grapple

Damage +1 weak, disarm

2d6

1 4

d6 20

X to negate one point of damage.
X to instantly remove reeling
Each turn, , only to refresh
Invulnerable Hide or Relentlessness.

Invulnerable Hide

Relentless

extra “Refresh” action

Many can hide, but few can stand

d8

d8

d6 d4

d6

d8

d4

d4

d4

d4

d4 d6

Beagen Fi’ochmhara

WolfWolf ScoutScout

6 6

10 6

8 4

Forest

Listen, Smell

Omnivore

Claws, Teeth

Night

26 ♂
20 hands 20 stone

red Slate

Battle scars,

many teeth

d10, d6 None



Dash:
Run:

_____
_______

(½  Max Speed, +1 if Body>Speed)
(Max Body + Max Speed + Dash)

Skills

(Marks: One=d4,Two=d6,Three=d8, Four=d10, Five=d12, Six=d12,d4, etc.)

Favorite Use
Dice from:

Marks ... Species ... CareerMarks

_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _

Page X Refresh?
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______

�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�

. . Academics .
. . Brawling . .

Climbing
. . . . Craft . . .
. . . Deceit . . .

. . . Digging . .
. Dodge .

. . . Gossip . . .
. . . Inquiry . .

Jumping
. Leadership .
Mêlée Combat
. Negotiation
. Observation
. . Presence . .

Ranged Combat
. . . Riding . . .
. . Searching .
. Stealth
. Supernatural

Swimming
. . . Tactics . .
. . Throwing .
. . Vehicles . .

Weather Sense

Endurance

ñ ñ

ñ

ñ ñ

ñ ñ

ñ ñ

ñ ñ

ñ

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

=
=
=
=

=
=
=

�

�

�

�

�

�

�

Reeling
Hurt
Afraid
Injured

Dying
Dead
Overkilled

(penalty d8; no Counters)
(+1 damage)

(cannot attack or rally)
(+1 damage)

(get first aid!)
(beyond mortal help)

(allies become Afraid)

�

�

�

�

�

�

�

Dying
Dead
Overkilled

(get first aid!)
(beyond mortal help)

(allies become Afraid)

Reeling (penalty d8; no Counters)
Hurt

Injured

(+1 damage)

(+1 damage)
Afraid (cannot attack or rally)

Personality:
Language: Calabrese
Local Knowledge:
Combat Save

(X for bonus d12 on one appropriate roll) Respite
(Speak the most common language of Calabria) - -

(bonus d12 for local-knowledge rolls) - -
(X to negate Dying or Dead from failed Defense) Respite

Species
Species
Species
Career
Career
Career

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

ñ

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Experience

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________
Weapons: ________
Cycle: _________

_____
_______

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________

________
Cycle: _________

_____
_______

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Name: ___________________________________Name: ___________________________________

_____________ (Speed & Mind Dice)Initiative:

AttackAttack
___________________
___________________
___________________

___________________
___________________
___________________

_______________
_______________
_______________

Attack Dice
_______________
_______________
_______________

Attack Dice Effect
_______________
_______________
_______________

Effect
_______________
_______________
_______________

DefenseDefense
Speed & Dodge Dice___________________
___________________
___________________

___________________
___________________
___________________

Speed & Dodge Dice
Defense Dice

_______________
_______________
_______________

Defense Dice

_______________
_______________
_______________

Effect
Dodge_______________
_______________
_______________

Effect

_______________
_______________
_______________

Dodge

Healing Quota �������������������������������Healing Quota �������������������������������

Gifts

Spend 4 to buy +1 Skill Mark.
Spend 10 to buy a new Gift.

�������������������
�������������������

�������������������
�������������������

species

________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______

d d

Goals (up to three)

Battle

Personal MottoPersonal Motto

¢

¤ ¡

� Sick (Reeling causes Knockdown)� Sick (Reeling causes Knockdown)
Healing Quota �������������������������������Healing Quota �������������������������������

career

Money: Orichalks ____  Denarii ______ Quincunx: ____ Aureals: ______:
(=1/12 ) (=1 ) (=3 ) (=24 )Đ Đ Đ Đ

Soak: ______________ Armor: ________________(Body dice)Soak: Armor:______________ ________________(Body dice)
Combat Modifiers (Cover Dice, Gifts, etc.)Combat Modifiers (Cover Dice, Gifts, etc.)

