Personal Information:
Heritage: You are a Human!

Character Playbook

The Questing Knight

You are a knight on a quest! With sword in hand
and virtue in your heart, your seek your destiny!

Name: __________________________________
Appearance: Circle one from each:
Body: Lithe, stocky, gangly, muscular
Manner: Noble, Quiet, Charismatic, Jaded

Weapon Proficiency:

Choose one of the below Weapon Proficiencies.

Family Trade: Choose one:
❐❐ Wardens
❐❐ Blacksmiths
❐❐ Scholars

❐❐ Light Melee: You roll 2d6 when attacking
with Light Melee weapons.
Choose one of the following weapons to
Master. You roll 3d6 when attacking with it:
❐❐ Armsword
❐❐ Morning Star
❐❐ Hand-Axe

Belief: Choose one:
❐❐ “I am destined to live on in legend!”
❐❐ “The strong are obligated to protect the weak.”
❐❐ “I must redeem myself for my past cruelty.”

❐❐ Heavy Melee: You roll 2d6 when attacking
with Heavy Melee weapons.
Choose one of the following weapons to
Master. You roll 3d6 when attacking with it:

Health:

Starting: You start with 6 total Hps.
You can spend 6 Experience to increase your HPs by 1.
(Add a box to the above line.)

Inventory:

❐❐ Greatsword
❐❐ Spear/Lance
❐❐ Warhammer
You can spend 8 Experience to choose another mastered
weapon or Proficiency.

Code of Honor:

You follow a code of conduct that emphasizes chivalry and
warrior’s honor. But there’s one virtue you care about more
than any other. Which one is it?
❐❐ Courage - To overcome one’s fears.
❐❐ Humanity - Be always altruistic.
❐❐ Loyalty - To one’s lord, lady, and family.
❐❐ Nobility - Discipline and conviction.
❐❐ Temperance - Self-control and mercy.
❐❐ None - You are a fallen knight.
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Traits:

Character Playbook

The Questing Knight

You are a knight on a quest! With sword in hand
and virtue in your heart, your seek your destiny!

Notes:

Choose two of the below Traits.
❐❐ Armor-Master: When wearing any form
of armor, you have an extra 3 Hit Points that must
be lost before you take physical damage. These hit
points cannot be healed and must be restored via
repairing your armor.
Armor HPs:
❐❐ Cavalier: When mounted, if you spend
your first Action moving, your Attack as your
second Action deals 2 damage instead of one.
❐❐ Charismatic: You gain Advantage when
attempting to convince someone of something or
otherwise influence them.
❐❐ Cleave: If your attack drops an enemy to
0 Hit Points, you may immediately make an extra
attack with Disadvantage.
❐❐ Defender: When an adjacent ally is hit,
before Evade Tests are made, you may choose to
have that attack hit you instead.
❐❐ Educated: You gain Advantage when
checking to see if you know specific information.
❐❐ Insightful: You gain Advantage when
Testing to discern whether or not someone is telling
the truth or lying.
❐❐ Perceptive: You gain Advantage when Testing
to gain information about your surroundings or find
hidden things.
❐❐ Resolute: You gain Advantage on all Save Tests.
❐❐ Shield Bearer: You start the game with a
shield. While wielding a shield, Test with 2d6 on
Evade Actions instead of 1d6.
❐❐ Strong: You gain Advantage when Testing
to do something with brute force.
❐❐ Tough: You gain 2 additional Hit Points.
❐❐ Vigilant: You gain Advantage on Initiative
Tests.
You can spend 10 Experience to choose another Trait.

Mount:

You have the Mount Trait, and own a Horse mount.
It is a Medium creature and obeys simple commands.
Name: ___________________________________
Choose one of the below.
❐❐ War Horse:
HPs: 6
Traits:
• Maul: This animal may attack three times
at Disadvantage.
• Choose two more:
❐❐ Evasive: When attacked, roll a d6; on
a success, the attack misses.
❐❐ Defender: When an adjacent ally is
hit, may have the attack hit this animal instead.
❐❐ Strong: Gain Advantage when doing
something with brute strength.
❐❐ Tough: Increase HPs by 2.
❐❐ Smart Pony:
HPs: 4
Traits:
• Evasive: When attacked, roll a d6; on a success,
the attack misses.
• Fleet: You are faster than normal. You gain
Advantage on Tests when chasing or running.
• Choose two more:
❐❐ Defender: When an adjacent ally is
hit, may have the attack hit this animal instead.
❐❐ Sneaky: You gain Advantage when
Testing to hide or sneak around without others
noticing you.
❐❐ Tough: Increase HPs by 2.
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Personal Information:
Heritage: You are:

Character Playbook

The Mystic Dancer

When you dance, the elements sing, and wondrous
things happen! You are always dancing into and out
of danger, but the spirit of music is on your side!

