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Stealth (Qu)

Streetwise (In)
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Persuasion (Ch)

Perception (In)
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Race:  
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Background: 

Traits:
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Hair:    Skin:

Height:   Weight:

Description:



Equipment
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Gold Coin:

Silver Coin:

Copper Coin:

Other Coins/ Gems/ Currency

Coin

Carrying Capacity
Light Enc   (Fortitude Defense or less)  +0 Bulk
Moderate    (x1.5 Fortitude)  +1 Bulk
Heavy         (x2 Fortitude)  +2 Bulk
Overloaded (x3 Fortitude)  +4 Bulk Magic Items

Item enc.

Character Flaw
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Weapon Tricks &

Martial Techniques

Spells Known

Racial Abilities

Known Languages
Ver 1.9
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Total

Bulk

Notes


	F_Charater Sheet 2.0
	B_Charater Sheet 2.0

	Name:                                      (Caster-requires book to play)
	Region: Naeraanth
	Height: 
	Weight: 
	Character Flaw: Cursed (1 less Fate point / Tier and can't use a Fate point to reduce damage)
	Talents 2: Tomb Raider (No penalty for looking for Traps)
	Talents 3: Gifted (p 99)
	Talents 4: Prestidigitation (p 103)
	Talents 5: Armor Proficiency (Light, Milandir)  Studded Leather
	Talents 6: Weapon Proficiency: Dagger, Club, Short Sword, Side Sword
	Talents 7: Night Owl (only require 4 hours rest)
	Talents 8: Information Network (+1 Streetwise in Naeraanth or Censure)
	Talents 9: Shady (+1 to Larceny (Quickness) action skill rolls)
	Talents 10: Stealthy (+1 to Stealth (Quickness) action skill rolls)
	Talents 11: Die Hard: 1 / Scene may do a SP: 2 Ra: Personal restore d8 stamina
	Talents 12: 
	Martial Techniques 2: 
	Martial Techniques 3: 
	Martial Techniques 4: 
	Martial Techniques 5: 
	Martial Techniques 6: 
	Coin: 49
	Silver Coin: 5
	Spells Known 2: Universal
	Spells Known 3: Discern Residue (p. 173)
	Spells Known 4: Manipulate Object (p. 181)
	Spells Known 5: Minor Tricks (p. 182)
	Spells Known 6: Unravel the Thread (p. 188)
	Spells Known 7: Witch Light (p. 191)
	Spells Known 8: 
	Spells Known 9: Eldritch (Elemental, Battle, Creation, Illusion)
	Spells Known 10: Arcane Shield (p.165)
	Spells Known 11: Illusion: Confound (p. 172)
	Spells Known 12: Illusion: Dome of Shadow (p. 174)
	Other Coins Gems Currency 1: 
	Other Coins Gems Currency 2: 
	Other Coins Gems Currency 3: 
	Other Coins Gems Currency 4: 
	Other Coins Gems Currency 5: 
	Item 1: 
	Item 2: 
	Item 3: 
	Item 4: 
	Item 5: 
	Item 6: 
	Item 7: 
	Item 8: 
	Item 9: 
	Item 10: 
	Racial Abilities 2: +1 to Resolve
	Racial Abilities 3: Skill: Stealth
	Racial Abilities 4: Wound +1
	Racial Abilities 5: Stamina: -5
	Racial Abilities 6: 
	Racial Abilities 7: 