d

dd

d

†

_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _

Medicine /

woodworking /

vs. Melee ///

in the forest ///

with shortsword /

with longbow ////

tracking /

wrathful

Coward (X --> Afraid. Fear increases move, dodge) Respite

Fast Climber

Increased Trait: Speed

Hiking

Sharpshooter

Veteran

Aiming on the Draw

Favor bonus

Knack: Ranged Combat

(Climb is a stunt, not an action) X --

(Speed up one die size) X --

(bonus d12 for long distance travel) x --

(reduced range penalties) x --

(aim or guard adds bonus d12, not d8) x --

(Reload a bow & aim = 1 action) X --

(favor? Roll a 1? roll a bonus d12, too!) x --

(X to re-roll all dice) Respite

d10, 2d8†

Counter Sword

Parry sword

w/

w/

2d4

2d4

Damage +1 impaling

block Melee

Long bow

Shortsword

Claws

@ Long

@ close

@ Close

2d10, d8*

2d4

d6, d4

Dmg +1 crit., reload/1

Damage +1 impaling

Damage +1 critical

d12, d8, d6

1† 5†

d10 19†

* IF any attack dice come up 1, you may roll a bonus d12.
“Reload” or “Ready Bow” and “Aim” as one action.

when afraid, bonus d12 to dodge. Also, Stride becomes 2,
Dash becomes 8, Run becomes 31.

†

d4

d6

d4

d6

d8 d8

d8

d6

d8

d4

d10 d8

d4

sergeant Dierdre

SquirrelSquirrel RangerRanger

6 6

4 10

6 8

Forest

listen, Spot

herbivore

Claws, teeth

night

19

11 hands private

Blue light gray

lost eye, found

chip on shoulder

d4 Leather d6

♀

No one is above the law



Dash:
Run:

_____
_______

(½  Max Speed, +1 if Body>Speed)
(Max Body + Max Speed + Dash)

Skills

(Marks: One=d4,Two=d6,Three=d8, Four=d10, Five=d12, Six=d12,d4, etc.)

Favorite Use
Dice from:

Marks ... Species ... CareerMarks

_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
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_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
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_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
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_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
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�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�

. . Academics .
. . Brawling . .

Climbing
. . . . Craft . . .
. . . Deceit . . .

. . . Digging . .
. Dodge .

. . . Gossip . . .
. . . Inquiry . .

Jumping
. Leadership .
Mêlée Combat
. Negotiation
. Observation
. . Presence . .

Ranged Combat
. . . Riding . . .
. . Searching .
. Stealth
. Supernatural

Swimming
. . . Tactics . .
. . Throwing .
. . Vehicles . .

Weather Sense

Endurance

ñ ñ

ñ

ñ ñ

ñ ñ

ñ ñ

ñ ñ

ñ

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

=
=
=
=

=
=
=

�

�

�

�

�

�

�

Reeling
Hurt
Afraid
Injured

Dying
Dead
Overkilled

(penalty d8; no Counters)
(+1 damage)

(cannot attack or rally)
(+1 damage)

(get first aid!)
(beyond mortal help)

(allies become Afraid)

�

�

�

�

�

�

�

Dying
Dead
Overkilled

(get first aid!)
(beyond mortal help)

(allies become Afraid)

Reeling (penalty d8; no Counters)
Hurt

Injured

(+1 damage)

(+1 damage)
Afraid (cannot attack or rally)

Personality:
Language: Calabrese
Local Knowledge:
Combat Save

(X for bonus d12 on one appropriate roll) Respite
(Speak the most common language of Calabria) - -

(bonus d12 for local-knowledge rolls) - -
(X to negate Dying or Dead from failed Defense) Respite

Species
Species
Species
Career
Career
Career

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

ñ

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Experience

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________
Weapons: ________
Cycle: _________

_____
_______

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________

________
Cycle: _________

_____
_______

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Name: ___________________________________Name: ___________________________________

_____________ (Speed & Mind Dice)Initiative:

AttackAttack
___________________
___________________
___________________

___________________
___________________
___________________

_______________
_______________
_______________

Attack Dice
_______________
_______________
_______________

Attack Dice Effect
_______________
_______________
_______________

Effect
_______________
_______________
_______________

DefenseDefense
Speed & Dodge Dice___________________
___________________
___________________

___________________
___________________
___________________

Speed & Dodge Dice
Defense Dice

_______________
_______________
_______________

Defense Dice

_______________
_______________
_______________

Effect
Dodge_______________
_______________
_______________

Effect

_______________
_______________
_______________

Dodge

Healing Quota �������������������������������Healing Quota �������������������������������

Gifts

Spend 4 to buy +1 Skill Mark.
Spend 10 to buy a new Gift.