❐❐ Human - You’ll get 3 Traits.
❐❐ Fey - You’ll get Bow Mastery.
Name: __________________________________
Appearance: Circle one from each:
Body: Willowy, Stocky, Hawkish Athletic
Manner: Shy, Charming, Assertive, Worrying
Family Trade: Choose one:
❐❐ Musicians
❐❐ Hostlers
❐❐ Innkeepers
Belief: Choose one:
❐❐ “We must be true to ourselves, always.”
❐❐ “Deep down, there is good in everyone.”
❐❐ “Money is all that really matters.”

Health:

Weapon Proficiency:

Choose one of the below Weapon Proficiencies.
❐❐ Light Melee: You roll 2d6 when attacking
with Light Melee weapons.
Choose one of the following weapons to
Master. You roll 3d6 when attacking with it:
❐❐ Quarterstaff
❐❐ Bell-whip (leather whip with bells on it)
❐❐ Curved daggers
❐❐ Ranged: You roll 2d6 when attacking with
Ranged weapons.
Choose one of the following weapons to
Master. You roll 3d6 when attacking with it:
❐❐ Tamborine (throwing disc)
❐❐ Throwing Daggers
❐❐ Shortbow (that doubles as a violin bow)

Starting: You start with 6 total Hps.

You can spend 8 Experience to choose another mastered
weapon or Proficiency.

You can spend 6 Experience to increase your HPs by 1.
(Add a box to the above line.)

Your People:

Inventory:

Your magical dancing is a tradition of your people. But
from which people do you hail?
❐❐ Bardic Nomads - Your people are everroaming, keeping oral traditions and singing
the song of the world.
❐❐ Strange Sorcerers - Your people are wizards
and seers who use dancing instead of incantations.
❐❐ Priests and Shamen - Your people worship
spirits with song and dance, and they answer!
❐❐ Long-Lost Legends - Your people once
ruled the world. You are the last of your kind.
❐❐ Orphaned - You’re not sure where you came
from. You don’t know why spirits like your
dancing, but they do!
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Acrobat:

Character Playbook

The Mystic Dancer

When you dance, the elements sing, and wondrous
things happen! You are always dancing into and out
of danger, but the spirit of music is on your side!

Fey Heritage Trait:

If you are Fey, you begin with Bow Master.
Bow Master: In addition to your normal Mastered
Weapon, you have Mastered bows and have
Advantage when using them.

You have the Acrobat Trait.
Acrobat: You gain Advantage when Testing to do
acrobatic tricks, including dancing and leaping.

Notes:

Traits:

Choose one of the below Traits. If you are Human,
choose an additional Trait (two total).
❐❐ Charismatic: You gain Advantage when
attempting to convince someone of something or
otherwise influence them.
❐❐ Dark-Fighter: You do not suffer Disadvantage
for having your sight impaired.
❐❐ Evading Dance: Test 2d6. If you are
successful, you Evade with 3d6 on your next turn.
❐❐ Fleet of Foot: Your speed increases from
25 feet to 30 feet. You gain Advantage on Tests
when chasing or running.
❐❐ Insightful: You gain Advantage when
Testing to discern whether or not someone is telling
the truth or lying.
❐❐ Lucky: You may re-roll one Test per session.
❐❐ Nimble Fingers: You gain Advantage when
Testing to pick locks, steal, or do slight-of-hand.
❐❐ Perceptive: You gain Advantage when Testing
to gain information about your surroundings or find
hidden things.
❐❐ Opportunist: If an enemy within range fails
to hit with an attack against you, you may immediately
make an attack with Disadvantage against them.
❐❐ Spell-Touched: Your family carries magic
in the blood, and while the centuries have diluted
the power, you are still able to subtly influence the
world around you by merely willing it to happen.
❐❐ Vigilant: You gain Advantage on Initiative
Tests.
You can spend 10 Experience to choose another Trait.
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Personal Information:
Heritage: You are:

Character Playbook

The Berserker

There is a terrible beast inside you, and when you
are overwhelmed with anger or fear, it comes out.
You must keep others at arm’s-length, less you
inadvertantly harm those you love.

❐❐ Karhu - You’ll get Powerful Claws.
❐❐ Goblin - You’ll get Goblin Agility.
Name: __________________________________
Appearance: Circle one from each:
Body: Massive, Statuesque, Sickly, Demonic
Manner: Barbaric, Gruff, Warm, Wistful
Family Trade: Choose one:
❐❐ Hunters
❐❐ Aristocracy
❐❐ Farmers
Belief: Choose one:
❐❐ “If I ever settled down, innocents would get hurt.”
❐❐ “Through great feats, I can learn to control the
beast within me.”
❐❐ “Civilization is an illusion.”