	Notes 1: This is a classic style rogue able to sneak around, disarm traps, serve as a scout, pick locks, etc.  For Traits the character
	Notes 2: already qualifies for Scoundrel.  If you make Persuasion a Primary skill you qualify for Spy.  If you make Athletics a 
	Notes 3: Primary skill, you qualify for Cat Burglar.
	Notes 4: 
	Notes 5: In case you're unfamiliar with the setting or Gnomes, they are considered cursed and are treated very badly.  Expect
	Notes 6: this to be the norm for play.  With very little effort, this concept can be converted to a Human for example.  Remove a 
	Notes 7: Wound, add 5 stamina and then add +1 to a Defense and you're good to go.
	Notes 8: 
	Notes 9: 
	Notes 10: 
	Notes 11: 
	Notes 12: 
	Notes 13: 
	Notes 14: 
	Notes 15: 
	Notes 16: 
	Notes 17: 
	Notes 18: 
	Description 1: 
	Description 2: 
	Description 3: 
	Known Languages 3: 
	Known Languages 4: 
	Known Languages 5: 
	Talents 13: 
	Martial Techniques 7: 
	Martial Techniques 8: 
	Martial Techniques 9: 
	Martial Techniques 10: 
	Martial Techniques 11: 
	Martial Techniques 13: 
	Martial Techniques 14: 
	Known Languages 2: Low Coryani, Milandisian, Altherian, Yhing hir, Elorii
	Spells Known 13: illusion: Enemy of my Enemy (p. 176)
	Spells Known 14: Creation: Call to Arms (p. 170)
	Spells Known 15: Battle: Quicken Step (p. 183)
	Spells Known 16: 
	Spells Known 17: 
	Spells Known 18: 
	Copper Coin: 6
	Max Worn Iems: 5
	Notes 19: 
	Might Score: 4
	Prowess Score: 4
	Quickness Score: 6
	Vigor Score: 4
	Charisma Score: 5
	Insight Score: 5
	Logic Score: 8
	Resolve Score: 7
	Prowess Die: 8
	Vigor Die: 8
	Quickness Die: 8
	Charisma Die: 8
	Insight Die: 8
	Might Die: 8
	Logic Die: 10
	Resolve Die: 10
	Current Pace: 20'
	Base Pace: 30'
	Initiative Dice Pool: 3d10
	Current Fate: 3
	Base Fate: 4
	Base_Lift: 180
	Base_Pull_Drag: 240
	Base_Push: 120
	Base Avoidance: 19
	Final Avoidance: 17
	Total_Bulk: 2
	Fortitude_Defence: 16
	Def_Mod_1: +1 to Larceny (Quickness) and 
	Def_Mod_2: Stealth (Quickness) action skill rolls
	Discipline_Defence: 20
	Def_Mod_3: 
	Def_Mod_4: 
	Armor Type: Studded Leather
	AR: 2
	Armor_Bulk: 1
	Armor_Enc: 3
	Total Stamina: 50
	Total AR: 2
	Shield: 
	SP: 
	Shield_Enc: 
	Total Wounds: 2
	SB: 0
	Armor_Other Bonus: 
	Weapon: Short Sword
	Speed: 4
	Range: 
	Type: S
	Enc: 
	Weapon_2: Dagger
	Speed_2: 3
	Range_2: 10'
	Type_2: P
	Enc_2: 1
	Weapon_3: 
	Speed_3: 
	Range_3: 
	Type_3: 
	Enc_3: 
	Weapon_4: 
	Speed_4: 
	Range_4: 
	Type_4: 
	Enc_4: 
	P_E_11: 
	Unarmed_Total: 
	Balanced_PassVal: 15
	Unarmed_PassVal: 14
	P_E_12: E
	Balanced_Total: 1
	P_E_13: 
	Unbalanced_Total: 
	Unbalanced_PassVal: 14
	P_E_14: 
	Polearms_Total: 
	Polearms_PassVal: 14
	P_E_17: 
	Marksman_Total: 
	Marksman_PassVal: 14
	P_E_18: 
	Archery_Total: 
	Archery_PassVal: 14
	P_E_19: 
	Thrown_Total: 
	Thrown_PassVal: 14
	P_E_1: P
	Appraise_Total: 2
	Appraise_PassVal: 18
	P_E_2: E
	Athletics_Total: 1
