
Name:   
Player:   
Occupation:   

Class: Feral Urchin, Slinger 

Alignment:   
XP:   

Level: 

Lucky Roll: 

Luck Die:  

Sneak Die: 

Favored Weapons: 

Trained in boomerang, blowgun, chain, club, dagger, garroƩe, grenade, handaxe, javelin, 
shortbow, short sword, sling, slingshot, short bow, spear, shuriken, staff, and thrown or 
hurled weapons.. 
Sneak Die adds to move silent and hide aƩempts. 
Luck Die can be used for self or others. For others, one item they carry breaks or is lost. 
It can be a weapon, 1 step of armor, or other (~3 sp per Luck point) of your choosing.  

Crits on 18-20.  

 Mod Temp Mod 

STR     
AGI     
STA     
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INT     
LUC     

 

 

 

 

 

 

 

HD:   d6 

HP:     

Armor 
AC:     
Check Penalty:     
Armor Die:     
Fumble Die:     

Pieces [i] f a 
        
        
        
        
        
        
        
        
        
        

Base AC:  
Max Fumble Die: d8 
Special:   

Combat 

Speed:  Crit Die: 
Action Dice:  Crit Table:   II 
Init:  Attack Bonus: 

Saves 
Reflex:  
FoRTitude:  
Will:  

Special Abilities: 

Equipment: Treasure  
& Wealth: 

AC is usually 10 + Ref save + shields. 
[Impervious] armor does not degrade.  
f: Feeble pieces degrade on a 1-2.  
a: AblaƟves can be discarded to nullify a 
1 on an armor die. Every two ablaƟves 
increase Fumble die +1d.   