Health:

Karhu: If you are Karhu, you start with 7 total Hps.
Goblin: If you are Goblin, you start with 4 total Hps.
You can spend 6 Experience to increase your HPs by 1.
(Add a box to the above line.)

Weapon Proficiency:

You are proficient with Heavy Melee weapons.
❐❐ Heavy Melee: You roll 2d6 when attacking
with Heavy Melee weapons.
Choose one of the following weapons to
Master. You roll 3d6 when attacking with it:
❐❐ Two-Handed Bastard Sword
❐❐ Dragon’s Jawbone Battleaxe
❐❐ Larger-Than-Reasonable Mallet
You can spend 8 Experience to choose another mastered
weapon or Proficiency.

Berserker Rages:

In the heat of battle, you lose yourself. What possesses you
when your berserker rage takes over?
❐❐ The Bear Spirit - The spirit of the Great Bear
takes over, perhaps even transforming you into
a giant ice bear.
❐❐ Riastradh - You go into a battle frenzy, losing
your mind and becoming immune to pain.
❐❐ The Spirit of War Itself - You fall into a trance
in which the very spirit of warfare controls your
mind, body, and perhaps even your soul.

Inventory:
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Traits:

Character Playbook

The Berserker

There is a terrible beast inside you, and when you
are overwhelmed with anger or fear, it comes out.
You must keep others at arm’s-length, less you
inadvertantly harm those you love.

Karhu Heritage Trait:

If you are karhu, you begin with Powerful Claws.
Powerful Claws: You have Claw as a Mastered
Weapon. You cannot use ranged weapons.

Goblin Heritage Trait:

If you are goblin, you begin with Goblin Agility.
Goblin Agility: You may Test 1d6 whenever you
are hit by an enemy. If you pass, you evade the
attack and take no damage. The Evade Action has
no additional benefit.

Berserker:

You have the Berserker Trait.
Beserker: You can attack with primal and furious
rage. You can choose to make an attack with
Disadvantage. If you do and succeed, you deal 2
damage instead of 1.

Choose one of the below Traits.
❐❐ Acrobat: You gain Advantage when
Testing to do acrobatic tricks, including dancing
and leaping.
❐❐ Barfighter: You can select Improvised
Weapons as a Weapon Group. Instead of picking
a weapon to master, when fighting with any
Improvised Weapons, you get one extra action
each turn.
❐❐ Brawler: While Fighting Unarmed, your
Evade action Tests with 2d6 (instead of 1d6.)
❐❐ Cleave: If your attack drops an enemy to
0 Hit Points, you may immediately make an extra
attack with Disadvantage.
❐❐ Dark-fighter: You do not suffer Disadvantage
for having your sight impaired.
❐❐ Diehard: I’m not going down that easy.
When an attack would reduce you to 0 Hit
Points, it instead reduces you to 2 Hit Points. You
can do this once per day.
❐❐ Eidetic Memory: When Testing to recall
information, you succeed on a roll of 4, 5, or 6.
❐❐ Opportunist: If an enemy within range fails
to hit with an attack against you, you may immediately
make an attack with Disadvantage against them.
❐❐ Perceptive: You gain Advantage when Testing
to gain information about your surroundings or find
hidden things.
❐❐ Resolute: You gain Advantage on all Save Tests.
❐❐ Strong: You gain Advantage when Testing
to do something with brute force.
❐❐ Survivalist: You gain Advantage when
Testing to forage for food, find water, seek shelter,
or create shelter in the wild.
❐❐ Tough: You gain 2 additional Hit Points.

Notes:

You can spend 10 Experience to choose another Trait.
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Personal Information:
Heritage: You are a Human!

Character Playbook

The Friendly Witch

Just because you practice incredibly dangerous
witchcraft doesn’t mean you’re not friendly!

Name: __________________________________
Appearance: Circle one from each:
Body: Stout, small, youthful, withered
Manner: Impish, mysterious, dorky, imposing

Weapon Proficiency:

Choose one of the below Weapon Proficiencies.

Family Trade: Choose one:
❐❐ Librarians
❐❐ Gardeners
❐❐ Fishers

❐❐ Light Melee: You roll 2d6 when attacking
with Light Melee weapons.
Choose one of the following weapons to
Master. You roll 3d6 when attacking with it:
❐❐ Crooked Broom
❐❐ Frying Pan
❐❐ Curved Dagger

Belief: Choose one:
❐❐ “Knowledge trumps all other advantage.”
❐❐ “People would like me if they got to know me.”
❐❐ “I need to get as powerful as possible.”

