The Heist

The Heist is a Burning Wheel scenario about betrayal and trust. It
involves nineteen characters, all Roden. The characters represent
one “nest.” They’re all related in some way—cousins, brothers,
husbands, wives, etc. However, all of the characters have their
loyalties divided along different lines. There are factions within the
family. The game plays out as those lines surface and are broken or
break through the overall bonds of family.

Family, obviously. is one of the core conceits for this scenario.
Exploring the bonds therein, pushing the limits of what’s acceptable;
that’s what the game is about. It’s likely the players will care about
the various other characters at least enough to talk to them before
offing them. Outright, bloody violence is fine and dandy, but it
won’t mesh well with the Beliefs and numbers provided for the
characters. We're all one big, happy family, right? Not for long.

The following information is intended for the GM. Players are
welcome to read it, but they must let everyone know that they read

the adventure set up before play.

The Set Up

That Which is Below

When beginning this scenario, I let players know that they’ll be
playing a nest of Roden living beneath a decaying and decrepit
human citadel. The Roden refer to where they live as, “Below.”

The citadel is run by a powerful magocracy. Should the vile
sorcerers discover the Roden, the furry little family would be wiped
out by scourging fires in an instant. Therefore, we gotta keep it

quiet, you know?

So a few people disappear here and there. A few warehouses
collapse, sure. But things like that are bound to happen in such
a vast city, right? The Boss keeps things moving, Sweek and The

Brain keep the ideas coming.
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Handing Out Characters

When giving out characters, I tell everyone generally what’s on offer:
The bosses, the middle-tier and the workers. Then I start by offering The
Boss, Swiker, first. “Who wants to be the boss?” Then Sweek. Then |
offer out the workers—Scratchers. Scavengers, Snitches, and spies. Then
I go back to the middle management—Grista, The Brain, and company.
Finally, I offer up Kuul Fieldwalker as “the mysterious stranger.”

Seerets

Most characters in this scenario have secrets. I prefer that the players
don’t share their Beliefs and their histories here. I like them to come
out in play. However, some groups like to get all that out on the table
beforehand so they can make sure everyone gets in on the action.

The main secret is that Sweek, Grista, Krim, Sweesh and Shin are all
members of a hidden cult in the ranks of the nest. They are trying
to convert everyone to their side. And they're trying to do so via an
elaborate (and very rat-like) plan.

4 Players
If playing the Heist with four players, I recommend using Swiker, Sweek,
Grista and either Squee or The Brain. The conflict centers around

leading the boss into the trap.

6 Players

If playing with six plavers, | recommend using Swiker, Sweek, Grista,
playmg players, g ) )

Moosh, Thack and Kuul. The conflict centers around the appearance of
this mysterious stranger, and who shall lead the nest after his identity
is revealed.

8 or 10 Players

Playing with eight or ten players, I recommend using Swiker, Sweek,
Grista, Moosh, Thack and Kuul, and throwing in Shin, Pinky, Squee,
The Brain and/or Good.

14ish Players

As above, but add in the Scratchers and the Scavengers. This is a fun
game. Everyone has a stake.

19 players

The Heist was originally intended to be played with all 19 characters
taken on by players. It works ok, but there are some weak links in the
chain. For example, the more PCs that are in the mix, the less important
Squee becomes. Squik, the sneak thief, is a weak character and often
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gets [rozen out, if the player doesn’t just completely turtle. Sweesh never
seems to ever want to blow anything up. And Fink just ends up causing
trouble, but not really contributing to the overall conflict. Having run

the game a number of times, [ prefer to leave these characters out.

If you are going to try to play it full on, take note of these deficiencies.
Hell, I'd even tell the players about them before they take their

characters. That way, they can try to compensate in game—rather than

just feeling frustrated and lost.

Read the Beliefs

Read over the characters’ Beliefs. There’s a lot of them, sure. But you
have to familiarize yourself with the various goals at play. The conflict of
this scenario is contained in the Beliefs of the characters. There are one
or two twists, but they exist only to turn the heat up on the Beliefs.

The Deal

Some of the more involved or more complex characters have a paragraph
or two on their character sheets detailing back story or additional set
up. Make sure the players read this stuff and. of course, make sure you
read it!

The Hook

There is no cheese. Everything’s great, everything’s dandy, but the

cheese has run out. The nest must have cheese to survive. That’s the
hook. What do you do?

Cheese

Cheese is no one set thing. I take pains to explain this before the game
gets too far along. Cheese is whatever the players want it to be. Among
the Roden, “cheese” is just slang for anything valuable. So it can be
food, loot or even power.

The Twists

So everything’s fine, everything’s great and, when the game begins, The
Boss is going to start handing out orders for some cheese to be got. He’ll
likely tap Sweek and The Brain to concoct some scheme to get at the
latest stash. With those two on the job, there’ll be cheese in the nest in
minutes, right?



Rise Up!

Skitch and Scratch, the Scratchers, are set up to revolt against the bosses
from the get-go. They’re not going to work for no pay anymore. It’s
likely that the players will either refuse to work, or do the work for the
bosses, but start plotting against them.

The Cult of the Below

The protests from the workers creates ideal conditions for Sweek and his
cultists to move in and turn them. If Sweek can turn the workers to his
side, he’ll control a majority of the nest’s workforce. He can then force
the Boss to get the work done himself. Perfect!

Of course, that all has to be done in secret. Because a good cultist never

reveals himsell until he’s completely taken over, right?

The Mysterious Stranger

Have Kuul’s player sit back for a few minutes and take stock of the
situation as the conflict develops. He’s literally waiting in the wings.
When he comes in, don’t let him come in quietly. Make sure he comes
in with a grand entrance. He is, after all, a complete freak of nature—
albino, ancient, most holy bad-ass rat!

Once he’s in the thick of it, Kuul’s going to confront The Boss and The
Boss is going to try to have Kuul whacked. Force their confrontation out
into the open. Make everyone get involved. Is Squee really going to beat

up an old man for his Boss? Will Thack let his saviour be treated badly?
Can Kuul risk any rat being harmed, when one of them is his son?

For this conflict in particular it’s very important to be let each player
know what's going on, what the stakes are and how they can participate.
Do not pull a “and the mysterious stranger is killed while you weren't
looking!”

And. in case it isn’t obvious, if Kuul isn’t in play. don’t use the Mysterious
Stranger twist.

The Cheese Is Water!

Sweek and Grista will push Swiker—through their agents—to raid a
warehouse they’ve identified. It’s a trap. Once the Seratchers break

through that last wall, water’s going to come pouring out and drown the

poor sots digging through.
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This is a delicate matter to play out. It makes a great surprise ending, or a
terrific mid-game twist, but either way, you've got to build up to it. Make
sure everyone’s on board when the digging/tunnelling commences. Make
sure Sweek’s had enough time to arrange things. And if the Scratchers

go and spring the trap prematurely—they secretly dig into the location,
for example—make sure they come back half-drowned, howling: “The
cheese is water!” (Translation: “It’s a trap!”) In other words, if the trap
is sprung by The Boss or in his presence, those characters are drowned,
If the trap is accidentally sprung, those players should come scrurrying
back pointing fingers.

There’s no getting around the trap. There’s no sneaking in from upstairs,
finding the warehouse on the surface, no digging around, nothing. You
know why? Because there’s no warehouse, no cheese, nothing but the
trap. So either they discover it’s a trap and turn back or spring it and
get whammered.

Playing the Heist

The Starting Positions

Everyone starts together, in the nest. It’s acceptable to get up and talk
privately, but the GM should be constantly herding players back to the
table and grilling them: “What are you doing? Who are you talking to?
Why?!”

Social Conflict Resolution

Don’t forget that you can use the Duel of Wits to resolve big ol” social
conflicts. Often, in the Heist, Kuul will challenge The Boss to a Duel of
Wits over breaking the nest up. He'll want to leave with everyone and
the Boss will want everyone to stay. The lines of compromise involve
some going and some staying. Who goes and who stays is fuel for great
conflict—because we're all family.

In the big Duels, get everyone involved. Helping dice can only be thrown
in if you roleplay. Get a group of 19 people shouting at each other and
throwing down dice and it’s pretty fun. I use either the Group Duel or the
Unscripted Duel rules on pages 106 and 107 of the Burning Wheel.

Versus Tests

Especially in the big versions of this game. resolve all the conflicts
with simple versus tests. Even [ights. We had a great fight in one game
between Pinky and Thack. Pinky easily won. He could have killed
Thack, but he knew that the nest would then turn on him. But if Pinky



didn’t kill Thack, the Bruiser was just going to keep coming. So, Pinky’s
player elected to smash Thack’s sword arm. rather than kill him. And
then Thack elected to shoot Pinky down with his crosshow. All resolved
in two rolls!

Violence

As I mentioned in the Versus Tests section above, don’t focus on violence
in this game. Use the Simple Martial Conflict rules on page 139 of the
Burning Wheel and then move on. This particular scenario is not about
fighting at all.

Middle Management

Grista and Squee, in particular, have it really tough in this scenario.
They are caught between rebellious underlings and tyrannical bosses.
Don’t let their players bail on the conflict. Encourage them to get in
there and fight for their side. If they don’t participate, their side will
lose. It’s that simple.

The Workers

Skiff, Scoff, Skitch and Seratch make up the body of the workers. Skitch
and Scratch should be encouraged to start agitating from the very
beginning. Skiff and Scoff will probably join in. Good and Shin pose as
workers, but they are both spies. Good for The Boss, Shin for Grista.

Fink and Squik are theives in the rabble. They can go either way.
Encourage them to make trouble. Then point them out to the Middle
Management for either discipline or conversion. Sweesh is a special
worker—he’s part of The Brain’s faction, but he’s also a spy for Grista—
but he is very potent in his own right. As a bomb-maker, he should be
able to curry favor where he needs it.

The Brain

The Brain player will want to construct various insane machines and
devices. Let him. but make it a process. Involve the Scavengers to get
parts. Make sure Sweesh gets to add a {lamethrower and everyone else
gets a suitable chance to sabotage it. This may seem counter-intuitive,
but doing so gives The Brain power—it gives him a reason to dispatch
Pinky. In case you haven’t noticed, Pinky is a terror. He is easily a match
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for the Bruisers. By keeping Pinky close and in control, the Brain controls
a powerful faction of three—himself, Sweesh and Pinky—who can tip

the balance of nearly any conflict.

The Twins

It’s not terribly explicit in the character write-ups, but Swiker and Sweek
are [raternal twins. They look similar, but not exactly the same. They
are both Kuul’s son. Kuul’s vision is a direct relation from Aecer that one
son will attempt to kill the other. Of course, Kuul doesn’t know that at
the beginning of the game.

The really tough thing here, for the GM, is to hint to Kuul that both
Swiker and Sweek are his sons, but not to do so too soon or too heavy-
handedly. Remind Sweek and Swiker that they are brothers—born of
the same mother. Tell them, when it comes up, that they never knew
their father.

As Kuul gets increasingly frustrated and as the rats get more and more
violent, remind him that one of these creatures is his son! And until he
can determine who it is, no one can be harmed or exiled or anything.

Faith and the Roden

Before playing this scenario, it’s best to review the Roden Faith rules on

page 125 to 130 of the Monster Burner and the Faith rules in general
on page 230 to 235 in the Burning Wheel. Kuul and Sweek have Faith.

Kuul has the standard Faithful trait—very powerful. Sweek has the
slightly less powerful Visionary Faith trait. That means he can only
affect himself or characters with Beliefs that pertain to his cult or his

worship.

Conversion

Converting another Roden in the game requires a Duel of Wits. The loser,
depending on the compromise, will probably have to change a Belief or
two. Faithfulness is meaningless without a Belief to back it up.

Artha

All of the characters are pre-loaded with three points of fate, two points
of persona and a deeds point. In a smaller game, you might award artha
in play. In a bigger game, don’t worry about it. Just play and burn the
artha as a [inite commodity.



