
So you’re a... 

DWARF! 
Cool! Here are some of the things you can do: 
  

You gain 1d10 HP at every level! 
 

You can wield a battleaxe, club, dagger, handaxe, longsword, mace, short sword, 
spear, two-handed sword, warhammer, crossbow, javelin, shortbow and sling. 
 
You have a randomized attack & damage modifier. At level one it’s a d3, and 
adds to both your attack & damage rolls. This is also called your deed die. 
 
MIGHTY DEEDS OF ARMS! Want to pull off a stunt or special maneuver in 
combat? Declare it when you attack and if you roll a 3 or higher on your deed 
die you do it! 
 
You excel at fighting with a melee weapon and a shield. When you’re wielding a 

shield you get an extra shield bash attack! (atk: d14, dmg: d3) 
 

As a Dwarf you can also see in the dark (up to 60 feet), smell gold and gems 
(within 100 feet), and you get a bonus (your class level) to detect: traps, shifting 
walls and slanting passages when underground. 
 

Have you leveled? Flip this card over and level up! 
 
So you’re a... 

CLERIC! 
Righteous! Here are some of the things you can do: 
  

You gain 1d8 HP at every level! 
 

If you’re Chaotic you can wield a club, mace, sling, staff, or warhammer. If you’re 
neutral you can wield a dagger, mace, sling, or sword. If you’re Lawful you can 
wield a dagger, axe, bow, dart, or flail. You may also wear any armor. 
 

You have a God who grants you spells and powers! To cast a spell roll a d20 + 

Pers modifier + Class level. If you roll a natural 1 you fail and incur the 
disapproval of your god. Roll on the disapproval table, and increase your 
disapproval range by one.  
 
Turn Unholy! At any time you can roll a spell check to turn away creatures 
your god finds abominable. The “ungodliness” of the creature is determined by your 
alignment. 
 
You can Lay on Hands! You may heal the faithful, at any time, by making a spell 
check. This takes an action, and healing creatures with alignments similar to your 
own is easier. 
 
Divine Aid! You may beseech your deity for aid beyond what’s granted by spells. 
This aid can be anything you imagine, but will be very difficult and will add an 
automatic 10 to your disapproval rating. 
 

Have you leveled? Flip this card over and level up! 



 



So you’re a... 

THIEF! 
Nice! Here are some of the things you can do: 
  

You gain 1d6 HP at every level! 
 

You can wield a blackjack, blowgun, crossbow, dagger, dart, garrote, longsword, 
short sword, sling and staff. Be careful in what armor you wear, because it may 
affect the use of your skills. 
 
You know Thieves’ Cant, the secret language of thieves.  
 
As a thief you’re trained in a variety of skills, those skills are below, and your 
alignment determines your bonuses when rolling for your thief skills. 
 

Backstab      find and disable traps 
sneak silently     forge documents 
hide in shadows     disguise self 
pick pockets     read languages 
climb sheer surfaces    handle poison 
pick locks      read spells from scrolls 

  
Skills alone do not a thief make. All thieves also rely on their luck & wits. For 
each point of luck you spend, you roll your luck die and add the result to your 
roll. At level 1 your luck die is a d3. You also regenerate your level in luck each 
time you get a full rest. 
 

Have you leveled? Flip this card over and level up! 
 
So you’re a... 

WARRIOR! 
Rad! Here are some of the things you can do: 
  

You gain 1d12 HP at every level! 
 
You’re trained in the use of the battleaxe, club, crossbow, dagger, dart, handaxe, 
javelin, longbow, short sword, sling, spear, staff, two-handed sword and 
warhammer. You may also wear any armor. 
 
You have a randomized attack & damage modifier. At level one it’s a d3, and 
adds to both your attack & damage rolls. This is also called your deed die. 
 
MIGHTY DEEDS OF ARMS! Want to pull off a stunt or special maneuver in 
combat? Declare it when you attack and if you roll a 3 or higher on your deed 
die you do it! 
 
You’re a killing machine, so you’re able to add your level to your initiative rolls, 
you also score critical hits on a 19 – 20 (at first level), and you have a lucky 
weapon. Apply your luck modifier to one specific kind of weapon. 
 

Have you leveled? Flip this card over and level up! 
  



 

 

 

 

 



So you’re a... 

WIZARD! 
Spooky! Here are some of the things you can do: 
  

You gain 1d4 HP at every level! 
 
You can wield a dagger, longbow, Longsword, shortbow, short sword and staff. 
Wizards rarely wear armor as it hinders spellcasting. 
 
You can cast spells! Through study and diligence you have grappled with the 
arcane arts. To cast a spell make a spell check by rolling a d20 + Int mod + 
caster level. Your starting spells are determined randomly, but you can learn 
whatever spells you can find, provided you have the time and experience to do so. 
 
Meddling with magickal forces often draws powerful creatures to aid or hinder 
you. You make invoke a supernatural patron and strike a bargain with it, if you 
serve it faithfully it may teach you many secrets. 
 
Magic is dangerous and unpredictable. All of your spells have secondary, 
mercurial effects. Be sure to roll on the mercurial magic table to discover yours. 
 
In all of your studies you’ve picked up more languages than most, you can choose 
two additional languages for every point of Int mod. 
 

Have you leveled? Flip this card over and level up! 
 

So you’re an... 

ELF! 
Whoa! Here are some of the things you can do: 
  

You gain 1d6 HP at every level! 
 
You may wield a dagger, javelin, longbow, Longsword, shortbow, short sword, 
staff, spear and two-handed sword. Elves often wear armor made of mithril. 
 
Iron harms you! You’re a supernatural creature and are sensitive to the touch of 
iron. Prolonged exposure causes 1 hp of damage per day of direct contact. 
 
You’re a supernatural creature! And as such you’re immune to magical sleep and 
paralysis, you have heightened senses and receive a +4 bonus to detect secret 
doors. You can also see in the dark up to 60 feet. 
 
You can also cast spells like a wizard! Make a spell check by rolling a d20 + 
Int mod + caster level. Your starting spells are determined randomly. 
 
Being a long-lived and magical race, an Elf automatically receives the spells 
Patron Bond and Invoke Patron, in addition to their starting spells. You can 
also choose two additional languages for every point of Int mod. 
 
Magic is dangerous and unpredictable. All of your spells have secondary, 
mercurial effects. Be sure to roll on the mercurial magic table to discover yours. 
 

Have you leveled? Flip this card over and level up! 
 



 

 

 

 

 



So you’re a... 

HALFLING! 
Groovy! Here are some of the things you can do: 
  

You gain 1d6 HP at every level! 
 
You prefer to battle wielding a weapon in each hand. You can wield a club, 
crossbow, dagger, handaxe, javelin, shortbow, short sword, sling and staff. It’s a 
dangerous world, so you’d better wear some armor. 
 
You’re good at fighting with two weapons! As long as they’re equal-sized 
weapons and your agility is 16 or lower, you may attack with each using a d16 as 
the attack die for each. You also score a critical hit on a roll of natural 16. If 
your agility is 17 or higher you roll a d20 for your first attack and a d16 for 
your second. 
 
You’re small and can fit into small places, you can see in the dark—up to 60 
feet—and you’re stealthy too. You receive bonuses whenever you want to sneak 
and hide. 
 
Halflings are lucky! For every luck point you spend you gain a +2 to your roll. 
You can also share your luck by spending a point of your own luck to apply to 
an ally’s roll. Don’t worry about spending all of your luck, as a Halfling you 
regenerate your level in luck each time you get a full rest. 
 

Have you leveled? Flip this card over and level up! 
 



 


