
Masterwork weapon 

 

Quest: Lift your blood-curse 

to gain +4 to Constitution. 

Set Strength to 14. Resolve this 

first. 

 

Quest: Heal your afflicted 

wound to gain +4 to Dexterity. 

 

Player to your right: +1 

Strength 

Set Dexterity to 14. Resolve 

this first. 

 

Quest: Defeat the Red Ogre 

of Kharraz to regain your 

family's honor, and your 

mother's Frost Brand blade. 

 

Player to your right: +1 

Dexterity 

Set Constitution to 14. Resolve 

this first. 

 

Increase Strength and Dexterity 

to 12. 

 

Drawback: An enemy at court 

Set Wisdom to 14. Resolve 

this first. 

 

+1d6 to your lowest ability 

score 

 

Player to your right: +1 

Wisdom 

Set Intelligence to 14. Resolve 

this first. 

 

Proficient in another skill or 

toolkit. 

 

Player to your right: +1 

Intelligence 



Set your Charisma to 14. 

Resolve this first. 

 

+1d4 to an ability score 

 

Player to your right: +1 

Charisma 

Barbarian class 

 

Dwarf race 

 

Drawback: Orc-foe: the tribes of 

the moor have sworn vengeance 

(GM picks one character) 

Bard class 

 

Human race 

 

Drawback: Royal Sword: the 

Bandit King would rather 

like your weapon back, and 

your skull to go with it (GM 

picks one character) 

Cleric class 

 

Gnome race 

 

Drawback: Debts to pay: the party 

owes 100 gold per month, up to 

2000 gold 

Druid class 

 

Half-elf race 

 

Drawback: Every wizard has 

a rival 

Fighter class 

 

Elf race 

 

Drawback: Marked by the 

Nightgaunt (GM picks one 

character) 



Mage class 

 

Halfling race 

 

Drawback: Beloved of 

Death: -2 penalty to Death 

(bleedout) rolls (GM picks 

one character) 

Monk class 

 

Human race 

 

Drawback: Favored for Sacrifice 

(GM picks one character) 

Paladin class 

 

Dwarf race 

 

Drawback: Once burned, 

twice shy: you may panic 

when threatened with open 

flame. If you do not panic, 

you deal additional damage 

throughout that combat. 

(GM picks one character) 

Ranger class 

 

Half-orc race 

 

Drawback: Predator-scent: No 

beast will bear you as a rider (GM 

picks one character) 

Rogue class 

 

Elf race 

 

Drawback: Criminal past: 

Gain training in Sneak, but 

you are wanted by the law 

(GM picks one character) 

Barbarian class 

 

Gnome race 

 

Player to your right: One toolkit 

is masterwork 



Bard class 

 

Halfling race 

 

Player to your right: +50 

gold 

Cleric class 

 

Elf race 

 

Player to your right: Healing 

potion 

Druid class 

 

Dwarf race 

 

Player to your right: +1 

Constitution 

Fighter class 

 

Half-orc race 

 

Player to your right: Start play 

with a horse 

Mage class 

 

Human race 

 

Player to your right: 

Increase Strength to 12 

Monk class 

 

Elf race 

 

Player to your right: Increase 

Wisdom to 12 



Paladin class 

 

Half-elf race 

 

Player to your right: 

Increase Intelligence to 12 

Ranger class 

 

Gnome race 

 

Player to your right: Increase 

Dexterity to 12 

Rogue class 

 

Dwarf race 

 

Player to your right: 

Increase Charisma to 12 

Artisan background 

 

+1d6 to Strength 

 

 

Bounty Hunter background 

 

+1d6 to Dexterity 

Charlatan background 

 

+1d6 to Constitution 



Commoner background 

 

+1d6 to Intelligence 

Guide background 

 

+1d6 to Wisdom 

Guild Thief background 

 

+1d6 to Charisma 

Jester background 

 

+1d6 to Strength 

Minstrel background 

 

+1d6 to Dexterity 

Noble background 

 

+1d6 to Constitution 



Priest background 

 

+1d6 to Intelligence 

Sage background 

 

+1d6 to Wisdom 

Soldier background 

 

+1d6 to Charisma 

Spy background 

 

+1d6 to Constitution 

Thug background 

 

+2 to any stat 

Loyal Sidekick: Declare one 

player to whom you are a sidekick. 

Once per combat, you may Help 

that character as a free action. 

 

+50 gold 



Loyal Sidekick: Declare one 

player to whom you are a 

sidekick. Once per combat, 

you may Help that character 

as a free action. 

 

Add two spells to your 

spellbook 

Heresy of Thought: add one spell 

to your Spells Known list, from 

any other class list. It retains its 

normal spell level. 

 

+1d6 to an ability score that is 

not your highest 

Heirloom: start play with +1 

armor 

 

Secret past: Reveal your 

tragic, secret past during 

play to gain one appropriate 

skill 

+1d4 to your highest ability 

score 

 

+4 to your lowest ability score 

 

Player to your right: +1 to your 

highest and lowest ability scores 

-2 to one ability score of 

your choice, +4 to another 

 

Begin play with a talking 

skull that gives 

questionable advice 

 

Player to your right: -1 to 

one ability score, +2 to 

another 

+1d4 to one ability score 

 

Begin play with a treasure map to 

a destination within a day's 

journey 

 

Player to your right: +2 to one 

ability score 



+1d6 to one ability score 

 

Quest: Complete your 

schooling to gain +2 to 

Intelligence and Wisdom 

 

Player to your right: +1 to 

your highest ability score 

Player to your right: +1 to your 

highest ability score 

 

Begin play with a wand of 

Protection from Evil. It has a 

maximum of 5 charges, and 

regains 2 charges each day at 

dawn. 

Increase Intelligence and 

Wisdom to 12 

 

Begin play with three spell 

scrolls of first-level cleric 

or mage spells 

+1 to Strength, Dexterity, and 

Constitution 

 

+1 to Intelligence, Wisdom, and 

Charisma 

 

Player to your right: +1 to one 

ability score 

  



 