	P_E_3: 
	Beast_Total: 
	P_E_4: P
	Deceit_Total: 2
	P_E_5: 
	P_E_6: 
	Etiquette_Total: 
	P_E_7: 
	Heal_Total: 
	P_E_8: 
	Intimidate_Total: 
	Beast_PassVal: 15
	Deceit_PassVal: 17
	Athletics_PassVal: 15
	Etiquette_PassVal: 16
	Heal_PassVal: 16
	Intimidate_PassVal: 15
	P_E_15: P
	Perception_Total: 2
	Perception_Adj2: 
	Perception_Ranks: 2
	Perception_Adj1: 
	Perception_PassVal: 17
	P_E_16: E
	Persuasion_Total: 1
	Persuasion_PassVal: 16
	P_E_28: P
	Know1_Spec: Engineering & Architecture
	Know1_Total: 1
	Know1_Ranks: 1
	Know1_Adj1: 
	Know1_Adj2: 
	Know1_PassVal: 17
	Ride_Total: 
	P_E_20: 
	Ride_PassVal: 15
	P_E_21: P
	P_E_22: P
	Street_Total: 2
	Street_PassVal: 17
	P_E_23: 
	Wild_Total: 
	Wild_PassVal: 16
	P_E_30: P
	P_E_31: 
	Linguistics_Total: 
	Linguistics_Ranks: 
	Linguistics_Adj1: 
	Linguistics_Adj2: 
	Linguistics_PassVal: 
	P_E_32: 
	P_E_33: 
	Sea_Total: 
	Sea_Ranks: 
	Sea_Adj1: 
	Sea_Adj2: 
	Sea_PassVal: 
	P_E_34: 
	Track_Total: 
	Track_Ranks: 
	Track_Adj1: 
	Track_Adj2: 
	Track_PassVal: 
	Acro_Total: 
	Acro_Ranks: 1
	Acro_Adj1: 
	Acro_Adj2: 
	P_E_24: E
	Acro_PassVal: 16
	P_E_25: P
	Arcan_Att_1: Lo
	P_E_26: 
	Arcan_Att_2: 
	P_E_27: 
	Artisan_Spec: 
	Artisan_Total: 
	Artisan_Ranks: 
	Artisan_Adj1: 
	Artisan_Adj2: 
	Artisan_PassVal: 
	P_E_29: 
	Know2_Spec: 
	Know2_Total: 
	Know2_Ranks: 
	Know2_Adj1: 
	Know2_Adj2: 
	Know2_PassVal: 
	Enc_Thresh: 16
	Enc_Total: 23.5
	Enc_Bulk: 1
	Hair: 
	Sex: 
	Skin: 
	Eyes: 
	Traits: 
	Background: Former Street Urchin
	Archetype: Arcane
	Church: Milandric Church
	TierRank: 1/0
	Deity: Cadic
	Nation: Milandir
	Race: Gnome
	Might Passive Value: 2
	Prowess Passive Value: 2
	Quickness Passive Value: 3
	Vigor Passive Value: 2
	Charisma Passive Value: 3
	Insight Passive Value: 3
	Logic  Passive Value: 4
	Resolve Passive Value: 3
	Stealth_PassVal: 18
	Stealth_Total: 3
	Perform Spec: 
	Perform_PassVal: 
	Perform_Adj2: 
	Perform_Adj1: 
	Perform_Ranks: 
	Perform_Total: 
	Arcanum2_PassVal: 
	Arcanum2_Adj2: 
	Arcanum2_Adj1: 
	Arcanum2_Ranks: 
	Arcanum2_Total: 
	Arcanum_Spec2: 
	Arcanum1_PassVal: 17
	Arcanum1_Adj2: 
	Arcanum1_Adj1: 
	Arcanum1_Ranks: 2
	Arcanum1_Total: 2
	Arcanum_Spec1: Sorcery
	Persuasion_Ranks: 1
	Persuasion_Adj1: 
	Persuasion_Adj2: 
	Ride_Ranks: 
	Ride_Adj2: 
	Ride_Adj1: 
	Wild_Adj2: 
	Wild_Adj1: 
	Wild_Ranks: 
	Street_Adj2: 
	Street_Ranks: 2
	Street_Adj1: 
	Stealth_Ranks: 3
	Stealth_Adj1: 
	Stealth_Adj2: 
	Unarmed_Ranks: 
	Unarmed_Adj1: 
	Unarmed_Adj2: 
	Balanced_Ranks: 1
	Balanced_Adj1: 
	Balanced_Adj2: 
	Unbalanced_Ranks: 
	Unbalanced_Adj1: 
	Unbalanced_Adj2: 
	Polearms_Ranks: 
	Polearms_Adj1: 
	Polearms_Adj2: 
	Archery_Ranks: 
	Thrown_Ranks: 
	Appraise_Ranks: 2
	Athletics_Ranks: 1
	Beast_Ranks: 
	Deceit_Ranks: 2
	Empathy_Ranks: 
	Empathy_Total: 
	Etiquette_Ranks: 
	Heal_Ranks: 
	Intimidate_Ranks: 
	Larceny_Total: 3
	Larceny_Ranks: 3
	Larceny_Adj1: 
	Larceny_Adj2: 
	Larceny_PassVal: 18