�������������������
�������������������

�������������������
�������������������

species

________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______

d d

Goals (up to three)

Battle

Personal MottoPersonal Motto

¢

¤ ¡

� Sick (Reeling causes Knockdown)� Sick (Reeling causes Knockdown)
Healing Quota �������������������������������Healing Quota �������������������������������

career

Money: Orichalks ____  Denarii ______ Quincunx: ____ Aureals: ______:
(=1/12 ) (=1 ) (=3 ) (=24 )Đ Đ Đ Đ

Soak: ______________ Armor: ________________(Body dice)Soak: Armor:______________ ________________(Body dice)
Combat Modifiers (Cover Dice, Gifts, etc.)Combat Modifiers (Cover Dice, Gifts, etc.)

d

dd

d

_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _

pleading innocence /

fleeing the scene ///

w/ rapier ///

w/ pistol /

for valuables /

evidence of magic /

after aiming ///

Greedy

Contortionist (win on Dodge ties, bonus to escape) X --

Increased Trait: Speed

Springing Strike

Fast Climber

Shadowing

Streetwise

Dilettante’s Trappings

Fencing

Quick Draw

(+1 die size to speed) X --

(melee attack then move d10 back) X --

(climb is action, not stunt) X --

(bonus d12 to follow or evade) X --

(entitled to privileges of lower class)

(extra inventory) Special

(include dodge dice with fencing parry) x --

(extra “Draw weapon” action) X --

influence
d10, 2d8

Counter Rapier

Parry Rapier

w/

w/

d8, d6

3d8, 2d6

Damage +2, Critical

block Melee

Rapier

thrown Dagger

pistol

@ close

@short

@ short

d8, d6

d10, d8, d6

d10, d4

Damage +2 critical

Damage +1

Spark d10, +2 Slaying

d10, d6

1 5

d10 21

Fencing adds dodge dice to parry + contortionist wins on
Dodge ties = also win on ties with fencing parry

Quick Draw = extra “draw weapon” action each turn
Springing attack = after melee attack, spring away d10 paces

fortune favors the bold

d6

d4

d8

d8 d8

d8

d4

d4 d6

d8 d6

d4

d8

hendrick

WeaselWeasel BurglarBurglar

6 4

6 10

8 6

Forest

SmeLl

Carnivore

Claws, teeth

twilight

21 ♂
14 hands 8 stone

Brown Brown

wasn’t there and

you have no proof

d6 Leather d6



Dash:
Run:

_____
_______

(½  Max Speed, +1 if Body>Speed)
(Max Body + Max Speed + Dash)

Skills

(Marks: One=d4,Two=d6,Three=d8, Four=d10, Five=d12, Six=d12,d4, etc.)

Favorite Use
Dice from:

Marks ... Species ... CareerMarks

_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
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�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�

. . Academics .
. . Brawling . .

Climbing
. . . . Craft . . .
. . . Deceit . . .

. . . Digging . .
. Dodge .

. . . Gossip . . .
. . . Inquiry . .

Jumping
. Leadership .
Mêlée Combat
. Negotiation
. Observation
. . Presence . .

Ranged Combat
. . . Riding . . .
. . Searching .
. Stealth
. Supernatural

Swimming
. . . Tactics . .
. . Throwing .
. . Vehicles . .

Weather Sense

Endurance

ñ ñ

ñ

ñ ñ

ñ ñ

ñ ñ

ñ ñ

ñ

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

=
=
=
=

=
=
=

�

�

�

�

�

�

�

Reeling
Hurt
Afraid
Injured

Dying
Dead
Overkilled

(penalty d8; no Counters)
(+1 damage)

(cannot attack or rally)
(+1 damage)

(get first aid!)
(beyond mortal help)

(allies become Afraid)

�

�

�

�

�

�

�

Dying
Dead
Overkilled

(get first aid!)
(beyond mortal help)

(allies become Afraid)

Reeling (penalty d8; no Counters)
Hurt

Injured

(+1 damage)

(+1 damage)
Afraid (cannot attack or rally)

Personality:
Language: Calabrese
Local Knowledge:
Combat Save

(X for bonus d12 on one appropriate roll) Respite
(Speak the most common language of Calabria) - -

(bonus d12 for local-knowledge rolls) - -
(X to negate Dying or Dead from failed Defense) Respite

Species
Species
Species
Career
Career
Career

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

ñ

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Experience

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________
Weapons: ________
Cycle: _________

_____
_______

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________

________
Cycle: _________

_____
_______

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Name: ___________________________________Name: ___________________________________

_____________ (Speed & Mind Dice)Initiative:

AttackAttack
___________________
___________________
___________________

___________________
___________________
___________________

_______________
_______________
_______________

Attack Dice
_______________
_______________
_______________

Attack Dice Effect
_______________
_______________
_______________

Effect
_______________
_______________
_______________

DefenseDefense
Speed & Dodge Dice___________________
___________________
___________________

___________________
___________________
___________________

Speed & Dodge Dice
Defense Dice

_______________
_______________
_______________

Defense Dice

_______________
_______________
_______________

Effect
Dodge_______________
_______________
_______________

Effect

_______________
_______________
_______________

Dodge

Healing Quota �������������������������������Healing Quota �������������������������������

Gifts

Spend 4 to buy +1 Skill Mark.
Spend 10 to buy a new Gift.

