Bard

Squire

Apprehension
Charm
Conscientiousness
Education

Logic

Willpower

Attractiveness

Deftness

Endurance

Quickness

Resistance

Strength

Acrobatics (Deftness)
Communication (Education)
Driving (Deftness)

First Aid (Conscientiousness)

Hand to Hand Combat
(Strength)

History (Education)
Mechanics (Logic)
Nature (Education)
Performance (Charm)
Shooting (Deftness)
Spell Casting (willpower)

Throwing (Strength)

Minimum Roll 4+
Bonus Dice 0
Destiny Dice 0
Rerolls 0
Ingots 0
Ounces 0
Gulden 695
Deut 0
:
' Actions 3
Evasion -4
Minimum Roll 4
Concealment 8
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Courage (willpower)
Deception (Charm)
Empathy (Charm)
Intimidation (Apprehension)
Investigation (Apprehension)
Magic Knowledge (Charm)
Orientation (Apprehension)
Perception (Apprehension)
Persuasion (willpower)
Politics (Charm)

Religion (Conscientiousness)

Stealth (Conscientiousness)

Performance 249

Communication

1+1 First Aid

Mechanics 2+1




& Weaponless

o W Battle Axe

@ Bandages
@ Bagpipes

@ Lesser Potion
of Healing

@ Flute of
Enlightenment

Evade

= Masterly
Presence

= Critical Hits

= Attack of
Opportunity

= Shield
Training

= Shield
Mastery

= Ignore pain

=] Particular
vi@ilance

-

Weaponless Attack 10 B -

Hand to Hand 15 8 Damage Potential 6 -

Piercing 1
First Aid 6 &8 2
Performance 9 B8 2
2
Performance 9 B8 1

48

The character's minimum roll is reduced by 1.

The minimum roll to achieve for critical hits is reduced by one. This applies only to
critical hits, but not to megacrits.

The character can make one attack against an opponent once per combat round
as a reaction to the opponent leaving the area of effect (range) of his melee
weapon by moving. No action is used.

The character learned how to wield a shield effectively in combat.

This allows the character to parry attacks with a shield in accordance with the
"Parry melee attacks" rule. For this purpose, either Strength or Deftness is used as
a skill value.

The character is a master of shield use. The shield can be prepared for a shield
block in one action instead of two. The shield block can also be performed as a
reaction.

Once per combat you can roll for resistance. If successful, the damage of an attack
source is completely prevented in this action. This roll does not require an action.

At the beginning of a fight, the character receives one action, which, however, can
only be used to react. Once the character's turn begins in the first round of
combat, his actions override this additional action.

U4 d Tt U d d U VW C VWAIR

this action is raised by 1.




“Run You can't perform an action while running. \

Crawl Crawling is only possible while hunkered.
Hunker Applies the "Hunkered" status effect. Hunkered characters have a 6+ COW
+1 minimum roll for physis, attacks and skills.

Aim Reduces the minimum roll for critical hits by 1 per action. This is not possible when
using burst mode. The aim bonus is lost when the character is hit.




Battle Axe

W Damage Potential: 6 (Add 6 dice to the hit roll)
BRgercing: 1 (The target's protection is reduced by 1 before

the wounds are determined.)

1 Concealment: 8 (Describes how easy the weapon is to

conceal)

Range: 2 (The weapon can be used at a range of 2 meters)

Enchantment
The weapon is enhanced by 2

Damage Potential 2

Ulrich's plate ar

Protection: NN N N N
Encumbrance: 4
Concealment: 8

Chainmail Coif

Protection: N H
Encumbrance: 1
Concealment: 3

Hand to Hand - 2m

Iron Sabatons

Protection: N N
Encumbrance: 1
Concealment: 2

Iron-Plated Tassets

Protection: N
Encumbrance: 1
Concealment: 2

Iron Spaulders

Protection: N N
Encumbrance: 1
Concealment: 3

Lederhandschuhe

Protection: N
Encumbrance: 1
Concealment: 0

No description yet.

Height: 135
Weight: 120
he/him

No languages.




O contacts.




Pipe
Tobacco

Bandages

Small Pan

Torch

Flute of Enlightenment
Bagpipes

Lesser Potion of Healing

Karte von Barovia
Parchment

Schriftrolle der Massenheilung




Stress: 0/ 6

2 No quirks.

Attitude: 50




raxut

ight vision: Fraxut have innate night vision. For all perception
hecks in darkness, Fraxut get 2 additional dice.

%k Conscientiousness +2

Bard

Xk Attractiveness +2
%k Charm +2

S Performance +3

B History +2

B Reading/Writing +1

Squire

Xk Resistance +1

%k Endurance +1

8 Hand to Hand Combat +1

Music

%k Deftness +1
B Performance +1
B Music +2

Handcraft
%k Deftness +2

Strength training
%k Strength +1

Art
B Performance +2

Stalwart
3% Max health +2

Smoker

%k Endurance -2
Xk Attractiveness -1

' Masterful Fighter
38 Actions +1

Shield Training

The character learned how to wield a shield effectively in
combat.

This allows the character to parry attacks with a shield in
accordance with the "Parry melee attacks" rule. For this purpose,
either Strength or Deftness is used as a skill value.

Agile
%k Quickness +1

Shield Mastery

he character is a master of shield use. The shield can be
prepared for a shield block in one action instead of two. The
shield block can also be performed as a reaction.

arhorse

Hand to Hand Combat +1
Shooting +1

e




& character has the ability to profit from special rolls.
erytime the player rolle one of the following dice patterns
while not in combat) the stated effect applies.

* Three of a kind - The character gains one bonus die

* Small Straight - The character gains one boost
immediately

* Full House - The character gains one destiny die

* Large Straight - The character rediscovers an item in
his backpack (the player chooses an item and adds it to
his backpack)

* Four of a kind - The character gains +1 actions in
every round of the next combat

* Five of a kind - The characters group gains one
additional turn prior to the enemies in the next combat

In each case, the highest pattern to be achieved counts for a roll.
S0 5, 4, 3, 3, 2, 1is a large straight, but not three of a kind.

Medicine

33 First Aid +1
& Medical science +2




%k Deftness +2
%k Endurance +2

lgnore pain

e per combat you can roll for resistance. If successful, the
, amage of an attack source is completely prevented in this
Yaction. This roll does not require an action.

Particular vigilance

At the beginning of a fight, the character receives one action,
which, however, can only be used to react. Once the character's
turn begins in the first round of combat, his actions override this
additional action.

Strongman

%k Strength +2
B Intimidation +1

Trained sword arm

%k Strength +2
< Hand to Hand Combat +1

Runner

% Quickness +1
%k Endurance +1

Strong immune system
%k Resistance +3

Masterly Presence
The character's minimum roll is reduced by 1.
38 Minimum roll -1

First Aid
B First Aid +2

Critical Hits

The minimum roll to achieve for critical hits is reduced by one.
This applies only to critical hits, but not to megacrits.

Attack of Opportunity

The character can make one attack against an opponent once
per combat round as a reaction to the opponent leaving the area
of effect (range) of his melee weapon by moving. No action is
used.

e
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