❐❐ Ranged: You roll 2d6 when attacking with
Ranged weapons.
Choose one of the following weapons to
Master. You roll 3d6 when attacking with it:

Health:

❐❐ Crossbow
❐❐ Throwing Daggers
❐❐ Sling

Starting: You start with 6 total Hps.

You can spend 8 Experience to choose another mastered
weapon or Proficiency.

You can spend 6 Experience to increase your HPs by 1.
(Add a box to the above line.)

Witchcraft:

Inventory:

Your magic is self-taught and fringe, although you like to
think of it as “artisinal.” What is the source of your magic?
❐❐ Esoteric folk traditions
❐❐ A secret pact with a dangerous spirit
❐❐ A potion you drank when you were a child.
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Traits:

Character Playbook

The Friendly Witch

Just because you practice incredibly dangerous
witchcraft doesn’t mean you’re not friendly!

Witchy:

You have the Spell-Touched and Archmage Traits.
Spell-Touched: You carry magic in the blood
and can subtly influence the world around you by
merely willing it to happen.
Archmage: You have advanced arcane magic beyond
the ken of normal folks and even other spellcasters.
You have mastered a Magic Discipline.

Notes:

Choose one of the below Traits.
❐❐ Alchemist: Provided the right reagents and
recipes, you can mix potions, elixirs, and poisons. You
gain Advantage when identifying unknown liquids.
❐❐ Beastspeaker: You are able to speak with
animals in a primitive and simplistic way.
❐❐ Charismatic: You gain Advantage when
attempting to convince someone of something or
otherwise influence them.
❐❐ Educated: You gain Advantage when
checking to see if you know specific information.
❐❐ Eidetic Memory: When Testing to recall
information, you succeed on a roll of 4, 5, or 6.
❐❐ Familiar: Another spirit has linked itself
to yours, accepting you as its friend and master.
❐❐ Healer: As an Action, you can Test to heal a
creature other than yourself. If successful, the target
heals 2 Hit Points, or is cured of poison, disease, and
other non-magical physical ailments.
❐❐ Insightful: You gain Advantage when
Testing to discern whether or not someone is
telling the truth or lying.
❐❐ Nimble Fingers: You gain Advantage when
Testing to pick locks, steal, or do slight-of-hand.
❐❐ Perceptive: You gain Advantage when Testing
to gain information about your surroundings or find
hidden things.
❐❐ Spell Reader: You can read power-laced
words from magic scrolls and cast their magic.
❐❐ Vigilant: You gain Advantage on Initiative
Tests.
You can spend 10 Experience to choose another Trait.

Magic Discipline:

Choose one of the below disciplines. You can cast
any spell of that discipline by using an Action.
❐❐

Onyx Magic: You have mastered harm magic.
• Blast: Test to deal 1 damage at Range. This
Test is subject to all the rules of an attack.
• Hurl: As an action you may move any
object weighing as much as you without
testing. If you wish to hurl it violently and
cause damage, you must Test successfully.
Hurled objects deal 1 damage to anything
they strike, and suffer 1 Depletion.
• Shatter: Test with Disadvantage. If you
are successful, all enemies you can see
take 1 Damage.
• Shield: When you take an action to use
Shield, you count as having taken the Evade
action and as having the Shield-Bearer Trait.

❐❐ Crystal Magic: You have mastered empathy
magic.
• Communicate: You may communicate
via distances to any being you are aware of.
If they are not within sight, you must Test
successfully, with Disadvantage if they are
further than 100 miles away.
• Pacify: Test to quell the negative emotions
in a target. If successful, you gain Advantage
on your next roll against that Target.
• Timeview: Test. If successful, gain one
detail about the history of an object or
location you can touch or see. You can
only do this once per item.
• Unsettle: Test with Disadvantage. If you are
successful, one enemy suffers Disadvantage
on all Tests until the start of your next turn.
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Personal Information:
Heritage: You are:

Character Playbook

The Scoundrel

You rely on your wits, speed, and a little trickery to
get by in the world. Someday you’ll settle down and
live the simple life... but not today.

❐❐ Human - You’ll get 3 Traits.
❐❐ Goblin - You’ll get Goblin Agility.
Name: __________________________________
Appearance: Circle one from each:
Body: Sinewy, Tall, Tiny, Broad
Manner: Unassuming, Cocky, Brooding, Silly
Family Trade: Choose one:
❐❐ Buskers
❐❐ Artists
❐❐ Jewelers
Belief: Choose one:
❐❐ “Coin buys anything.”
❐❐ “We’re stronger when we all work together.”
❐❐ “I must put myself at risk so my loved ones
don’t have to.”