�������������������
�������������������

�������������������
�������������������

species

________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______

d d

Goals (up to three)

Battle

Personal MottoPersonal Motto

¢

¤ ¡

� Sick (Reeling causes Knockdown)� Sick (Reeling causes Knockdown)
Healing Quota �������������������������������Healing Quota �������������������������������

career

Money: Orichalks ____  Denarii ______ Quincunx: ____ Aureals: ______:
(=1/12 ) (=1 ) (=3 ) (=24 )Đ Đ Đ Đ

Soak: ______________ Armor: ________________(Body dice)Soak: Armor:______________ ________________(Body dice)
Combat Modifiers (Cover Dice, Gifts, etc.)Combat Modifiers (Cover Dice, Gifts, etc.)

d

dd

d

_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _

medicine /

vs. magic ///

supernatural matters /

on enraged targets ///

with bastard sword /

with “Ataxia” ///

Cognoscente magic /

humorless

HOwling (d12 to scare when making loud noise) X --

Keen Ears

Keen Nose

Cognoscente’s Trappings: Purple

Cognoscente Magic

Literacy

Mesmerism

Panic

Thought-Reading

(hear ultrasonic and quiet noises) X --

(smell trace odors, track by scent) X --

(stuff!) Special

(use G&P spells & weapons) battle

(can read and write) x

(Aim upgrades “Perplex”) respite

(your mind & will vs. group’s, to cause fear ) Special

(read a group of minds) Respite

–

2d8

Counter sword

Parry Sword

w/

w/

d6, d4

d6, d4

Damage +3, awkward

block Melee

Bastard Sword

Ataxia

Perplex

@close

@ med

@ med

d6, d4 Damage +3, awkward

2d8,d6 vs. 3

2d8 vs. 3

Resist: Speed, Mind, inquiry vs. 3 or Confused

Resist: Mind, will vs. 3 or slowed

d8, d6

1 3

d6 15

X & use “Ready” action to call forth “Ataxia” or “Perplex.”
To upgrade “Perplex” to “Mesmerism”, X & use an Aim action.
use the “refresh” action to refresh magical Gift before

you can use it again.
one

No one punishes me with impunity

d4 d6

d4

d8

d4

d4

d8

d4

d8 d6

d4

d4 d6

d4

Mansur -'aliyyal

DholeDhole SpellbinderSpellbinder

8 8

6 6

4 6

Forest

listen, smell

omnivore

Claws, teeth

Day

27

14 hands 12 stone

Yellow Tan

unrelenting

joyless gaze

d6 Leather d6



Dash:
Run:

_____
_______

(½  Max Speed, +1 if Body>Speed)
(Max Body + Max Speed + Dash)

Skills

(Marks: One=d4,Two=d6,Three=d8, Four=d10, Five=d12, Six=d12,d4, etc.)

Favorite Use
Dice from:

Marks ... Species ... CareerMarks

_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
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_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
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�
�
�
�

. . Academics .
. . Brawling . .

Climbing
. . . . Craft . . .
. . . Deceit . . .

. . . Digging . .
. Dodge .

. . . Gossip . . .
. . . Inquiry . .

Jumping
. Leadership .
Mêlée Combat
. Negotiation
. Observation
. . Presence . .

Ranged Combat
. . . Riding . . .
. . Searching .
. Stealth
. Supernatural

Swimming
. . . Tactics . .
. . Throwing .
. . Vehicles . .

Weather Sense

Endurance

ñ ñ

ñ

ñ ñ

ñ ñ

ñ ñ

ñ ñ

ñ

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

=
=
=
=

=
=
=

�

�

�

�

�

�

�

Reeling
Hurt
Afraid
Injured

Dying
Dead
Overkilled

(penalty d8; no Counters)
(+1 damage)

(cannot attack or rally)
(+1 damage)

(get first aid!)
(beyond mortal help)

(allies become Afraid)

�

�

�

�

�

�

�

Dying
Dead
Overkilled

(get first aid!)
(beyond mortal help)

(allies become Afraid)

Reeling (penalty d8; no Counters)
Hurt

Injured

(+1 damage)

(+1 damage)
Afraid (cannot attack or rally)

Personality:
Language: Calabrese
Local Knowledge:
Combat Save

(X for bonus d12 on one appropriate roll) Respite
(Speak the most common language of Calabria) - -

(bonus d12 for local-knowledge rolls) - -
(X to negate Dying or Dead from failed Defense) Respite

Species
Species
Species
Career
Career
Career

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

ñ

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Experience

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________
Weapons: ________
Cycle: _________

_____
_______

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________

________
Cycle: _________

_____
_______

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Name: ___________________________________Name: ___________________________________

_____________ (Speed & Mind Dice)Initiative:

AttackAttack
___________________
___________________
___________________

___________________
___________________
___________________

_______________
_______________
_______________

Attack Dice
_______________
_______________
_______________

Attack Dice Effect
_______________
_______________
_______________

Effect
_______________
_______________
_______________

DefenseDefense
Speed & Dodge Dice___________________
___________________
___________________

___________________
___________________
___________________

Speed & Dodge Dice
Defense Dice

_______________
_______________
_______________

Defense Dice

_______________
_______________
_______________

Effect
Dodge_______________
_______________
_______________

Effect

_______________
_______________
_______________

Dodge

Healing Quota �������������������������������Healing Quota �������������������������������

Gifts

Spend 4 to buy +1 Skill Mark.
Spend 10 to buy a new Gift.