The End

This scenario ends when Kuul leads the majority of the Roden away,
Sweek takes over or The Boss is killed in the trap. You're welcome to
play on after that, but the BITs for the characters were only meant to
conflict on those three main outcomes. You are welcome, of course, to
change them and play on based on the outcome of your particular game.
Maybe Sweek takes over and builds his cult so that he might challenge
the sorcerers for control of the city? Maybe Swiker manages to put down
his challengers but now has to make sure his weakened clan survives
against the depredations of other nests? Perhaps Kuul manages to lead
his sons to the promised land, but the Priests of Aecer won’t have them

back?

The Unimportant Bits

Maps, floor plans, traps or anything else that gets in the way of the
players invoking their Beliefs and engaging in conflict have no place
in this scenario. If the players need something in the nest or down in
the tunnels, let them have it. If there’s conflict surrounding it, call for
Tunnels-wise or Below-wise tests.

Actual Play

Have fun, and be sure to post your actual play experiences using this
demo on burningwheel.org, indie-rpgs.com or rpg.net.

(]



Character Index

Attributes

' Name $weesh Stock Roven Age2.3 o Let it Ride
f BQL W Will i Successes o Let it Ride
i © tests for advancement Health 7*? Successes
| Alias P\PPReh-HC.e Homeland Features i /{)»‘(, - P]llflrlll(t.lll,].lw 8 8 8 C.) - l;{:y[l:nfl':f,‘"l"'""‘g"é"l
— Difficul: 0000
: . s(o) " Chalienge: 00O @
oy ]%_e,llgis ‘n Instincts . » Perception (B] 31¢
y the VisionARy Knows  F O | Do whAt the VisionARy SAYS. Diffiedls 5560 o
The TRUth An> what st $e 73 | T Challenge: 00O @ Steel Bls_ Q
»one ASout i | B 3 —Roinr: 9989 —
BURK! The WORLD SHALL f) 8 Do WhAT the BRAIR ASKS, Power 7 —(:hﬂ”f"‘c’ﬂooo. _
BURN—Be <LepteD BY MY DO — Diffieult: 9000 __ Hesitation B
L@vELy FI?E! ’ ___ Challenge: C - : 5
The BRAIN AAS Beepy Kin® to F O i B
S |me—re Myst Be cohveRTe;r, 58 :;:ZSF ey A A Forte 2
: - : : Difficul: OO0 O
- ot etiminAtes! ~ Challonge: 000 @ Q
- oye [
Traits Agiliy Bl & Reflexes Bl_s
pecers Likeness  LARGE EARS Tunnet Yision — Difffoul: 999 — Q Average of Per, gl Spd
. — B¢ — Ref advances as the stats do.
<oAt of FUR PACKRAT SKuLKing
<ommynAL SKittiss PYROMARNIAC Speed S Mortal
ENLARGE> INCISORS BRroKken o ?f“‘ff'“h: 8889 - Q Wound B _<=
g . . _ Challenge: — Average of Power and Forte (plus 6). |
“QuiCK-BLooe> R e e a8 &
TAIL Speed Multiplier: X325
Relationships
Swiker~ MASTeRMIAD He's Kin> of A DICK. SAIN— <Culf Spy. He poses AS A SCAvengGeR. ;
| Sneel— Most Blessed visionARy who Py~ The Biggest wART on My Ass, Physical Tolerances Wheel
| SKALLLeAD (S FROM the DARKNESS. ThA—~ DANGEROUS BRuiSER—just RefuRNeD. |
| GRistA— Ske's Sweek's Spy. But Ske's SCoff—A SCAvenGeR. Helps us FinD tHings.
| Swikers GiRL. Yery >iRTY poot! Squee— MASTERMIND'S Ki>NAppeR. STAY
\ KRiM— cylf MyRDeRER, He poSeS AS A CLeAR ©OF AlM!

Ko BRuiser. Dot CRoss wifm! Fink— Squee's RivAL

History, Circles, Reputation, Affiliaﬁons :

D ies
Let it Ride o o) Wound Penalties oL
- Lifepaths BOR BeLow, GAunTLet, Circles BA Successes :O%OO Sup.: +10b  Severe: -3D OOO 00
H -+ v tests for advancement o Light: -1D Traum.: -4D OO
PepRentice, Initiste, ARsONiST il emesr Q Z000  Midi 2D Moral Dyine 50w
__ Difficul: OOO0O ___ Y00
— Challenge: 00O @ ___ - o Superficial Wounds
- =000
Primary Reputation Primary Affiliation { O 1st: +10b
Secondary Reputation Secondary Affiliation
=
Resources
Let it Ride
Source of Income/Wealth Resources @ 9 Successes

N tests for advancement
Cache/Loans __ Routine: OOO0O _
__ Difficul: OOOO ___

~ Debt ___ Challenge: OO O @
s ? .
Tests Lik Tests LiR
Skill Name Shado/Expone Experience for Advancement needod  successes Skill Name ShadefExponent /.,mmm for Advancement needed — suctesses
e 8388~ () —limn 3353
H > t _ 1' N
BrRAWLING 4 Challong:0 00 @ —— [] L0008 —
: 0000 e: Q000
Mering Ba 8833= O O 8883=
- fo 3838 — () -l 2388 —
sult: C § 1 C
DOCT?‘V\Q 2 (,Ilmlll‘x‘llllgv: oO00e __ D = C |Il 1|l|‘r‘l|l| 2e: OO O \. _
Routine: QO QO ¥ Rout Q0000 ___
FiReBUILIING 4 Difficuli: 0003 —— O ] B 8388 —
9] Challenge: OO O @ 2 Challe nge:0O00 @
i Bt 3333 — O — B"#F‘“‘F 3333 —
-ult: -ult: C C
FIReBOMBS (Bs Challong: 000 @ — L] Tallonge: 0O O @~
fhconss jo 3383 — () b, 3333 —
ult: t: (
hconspicuous Elz Challenge: 000 @ — L] — Challeng: 000 @ —
. . II§0||1|||(' 88\%% _ O {i)()ulm«l 8888
LA { Q¢ t:
SOOT‘W\G P frt'u}eg@ 4 C Ill l|l|‘(‘ll]l"(‘ [0Xe] b o D I C lll 1|l|(ol|lw<‘: O00e
. Routine: Q QQOQ S 0000
Difficul: OO QO —— S : 0000
ThRoWING Bs Challeng: 00 O @ — O [] = w000 e
Routine: OOQQQ ___ T Rpgljin(‘: Q0000
D Dif : 0000 D Difficul: OO0 QO
I Ch 20000 —__ Challenge: OO O @

[0

© 2005 Luke Crane. Burning Wheel is a Registered Trademark ® of Luke Crane. Permission granted to make copies of Character Sheets for personal use. Art by Jordan Worley.



- . Tests toward Aptitude $— Routine: QQQQ __
Skill Name Aptitude G D B Diffic ult: %889 .
00000 = Challenge: _
— O0000e t ||§0Hnm| 8888 _ Q
88889 [] I Challngs0 0 0@ —
00000 < Routine: QQQQ ___ O
g ifficul C
e O0000e D R Phalhlngo 8889 _
— 33338 —he 3333 — ()
N ithcult:
88889 Dié (InllanO’).:
< Routine: QOOQQ ___
3 Difficul: OO OO
88889 D L (h\llulml‘”)OOO: O
00009 % outine: QQQ C
S 0000e & Bt 3338 — O
00000 2 Challenge: OO O @
_ O000e < Routin: Q0QOQ ___
| D H DiHi('ull 0000
Il £ Challenge: OO O @ ——
Aptitude cquats 10 minus Stat: Perception Aptitude | Will Aptitude ___ | Agility Aptitude ___ | Speed Aptitude ___ | Power Aptitude ___ | Forte Aptitude ___

{
. ‘h:‘
i

Practice Log

‘Artha and Epiphanies™

OE®

Fate: Open-end 6s
Persona: +1D per point
Deeds: Double dice or reroll failure

Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability

Total Artha Total Artha
Spent Spent
Epiphany (permanent shade shift)
3 Deeds points, 10 Persona points and 20 Fate points

R

”’Gear and Possessions

Some BuRNe» CoveRALLS AND A GReASE-SIMEARED
ApRON, A CASE OF Six SMALL FiRe BoMmBs, A
MmefAL foolkit (seCRetly FuLl of the ingRedients
NecessARy fo MAHKe £ iReBoMBS.

You ARe A MemBerR of the seCRet Sociefy. Sweek is
YOUR SpiRITUAL LeADeR AND Guide. You ARe The CuLf's
ARSONIST. YOUR €over iS ThAT you ARe the BRAIN'S
comeetent AppRentice. ReveAL This o ho one
excest those you Know to Be in the Cukf!

——

e S

- T es s
Weapons Mechanics -
Incidental— 1/2 Mark (round up) Mark— Power stat exponent + Weapon Power exponent.
Superb— 1.5x Mark (round down)

Ly

MELEE 1 M Add VA WS
Bare-fisted D D D
meets B2 He [Ee
I D
O 0O O
MISSILE WEAPONS
1 M S VA ammunition

O o o [ ]

Range Dice: Optimal__ Extreme ___|DOF: 1_ M__ S___
1 M S VA ammunition
Range Dice: Optimal___ Extreme ___ |DOF: 1_ M_ S___
Armor

Dice Location Type Clumsy Weight 3
000000 Head STEALTHY:
0000000 Torso R f
000000 Right Arm Perceprion: (
000000 Left Arm SPEED:
000000 Right Leg AGILITY:
000000 Left Leg : '
00000 Shield

© 2005 Luke Crane. Burning Wheel is a Registered Trademark ™ of Luke Crane. Permission granted to make copies of character sheets for personal use. Art by Jordan Worley.



Character Index

Attributes

' NamThe BRAIN Stock Roven Age 35 ! Let it Ride
‘ ’ Will E 2 Successes
Below ‘

A (L tests for advancement
| Alias DR, MR, The BRAIN Homeland Features i {)»‘(, :Pﬂ‘fﬁ;}.‘w 8882 _
Beliefs Instincts N e Perception B £(7)
Lm A genius, OBV‘OUSLY Im EO P\LWAYS fRY ARD TAKE’ over Difficul: OO OO ___
vesfine> o TAKE OVeR THe [ 2| fhe worL> " Challenge: 000 @
WORLD! THe WORLDII '
. 2
The SCAVRNGERS ARG ALWAYS f) 48 PLWAYS Give PinKy A Power B2
LidingG something! They Must p.o |ChANCE, _ P‘lifflil(-}ng‘gggg . Q
give whAT They F1A> to Me! — vhatlenge:t —
. FO
AR if thAT Does't WORK, p. o |Hever WORK SAReFuLLY— Forte  Bl2
WelLl BuiL> A BiGGeR ohel”  D:O | ALWAYS WORK quichLy! Difficul: 000 O
T L e " Challenge: 000 @
Traits Agiliy Bl 4
Pecer's Likeness  LARGE EARS Tuhhet Yision — Ol 0308 — Q
<oAT of FuR PACKRAT LmpeRsonAL ‘
<oMmmynAL SKittisk SKULKING Speed 4
ENLARGE> INCISORS CALLOUS . ?Iu'rli](-uh; 2339 — Q
4Quick-BLoove> PRACHICAL (¢/o) — Challenge: —
TAIL Geniys (C_/o) Speed Multiplier: X35
Relationships

WhAT CAR You D07

; MASTeRMIND of the Nest:

Pinky—Lhcompetent younger BRother.

| Sweesh— Youhg Ah> pRoMising AssistART  Goovs. (Swiker's BRother)
| SwikerR~<ousin AN> BenefACToR,

Sweek—A MANisuLATive RAT NoT to Be
fRuste>.. But ke of fen CAR pRovide The |

Let it Ride
Successes

lests for advancement
__ Routine: OOOO ___
ifficult: O

Health B2

Steel 4

_ Routine: O O
___ Difficult: OO OO
___Challenge: OO O @

Hesitation &
(Hesitation = 10 - Will exp)

[ I

Reflexes Bl s

Average of Per, A

Mortal
Wound

Average of Power and Forte (plus 6).
MW advances as the stats do.

