
 Deception   Contacting   Nobility  
         

Name Surname Title 

First Name Last Name Title 

Once per session, give a short 
speech about the origin of your 
name and why that matters now 
to get a +2 to any roll. 

Once per session, give a short 
speech about your family history 
and why that matters now to get a 
+2 to any roll. 

Once per session, give a short 
speech about your title’s meaning 
and why that matters now to get a 
+2 to any roll. 

         
Reflex  +4 Fortitude  +4 Will  +4 
         
         
         
         
 +4   +4   +4  
 Profession   Education   Pursuit  
         

Profession Education Pursuit 

Job Major Sport 

Work your job to gain 3 gp per 
character card per week you take 
off from adventuring (and aren’t 
healing). 

Once per session, invent a weak-
ness for a newly encountered 
monster type (If GM decides it’s 
not true, use isn’t expended). 

Once per encounter, gain a +1 
bonus to an attack roll if you can 
describe a stunt with your Pursuit 
that fits the situation. 

         
Haggling  +4 Research  +4 Endurance  +4 
         
         
         
         
 +4   +4   +4  
 Alertness   Diplomacy   History  
         

Flaw Boon History 

Limit Merit Origin 

You can let your flaw cause you a 
-3 to a roll. If you fail, you can 
use a free reroll later in the 
session (one saved at a time). 

Once per encounter, gain a free 
reroll when your boon applies to 
the current situation in a 
beneficial manner. 

Gain +1 on all rolls whenever 
dealing with story elements 
directly related to your past or 
family members. 

         
Hide  +5 Intuition  +3 Rapport  +6 
         
         
         
         
 +3   +5   +2  



 Tactics   Bluff   Appraise  
         

Future Secret Heirloom 

Goal Secret Item 

Once per session, declare that 
something is important to your 
goal and gain +1 on all rolls until 
the end of the encounter. 

+1 all rolls against opponents that 
don’t know your secret if it would 
help; +1 attack if they do know 
your secret. 

You can use your heirloom as an 
extra piece of gear. You can 
replace your item with similar 
found gear (it upgraded). 

         
Observation  +2 Shadow  +7 Object Lore  +1 
         
         
         
         
 +6   +1   +7  
 Culture Lore   Region Lore   Craft  
         

Human Elf Dwarf 

Culture Region Craft 

Once per session, rearrange any 
or all of your cards. This can be 
combined with another race (you 
are half-blooded). 

Magic that affects your mind is at 
+3 difficulty. You can buy magic 
attacks without the Wizard or 
Sorcerer class. 

All magic and poison attacks are 
at +2 difficulty to affect you. You 
can buy Fighter attacks without 
the class. 

         
Diplomacy  +4 Awareness  +2 Stone Lore  +3 
         
         
         
         
 +4   +6   +5  
 Family Trade   Passion Lore   Tribe Lore  
         

Halfling Gnome Orc 

Inheritance Passion Tribe 

You’re immune to fear. Once per 
session, you can reroll any roll. 
You can buy Rogue attacks 
without the class. 

Once per session, you can 
communicate with an animal for 
five minutes. You can create very 
minor illusions at will. 

Once per session, if you run out 
of defense cards while some are 
tapped, untap all of your defense 
cards. 

         
Husbandry  +5 Wittiness  +6 Darkvision  +2 
         
         
         
         
 +3   +2   +6  



 Athletics   Religion   Arcana  
         

Fighter Cleric Wizard 

Company Deity School 

You can carry an additional piece 
of gear as long as it’s a weapon or 
armor. Once per session, untap 
any defense card. 

Once per encounter, a nearby ally 
can tap a defense card instead of 
discarding it. Deal double 
damage to undead. 

Once per session, trade any or all 
of your magic attack cards for 
different magic attacks with the 
same cost. 

         
Strategy  +4 Empathy  +4 Spellcraft  +4 
         
         
         
         
 +4   +4   +4  
 Sneak   Naturalist   Leadership  
         

Rogue Ranger Paladin 

Guild Companion Order 

Tap instead of discarding defense 
cards lost to traps. Add +2 to 
attacks against enemies that are 
unaware of you. 

Your companion’s attack bonus 
is equal to your total attack cards. 
Tap a defense card to absorb an 
equal hit to the companion. 

Immune to disease and fear. 
Gain +2 on all attacks vs. undead, 
evil outsiders, and anything else 
GM deems major evil. 

         
Finesse  +4 Healer  +3 Perseverance  +6 
         
         
         
         
 +4   +5   +2  
 Survival   Balance   Perform  
         

Barbarian Monk Bard 

Tribe Monastery Method 

Rage at will: gain +2 to all attacks 
until you miss (and then -2 to all 
attacks until you hit or rest); must 
roll aggressive die. 

If you carry less gear than your 
max, the difference is divided by 
2 (round down) and added to 
your attack and hit difficulty. 

You can forego your own action 
to add +2 to a nearby ally’s next 
roll. You can learn magic and 
fighter attacks. 

         
Stubbornness  +2 Meditate  +7 Linguist  +5 
         
         
         
         
 +6   +1   +3  



 Beguile   Woodslore   Culture Lore  
         

Sorcerer Druid Human 

Bloodline Form Culture 

You can tap one defense card per 
attack to add that card’s level to 
your attack roll. Creatures of your 
bloodline may help you. 

You can turn into your form; 
gain +2 in combat or advanced 
mobility. You don’t leave a trail 
in the wilderness. 

Once per session, rearrange any 
or all of your cards. This can be 
combined with another race (you 
are half-blooded). 

         
Skulk  +3 Perception  +1 Diplomacy  +4 
         
         
         
         
 +5   +7   +4  
 Deception   Contacting   Nobility  
         

Name Surname Title 

First Name Last Name Title 

Once per session, give a short 
speech about the origin of your 
name and why that matters now 
to get a +2 to any roll. 

Once per session, give a short 
speech about your family history 
and why that matters now to get a 
+2 to any roll. 

Once per session, give a short 
speech about your title’s meaning 
and why that matters now to get a 
+2 to any roll. 

         
Reflex  +4 Fortitude  +4 Will  +4 
         
         
         
         
 +4   +4   +4  
 Profession   Education   Pursuit  
         

Profession Education Pursuit 

Job Major Sport 

Work your job to gain 3 gp per 
character card per week you take 
off from adventuring (and aren’t 
healing). 

Once per session, invent a weak-
ness for a newly encountered 
monster type (If GM decides it’s 
not true, use isn’t expended). 

Once per encounter, gain a +1 
bonus to an attack roll if you can 
describe a stunt with your Pursuit 
that fits the situation. 

         
Haggling  +4 Research  +4 Endurance  +4 
         
         
         
         
 +4   +4   +4  