Weapon Proficiency:

Choose one of the below Weapon Proficiencies.
❐❐ Light Melee: You roll 2d6 when attacking
with Light Melee weapons.
Choose one of the following weapons to
Master. You roll 3d6 when attacking with it:
❐❐ Daggers
❐❐ Rapier
❐❐ Hand-Axe
❐❐ Ranged: You roll 2d6 when attacking with
Ranged weapons.
Choose one of the following weapons to
Master. You roll 3d6 when attacking with it:
❐❐ Throwing Daggers
❐❐ Shortbow
❐❐ Sling

Health:

You can spend 8 Experience to choose another mastered
weapon or Proficiency.

Goblin: If you are Goblin, you start with 4 total Hps.

Oldest Trick In The Book:

Human: If you are Human, you start with 6 total Hps.

You can spend 6 Experience to increase your HPs by 1.
(Add a box to the above line.)

Inventory:

There’s a specific trick you used to pull off all the time to get
what you wanted. What as it?
❐❐ Identity Theft - You would dress up as a
noble and pretend you were a lord. You got
into all kinds of great parties this way.
❐❐ Bumping Locks - You would sell bad locks
to banks, then months later, break in, pick the
lock, and jump town. It worked for a while...
❐❐ Snake Oil Sales - You would sell false
medicines and tonics and make money from
gullable morons. You did this a lot until
someone got hurt...
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Sneaky:

Character Playbook

The Scoundrel

You rely on your wits, speed, and a little trickery to
get by in the world. Someday you’ll settle down and
live the simple life... but not today.

Goblin Heritage Trait:

If you are goblin, you begin with Goblin Agility.
Goblin Agility: You may Test 1d6 whenever you
are hit by an enemy. If you pass, you evade the
attack and take no damage. The Evade Action has
no additional benefit.

You have the Sneaky Trait.
Sneaky: You gain Advantage when Testing to hide
or sneak around without others noticing you.

Notes:

Traits:

Choose one of the below Traits. If you are Human,
choose an additional Trait (two total).
❐❐ Acrobat: You gain Advantage when Testing
to do acrobatic tricks.
❐❐ Barfighter: You can select Improvised
Weapons as a Weapon Group. Instead of mastering
a weapon, when fighting with Improvised Weapons,
you get one extra action each turn.
❐❐ Charismatic: You gain Advantage when
attempting to convince someone of something or
otherwise influence them.
❐❐ Dark-Fighter: You do not suffer Disadvantage
for having your sight impaired.
❐❐ Fleet of Foot: Your speed increases to 30
feet. You gain Advantage when chasing or running.
❐❐ Insightful: You gain Advantage when
Testing to discern whether or not someone is
telling the truth or lying.
❐❐ Lucky: You may re-roll one Test per session.
❐❐ Nimble Fingers: You gain Advantage when
Testing to pick locks, steal, or do slight-of-hand.
❐❐ Perceptive: You gain Advantage when Testing
to gain information about your surroundings or find
hidden things.
❐❐ Opportunist: If an enemy within range fails
to hit with an attack against you, you may immediately
make an attack with Disadvantage against them.
❐❐ Trapmaster: You gain Advantage when
Testing to create, locate, and disarm traps, and on
Save Tests against traps.
❐❐ Vigilant: You gain Advantage on Initiative
Tests.
You can spend 10 Experience to choose another Trait.
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Personal Information:
Heritage: You are:

Character Playbook

The Retired Blacksmith

You were an adventurer once long ago, but you
retired to the simple life as a blacksmith. You
thought you would never have to risk your life for
coin again, but it seems life had other plans...

❐❐ Human - You’ll get 3 Traits.
❐❐ Dwarf - You’ll get Darkvision.
Name: __________________________________
Appearance: Circle one from each:
Body: Muscular, Stout, Scarred, Weathered
Manner: Gruff, Cheery, Stubborn, Prideful
Family Trade: Choose one:
❐❐ Architects
❐❐ Engineers
❐❐ Cartographers
Belief: Choose one:
❐❐ “Respect must be earned.”
❐❐ “Only stuff made in prior ages was decent.”
❐❐ “The real treasure is friendship.”

Health:

Human: If you are human, you start with 6 total Hps.
Dwarf: If you are dwarf, you start with 8 total Hps.
You can spend 6 Experience to increase your HPs by 1.
(Add a box to the above line.)