Physical Tolerances Wheel

SNIff An> SRATCA— My SCAvengeRs. )
FiNk ANn> sguix— 1Wo Littte thieves thAt |
ARe 600> At pROCURING THINGS.

s Eme -
Sl 2

The BRAIN

Secondary Reputation

Source of Income/Wealth
Cache/Loans

Debt

History, Circles, Reputation, Affiliations :
 Lifepaths BORN BeLow, GAunTLet,
Ki?hA’PPeR« shH’CA, SAW?@hQS,

Primary Reputation 4D RQPJ—TAQ BRAIR!

‘o
Let it Ride & Wound Penalties o
Circles @ 4 Successes A o) Sup.: +10b  Severe: -3D Oogo
tests for advancement & 0o ht: -1D Tl‘aulll.:*-iD Oooo
___Roufine: 00 __ ~00p 2D Mortal: Dying oom
__Difficul: OOOO

_ (Illzlll«‘ngc: 000e __
4D — Swiker's Hest

Primary Affiliation

Secondary Affiliation

Resources
Resources @ z

tests for advancement
__ Routine: OOOO
___Difficul: OO OO
_ (Ilmllongv: oO00e

Let it Ride
Successes

)

e x -

Superficial Wounds

O 1st: +10b

Skill Name Shade/Exponent e b Skill Name Shade/Exponent
Lhconspicuous 4 3336 — O WRife 2 =
' S 3333= O g, ]
BrRAWLING B2 13838 — StRAtesy Bls =
; ; b 3333 = () i
Sootring PLATITUDeE B 4 :— 2l 3336 — Logistics F I —
Rnu ine: Q00O ¥
Khots 3338 = O Histor Bs |
© L (hl&'n"&‘O\)x).i O ,Y 2 =
. . Routine: Q QOO ___ A 3 B
FileL> DRessing B2 '?*"'i"'.“"a.oo,oo — O ENGINCeRING s
e Challenge: OO O @ ___ 2 =
Routine: QOQ OO ___ . %
Peotrechry B2 HiEI3I= (O 0Bscure History Bs
R()llllll(‘ Q000 __ §
SurgerRy B2 M3 = (O Resesrch s ]
. - R{\gl_.li.nr:l Q000 __ \;
Poisons B4 SHE3333= O 0
_ 2 QQQQ 5
ReA» Bs 3333= O O_ &

Tes
Experience for Advancement necded

ult:
G Imllnnu

Routine:
— Difficuli:
Challenge:

G h l”l nge:

Routine:

Challenge:

Routine:
Difficul(:
—_ Challenge:

ifficult:
— Cha 1]]4 nge:

Routine:
Difficult:
Challenge: O

LiR
stccesses

000 000 Q00 QO
LEE LD TEE T

000 000 COCC 000 000 OO0 CCC 00O QO

000 000 QOO 000 QOO
000 OO0 eC0 600 @00 e0U @00 eCU €0

© 2005 Luke Crane. Burning Wheel is a Registered Trademark ® of Luke Crane. Permission granted to make copies of Character Sheets for personal use. Art by Jordan Worley.




Skills Being Learned

Skill Name Aptitude Tests toward Aptitude
Q0000
E— O000e
Q00000
E— O0000e
Q0000
E— O000e
Q0000
E— O0000e
Q00000
E— O0000e
Q0000
E— O000e
Q0000
E— O0000e
Q0000
E— O0000e

Aptitude cquats 10 minus Stat: Perception Aptitude ___ | Will Aptitude ___

| Agility Aptitude __

Additional Sk

Routine:

Dl“l( ull
Chall

O0Q i

000 000 000 OO0 et
oCC eCC eCC eCC eC0 ¢

Il
OO00O0000

'Ooo vy

= Routine:

Routine:
" Difficult:

—__ Challenge:

000 000

Routine:
Difficult:
—_ Challenge:

Routine:
I)llhulll
Chall

000 00O

Routine:
Difficult:
— Challenge:

= Routine:
Difficult:

D g ( hallenge:

000 000 boo 000 60O Ooo

000 000 00O

000 000
®CCO e00

| Speed Aptitude ___ | Power Aptitude ___ | Forte Aptitude ___

" Practice Log

‘Artha and Epiphanies’

OE®

Fate: Open-end 6s
Persona: +1D per point
Deeds: Double dice or reroll failure

Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability

Total Artha Total Artha
Spent Spent

Epiphany (permanent shade shift)
3 Deeds points, 10 Persona points and 20 Fate points

R

~ Gear and Possessions

P WORKSAOp, SURGEON'S TOOLS, A BRIGAT white suif

——

RS N

- T es s
Weapons Mechanics -
Incidental— 1/2 Mark (round up) Mark— Power stat exponent + Weapon Power exponent.
Superb— 1.5x Mark (round down)

Ly

MELEE 1 M Add_VA WS
Bare-fisted D D D
Teeth IEL I_El q4 H g,
[ N U I U I
[ N U I U I
MISSILE WEAPONS
M VA ammunition

DDDD

Range Dice: Optimal___ Extreme IDOF: 1_ M__ S

M S VA ammunition

DDDD

Range Dice: Optimal___ Extreme ___ |DOF: 1_ M_ S___
Armor

Dice Location Type Clumsy Weight E
000000 Head STEALTHY:
O0O0O0O0OO Torso S — f
O00000 Right Arm PercepTiON: f
000000 Left Arm SPEED: o
000000 Right Leg AciLiy:
000000 Left Leg
00000 Shield
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Character Index
' Name MooSh Stock Roven Agea7

Attributes

! . Let it Ride
’ Will ? Successes Let it Ride

tow oy MR = T B 4 Successes
‘ Below tf')sf? fo{ advancement Health E i Successes
| Alias Homeland Features I /{)»‘(, —C |ll 11'1(9'1‘,.',9 8 8 82 _ _"””f"r.,""c')”g‘g”{)"”_
- A . " Challenge: 000 @
T Beliefs Instincts N i Perception B 5(%) e
hey'Re My FAMILY AN F: O | Keep CROSSBOW LOoADED AND |
. 4 k Difficul: OO0 O ___ B
Hothing's Going fo change PO (g Ay, — Qiffinls 9839 — Steel Ble
‘f‘\A'T geﬁeR 1—0 Love ‘em D:O o R()flfl‘lilul‘: 0000 ___
ol ’ Difficult: OO0 O
since I CANT LeAve 'em, o Hever yse My SWoR> on B s " Challenge: 000 @

Power
. Hesitation 3

— ule Q0009 (Hesitation = 10 - Will exp)

— Challenge: OO0 @ __ e R

Difficult: O
Forte Bl 4

__ Difficul OOOO ___
___ Challenge: OOO @ ___

My »AD TALKS hice, Byt ~e
ARVt hice. He never gives
The BRUISERS A 00> CuT. g

I GotiA Reep everyone in E IF ki, hit BACK KARDER.
3 |Ltine AR L >0t AppReciate
. BACK-TALKI :

Roep.

gmm
[e)exe)

[e)exe)

- oqs B - i
Traits Agility Bl 4 Reflexes 4
ReCer's Likeness LARGE EARS TunheL Yision —?I“’"li]"““: 8889 — Q Average of Per, Agl, Spd
S — “hallenge: — Ref advances as the stats do.
<OAT OF FuR PACKRAT SHuLking
<ommynAL SHittish GReedy Speed Bl 4 Mortal B 40
ENLARGED INCISORS MeAn —Diffienl: 0000 __ Q Wound —
4 . “hallenge: — verage of Power and Forte (plus 6). |
“QuicK-BLooODe> AByse® e 'n1|\\‘ s v e >’|z<|n’x|n(ll 7
TAIL Speed Multiplier: x35
~ Relationships
SWIKER— My 2A> He's A ik, Pinky AN the BRAIN— They Might explode.
Sweef—~ DA>'S BRoTAeR. SWeel-TALKER.  Shin— Younger Sousin. THACK'S FRien Physical T olerances Wheel
GRISTA~ Mom. SCRATCA~ ThINK'S he's A tough GUY;

THACK~ Big BROTHeR. ReAL §TRONG,  ThINK'S he'> MAKe A GoO> BRyiSER.
ReAL MeAR. Just ot BACK FROM A Squif— Hell STeAL YouR MotheRs pAnts.
few yeARS on wALKABouT. Fink— He'LL LiF T youR LAST penpny.

s Eme -
Sl 2

History, Circles, Reputation, Affiliaﬁons :

D ies
Let it Ride o o) Wound Penalties oL
- Lifepaths BOR BeLow, GAunTLet, Circles BA Successes :OOOO Sup.: +10b  Severe: -3D OOO &
SCAvenGer, BR iSeR tests for advancement - o) Light: -1D Traum.: -4D Q0%
v 4 v Ro[ulm( 0000 ___ ~ OOO Midi:  -2D Mortal: Dying ooo™
__ Difficul: OOO0O ___ Y00
_ (Ilmllvngc: [oXoJoX "Oog Superficial Wounds
- =
Primary Reputation Primary Affiliation { O Ist: +10b
Secondary Reputation Secondary Affiliation
=
Resources
Let it Ride
Source of Income/Wealth Resources @ 9 Successes

N tests for advancement
Cache/Loans __ Routine: OOO0O _
__ Difficul: OOOO ___

“Debt Challenge: OO O @
s ? .
. ” Tests, LR . iy Tos, LiR
Skill Name ShadefExpanes wperience for Advancement needed  sucesses Skill Name Shade/Exponent wperience for Advancement needed — successes

Routine: QO Q0O R()‘l‘lhll( 0000

Difficuli: QO QO

BRAWLING Bls

O D t: O0OQ 0O
Challenge: OO O @ 0000
. 3833= O 3333 =
Inconssicuoys 2 ~000@ = [] 0000 —
ioati , Elmmesss— () i 9333 —

> sult: C § i C
Ih.f‘m‘?A‘t’loh (,Ilmlll‘x‘llllgv: o00e D = C |Il 1|l|‘r‘l|l| 2e: OO O \. _
jo 8888 — () L o 8333 —
D sult: Q O C s t: C
SwWoRr» 4 Chllmgz000@ — L] =—Uline333e —
i 8898 — () — e 3333 —
> -ult: -ult: C C

<ROSSBow 4 a0 00e — L] Tallonge: 0O O @~
' i foni: 2998 poi: 3333
Skiet> TRAINING [ ] Challonge: 000 @ — L] — Clallng: 0008 —

II§0||1|||(' 88\%% _ O {i)()ulm«l 8888

{ Q¢ t:

D C Ill l|l|‘(‘ll]l"(‘ [0Xe] b o D I C lll 1|l|(ol|lw<‘: O00e

Routine: QOQQQ __ + Q0009

D Difficul: OO0 Q0O D S Q000

Challenge: OO O @ [ 2e: 000 @

Routine: QOQOQOQ ___ ¥ Routine: QO QO

D Dif : 0000 O D Difficul: OO0 QO

- Ch 20000 —__ Challenge: OO O @

[0
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Skills Being Learned Additi

Skill Name Aptitude Tests toward Aptitude D tg |I§‘l)llil|l(”lll(|l § § § § _ O
OOOOO £ Challenge: _
— O0000e S ||§0Hnm| 8888 _ Q
s t:
88889 D o zl'lll'f(ll'moooo -
00000 < Routine: QO OO ___ O
S Difficul: 99 Q0O
— oJoJoJo) []  Challmge: 000 @ —
00000
£ R 0000
S 0000 e 1 = Bt 3333 — O
O0000 5 Challengee OOO @
_ O000e
% Routine: QQQQ
33333 O == O
. . 3 1allenge: C _
Q0000 < Rout Q0000
S 0000 e 1 Bitfent 3333 — O
00000 2 Challenge: OO O @
_ O000e < Routin: Q0QOQ ___
| D 5 DiHi('ull 0000
( £ Challenge: OO O @ ——

|
Aptitude cquats 10 minus stat: Perception Aptitude | Will Aptitude ___| Agility Aptitude ___ | Speed Aptitude ___ | Power Aptitude ___| Forte Aptitude __

