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Once per Page: Uf you roll a 1 0on a
@ dzo, reroll and take the new result.
Once per Page when encountering a ix
f\ non-enemy character: (zain d4 in gold.
m Ona vesuz of 4: Jose 1 (irtue ﬂ?gin:t;g
E’\_\ Add 2 to all rolls to pick a lock.
Once per Page: Hake half of the
‘3 dama ecrfrom a singfle source;
q. rounded up. £

G@LD: ~ CIf you take damage from an enemy,
< Y = \Z add -2 to your next attack rofl.
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Once per Page: Uf you roll a 1 0on a
@ dzo, reroll and take the new result.
Once per Page when encountering a ix
f\— non-enemy character: (5ain d4 in gold.
m On a result of 4: Jose 1 irtue ﬂ?gin:t;g
@ Add 2 to all rolls to pick a lock.
=)
dd -2 to all rolls to persuade
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GOLD: &)nce per Page: Hake half of the
oxe O > @ ama lerom a single source;
EQUIPMENT § LOOT: ”]?“" £ :p;[ ; o
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o > = you take damage from an enemy,
i @ add -2 to your next attack rofl,
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= Once per Page: Add d6 to
j) your {)amage roll.
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Once per Page: Uf you roll a 1 0on a
@ dzo, reroll and take the new result.
Once per Page when encountering a ix
f\ non-enemy character: (5ain d4 in gold.
m On a result of 4: Jose 1 irtue ﬂ?gin:t;g
@ Add 2 to all rolls to pick a lock.
3
dd -2 to all rolls to persuade
@reeosv:  Yondconvince.
)
dd -2 to all rolls to sneak and
7~ A
’7'\ remain hidden.
)
oo <O > ﬁ_ Add 2 to all rc_)[[s to avoid
m traps and surprise hazards.
(nce per Page: G)ake half of the
@ dama edfrom a single source;
rounded up. x
~ ‘]fyou take Lfamuﬂe fmm an enemy,
@‘V add -2 to your next attack roll,
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, = Once per Page: Add d6 to
I s O vour Dramage vt
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ABILITIES
Once per Page: Uf you roll a 1 0on a
@ dzo, reroll and take the new result.
Once per Page when encountering a ix
f\ non-enemy character: (5ain d4 in gold.
m On a result of 4: Jose 1 irtue @gin:t;g

f\— dd 2 to all rolls to pick a [ock.
wesron: (2 2010) @eccmm ) pckatok.
q{qur \Q/ Add 2 to all rolls to persuade
i 9. g X8
GoLp: < Add =2 to all rolls to sneak and
i k7 P ’7'\ remain hidden.
EQUIPMENT & LOOT: ST e i
(&= O =) +2 to all rolls to avoi
@ traps and surprise hazards.
Add 2 to all rolls to overcome
@ physical and athletic hurdles.
-
Once per Page: Hake half of the
@ dama, g dfroilz1 g single sour'ge,f
rounded up. o
=~ C[f you take damage from an enemy,
1l G:f add 2 to your next attack roll,
=
= Once per Page: Add db6 to
Qs O your Damage .
(nce per Page: Add your
&, (Dexterity Modifier to a single
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Once per Page: Uf you roll a 1 0on a
@ dzo, reroll and take the new result.
Once per Page when encountering a ix

f\ non-enemy character: (5ain d4 in gold.
P PICKEEK é\ On a result of 4: Jose 1 irtue @gin:t;g

@) LoCKSMITH Add 2 to all rolls to pick a lock.
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q{qpiei’ Add =2 to all rolls to persuade
3\ 3
. o @QEEsoasve oo covinee
GoLD: < Add =2 to all rolls to sneak and
S e | Y
EQUIPMENT & LOOT: remain hidden.
b4 )
o< <O = || &5 = Add =2 to all rolls to avoid
/‘5 traps and surprise hazards,
p 1P
)
Add 2 to all rolls to overcome
@ physical and athletic hurdles.
-
Once per Page: Hake half of the
@ dama, g dfroilz1 g single sour'ge,f
rounded up. o
= C[f you take damage from an enemy,
| GI.‘ add 2 to your next attack roll,
)
= Once per Page: Add db6 to
our {)amage roll.
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Owice per Page: Reduce your 5
H G ttack rolls by 2 to gain a -+1 to
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Once per Page: Uf you roll a 1 0on a
@ dzo, reroll and take the new result.
Once per Page when encountering a ix

f\ non-enemy character: (5ain d4 in gold.
P PICKEEK é\ On a result of 4: Jose 1 irtue @gin:t;g

wesron: (2 3010) @osmm Pt rsiodimsopicato.
%pler \Q/ Add -2 to all rolls to persuade
. o @Uesvisve  )ngcominee
-t \- 4 )
GoLD: Add =2 to all rolls to sneak and
e i @ remain hidden
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EQUIPMENT & LOOT: =
Add =2 to all rolls to avoid
traps and surprise hazards.
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Add 2 to all rolls to overcome
physical and athletic hurdles.

Once per Page: Hake half of the
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&) DoDGE dama dfrom a single source;
rounded up. o
= Uf you take damage from an enemy,
| @) PARRY add +2 to your next attack roll,
=93)
= Once per Page: Add db6 to
Q your (Namage rofl.
(nce per Page: Add your
& (PDexterity Modifier to a single
Qricv Feorwork (D J) Renterty e "
Owice per Page: Reduce your
H G Attack rolls by 2 to gain a +1to
4 (@) EN GarpE < Defense. byztog o8

Once per Page: Make an exira
Attack and (Hamage roll.
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