�������������������
�������������������

�������������������
�������������������

species

________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______

d d

Goals (up to three)

Battle

Personal MottoPersonal Motto

¢

¤ ¡

� Sick (Reeling causes Knockdown)� Sick (Reeling causes Knockdown)
Healing Quota �������������������������������Healing Quota �������������������������������

career

Money: Orichalks ____  Denarii ______ Quincunx: ____ Aureals: ______:
(=1/12 ) (=1 ) (=3 ) (=24 )Đ Đ Đ Đ

Soak: ______________ Armor: ________________(Body dice)Soak: Armor:______________ ________________(Body dice)
Combat Modifiers (Cover Dice, Gifts, etc.)Combat Modifiers (Cover Dice, Gifts, etc.)

d

dd

d

_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _

history /

vs. ranged ///

finding evildoers /

vs. evildoers /

with alumen rod ///

elementalism /

with “create Air” ////

zealous

Danger sense (d12 to Initiative, observe danger) X --

Keen Ears

Night Vision

Elementalist’s Trappings: Yellow

Elemental Magic

Literacy

Luck

Secrets of Air Magic

Lightning Bolt

(hear ultrasonic and quiet noises) X --

(Partial darkness --> no darkness) X

(stuff!) Special

(use elemental spells & weapons) battle

(can read and write) x

(X to re-roll one die 2 more times, take best) chapter

(extra magic refresh) x --

(Aim upgrades “create Air”) X --

–

–

d10, 2d8

Counter Rod

Parry Rod

w/

w/

d8, d6

d12, d8, d6

Damage +2

block Melee

Rod

Create Air

lightning bolt

@ close

@ medium

@ med Dmg +2 crit., Pen., confuse

d8, d6

d10, d8

d10, d8

Damage +2

Damage +2 critical

d12, d8, d6

1 zero

d8 12

X & use action to call forth a “create Air” spell.
X & Use action to both aim and upgrade “Create Air” to

Lightning bolt.  use “Attack” action to launch spell.
Secrets of Air = extra to use on one air magic Gift.

Ready

Aim

Refresh

justice will prevail

d4

d4

d8

d4

d4

d4

d8

d4

d4

d10

Mavra the ineluctable

red foxred fox warlockwarlock

6 6

6 8

4 8

Forest

listen, smell

omnivore

Claws, teeth

night

19

11 hands private

azure russet

righteous optimism,

fabulous clothes

d6 Leather & Y.robe d6

♀

X



Dash:
Run:

_____
_______

(½  Max Speed, +1 if Body>Speed)
(Max Body + Max Speed + Dash)

Skills

(Marks: One=d4,Two=d6,Three=d8, Four=d10, Five=d12, Six=d12,d4, etc.)

Favorite Use
Dice from:

Marks ... Species ... CareerMarks

_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
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. . Academics .
. . Brawling . .

Climbing
. . . . Craft . . .
. . . Deceit . . .

. . . Digging . .
. Dodge .

. . . Gossip . . .
. . . Inquiry . .

Jumping
. Leadership .
Mêlée Combat
. Negotiation
. Observation
. . Presence . .

Ranged Combat
. . . Riding . . .
. . Searching .
. Stealth
. Supernatural

Swimming
. . . Tactics . .
. . Throwing .
. . Vehicles . .

Weather Sense

Endurance

ñ ñ

ñ

ñ ñ

ñ ñ

ñ ñ

ñ ñ

ñ

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

=
=
=
=

=
=
=

�

�

�

�

�

�

�

Reeling
Hurt
Afraid
Injured

Dying
Dead
Overkilled

(penalty d8; no Counters)
(+1 damage)

(cannot attack or rally)
(+1 damage)

(get first aid!)
(beyond mortal help)

(allies become Afraid)

�

�

�

�

�

�

�

Dying
Dead
Overkilled

(get first aid!)
(beyond mortal help)

(allies become Afraid)

Reeling (penalty d8; no Counters)
Hurt

Injured

(+1 damage)

(+1 damage)
Afraid (cannot attack or rally)

Personality:
Language: Calabrese
Local Knowledge:
Combat Save

(X for bonus d12 on one appropriate roll) Respite
(Speak the most common language of Calabria) - -