" Practice Log ‘Artha and Epiphanies™

Fate: Open-end 6s
Persona: +1D per point
Deeds: Double dice or reroll failure
Ability Ability
Total Artha Total Artha
Spent Spent
Ability Ability
Total Artha Total Artha
Spent Spent
Ability Ability
Total Artha Total Artha
Spent Spent
Ability Ability
Total Artha Total Artha
Spent Spent

Epiphany (permanent shade shift)

3 Deeds points, 10 Persona points and 20 Fate points

”"Gear and Possessions ~ Weapons Mechanics ~< "

Incidental— /2 Mark (round up) Mark— Power stat exponent + Weapon Power exponent.
SWORD i A RAGGED SCABBARD A KNnife fyucKed

Ly

Superb— 1.5x Mark (round down)

ito his Bekt, A SMALL woo el Shiek A well-oite> MELEE 1 M S Add_VA WS

CROSSBOW, A Dozep BoLfs, ARn> A Stolepy huMAR Bare-fisted L1 L1 [ 9 F
SoLDieR'S yhi m

OLDIeR'S yNnIFoRM. o @L @@ @LZ 5

Swor> Ble Ble Bazjz|—|s

Kpnife 2 o 1 4 ¥

MISSILE WEAPONS
1 M S VA ammunition

O o o [ ]

Range Dice: Optimal___ Extreme IDOF: 1_ M__ S

1 M S VA ammunition
O 0O 0O [ ]
Range Dice: Optimal___ Extreme ___ |DOF: 1_ M_ S___
Armor
Dice Location Type Clumsy Weight E
000000 Head STEALTHY:
O0O0O0O0OO Torso S — f
000000 Right Arm Perceprion: (
000000 Left Arm SPEED: o
O00000 Right Leg )
| °© °© AcILiTy:

| 000000  LefiLeg
| X000 Shield wooren
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Character Index

' Name FinK Stock Ro>en Age a7
Betow
‘ Alias Homeland Features
Beliefs Instincts N
Gef the Bosses Of £ My BACK:F: O |ALWAYS piCK A poCRet wheh |
BRAIR is CRAMING My Style. 38 one is AvAILABLe, |
GotiA see ThAT ke gets 6ot
F: O | Whepy CAUGAT, SimiLe, "Aw
MUST. S<QRe. BIG: How. gg ShUChS” AR Give it up.
Souee's got A hice, CysShy .
jgﬁ PeRMAPS he COULD Fe F: O ALWAYS e InConssicuous.
“pERSUADED” 0 Give it yp. D:O
Traits
pecer’s LiKeness LARGe EARS Tunhnet Yision
<oAT OF FUR PACKRAT SKuLKinG
<ommynAL SRi{tisk GReedy
ENLARGE> TNCiSORS Ligst Touch (</o)
4Quick-BLoove> <ocKy
TAIL
Relationships

KRIM, ThACK AN> Moosh— BRyiSeRS: Do
hot gef CAught By fthem!

Souif— The Competition. But the K>S ot skiLls, :

SKitCh, SRATCH, SNIFF AN SCOFF—
Peniny-Ante >opes.

Squee— SwoRN Enemy. The woRst of he
WORST. CAUGHT IMe pINCHING KIS S‘f:ygfl .

Swiker ~The BoSS. He AT So BAD
| Sweek—~The fest's FACe-MAR, Boss'
BRother. Buf sttt A Boss.
| The BRAIN— The LnSANe-0-B0SS Who'S
| ALWAYS tAspinG My StAsh,
\C RistA— Boss' giRL. $o BeAyTifuL.
o SHin— StRANGE BiR> Nervous.

History, Circles, Reputation, Affiliations
. 4 Let it Ride
/ Lifepaths BORI BeLow, GAuntLet, Circles BA Siccesses
ScAvenGeR, FingeRs i ()
___ Difficul: OOO0O ___
_ (Ilmllvngc: [oXoJoX
Primary Reputation Primary Affiliation

Secondary Reputation Secondary Affiliation

Resources
Resources @ o

tests for advancement
___ Routine: OOOO
0000

Let it Ride
Source of Income/Wealth Successes
Cache/Loans

___Difficult:

~ Debt —_ Challenge: 00O @
s ? .
Skill Name ShadeExpancs Eapericnce for Advancement nbeded  subises
e 8388~ ()
BRAWLING Bl > Challngs 03O @ —
. 3833= O
Inconspic S Bls =000e
. , Bl egss = ()
sult: C
P\ppRA‘SA’L 3 (,Ilmlll‘x‘llllgv: O000e
o 3888 — ()
I sult: O C
SCAVehGQR \? (Illlillll(&'ll]lg&‘: O000e
- joe 3888 — ()
> -ult: g
SLeight of HAND S Challong: 000 @ —
- pe 9898 — ()
> ault:
xnes 32 Challong: 00 O @ ——
Routine: OO QO _
D Difficul: QO QO
Challenge: OO O @
Routine: QOQOQQ ___
D Difficul: OO0 Q0O
Challenge: OO O @
Routine: QOQOQOQ ___
D Dif : 0000
_ Ch 20000

Let it Ride
Successes

Attributes
Let it Ride

Health E 2 Successes

lests for advancement
__Routine: O0O00O __
___ Challenge: OO O e

4
__ Routine: o
__ Difficult: OOOO ___
___Challenge: OO0 @ ___

O000
Hesitation 8
(Hesitation = 10 - Will exp)

B

will 2
tests for advancement
___Difficult: OOO0O ___

__ Challenge: OO O @ ___

Perception B i(@)

___ Difficult: OOOO ___

" Challenge: 000 @ Steel

Power

__ Difficult: OOOO ___

___ Challenge: OO O @ ___

Forte

__ Difficult: O _
o _
O000 ___
O00e __

Challenge:

Agility

__ Difficult:
___ Challenge:

Reflexes S

Average of Per
Ref advances a

al. Spd
he stats do.

Speed Bls Mortal -
. Wound @ Z
__ Difficult: OOOO ___
_Challenge: OO0 @ _ Average of Power and Forte (plus 6). |

MW advances as the stats do.

Speed Multiplier: x35

Physical Tolerances Wheel

Wound Penalties
] O~
;'Ooo Sup: +10b  Severe: -3D Q%
(: OOO Light: -1D Traum.: -4D 0o®
"‘OOO Midi:  -2D Mortal: Dying OOON
~000 =
=000 Superficial Wounds

O 1st: +10b

Tests LiR
Experience for Advancement needed — successes

OOOO

Skill Name Shade/Exponent

Routine:

$ Diffic uli:
£ Challenge:

% Routine:
Difficult:
—__ Challenge:

000 000 Q00 QO

= Routine:
|)il'l'i4'u|1:

Routine:
Difficult:

—__ Challenge:

- Routine:
— Difficuli:
—_ Challenge:

[ N B B A

Rpgljin(‘:
Difficult:

000 000 COCC 000 000 OO0 CCC 00O QO

000 boo 300 600 600 300 600 boo o0c
000 000 000 00O OO0

[]

@00 600 @00 00 600 @00 600 e0U €0

—__ Challenge:

[0
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Skills Being Learned

Tests toward Aptitude

Skill Name Aptitude

Q0000
— O0000e
00000
— O0000e
00000
— O000e
Q0000
— O0000e
00009
— O0000e
00000
— O000e
Q0000
— O0000e
Q0000
— O0000e

Aptitude cquats 10 minus Stat: Perception Aptitude ___ | Will Aptitude ___

| Agility Aptitude __

Additional Sk

Routine:

Dl“l( ull
Chall

O0Q i

000 000 000 OO0 et
oCC eCC eCC eCC eC0 ¢

'Ooo -

= Routine:

Routine:
" Difficult:

—__ Challenge:

000 000

Routine:
Difficult:
—_ Challenge:

Routine:
I)llhulll
Chall

000 00O

Routine:
Difficult:
— Challenge:

Il
OO00O0000

= Routine:
Difficult:
( hallenge:

000 000 boo 000 60O Ooo

000 000
000 000 00O

o000 o000

=

| Speed Aptitude ___ | Power Aptitude ___ | Forte Aptitude ___

" Practice Log

‘Artha and Epiphanies’

OE®

Fate: Open-end 6s
Persona: +1D per point
Deeds: Double dice or reroll failure

Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability

Total Artha Total Artha
Spent Spent

Epiphany (permanent shade shift)
3 Deeds points, 10 Persona points and 20 Fate points

R

~ Gear and Possessions
PARNTS, SuspenerRs AN A Butfon owhn SAIRT, A
BAG OF OThER pROPLE'S peRSONAL effects, Honeyer
QAtCAKeS, A pAIR OF Kinives.

——

RS N

- T es s
Weapons Mechanics -
Incidental— 1/2 Mark (round up) Mark— Power stat exponent + Weapon Power exponent.
Superb— 1.5x Mark (round down)

Ly

MELEE 1 M Add_VA WS
Bare-fisted D D D
Teeth IEL I_El q4 H g,
Khives  [Blz [Ble  [Ble
O 0O O
MISSILE WEAPONS
M VA ammunition

DDDD

Range Dice: Optimal

Extreme IDOF: 1__ M__ S

M S VA ammunition

DDDD

Range Dice: Optimal___ Extreme ___ |DOF: 1_ M_ S___
Armor

Dice Location Type Clumsy Weight E
000000 Head STEALTHY:
O0O0O0O0OO Torso S — f
O00000 Right Arm PercepTiON: f
000000 Left Arm SPEED: o
000000 Right Leg AciLiy:
000000 Left Leg
00000 Shield
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Character Index

' Name S%uee Stock Roren Age 20
Betow
‘ Alias Homeland Features
Beliefs Instincts e
I'm ReALLy hoJr A BAD GUYs MY E O | ALWAYS AfTemst o sootke
JOB jusT Sucks. 03 [ kem First
.< . ; I¥ ThAT >oesht woRrK
<oMme LAD st get i F: O .
Thg 5 Agf,‘ VST GETIN L S Cmack e o the Mose
’ DOl ywits, fre cyvgel.
o |E Gotta o wiat's Sest For 13 |Steatts when on the jof !
-0 |The est; you Khow? D:0
Traits
pecer’s LiKeness LARGe EARS Tunhnet Yision

<OAT of FUR PACKRAT SKuLkiNnG
<ommynAL SRittish Deep Sense
ENLARGED INCISORS CALLOUS

A Quick-BLoo»e>
TAIL
Relationships
SWIKER~ G 00> oL’ BoSSMARNL Pinky AN> the BRAIN~ ACCest No GiF TS
Sweek— BoSSMAN'S BRoTAeR. He AT FROM fhese fwo.
AS BAD AS They SAY. In FACE he's Rin>  Shin— younger <ousin AN® oo FRiEN?,
oF hice. Fink— SWorRN enemy.
GRistA—~ BOSS' GiRL. SMART DANGeRoS. SRATL— GRA®R AT
KRIM— BRUISER Who helpS Me o jOBS.
0D~ BOSSMANS SATCH AP My pARTER

-RAT TRUE YeRMin,

History, Circles, Reputation, Affiliations
Let it Ride

- Lifepaths BOR BeLow, GAunTLet, Circles B4 Successes

SCRA’TCAQR, K‘ﬁhAPPeR tests for u(lmm'/o)m(t)'ul

___ Routine:
__Difficul: OOOO
_ (Illzlll«‘ngc: oO00e

Primary Reputation Primary Affiliation

Secondary Reputation Secondary Affiliation

Resources
o) Let it Ride
Source of Income/Wealth Resources @ Successes
Lesls di {
Cache/Loans ]({:)J”fz: “ (l)afs(g”(‘)"