Inventory:

Weapon Proficiency:

You are proficient with Heavy Melee weapons.
❐❐ Heavy Melee: You roll 2d6 when attacking
with Heavy Melee weapons.
Choose one of the following weapons to
Master. You roll 3d6 when attacking with it:
❐❐ Claymore Sword
❐❐ Massive Anvil Warhammer
❐❐ Two-Handed Flail
You can spend 8 Experience to choose another mastered
weapon or Proficiency.

They Keep Dragging Me Back:

You were retired, but you came out of retirement to
adventure again. Why is that?
❐❐ Blackmail - You were forced into it by
someone who had you by the horns. You’re only
doing this because you have no choice.
❐❐ A favor returned - You were asked nicely by
someone you owed a favor.
❐❐ You need money - The oldest reason in the
book. Something came up and you desperately
need coin, and fast.
❐❐ You got bored - Retirement bites!
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Traits:

Character Playbook

The Retired Blacksmith

You were an adventurer once long ago, but you
retired to the simple life as a blacksmith. You
thought you would never have to risk your life for
coin again, but it seems life had other plans...

Dwarf Heritage Trait:

If you are dwarf, you begin with Dark Vision.
Dark Vision: You are able to see in total darkness.
However, if you are exposed to sudden bursts of
light (spells, alchemist’s flash bombs), you suffer
Disadvantage on your next turn.

Blacksmith:

You have the Blacksmith Trait.
Blacksmith: Once per day, you can make a Test
with Advantage. If successful, you can restore 1
Depletion point to any object.

Choose one of the below Traits. If you are Human,
choose an additional Trait (two total).
❐❐ Armor-Master: When wearing any form
of armor, you have an extra 3 Hit Points that must
be lost before you take physical damage. These hit
points cannot be healed and must be restored via
repairing your armor.
Armor HPs:

Notes:

❐❐ Barfighter: You can select Improvised
Weapons as a Weapon Group. Instead of picking a
weapon to master, when fighting with any Improvised
Weapons, you get one extra action each turn.
❐❐ Cleave: If your attack drops an enemy to
0 Hit Points, you may immediately make an extra
attack with Disadvantage.
❐❐ Diehard: I’m not going down that easy.
When an attack would reduce you to 0 Hit
Points, it instead reduces you to 2 Hit Points. You
can do this once per day.
❐❐ Dungeoneer: You gain Advantage when
attempting to find your way through a dungeon
or cave system and when attempting to identify
creatures native to dungeons or caves.
❐❐ Eidetic Memory: When Testing to recall
information, you succeed on a roll of 4, 5, or 6.
❐❐ Quartermaster: When you roll for Depletion,
you can choose to reroll once per day. You must keep
the second result.
❐❐ Resolute: You gain Advantage on all Save Tests.
❐❐ Strong: You gain Advantage when Testing
to do something with brute force.
❐❐ Survivalist: You gain Advantage when
Testing to forage for food, find water, seek shelter,
or create shelter in the wild.
❐❐ Tough: You gain 2 additional Hit Points.
You can spend 10 Experience to choose another Trait.
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Personal Information:
Heritage: You are:

Character Playbook

The Starry-Eyed Explorer

You have adopted the adventuring life to explore the
world and all its myriad wonders! Your friends back
home don’t understand why you chose this lifestyle,
but that’s okay. It doesn’t make sense to you to stay
indoors when there is so much out there to see!

❐❐ Human - You’ll get 3 Traits.
❐❐ Fey - You’ll get Bow Mastery.
❐❐ Glitterbug - You’ll get Flight & Rainbow Shell.
Name: __________________________________
Appearance: Circle one from each:
Body: Tiny, Muscular, Rotund, Waifish
Manner: Reckless, Naive, Authorative, Cautious
Family Trade: Choose one:
❐❐ Cartographers
❐❐ Hostlers
❐❐ Tavern Proprietors
Belief: Choose one:
❐❐ “There’s a great treasure out there.”
❐❐ “The journey is more important than the end.”
❐❐ “Preserving the world’s history is our
greatest responsibility.”

Health:

Human: If you are human or Fey, you start with
6 total Hps.
Glitterbug: If you’re a cute bug, you start with 5
total Hps.
You can spend 6 Experience to increase your HPs by 1.
(Add a box to the above line.)

Inventory:

Weapon Proficiency:

You are proficient with Ranged weapons.
❐❐ Ranged: You roll 2d6 when attacking with
Ranged weapons.
Choose one of the following weapons to
Master. You roll 3d6 when attacking with it:
❐❐ Slingshot
❐❐ Boomerang
❐❐ Chakrams (circle-shaped razors)
You can spend 8 Experience to choose another mastered
weapon or Proficiency.