(bonus d12 for local-knowledge rolls) - -
(X to negate Dying or Dead from failed Defense) Respite

Species
Species
Species
Career
Career
Career

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

ñ

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Experience

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________
Weapons: ________
Cycle: _________

_____
_______

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________

________
Cycle: _________

_____
_______

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Name: ___________________________________Name: ___________________________________

_____________ (Speed & Mind Dice)Initiative:

AttackAttack
___________________
___________________
___________________

___________________
___________________
___________________

_______________
_______________
_______________

Attack Dice
_______________
_______________
_______________

Attack Dice Effect
_______________
_______________
_______________

Effect
_______________
_______________
_______________

DefenseDefense
Speed & Dodge Dice___________________
___________________
___________________

___________________
___________________
___________________

Speed & Dodge Dice
Defense Dice

_______________
_______________
_______________

Defense Dice

_______________
_______________
_______________

Effect
Dodge_______________
_______________
_______________

Effect

_______________
_______________
_______________

Dodge

Healing Quota �������������������������������Healing Quota �������������������������������

Gifts

Spend 4 to buy +1 Skill Mark.
Spend 10 to buy a new Gift.

�������������������
�������������������

�������������������
�������������������

species

________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______

d d

Goals (up to three)

Battle

Personal MottoPersonal Motto

¢

¤ ¡

� Sick (Reeling causes Knockdown)� Sick (Reeling causes Knockdown)
Healing Quota �������������������������������Healing Quota �������������������������������

career

Money: Orichalks ____  Denarii ______ Quincunx: ____ Aureals: ______:
(=1/12 ) (=1 ) (=3 ) (=24 )Đ Đ Đ Đ

Soak: ______________ Armor: ________________(Body dice)Soak: Armor:______________ ________________(Body dice)
Combat Modifiers (Cover Dice, Gifts, etc.)Combat Modifiers (Cover Dice, Gifts, etc.)

d

dd

d

_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _

Medicine /

with “Create Earth” /

vs. Magic /

about supernatural /

about supernatural /

when guarding ///

With “Ignite Fire” /

with “Silence” ////

with “create Air” /

patrician

Contortionist

Keen Ears

Survival

Literacy

Thaumaturges’s Trappings

Thaumaturgy Magic

Elementalist’s Trappings: STAR

Elemental Magic

Secrets of Thaumaturgy

(win on Dodge ties, bonus to escape)

(hear ultrasonic and quiet noises) X --

(d12 to live off the land) X

(can read and write) x

(stuff!) Special

(use theurgic spells & weapons) battle

(stuff!) Special

(use elemental spells & weapons) battle

(extra magic refresh) x --

–

–

X --

d6, d4

Counter Magic Misfortune

Parry Rod

w/

w/

d10, 2d8

d12, d6

Disarm

block Melee

misfortune

Silence

Ignite Fire

@med

@med

@ medium

2d8,d6 vs.3

d10,2d8,d6vs.3

Resist: body, observation vs. 3 or disarm

Resist:body,Speed,Will,Supernaturalvs.3orsilenced

d6, d4 Damage +1 critical, on fire

d8, d6

1 zero

d6 12

X & use “Ready” action to call forth a spell.
If you have a ready spell, you may counter-

attack any magic attack against you within medium range.
Action gives allies d8 Cover @ Near, d4 Cover @ short.

Misfortune

Guard

d4 d8

d4 d4

d4

d4

d4

d8

d8

d4

d4

d10 d8

d4

d4

Tycho

RatRat ThaumaturgeThaumaturge

8 6

6 6

4 8

Shore

listen

omnivore

Claws, teeth

night

60?

8 hands 6 stone

violet Graying

deliberate manner,

rheumatism

d6 Leather & gray robe d6

X

♂

Knowledge is belief,
belief is power



Dash:
Run:

_____
_______

(½  Max Speed, +1 if Body>Speed)
(Max Body + Max Speed + Dash)

Skills

(Marks: One=d4,Two=d6,Three=d8, Four=d10, Five=d12, Six=d12,d4, etc.)

Favorite Use
Dice from:

Marks ... Species ... CareerMarks

_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _

Page X Refresh?
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______
___________________________________________________ ______

�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�

. . Academics .
. . Brawling . .

Climbing
. . . . Craft . . .
. . . Deceit . . .

. . . Digging . .
. Dodge .

. . . Gossip . . .
. . . Inquiry . .

Jumping
. Leadership .
Mêlée Combat
. Negotiation
. Observation
. . Presence . .

Ranged Combat
. . . Riding . . .
. . Searching .
. Stealth
. Supernatural

Swimming
. . . Tactics . .
. . Throwing .
. . Vehicles . .