___Difficul: OO OO
_ (Ilmllongv: oO00e

)

Debt _

e x -

Tests
- - - Experience for Advancement needed suecesses
Skill Name Shade/Expone 1 f

Sootring PLATituDes B 3
BRAWLING

Routine:
Difficult:
Challenge: O

ult:
Cha l”(‘ll"(‘

<yrgel

Routine:
Difficult:

Challenge:

Tuhheting
Tunhnek-wise
SteAltsy
Ihconspicuous
Khots
Iiatimi>Ation

Routine:
Difficult:

Challenge:

000 000 CCC 000 O

Routine:
Difficult:
Challenge:

Routine:
Difficult:
Challenge:

000 000

Routine:
Difficult:
Challenge:

000

OOO0000OO00O0k

00 @00 600 600 600 e0C eCL eCU @00

000 000 Q000 000 000 Q00O 000 Q0O QO

E)OO ele]e] OOO 000 000 CC0 OOO 000
000

Attributes

Let it Ride

;‘ Will ? Let it Ride

Successes

Successes

B2

(L tests for advancement Health
; /{)» __Difficul: 9000 tests for advancement
VKRS __ Challenge: OO O @ ___ ___Routine: OOOO ___
X ___Diffic 0000 __
. . Challenge: OO O @
» Perception @ ﬁ(7)
__ Diffical: 0000 __ Q Steel Bl4

__ Challenge: OO O @
_ Routine: OOOO ___
__ Difficult: OOOO ___
___Challenge: OO0 @ ___

B4

Power
e Hesitation 8
— Difficul: Q00O __ (Hesitation = 10 - Will exp)
___ Challenge: OO O @ ___
Forte B2
___ Difficult: OOOO ___
___ Challenge: OOO @ ___

1) i »: >
Agility S| 4 Reflexes )5
__ Difficul: 0000 __ Q tverage of Fer, Agh Spd

) Average of Per, Agl, Spa
— Challenge: OO0 @ __ Ref advances as the stats do.
Speed Bl o Mortal @ -

Wound _

__ Difficult: OOOO ___
__ Challenge: OO0 O @ ___

X35

Average of Power and Forte (plus 6).
MW advances as the stats do.

Speed Multiplier:

Physical Tolerances Wheel

OO
o) Wound Penalties

Q
g o
w* Ooo Sup.: +10b  Severe: -3D OOOch
(: OOO Light: -1D Traum.: -4D OOO
Midi:  -2D Mortal: Dying oow

Superficial Wounds

O 1st: +10b

Tests
Experience for Advancement needed

Q0000

Skill Name Shade/Exponent

0BservATiON 3 =

Routine:

— Diffic uIl:
—__ Challenge:

O0C 000 QO

% Routine:
Difficult:
—__ Challenge:

000

= Routine:
|)il'l'i«'u|1:

Routine:
Difficult:

—__ Challenge:

- Routine:
— Difficuli:
—_ Challenge:

Rpgljin(‘:
Difficult:

—__ Challenge:

000 000 COCC 000 000 OO0 CCC 00O QO

000 000 QOO 000 QOO
000 OO0 eC0 600 @00 e0U @00 eCU €0

000 boo 300 600 600 500 GO0 GO0 60
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Skills Being Learned

Tests towar itudde < R Q00009 ___
Skill Name Aptitude Tests toward Aptitud s i 3 8 39— O
00000 £ Challenge: _
— O0000e S ||§0Hnm| 8888 _ Q
£ i
88889 D o zl'lll'f(ll'moooo -
O0000 < Routine: OO OO __ O
S Difficul: QO QO
— 0000 e [] T Challongs0 0 0@ —
Q0000
R Q000
00008 O —hes333 = ()
O0000 _ £ Challenge: OO0 @
—_— O00O0e
R Q000
00000 s Bt 3333 — O
- O000e 2 Challenge: OO O @
Q009 £ R Q0QQ
S 0000 e 1 p;i’h'f'l('-l'.h 3339 — O
00000 3 Challenge: _
—_— 0000e ¥ Routine: QQQQ
| O =M= O
| = Cha m«m _
|
Aptitude cquats 10 minus Stat: Perception Aptitude | Will Aptitude | Agility Aptitude | Speed Aptitude | Power Aptitude | Forte Aptitude

— 'e—;m,::

" Practice Log

‘Artha and Epiphanies™

OE®

Fate: Open-end 6s
Persona: +1D per point
Deeds: Double dice or reroll failure

Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability

Total Artha Total Artha
Spent Spent

Epiphany (permanent shade shift)
3 Deeds points, 10 Persona points and 20 Fate points

R

”’Gear and Possessions

Hon->esCRist CLothes, BRASS KinychLes, A BiLly
CLUB ROpe, GAGS, STRARS, A BAG (FOR putting over
heADS), LeATheR Steeves (4D), Leg6ings (4D), SKuLL
CAp (4D) AN> BReASTpLATE (2D).

——

RS N

Weapons Mechanics ~~

Incidental— 7/2 Mark (round up) Mark— Power stat exponent + Weapon Power exponent.
Superb— 1.5x Mark (round down)

MELEE | M S Add_VA WS
Bare-fisted Di Di Di 2

Teets Bl s [z 2
Khuckies  [B]y  [Bls  [Bl7 |2

BiLLy <LyB |‘E|§ |E| 2 7 |2
MISSILE WEAPONS

I M S W
O O O [ ]

Range Dice: Optimal

Ly

ammunition

Extreme IDOF: 1__ M__ S

ammunition

I M S W
O O O [ ]

Range Dice: Optimal___ Extreme ___ |DOF: 1_ M_ S___
Armor

Dice Location Type Clumsy Weight 3
000000 Head STEALTHY:
O0O0O0O0OO Torso S — f
O00000 Right Arm PercepTiON: f
000000 Left Arm SPEED: o
000000 Right Leg AciLiy:
000000 Left Leg
00000 Shield
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Character Index

Attributes

' Name $witeR Stock Roven Age 3¢ | Wil Bl o [ginie -
/ N i Successes el it Ride
i ’fAe B BQLOW 1 tests for advancement Health E i Successes
| Alias MASTQRMW\? Homeland Features i /{)»‘(, _ P]llflrlll(elllllnlxe 8 8 8 C.) _ l%:{l;:nf::xlr ("lélg(g"g”_Q
?’W. . 'Il-,w :h I
Beliefs , Instincts # Perception B] () e -
I Gotia Keep the FAMILY F O | KL e with KinPhess— , __Diffieul: 0000 __ Q Steel BlZ_
Together. I Love My peeps] b3 | ALways soofke AR perRsuave ~ Challenge: 000 @ ’R;m“m o Q
FiRst, B 2 _ Difficult: 90O 2 _
FE O : = ___ Challenge: C o
Ir ANyBo Y CRoSSES Me, TAey P:O Never get my AR>S m?‘f)‘ pow,e l' Hesitation §
et it uSKRITChz D:O — Pllfdfh(tllllli\ 3336 — Q (Hesitation = 10~ Will exp)
This LAST SCORe Witk Be the  f o  ALWAYS SONSULT with my O
Biggest yef An> epough to PO | BROTHER Sweek Sefore Forte B2 Q
91} et me Retire. D:0 [mAKing Big >ecisions __ Diffiel: 0000 __ Q —
o EES e ___ Challenge: OOO @ ___ _
Traits Agiliy Bl£ Reflexes BJ 4
pecer's Likeness  LARge EARS Tuhnel Yision — pifficul: 9099 — Q Average of Por, Aal Sp
<OAT of FUR PACKRAT GReedy ‘
<ommynAL SKittiss SKuLKing Speed Bls_ Mortal
ENLARGE> INCISORS CALLOUS _ ?Iiﬂ'li]cuh: 8 8 89 _ Q Wound
“Quick-BLoove> CALM DemeARoR — e — e e s O
TAiL AMBitious Speed Multiplier: X35
Relationships
SWEeeK~ BRoTAER, Best FRien» Ap SQUEe—~ My fRuSte> BAG MAN. LoyAL, ;
| cHief hegotiAteR FOR The hest But foo Sof t-hearte Cousin, Physical Tolerances Wheel

THe BRALN— My LunAtic Cousin.
CRAZY BuT very ysefut.

MOOSH~ MY younhgest son An> me

BRUiSER BOPYGUARD,

& 00D~ My ShitTCh i The SCRATCAERS
ARD SCAvengeRrs. Nephew.

GRIiStA~ My GiRL ALSO, Sweek's
ASSISTART, "€'MeRe DoLLFACe”

FhAh~ eLvest Son. The Mooy ohe.

Source of Income/Wealth
Cache/Loans

Debt

History, Circles, Reputation, Affiliaﬁons :

_ (Illzlll«‘ngc: [oXoJoX
Primary Reputation 4D RQPA—I'M the BoSS Primary Affiliation 2b — MY Neer

Secondary 11’(’/JumlimpF -h’iS RA*PACK

Secondary Affiliation

Resources

Resources @ 2

___ Challenge: OO O @

Let it Ride
Successes

tests for advancement
__ Routine: OOOO ___
__ Difficul: OOO0O _

AN X

©
[®)
Let it H”lp Wound Penalties o
/ Lifepaths BORN BeLow, cAuntLet, Circles @ 2 Succe :OOOO Sup.: +10b  Severe: -3D Ooooo
i e sanceme 0 ht: -1D Traum.: -4D o}
SCAvenger, KIPNAppeR, lll‘?)lsnfzz u(éz)(grgn(z)m_ 200s i 4D O%ON
MQGOTLATOR, MASTQRM]?\? ___ Difficult: OOOO ___

Superficial Wounds

O 1st: +10b

Skill Name Shade/Exponent e ’ b Skill Name Shade/Exponent S O O O
Ihconspicuoys 5 ;3386 — O FALSELOOD Ble — :8 33 9 —
Q0000 __ < : 0000 _
PopRAISAL 4 3333= O BeLow-wise Bl —Ciline535e —
Routine: OO OO _ < Routine: OQOQO
BRAWLING 2 ol 3536 — O <OMMAND 2 = Pl'l'fffpi'l'h 3336 —
Rnullm Q000 ___ ¥ e: Q00O
SootHing pLatituses B] ¢ — i 3333 = () [ —tilines55e —
. Routine: Q QOO ___ < 0000 ___
HAGGL‘hG @ L }?Iilt’:’lillt.‘llllgt:‘: 8 8 8 9 _ O D . g Cl h l”l nw«: 8 8 8 9 _
Routine: QQ Q0O __ < Routine: OO QQ ___
<urget B2 !?l‘ifﬁ‘;‘,‘l'.fé: 3336 — O (] —Uiine333e —
tntimostion s NS O o s
. Routine: QOQOQQ ___ ¥ e: Q00O
PeRSUASKDh @ i Plllilllll((‘lllll‘_:(‘ 8 8 8 2 _ Q D . g Cl l.l ‘1”4111‘}4 8 8 8 2
. - C C < C
. Depl-wise Lk :3333= O m SR
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= - >
Skill Name Aptitude Tests toward Aptitude D E |I§‘l)llil|l(”lll(|l % § § § _ O
00000 = Challenge: .
— O0000e ~ Eoﬁlnml 8888 _ Q
33339 ] —Hiine333e —
00000 < Routine: QQQQ ___ Q
S Difficult C
e O000e D s (Imlhlnf'ggggi
— 33338 —he 3333 — ()
3 ithicult:
88889 D £ Challeng: OO0 @ ——
< Routine: QO Q0O __
s Difficult: OO QO
88889 D s ()Ilnulll‘”)OOO: O
Q0000 N outine C ¢
— 5000e ] B 3333 O
00000 2 Challenge: OO O @
—_— 0000e 1 Rowin: 9000 __ Q
| D S Difficul: QOQ0O
II __ 5 Challengee OOO @
Aptitude cquats 10 minus stat: Perception Aptitude | Will Aptitude ___| Agility Aptitude ___ | Speed Aptitude ___ | Power Aptitude ___| Forte Aptitude __

" Practice L og

7 The DeAL— Swiker is the BosS of This Meer of Ro>en.
He's the mMASTeRMIND He ThINKS of ALL The Goo> iPeAS
ARN> IMAKeS syRe They et >one.