Far From Home:

You were born restless. You’ve always wanted to
explore the world, and you regulalrly put yourself
in harms way to discover new things. Why is that?
❐❐ Wanderlust - You can’t explain your restless
heart. But you’re never content to stay in one place
for very long. This is just a part of your nature!
❐❐ Collector of Items - You want to collect as
many artifacts as possible, because they’re just SO
COOL. You aspire to start a museum someday.
❐❐ Collector of Stories - You’re collecting as
many stories and as much history from around
the world, so one day you can publish them in a
big collection that will make you famous!
❐❐ On The Run - Something, or someone,
is looking for you, and you’d rather they not
find you...
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Traits:

Character Playbook

The Starry-Eyed Explorer

You have adopted the adventuring life to explore the
world and all its myriad wonders! Your friends back
home don’t understand why you chose this lifestyle,
but that’s okay. It doesn’t make sense to you to stay
indoors when there is so much out there to see!

Fey Heritage Trait:

If you are Fey, you begin with Bow Master.
Bow Master: In addition to your normal Mastered
Weapon, you have Mastered bows and have
Advantage when using them.

Glitterbug Heritage Traits:

If you are Glittrbug, you begin with Flight and
Rainbow Shell.
Flight: Your wings let you move at the half the speed
in the air as you can on land.
Rainbow Shell: As an action, you can Dazzle!
Everyone who can see you when you take the
Dazzle Action must make a Save Test with
Disadvantage or lose their next Action (not turn.)

Dungeoneer:

You have the Dungeoneer Trait.
Dungeoneer: You gain Advantage when attempting
to find your way through a dungeon or cave system
and when attempting to identify creatures native to
dungeons or caves.

Choose one of the below Traits. If you are Human,
choose an additional Trait (two total).
❐❐ Acrobat: You gain Advantage when Testing
to do acrobatic tricks such as tumbling, longdistance jumps, climbing, and maintaining balance.
❐❐ Charismatic: You gain Advantage when
attempting to convince someone of something or
otherwise influence them.
❐❐ Educated: You gain Advantage when
checking to see if you know specific information.
❐❐ Eidetic Memory: When Testing to recall
information, you have seen or heard previously—
even in passing—you succeed on a roll of 4, 5, or 6.
❐❐ Fleet of Foot: Your speed increases from
25 feet to 30 feet. You gain Advantage on Tests
when chasing or running.
❐❐ Insightful: You gain Advantage when
Testing to discern whether or not someone is
telling the truth or lying.
❐❐ Nimble Fingers: You gain Advantage when
Testing to pick locks, steal, or do slight-of-hand.
❐❐ Perceptive: You gain Advantage when
Testing to gain information about your surroundings
or find things that may be hidden. You gain this
even while asleep.
❐❐ Sneaky: You gain Advantage when Testing
to hide or sneak around without others noticing you.
❐❐ Survivalist: You gain Advantage when
Testing to forage for food, find water, seek shelter,
or create shelter in the wild.
❐❐ Trapmaster: You gain Advantage when
Testing to create, locate, and disarm traps. You
also gain Advantage on Save Tests against traps.

Notes:

You can spend 10 Experience to choose another Trait.
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Personal Information:
Heritage: You are:

Character Playbook

The Druid of Seasons

Alone in the wilds, raised by wolves or otters or
some other beast, you discovered an untamed
magic you hadn’t known you possessed.

❐❐ Human - You’ll get 3 Traits.
❐❐ Treefolk - You’ll get Ancient Heart.
Name: __________________________________
Appearance: Circle one from each:
Body: Willowy, Strong, Gnarled, Oakish
Manner: Flowery, Tepid, Thorny, Stormy
Family Trade: Choose one:
❐❐ Hunters (Wolves)
❐❐ Fishers (Otters)
❐❐ Guides (Deer)
Belief: Choose one:
❐❐ “Justice is a mortal invention, not existing
in nature.”
❐❐ “People from cities don’t know what balance
truly is.”
❐❐ “If people lived in harmony with nature, the
world would be much better.”

Health:

Human: If you are human, you start with 6 total Hps.
Treefolk: If you’re a treefolk, you start with 9 total Hps.
You can spend 6 Experience to increase your HPs by 1.
(Add a box to the above line.)

Inventory:

Weapon Proficiency:

You are proficient with Heavy Melee weapons.
❐❐ Heavy Melee: You roll 2d6 when attacking
with Heavy Melee weapons.
Choose one of the following weapons to
Master. You roll 3d6 when attacking with it:
❐❐ Long Deer-Antler Spear
❐❐ Great Shillelagh or Knobkierie
❐❐ Giant Iron-Leaf Waraxe
You can spend 8 Experience to choose another mastered
weapon or Proficiency.