Weather Sense

Endurance

ñ ñ

ñ

ñ ñ

ñ ñ

ñ ñ

ñ ñ

ñ

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

=
=
=
=

=
=
=

�

�

�

�

�

�

�

Reeling
Hurt
Afraid
Injured

Dying
Dead
Overkilled

(penalty d8; no Counters)
(+1 damage)

(cannot attack or rally)
(+1 damage)

(get first aid!)
(beyond mortal help)

(allies become Afraid)

�

�

�

�

�

�

�

Dying
Dead
Overkilled

(get first aid!)
(beyond mortal help)

(allies become Afraid)

Reeling (penalty d8; no Counters)
Hurt

Injured

(+1 damage)

(+1 damage)
Afraid (cannot attack or rally)

Personality:
Language: Calabrese
Local Knowledge:
Combat Save

(X for bonus d12 on one appropriate roll) Respite
(Speak the most common language of Calabria) - -

(bonus d12 for local-knowledge rolls) - -
(X to negate Dying or Dead from failed Defense) Respite

Species
Species
Species
Career
Career
Career

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

ñ

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Experience

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________
Weapons: ________
Cycle: _________

_____
_______

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________

________
Cycle: _________

_____
_______

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Name: ___________________________________Name: ___________________________________

_____________ (Speed & Mind Dice)Initiative:

AttackAttack
___________________
___________________
___________________

___________________
___________________
___________________

_______________
_______________
_______________

Attack Dice
_______________
_______________
_______________

Attack Dice Effect
_______________
_______________
_______________

Effect
_______________
_______________
_______________

DefenseDefense
Speed & Dodge Dice___________________
___________________
___________________

___________________
___________________
___________________

Speed & Dodge Dice
Defense Dice

_______________
_______________
_______________

Defense Dice

_______________
_______________
_______________

Effect
Dodge_______________
_______________
_______________

Effect

_______________
_______________
_______________

Dodge

Healing Quota �������������������������������Healing Quota �������������������������������

Gifts

Spend 4 to buy +1 Skill Mark.
Spend 10 to buy a new Gift.

�������������������
�������������������

�������������������
�������������������

species

________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______

d d

Goals (up to three)

Battle

Personal MottoPersonal Motto

¢

¤ ¡

� Sick (Reeling causes Knockdown)� Sick (Reeling causes Knockdown)
Healing Quota �������������������������������Healing Quota �������������������������������

career

Money: Orichalks ____  Denarii ______ Quincunx: ____ Aureals: ______:
(=1/12 ) (=1 ) (=3 ) (=24 )Đ Đ Đ Đ

Soak: ______________ Armor: ________________(Body dice)Soak: Armor:______________ ________________(Body dice)
Combat Modifiers (Cover Dice, Gifts, etc.)Combat Modifiers (Cover Dice, Gifts, etc.)

d

dd

d

_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _

Medicine ///

vs. the unholy ///

at the dining table /

w/ s’allumer faithful ///

with electrum rod /

sermonizing /

unholy magic /

gluttonous

Ambidexterity (no penalties to use off hand) X --

Fast Climber

Night Vision

Cleric’s Trappings: left-hand path

Literacy

White Magic

Healing

pacifist

True Leader

(climb as a stunt, not an action) X --

(Partial darkness --> no darkness) X

(stuff!) Special

(can read and write) x

(use holy spells & weapons) battle

(X to rally & cure injured and sick) Special

(d12 to all defenses... unless you attack!) special

(Rally to grant others Focus) X --

–

d12, d8, d6*

Counter Rod

Parry Rod

w/

w/ 2

d8, d6

d12, d8, d6*

Damage +2

block Melee

Rod

Claws

@ close

@ close

d6, d4

d6, d4

Damage +2

Damage +1 critical

2d6

1 zero

d6 12

*pacifist = bonus d12 to parry, dodge ... but if you attack or
counter, X the Gift and lose the bonus.

action: Declare ally, roll 3d8 and count 4 or better.
Spend one to negate Reeling, Afraid, or Hurt ... or add focus.

rally s

Keep your faith alight,
but keep your powder dry

d8 d8

d4

d8

d4

d8 d8

d4

d4

d4

d4 d8

d4

Presbyter Vesper

RaccoonRaccoon AlmonerAlmoner

6 8

6 6

4 8

Forest

listen

omnivore

Claws, teeth

night

29

13 hands 17 stone

blue gray

big shoulders,

bigger voice

d6 Leather & Cloth d6,d4

X

♂



Dash:
Run:

_____
_______

(½  Max Speed, +1 if Body>Speed)
(Max Body + Max Speed + Dash)

Skills

(Marks: One=d4,Two=d6,Three=d8, Four=d10, Five=d12, Six=d12,d4, etc.)