Swiker's 60T Two ConFLiCting BeLiefs: GotiA Keep The
FAMILY fogether vs NoBody CRosSes Me. These ARe MeAnT
. To MAKe Life DIFFICULT FOR The pLAYeR. ARy TiMme some

| ohe in The nest CRosses ki, SWikerR's sot A Tough
»ecisiony to MAKe.

SWiKeR RUNS AiS Nest LiKe A LitTle MAFLA FAMILY. He's

. GOt AIS CRew OF MADe Mep ThAT Keep eveRyone in Line

. wWhite They ALL TRy To SCoRe Big Cheese.

AT The Moment, The Cheese hAS just Run out But
SwikeR's got A Line on A new Heist His BRotheR Sweek's

‘Artha and Epiphanies™

Fate: Open-end 6s
Persona: +1D per point
Deeds: Double dice or reroll failure

OE®

Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability

Total Artha
Spent

3 Deeds points, 10 Persona points and 20 Fate points

OO®

Total Artha
Spent

OO

Epiphany (permanent shade shift)

R

"Gear and Possessions

soMme pice CLothes, A STIFF LeAtheR BReASTELATE
conceAted BeeATh AiS ShIRT, A ConceALed KniFe
ARND A CLUB TAAT he WAACKS AROUND IR AIS AARND
LiKe A BAtON.

Spies hAve SHIFFe® out A FAT wARehouSe FuLl

of Cheese FoR The TAKING. So ~e's ot To get the
GANG TogetheR—pIChS AND Shovels AN A Couple
of CRossBows, just in CAse—ARND get yp TheRe AN
TAKe WAAT'S RIGATFULLY Ais.

RS ALWAYS, GottA o it quiet Like so's hot to tet
them ABove FiguRe out Who'S ReALLY Behin® ALL the
DiSAppeARING Cheese,

0Nnce Ke gefs The cheese BACK fo The nest, Swiker's
THinking ABout RefiRing. He's gefTing oh in yeARs.
MAYBe if's fime to Lef 6o of the Reins? MAYBe Let
LIS SONS TAKe over?

SpeARING OF WhiCh, AS The sCenARIO Begins, THACK,
The etvest son, LAS just RetuRne» to the Nest
FROM KiS 2 YeAR WALKABoUT. He's Been ACTing
StRANGe—,ROBABLY Feels out of plAce. Be syRe o
get him COMFORTABLE With The FAMILY AGAIN.

Weapons Mechanics

Incidental— #/2 Mark (round up) Mark— Power stat exponent + Weapon Power exponent.

Superb— 1.5x Mark (round down)

< ST
SIS = —

MELEE | M S Add_VA WS
Bare-fisted D D D
Teeth @L E]L @

0 0O O
O 0O O

g5l

MISSILE WEAPONS
1 M S ammunition
Hungt Dice: ()ptmmlﬁ Extreme ___IDOF: 1_ M__ S___
1 M S VA ammunition
Range Dice: Optimal___ Extreme ___ |DOF: 1_ M_ S___
Armor
Dice Location Tyvpe Clumsy Weight
O00000 Head SrEALTHY:
O0O0O0O0OO Torso T —
000000 Right Arm PercEPTION:
O00000 Left Arm SPEED:
O00000 Right Leg AGILITY:
O00000 Left Leg : ’
O0000 Shield
—_——— - _
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Character Index

Attributes

' Name Kyut Stock FieL> Rovepy  Ageso will B s Ll —
f : i Successes et it Ride
> WALKer s T e T B s Successes
A Fleb WALKQR . t('sf? Jor advancement Health E s Successes
| Alias Homeland € F1eL>S Features i /{)»‘(' —_ Plll 11Il(e|1‘1]vlre 8 8 8 C.) _ _l](|§:,:1;:nfxf,("§'§(§'§lI_Q
ifficult: C
- P i ion B s(o) ~ Challenge: 00O @
Beliefs Instincts » Perception B¢
I Witk e Reghites with My F 9 f‘n’zve':‘fg ACH hyMmBLe AR —Diffil 9909 Q Steel B2
shallenge:
C:,Dri?rh ::h? Show theMm the p.o — g — ~Bawine: 9399 7@
WAR h OF ACeR ___ Difficult: C .
‘ E O | piwAys Mutfer A »RAYER Power B12 " Challenge: 000 @
Pecer's wAY iS The ohly TRue P.O ys Mot CP' i i o500 Hesitation &
wAY—fo Live Betow i fo Live D:O Before TAKING ACTioNn :(:llmfl(:f;;{‘;oooo — (Hesitation = 10 - Will exp)
in Bon>Age AND SeRvitude, EO ” s F AlTA @ o
O | Those who deny Aecer, shAtL IO Keep My STAFF bANDY Forte Bl 2 Q
: iShe>—By Mmel : Difficul: Q0O _
- B8 punishe>—By mel " Challenge: 00O @ Q _
. Traits Agility Bl Reflexes Bl s
RAecer's Likepness PACKRAT Tough __ Diffiecul: 0000 ___ PP
. A Challones: 5 OO @ Average of Per, Agl, Spd
COAT OF FuR SKittick ZeALot — Challenge: — Ref advances as the stats do.
oMMy AL YegetARIAN FAITAFUL -
ENLARGED InCisoRs Toiting ALBINO Speed Bls_ I\V}{rm ta‘lj B2
Quick-BLoove» ALARMiSH DesperAte —Diffinl: 0000 Q oun _
A e Ruthtess o - e ol 5
LARGe EARS Or>AINe® GNAWING Hunger Speed Multiplier: X35
Relationships
ThALk~young Convert. He's sfRonger  Unkinowh An> UnhAme> son—ke hAS i
ThAR he IS SMART, Byt he'S DedicAfed Beepy DReAMING of Meeting ~im A Phy S lCdl Tolerances Wheel

ShOWING AiM The WARMTA OF ACeR
FOR 20 YeARS. Kyut, oBviousty Loves
hilm VeRy MyCh

o The CAySe. He's ALSo AWARE ThAT
The Kyut is Coming fo the hest to
pREACAH

History, Circles, Reputation, Affiliaﬁons :

. Let it Ride A CC;O Wound Penalties Q
- Lifepaths BORN o The Fiek>s, HAND Gircles B2 Successes 3 Op  Sup: +10h  Severe: -30 90
DePUfr, BROTL’QR, MiSSiOhARY, tests for advancement o On k;,?;]hl fllg '{Ila:tn: ;;}D . OOQO
CARNIVORE, BUShWAACKER, ALBIMO,  — i 3333 — Q idi: - ortal: Dying 2500

__ Challenge: OO0 @ __
4D MAVERICK MISSIONABY,, 1 4 [iliation 2D Mission of Aecer ‘
D Ro®en €ORSAIRS

Superficial Wounds

O 1st: +10b

CORSAIR

Primary Reputation

Secondary Reputation Secondary 1//1/1(1/[()/1

Resources
Resources @ z

tests for advancement
__ Routine: OOOO ___
__ Difficul: OOO0O _

Let it Ride
Successes

Source of Income/Wealth

Cache/Loans

Debt ___ Challenge: OO O @
- e
Tests LiR Tests LiR
Skill Name Shado/Expone Experience for Advancement needod  successes Skill Name Shade/Exponent /.,Nmm( for Advancement needed — suctesses

i 8888 () i 3838
. H o ifficult: QC _ . o : _
Singing 2 Challnge: 00O @ —— Below-wise 2 0000 —
i R(_)‘!‘l__ll : Q000 i X : O000 _
DoctRine 4 —hine333e — ABove-wise 4 3886 —
; ; i 33338 — Q ; g 8838 —
Me?‘TAT|©h ? Cha l”(‘ll':(‘ 500e - HUhT‘hG 9 —__C lll 1|l|lr‘l(l| 'lt.\: 000 \. -
. e 8888 — () = o 8338 —
SuAsion 4 (:l'ml'l(p‘.'u}é; 50006 — StTeAkthy 4 %7 Challonge: 00 3 @ —
- Bt 3333 = () = fauin: 3333 —
PREACLHING B 4 3836 — STAFF B 4 —Uline333e —
A e 8388 — () fopi 2928 —
Lintimi>Afion B 4 Ol 333e — SpeAR B 2 il He000e —

Routine: O OQ QO = Routine: OO0 OQOQ

Di 0000 — — Diffical: OO

qG"’Y TRUT" @ 4 C Ill llll‘(‘ll]l'lt [e)e] b [ Q BOW @ ‘? —__C lll 1|l|(<‘l|lwlc: O00e

Routine: Q QQOQ . s Q0000

Difficuli: 9O —— i 0030

AStRoLogy B 4 Challongs 03O @ — O BrAWLING B 4 - 000 e

. . : 0000 Routine: OO QOQ

L0300 — — Difficuli: QO

- ﬂAV'GAﬁOh 2 L0008 — O L] — Challonge 50O @
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Skills Being Learned

Tests toward Aptitude

Skill Name Aptitude

Q0000
— O0000e
00000
— O0000e
00000
— O000e
Q0000
— O0000e
00009
— O0000e
00000
— O000e
Q0000
— O0000e
Q0000
— O0000e

Aptitude cquats 10 minus stat: Perception Aptitude | Will Aptitude ___| Agility Aptitude ___ | Speed Aptitude ___ | Power Aptitude ___| Forte Aptitude __

Kl
i
,9\‘

N Routine: Q0O OQQ ___
D S Difficul: OO QO
£ Challenge: OO O @ ___
< Routine: QOO

D S Difficul: QOO QO Q
_ 5= Challenge:: OO0 @
< Routine: QOQ0O ___
D S Difficul: QOO O
3 Challenge: OO0 @
< Routine: QOQOQOQ ___
D S Difficul: OO0 0O
3 Challenge: OO O @
< Q000
D ] Q000
3 O0o0e
< Q9
D g 0000
3 0008 —
< Routine: OQQO ___
n S Diffieuli: 0000 —
£ Challenge: OO O @ ——

| Practice Log |

hepy FieL> WALKER WAS A young Mouse, ke et in Love wWith
AR e%uALL\/ yYouhg Refugee From The BeLow who hAD Recehﬂy
ARRIVE? iRy the FieL>s FROM BeLow. He ot LeR pRegNANT His
pARENTS WeRe FuRious! AN FORCE> LM to join the oReR fo
Atone FoR kis TRANSGRESSION. HiS Young Love FLeD in TeRRoR.
FLe> BACK o The Tunhels Below the City.

ThAT WAS 35 YRARS AGo. Fiel> WALKER hAS Spent those YeARS
ALTeRNATeLy TRYING To foRget heR AN Seeking LeR out. Though
heAlTRY AN STRONG, FieL> WALKER iS oL> AND SooN TO pASS ON.
BefoRe A& G08S, he WANTS To FiD AiS ChIL> AND Be Reynite> with
KIS eStRANGED FAMILY.