	Intimidate_Adj1: 
	Heal_Adj1: 
	Etiquette_Adj1: 
	Empathy_Adj1: 
	Deceit_Adj1: 
	Beast_Adj1: 
	Athletics_Adj1: 
	Appraise_Adj1: 
	Thrown_Adj1: 
	Archery_Adj1: 
	Marksman_Ranks: 
	Marksman_Adj1: 
	Marksman_Adj2: 
	Archery_Adj2: 
	Thrown_Adj2: 
	Appraise_Adj2: 
	Athletics_Adj2: 
	Beast_Adj2: 
	Deceit_Adj2: 
	Empathy_Adj2: 
	Empathy_PassVal: 15
	Etiquette_Adj2: 
	Heal_Adj2: 
	Intimidate_Adj2: 
	Attack: D8
	Attack_Att_Die: +1
	Wep_Die: D6
	Dam_Att_Die: (D8)
	Weapon Qualites  Tricks Known  Special Qualities: Quick
	Attack_2: D8
	Attack_Att_Die_2: +1
	Wep_Die_2: D4
	Dam_Att_Die_2: (D8)
	Weapon Qualites  Tricks Known  Special Qualities_2: Quick, Versatile (Slashing), Thrown (10')
	Attack_3: 
	Attack_Att_Die_3: 
	Wep_Die_3: 
	Dam_Att_Die_3: 
	Attack_4: 
	Attack_Att_Die_4: 
	Wep_Die_4: 
	Dam_Att_Die_4: 
	Weapon Qualites  Tricks Known  Special Qualities_3: 
	Weapon Qualites  Tricks Known  Special Qualities_4: 
	gear Row1: Backpack   2 lbs
	gear encRow2: 3
	gear encRow3: 2
	gear encRow4: 1
	gear encRow5: 1
	gear encRow6: 3
	gear encRow7: 
	gear encRow8: 0.5
	gear encRow9: 1
	gear encRow10: 0.5
	gear encRow11: 0.5
	gear encRow12: 
	gear encRow13: 0.5
	gear encRow14: 2
	gear encRow15: 
	gear encRow16: 
	gear encRow17: 1
	gear encRow18: 0
	gear encRow19: 1
	gear encRow20: 0
	gear encRow21: 0
	gear encRow1: 2
	gear encRow2_1: 0.5
	gear Row2_1: Belt Pouch
	gear Row2_2: 2 Pints of Oil   1 lb
	gear Row2_3: 
	gear Row2_4: 
	gear Row2_5: 
	gear Row2_6: 
	gear Row2_7: 
	gear Row2_8: 
	gear Row2_9: 
	gear Row2_10: 
	gear Row2_11: 
	gear Row2-12: 
	gear Row2_13: 
	gear encRow2_2: 2
	gear encRow2_3: 
	gear encRow2_4: 
	gear encRow2_5: 
	gear encRow2_6: 
	gear encRow2_7: 
	gear encRow2_8: 
	gear encRow2_9: 
	gear encRow2_10: 
	gear encRow2_11: 
	gear Row2_21: 
	gear Row2_20: 
	gear Row2_19: 
	gear Row2_18: 
	gear Row2_17: 
	gear Row2_16: 
	gear Row2_14: 
	gear Row2_15: 
	gear Row2: Bedroll   2 lbs
	gear Row3: Collapsible Grappling Hook
	gear Row4: Mess / Cooking Kit   2 lbs
	gear Row5: Locksmith's Tools   10 lbs
	gear Row6: Rope, Silk   2 lbs
	gear Row7: 
	gear Row8: Belt Pouch
	gear Row9: Mirror, Small   0.5 lbs
	gear Row10: Tinderbox   0.5 lbs
	gear Row11: Chalk   0 lbs
	gear Row12: 
	gear Row13: Belt Pouch
	gear Row14: Lamp   2 lbs
	gear Row15: 
	gear Row16: Worn
	gear Row17: Waterskin   2.5 lbs
	gear Row18: Garb - Common   2 lbs
	gear Row19: Cloak   3 lbs
	gear Row20: Scabbard  0 lbs
	gear Row21: Sheath  0 lbs
	Reset: 
	Armor_Other Bonus2: 
	Know3_Spec: 
	P_E_300: 
	Know3_Total: 
	Know3_Ranks: 
	Know3_Adj1: 
	Know3_Adj2: 
	Know3_PassVal: 
	gear encRow2_12: 
	gear encRow2_13: 
	gear encRow2_14: 
	gear encRow2_15: 
	gear encRow2_16: 
	gear encRow2_17: 
	gear encRow2_18: 
	gear encRow2_19: 
	gear encRow2_20: 
	gear encRow2_21: 
	Item2_Enc: 
	Item3_Enc: 
	Item4_Enc: 
	Item5_Enc: 
	Item6_Enc: 
	Item7_Enc: 
	Item8_Enc: 
	Item1_Enc: 
	Item9_Enc: 
	Item10_Enc: 