Favorite Use
Dice from:

Marks ... Species ... CareerMarks

_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
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_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
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_______|_ _ _ _|_ _ _ _ _ _ _ _
_______|_ _ _ _|_ _ _ _ _ _ _ _
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�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�

. . Academics .
. . Brawling . .

Climbing
. . . . Craft . . .
. . . Deceit . . .

. . . Digging . .
. Dodge .

. . . Gossip . . .
. . . Inquiry . .

Jumping
. Leadership .
Mêlée Combat
. Negotiation
. Observation
. . Presence . .

Ranged Combat
. . . Riding . . .
. . Searching .
. Stealth
. Supernatural

Swimming
. . . Tactics . .
. . Throwing .
. . Vehicles . .

Weather Sense

Endurance

ñ ñ

ñ

ñ ñ

ñ ñ

ñ ñ

ñ ñ

ñ

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

Damage & Other Status
any hit
1 hit
2 hits
3 hits

4 hits
5 hits
6 hits

=
=
=
=

=
=
=

�

�

�

�

�

�

�

Reeling
Hurt
Afraid
Injured

Dying
Dead
Overkilled

(penalty d8; no Counters)
(+1 damage)

(cannot attack or rally)
(+1 damage)

(get first aid!)
(beyond mortal help)

(allies become Afraid)

�

�

�

�

�

�

�

Dying
Dead
Overkilled

(get first aid!)
(beyond mortal help)

(allies become Afraid)

Reeling (penalty d8; no Counters)
Hurt

Injured

(+1 damage)

(+1 damage)
Afraid (cannot attack or rally)

Personality:
Language: Calabrese
Local Knowledge:
Combat Save

(X for bonus d12 on one appropriate roll) Respite
(Speak the most common language of Calabria) - -

(bonus d12 for local-knowledge rolls) - -
(X to negate Dying or Dead from failed Defense) Respite

Species
Species
Species
Career
Career
Career

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Movement
Stride
Sprint:

:_______
_______

(1)
(Speed die)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

Burdened

Over-Burdened

�

�

(Dash is zero,
limit of d8 to Skills)

(Burdened,
can’t run, disadvantaged)

ñ

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Knockdown

Unconscious

�

�

(disadvantaged, can’t retreat)
(helpless)

Experience

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________
Weapons: ________
Cycle: _________

_____
_______

Habitat: _________
Senses: __________
Diet: __________________
Weapons: _____________

________
Cycle: _________

_____
_______

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

1. ________________________________________________
2. ________________________________________________
3. ________________________________________________

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Age: _____ Gender: _____
Height: Weight:______

Eyes: Pelt: __
Distinguishing Characteristics:

_____________
____________

______
______ ______

Name: ___________________________________Name: ___________________________________

_____________ (Speed & Mind Dice)Initiative:

AttackAttack
___________________
___________________
___________________

___________________
___________________
___________________

_______________
_______________
_______________

Attack Dice
_______________
_______________
_______________

Attack Dice Effect
_______________
_______________
_______________

Effect
_______________
_______________
_______________

DefenseDefense
Speed & Dodge Dice___________________
___________________
___________________

___________________
___________________
___________________

Speed & Dodge Dice
Defense Dice

_______________
_______________
_______________

Defense Dice

_______________
_______________
_______________

Effect
Dodge_______________
_______________
_______________

Effect

_______________
_______________
_______________

Dodge

Healing Quota �������������������������������Healing Quota �������������������������������

Gifts

Spend 4 to buy +1 Skill Mark.
Spend 10 to buy a new Gift.
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�������������������

species

________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______
________________ |_______

d d

Goals (up to three)

Battle

Personal MottoPersonal Motto

¢

¤ ¡

� Sick (Reeling causes Knockdown)� Sick (Reeling causes Knockdown)
Healing Quota �������������������������������Healing Quota �������������������������������

career

Money: Orichalks ____  Denarii ______ Quincunx: ____ Aureals: ______:
(=1/12 ) (=1 ) (=3 ) (=24 )Đ Đ Đ Đ
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IRONCLAW’s

IRONCLAW

unique system of dynamic combat allows players to work

together to defeat enemies. Enjoy action sequences as fast-paced and exciting

as any book or movie, where how the battle is fought is just as important as

why it was fought in the first place. From the star chambers of political

conspirators, who plot steal the kingdom… to dark and haunted places, where

supernatural peril threatens the mortal world … or even to the humble streets,

where an urchin picks the wrong pocket – adventure is everywhere.

is a complete game in one volume. Players may choose from

dozens of species, careers, and special abilities. If you’ve never played a role-

playing game before, you can make a few simple choices and play in minutes.

Veteran gamers can delve deep into strange and powerful combinations,

customizing every detail. With hundreds of illustrations from some of the top

artists working today, the only limit is your imagination.
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SECOND EDITION • SQUARING THE CIRCLESECOND EDITION • SQUARING THE CIRCLE
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