He hAS Sought AND pRAYED MARNY A LONG hOUR. HIS visioNs hAve
AT LAST LeAD KM to These STinKing sewers BeLow this Festering
ciﬂ_ HIS VISIONS hAVE ShOWR AiM RAT, pOWERFUL AN STRONG, Who
. MusT Be 4is Living. BuT in The vision, TAIS RAT IS TRApzED AR

‘Artha and Epiphanies™

OE®

Fate: Open-end 6s
Persona: +1D per point
Deeds: Double dice or reroll failure

Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability

Total Artha Total Artha
Spent Spent
Epiphany (permanent shade shift)
3 Deeds points, 10 Persona points and 20 Fate points

The Most puzzling thing ABout the vision is ThAT it
AppeARS ThAT hiS Son—the SAMe who is DRoWing—sets
The TRAR: ke is seen Shutting the Stone seALs AR
OpeNING The vALVES SO The WATER CARN RuSh IR But
Ther it IS he Who iS TRApED AND DROWNS.

FieL> WALKER ALSO hAS A CONVERT With The
MASTeRMIND'S RANKS~The Young BRuiSeR, TLACK. He
Mmet the one YOUNG A Few YeARS AGO Wheh he ARD
KIS CORSAIRS were oyt RAIDING. The BeLow Roren
Cohnverte> AR tol> Fiek> WALKER Of AiS peopte
BeneAts the City. Once fhe visions BegAn, Fiel>
WALKER Kinew ThAT TLACK LAD Bee Sent By LeAven
AND he IMyst Follow AiM fo kis Pestipy.

:’ ”Géar and Possessi ; S Weapons Mechanics TEET
& n 1 n Incidental— 1/2 Mark (round up) Mark— Power stat exponent + Weapon Power exponent.
BLACK MOhK Ro‘ges Ah3 A hooDe> (LoAK Superb— 1.5x Mark (round down)
P SPEAR CONCEALED AS A STAFF MELEE 1 M S Add VA WS
Honeye> DATCAKes Bare-fisted ) L1 L1 [9][C[F
thzew‘f\e . Teets Bz [Be Be [2/-|F
Lgeffheg/n\oio ’ Swer Bl [Bs @7 2]~/
R ARMOR SpeAR rEl; Els 7 2|4 || F
MISSILE WEAPONS
RoWhiNG. Lf Fiel> WALKeR >oesh't intervene,
eveRything he Sought FOR Wikl Be snuffe> out! 1 M S VA ammunition

O o o [ ]

Range Dice: Optimal Lxtreme

IDOF: I__ M__ S

1 M S VA ammunition
Range Dice: Optimal___ Extreme ___ |DOF: 1_ M_ S___
Armor
Dice Location Type Clumsy Weight 3
000000 Head STEALTHY:
FOOOOOO  Torso LeAtrer 7T — [
FOOOOO Right Arm Perceprion: f
FOOOOO Left Arm SPEED:
000000 Right Leg AGILITY:
000000 Left Leg : ’
00000 Shield
—_——— - _
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" Character Index

Attributes

ShALL LeAD (S FROM The PARKAESS. ThACK~ DANGEROUS BRUISER.

Sweesh— BRAIN'S AppRentice, ALSO The MooSh—~ A Young BRUISER, peRhARS he

Cyukf ARSONIST: CAN Be Converted

\ GRistA— SwWikeR'S GiRL, Also Sweek'S  Goo>— A RAT with some pofentiAL.

S ASSIStANT: Squee— MASTERMIND'S KidhAppeR nko.
RGSTS me

Y= = = =

History, Circles, Reputation, Affiliaﬁons :

Challenge: OO O @
Primary Reputation Primary Affiliation

Secondary Reputation Secondary Affiliation

Resources
_ Let it Ride
Source of Income/Wealth Resources @ - Successes
tests for advancement

Cache/Loans

0000 __

Routine:

___ Difficul: OO OO

Superficial Wounds

O 1st: +10b

' Name &<Rim Stock Ro»e Age = et it Ride
| R -Boe L C g 29 Will i IS!II(‘I({('{?:;{' = Lyl it Ride
i © A t“f? for advancement Health 7? Successes
| Alias  BRyISER Homeland Features i /{)»‘(, —_ P]l“ﬁt.lll,]ée 8 8 8 C.) - _l""'['”' f 'r_,"'lc')’""‘g"é"l_
Oy + ]%_e,ligis ‘n Instincts b Perception B s(e) — Challenge:
y the ViSionARY KnOWS  F O | ALWAYS Moye S
The TRuth AND whAT Must Be T D linconspicuousty AMong the, — Ul 0308 — Steel . S— Q
>one ABout it " Rats, — D 5000 —
Challenge: OO O @
L Am tre YisionARy's Knife  F O Power P -
hARD, LE ke heeds MyRDe B O] WAtch/oBserve my fARGef __ Diffieal: 0000 __ Hesitation 8 _
N2 LF ke URDER, D:O ) Hesitation = 10 - Will exp
I'm the weAron BeFfore STRIKING. ~ Challenge: 00O @ ( v)
P .
GRISTA ShALL Be Mine wrepy FEO L
. L LL ipyFimAfer B 2
The new oR»eR CoMmes, 58 ALAAYS YL infimAtely. Forte =<
: ___ Difficult: OOOO ___ Q
___ Challenge: OOO @ ___
Traits Agiliy Bl & Reflexes Bl_s
Pecer's Likepess PACKRAT Tunhet Vision — Difffoul: 999 — Q Average of Per; Agl, Spd
. 4 . — B¢ —_— Ref advances as the stats do.
SOAT Of FuR Shittich SHuLkiNG “
<ommynAL Deep-Sepnse Speed B S Mortal
ENLARGED INCISORS CALLOUS . ?Iiffli]cuh: 9339 — Q Wound I8/=7
“Quick-BLoove> SingLe-Minse> - - W
- TaiL MeAr Speed Multiplier: X35
- LARGe EARS Relationships <oL>-HeARte>
SwWiker~ The BosS. DooMmed! Shin— <yit sAADow/sP)e_ He poses As A ;
Sweek— Most BLesse> visionARy Who SCAVENGER AR Thieh Physical Tolerances Wheel

(@) Q
Let it Ride Wound Penalties Q
 Lifepaths BORN BeLow, GAuntLet, Circles B4 Successes :NOOOOO Sup: +10b  Severe: -3D OOOOO 00
. L. @] Light: -1D Traum.: -4D
ests for advanceme (e} )
‘svcaﬁue& BRuiser Inifiate,  fufiebssst Q 900n  Midi 2D Mortak Dyine 9050
UR?QRQR __ Difficult: .

Debt __ Challenge: OO0 @ __
E ; .
Skill Name ShadeFxponer Eapericnce for Advancement nbeded  subises Skill Name Shade/Esponent Eapericnce for Advancement nbeded
Routine: QOQQQ ___ " 0000 ___
BRANLING s 333 = O pectrine Bo 3333 =
Routine: QOQ OO ___ X : O000 _
Tunneting g2 CHEEZ33S O Terowing Ble 3333 =
Tunnet-wise we W33 = O O SR 8388 =
3 Routine: QOQOQQ ___ < Routine: OO0OQQ ___
Knives s Eh3333= O O hiE3333 =
Routine: OOQOQQ ___ < Routine: QO0OQ0OQ ___
<RossFow m2 ENESEE= O O Ehn 3383 =
Routine: QQ Q0O __ < Routine: OO QQ ___
Stestsy ®s SHE3333= O O i3s3 =
. Routine: QO Q0O ___ < Routine: O0OOQ
Inconssicvous B2 3333 = (O O B 3333
Routine: QO QO 0000
AnAfomy ®2 SHEE3333= O O 3333
o . . : C C 3 ine: C
intimbstion 2 SRS O ok
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Skills Being Learned

Tests toward Aptitude

Skill Name Aptitude

Q0000
— O0000e
00000
— O0000e
00000
— O000e
Q0000
— O0000e
00009
— O0000e
00000
— O000e
Q0000
— O0000e
Q0000
— O0000e

Aptitude cquats 10 minus Stat: Perception Aptitude ___ | Will Aptitude ___

| Agility Aptitude __

U

¢
)
a

"
H

N Routine: Q0O OQQ ___
D g Dllh(ull Q000
3 Challeng: OO O @
< Routine: QOO
D $ Difficult: 9QQ 0O Q
3 Challeng: OO O @
< Routine: OOOQQ ___
D ] Difficul: QOO QO
£ Challeng: OO0 @ ——
< Routine: OOQQ ___
D g Difficul: OO OO
5‘_(|n|lnm O000e __
S Routine: QOO Q ___
D S Difficul: 9O Q0O O
3 ‘hallenge: OO O @
+ Routine: QOO __
D £ Difficuli: QQ QO —_
S Challenge: OO O @
<t Ruuluu Q000 ___
D S Difficul: QOQ0O
£ Challenge: OO O @ ——
| Speed Aptitude | Power Aptitude | Forte Aptitude

Practice Log

‘Artha and Epiphanies™

OE®

Fate: Open-end 6s
Persona: +1D per point
Deeds: Double dice or reroll failure

Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability

Total Artha Total Artha
Spent Spent
Epiphany (permanent shade shift)
3 Deeds points, 10 Persona points and 20 Fate points

R

> ~Gear and Possessions

DARK CLothes (So The BLoO® PoeSK't Show),
LeATheR SKULLCAL, LeATAER SLeeves, AND A LeATAER
BReASTpLATE, Roven ThRowing BLADeS (+4D fo
ThRoOWiING!)

You ARe A MemBerR of the seCRet Sociefy. Sweek is
YOUR SpiRITUAL LeADER AND Guide. You ARe The Culf™s
MyUR>eReR. YOUR €oveR iS thAT You ARe A BRuiSeR.
ReveAL fhis fo No ohe excest those you Know to Be
in the Cutf!

KRIM ARD Shin sCoute> out The LoCATion ForR The
TRAR. If's i A oL DuCt ThAT'S SeALed on ohe en
@hL)' A Few RATS CAR STAND in The SpACe wheRe
the digginG Myst 1AKe plAce So The TRICK of if

is MARING SuRe The oTheR Sive of The funneL CAR
Be BLOCKED SO SWiKeR AND IS 00NS CAN'T eSCAze,
The BRAIN woulk> Be AR excelleyt CARDIDATE FOR
Devising soMme sCheme, Byt +e's LoyAL To The Boss.
PERAARS he CAR Be Converte

ALSO, KRIM Knows ThAT Sweek fob> GRISTA ThAT
SwiKer woul> not Be AuRT i The TRAR! But Sweek
ToL> KRIM AiMselr o MAKe syRe Swiker wouk®
vie—though It hAD o LOOK Like A ACCident,

——

e S

- T es s
Weapons Mechanics -
Incidental— 1/2 Mark (round up) Mark— Power stat exponent + Weapon Power exponent.
Superb— 1.5x Mark (round down)

Ly

MELEE 1 M Add VA WS
Bare-fisted D D D
Teeth @L @L 2
rdives  [Bl2 [Bls l7 4 |a r
[ I R
ThROWING KA @SILF WEAPONS
1 M S VA ammunition

B EBF By [-]| 8

Range Dice: OptimalAD ExtremeaD |DOF: B-2 M2-4 S5-¢

ammunition

I M S W
O O O [ ]

Range Dice: Optimal___ Extreme ___ |DOF: 1_ M_ S___
Armor

Dice Location Type Clumsy Weight 3
000000 Head STEALTHY:
O0O0O0O0OO Torso S — f
000000 Right Arm Perceprion: (
000000 Left Arm SPEED: o
000000 Right Leg AciLiy:
000000 Left Leg
00000 Shield
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Character Index

nose.

" Cytt ARSORIST:

Swiker—~ My POOR, POOR MAN. €AN'T
see WhAT'S hAppeNiNG Right uDeR Ais

Sweek— Most BLesse> visionARy who

ShALL LeAD S FROM fhe DARKNESS.
\  Sweesh~ BRAIN'S AppRentice, Also the  ThACR~ ELest Son. Moosh—~ Youngest:
G 00>~ P RAT With soMme pofentiAL, .