Encroaching:

You are most at-home alone in the wilds, yet you
seek the company of others and have joined a group
of adventurers. You even go into cities from time to
time! What compels you to do this?
❐❐ Curiosity - You spent most of your time alone,
or at least with animals. These so-called “civilized”
beings, with their cities and their structured ways,
are so very fascinating. You want to learn more!
❐❐ Balance is Threatened - You had ONE job,
and that was balancing nature. Sure, you gave
that job to yourself, but it’s still important! Now
nature is threatened, and you need their help to
save the entire world!
❐❐ Owe A Favor - Someone in the party, or
maybe all of them, helped you when you were
weak and vulnerable. That isn’t normal in
nature. So you have decided to return the favor.
❐❐ Secret Crush - Wh-what are you talking
about?! I’m not crushing on anyone! Th-that’s
absurd! Psfsh! Come on, let’s just just go into
the dungeon and smash some skeletons...
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Traits:

Character Playbook

The Druid of Seasons

Alone in the wilds, raised by wolves or otters or
some other beast, you discovered an untamed
magic you hadn’t known you possessed.

I Conduct The Seasons:

You have the Beastspeaker and Archdruid Traits.
Beastspeaker: You are able to communicate with
animals. This form of communication is primitive
and very simplistic.
Archdruid: You have an Animal Companion.

Treefolk Heritage Traits:

If you are Treefolk, you begin with Ancient Heart.
Ancient Heart: You cannot be healed by any means
other than direct sunlight and sleep. For each Hit
Point to be healed, you must be directly in the
sun for an hour (moving or stationary) or use the
sleeping rules.

If you are human, choose one of the below Traits.
❐❐ Alchemist: Provided the right reagents and
recipes, you can mix potions, elixirs, and poisons. You
gain Advantage when identifying unknown liquids.
❐❐ Archdruid: You gain another Animal
Companion. Choose it from the list to the right.
❐❐ Charismatic: You gain Advantage when
attempting to convince someone of something or
otherwise influence them.
❐❐ Defender: When an adjacent ally is hit,
before Evade Tests are made, you may choose to
have that attack hit you instead.
❐❐ Eidetic Memory: When Testing to recall
information, you succeed on a roll of 4, 5, or 6.
❐❐ Familiar: Another spirit has linked itself
to yours, accepting you as its friend and master.
❐❐ Healer: As an Action, you can Test to heal a
creature other than yourself. If successful, the target
heals 2 Hit Points, or is cured of poison, disease, and
other non-magical physical ailments.
❐❐ Insightful: You gain Advantage when
Testing to discern whether or not someone is
telling the truth or lying.
❐❐ Perceptive: You gain Advantage when Testing
to gain information about your surroundings or find
hidden things.
❐❐ Spell Reader: You can read power-laced
words from magic scrolls and cast their magic.
❐❐ Survivalist: You gain Advantage when
Testing to forage for food, find water, seek shelter,
or create shelter in the wild.
❐❐ Tracker: You gain Advantage when
Testing to track a person, creature, or animal in
the wilderness. While outside, you can also locate
true north without Testing.
You can spend 10 Experience to choose another Trait.

Animal Companion:

Choose one of the below.
❐❐ Small Animal (Species: _____________)
Name: ___________________________________
HPs: 4
Traits:
• Evasive: When attacked, roll a d6; on a success,
the attack misses.
• Sneaky: You gain Advantage when Testing to
hide or sneak around without others noticing.
• Choose two more:
❐❐ Tracker: You gain Advantage when
Testing to track someone in the wilderness.
❐❐ Fleet: You gain Advantage on
Tests when chasing or running.
❐❐ Charismatic: You gain Advantage
when attempting to convince someone of
something or otherwise influence them.
❐❐ Fly: This creature can fly up to 60
feet an action.
❐❐ Medium Animal (Species: ____________)
Name: ___________________________________
HPs: 6
Traits:
• Maul: As one action, this creature can make three
attacks with Disadvantage.
• Choose two more:
❐❐ Tracker: You gain Advantage when
Testing to track someone in the wilderness.
❐❐ Fleet: You gain Advantage on
Tests when chasing or running.
❐❐ Defender: When an adjacent ally
is hit, before Evade Tests are made, you may
choose to have that attack hit you instead.
❐❐ Familiar: Another spirit has linked
itself to this creature, accepting it as its friend
and master .
© 2018 by Gallant Knight Games. This sheet may be photocopied for personal use.