' Name GRiStA Stock Ro>en Age 27
BeLow
‘ Alias Homeland Features
Beliefs Instincts )
Oty the YisionARy Knows F. O |dever ReveAL the existepnce
fhe TRUTH ARN® WhAT MysT Be 38 of fhe society o the
>ohe ABout it T uhinitiAtes,
Swiker Myst Be Qustes Bt EO
he Shoul i Be AURT 3:8 Hever fell fre tRyTA. |
The SCAVENGERS ARD o o PLWAYS RepoRT BACK fo The |
.0 | SCRATHCHERS MysSt Be CoveRfe> .o | viSioNARY.
-0 o {rAe socieﬂ*s views, D:O
Traits
pecer’s LiKeness LARGe EARS Tunnet Yision
<oAT OF FuUR PACKRAT SHuLhinG
coMmmynAL SKi{Tisk Ligst Touch
ENLARGEY INCISORS BRroKen
“Quick-BLoove> ZeALoysS
TAIL Scheming
Relationships

KRiM— €yl ASSASSin /MyRDeReR. He
pOSES AS A BRyiseR,

Shin— €t ShASOW/SpY. He poses AS A
SCAVENGER AND ThieR
inty— 0Bnoxious ARSE Of A RAT!

PeRrverter

Primary Reputation

Secondary Reputation

Source of Income/Wealth

Cache/Loans

~ Debt

History, Circles, Reputation, Affiliations :
- Lifepaths BORN BeLow,
Fingers, Initiafe, cytfist;

GAunTLet,

Circles

tests for advancement
___Routine: OO0OO0O _
— Difficult: O0O00O __

_ (Ilmllvngc: [oXoJoX

Let it Ride
Successes

B4

Primary Affiliation

Secondary Affiliation

Resources

Let it Ride

_ (Illallmlgv: oO00e

Resources @ - Successes
tests for advancement
__ Routine: OOOO

—_ Difficul: 0000 __

AN X

Skill Name

BRrRAWLING

Shade/Expone

B2

Steight of HAND

DocfRine 2
Rhetoric 4
SuAsion B2
Khives B2
Disguise B4
Ihconspicyous B4
_ FALseho0» i

Tesgs
Experience for Advancement needed — successes

Routine: QO Q0O
Difficuli: QQ QO
Challenge: O O

000 C

Routine:
Difficult:
Challenge:

: O
O]
:O
Q
Q
o]
Q
Q
O
Q
Q
O

O 00O 000

000 000 QCC

Routine:
Difficult:

Challenge:

QO

Routine:
Difficult:

Challenge:

0]

Routine:
Difficult: O

Challenge:

Routine:
Difficult:
Challenge:

000 Q00
00 OO0 600 600 @00 eCC 600 600 e

Routine:
Difficult:
Challenge:

000

Routi
Dif
Ch

500 O0O 000 O
000 000 OO0 OO0 OO0

Q00

OOO000O0OO00O0E

Attributes
2

Let it Ride
Successes

B2

Let it Ride
Successes

Will

tests for advancement Health
__ Difficul: OOO00O __ tests for advancement
__ Challenge: OO O @ ___ __ Roufine: O0O00O ___
___ Diffic 0000 __
. 3 Challenge: OO O @
Perception i@)
__ Diffiellc 0000 __ Bl
__ Challenge: OOO @ ___ Q Steel - 5
_ Routine: OOOO ___
~ ? _ l?ifﬁ('uh: O000 ___
Power 2 " Challenge: 00O @

Hesitation _@

Difficuli: QO QO (Hesitation = 10 - Will exp)

_ Challenge: OO O @

Forte _9

___Difficult: OO OO
__ Challenge: OO O @

Agiliy BIs
___ Difficul: OOO0O ___
__ Challenge: OO O @ __

Reflexes -5

Average of Per
Ref advances a

Spd
he stats do.

Speed S Mortal
p o
E <
Difficult: 00O O Q Wound
_ Challenge: OO O @ _ Average of Power and Forte (plus 6). |

MW advances as the stats do.

Speed Multiplier: X35

Physical Tolerances Wheel

Wound Penalties

] O~ o~
;'Ooo Sup: +10b  Severe: -3D Q%
(: OOO Light: -1D Traum.: -4D 0o®
"‘OOO Midi:  -2D Mortal: Dying OOON
~000 =
=000 Superficial Wounds

O 1st: +10b

Tests LiR
Experience for Advancement needed — successes

OOOO

Skill Name Shade/Exponent

Routine:

$ Diffic uli:
£ Challenge:

% Routine:
Difficult:
—__ Challenge:

000 000 Q00 QO

= Routine:
|)il'l'i4'u|1:

Routine:
Difficult:

—__ Challenge:

- Routine:
— Difficuli:
—_ Challenge:

[ N B B A

Rpgljin(‘:
Difficult:

000 boo 300 600 600 300 600 boo o0c
000 000 000 OO0 OO0 00O OO0 000 OO

000 000 QOO 000 QOO

[]

@00 600 @00 00 600 @00 600 e0U €0

—__ Challenge:

[0
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Skills Being Learned

Tests toward Aptitude

Skill Name Aptitude

Q0000
— O0000e
00000
— O0000e
00000
— O000e
Q0000
— O0000e
00009
— O0000e
00000
— O000e
Q0000
— O0000e
Q0000
— O0000e

Aptitude cquats 10 minus Stat: Perception Aptitude ___ | Will Aptitude ___

| Agility Aptitude __

I

+ Routine: QO OQQ ___
D § ifficul: QOO O
£ Challengee OOO @ ——
< Routine: QOQOQQ ___
D S Q0O Q
S 1 ooe
< Rouluu Q000 ___
D ] Difficul: 0O QO
3 Challenge: OO0 @
< Routine: OOQQ ___
D s Difficul: OO OO
S Challenge: OOO @
< Routine: OOQOQ ___
D S Difficul: 9O Q0O O
£ Challenge: OOO @ ___
+ Routine: QOO __
D £ ])lHl( ul: Q000
S Challenge: OO O @
S Ruuliu( Q000 ___
D S Difficul: QOQ0O
£ Challenge: OO O @ ——
| Speed Aptitude | Power Aptitude | Forte Aptitude

" Practice L og

GRISTA IS A pOWERFUL RAT, Though She eres not o
AppeAR ThAT WwAY o The Rest of The hest Ih fRuts,
She's the MASTERMIND'S GIRL, MoTheR OF The BRUISERS
ARND WiLLInG SeRVANT of the YisionARy
Sociefy.

$he is in A sweef poSifion, peRAALS MORE pOWERFUL
ThA R eitheR OF The TWo who CLAIM proweR opehnty. ALL
SeCRefsS pASS ThROUGH AER AND She CONTROLS Who IS
BRoughl into The Society.

Sweek LAS ToL> heR The filme LAS Colme FoR The
Sociefy fo MAKe its pResepCe Felt in the nest It's
Time fo oveRThROW SwiKeRr,

ARND KIS Secret

‘Artha and Epiphanies™

OE®

Fate: Open-end 6s
Persona: +1D per point
Deeds: Double dice or reroll failure

Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability

Total Artha Total Artha
Spent Spent
Epiphany (permanent shade shift)
3 Deeds points, 10 Persona points and 20 Fate points

R

”’Gear and Possessions

SimpLe, CommMmop CLothes, A pAIR OF WiCKe> Kiives, A
BAG OF MAKRe-yp, DYes, extRA FUR, FALSE teefh AR
WhISKERS FOR Disguise.

GRISTA BeARS SWIKeR No REAL MALICe, He's The
FATHER OF heR TWo Sons. SO She hAS extRACTe A
pROMISe FROM Sweek ThAT SwikeR wiLl not Be AuRt;
he'Ll Be exiLe® whepy the Socieﬁf 1A Kes over.

GRISTA hAS Divived LoyALties, But ske is A Devout
MmemBer of fhe seCRet society. Sweek is Ler
SPIRITUAL LEADER AN Guide. She iS The Cylt's
PerveRTER. HeR €oveR IS ThAT She IS ARe The
NegoTiATorR'S ASSISTANT AND the BoSS' GiRL! She
IS seCon® in CoMMARN>, It is LeR joB To Convert
otker RoYen into The Cutt: ReveAL this o ho ohe
excest Those you Know fo Be in the Cutt!

——

PN S SE e

- == RS e
Weapons Mechanics -
Incidental— 1/2 Mark (round up) Mark— Power stat exponent + Weapon Power exponent.
Superb— 1.5x Mark (round down)

MELEE 1 M S Add_VA WS
Bare-fisted [ D D
Teeth @L E] 4 H @
N I D O
N I D O
MISSILE WEAPONS
1 M S ammunition

DDDD

Range Dice: Optimal

IDOF: 1 M S

Extreme

ammunition

I M S W
O O O [ ]

Range Dice: Optimal___ Extreme ___ |DOF: 1_ M_ S___
Armor

Dice Loeation Type Clumsy Weight
000000 Head SrEALTIY:
O0O0O0O0OO Torso . [ — f
O00000 Right Arm PercepTION: (
O00000 Left Arm SPEED: _
O00000 Right Leg AciLimy:
000000 Left Leg
00000 Shield
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The BRAIN~MY Bestest Bu>>y, AR
SMARTest RAT i The whole WORLD,

| Sweesh— The BRAIN'S Nnew ASSistAnT. He's

SKIfTY, Sfupiver ThAk ke Looks An> hot

Yo Be tRuster

WikeR~The BoSS

Character Index
' Name PinKy Stock Ro>en Age 34-
BetLow
‘ Alias  BRAD P|hK7 Homeland Features
Beliefs _ Instincts )
GOTtA >0 whAT The BRAIN  F O | ALWAYS ASK The BRAIN FIRST‘
SAYS. PO
D:O
Sweek is yp To SoMething. kO | Whehn D0ing sometking (RUGIAL,
P:O |involle the Clymsy TRAIT
GRistA Truly Loves Me, pot D:O
Swiker. I myst get 4er to b o L ANyone ThReAtens the
Confess her TRue Feetings fo  p, o | BRAIN, BonK Them on tre
D:O | heAD WitTh the BiG BAT
Traits
pecer’s Likeness  LARGE EARS <onFusing RANT
<oAT of FuR PACKRAT Lucky
<commynAL SKitTisA <Lymsy
ENLARGED LNCISORS Tunnek Yision MeARn
“Quick-BLoove> SHULKING BRUTAL
TAIL G opheR DuMmE
Relationships

Sweek—The Boss' TALKING Guy.
GRISTA— BOSS' GiRL,

KRim— BRyiser, #e's »iding somefring.
SKitCh—

A SCRATHER Who iS hice o e,

History, Circles, Reputa

 Lifepaths BORN BeLow, GAunTLet,
PiNKY, SCRATCAER, BRyiSeR,
P\Pppeh‘fiﬁe, BRUiSQR
Primary Reputation 4D {?eP~PihK7!

Secondary Reputation

Source of Income/Wealth
Cache/Loans

Debt

Circles

_ (Illzlll«‘ngc: oO00e

_ (Ilmllongv: oO00e

tion, Affiliations
Let it Ride
B Siecesses
tests for advancement
Q0

___ Routine:
0000

—__ Difficult:

Primary Affiliation

Secondary Affiliation

Resources
Resources @ o

Let it Ride
Successes
tests for advancement

__ Routine: OOOO

___Difficul: OO OO

AN X

h

Skill Name

Sootring PLAtITUPet B o
BRAWLING B
Tuhheting
Tunhel-wise
Menring
BLACKSMITA

Shade/Expone

<cyrGeL
ItimisAtion
StTeALfry

Tests
Experience for Advancement needed stecesses

O
O
O
0]

00 @00 OO0 600 600U eCU @00 @00 e

Routine:
Difficult:

Challenge:

O
O
O
O

OOO0000OO00O0k

ult:
Cha l”(‘ll"(‘

Routine:
Difficult:

Challenge:

Routine:
Difficult:

Challenge:

000 000 CCC 000 O

Routine:
Difficult:
Challenge:

Routine:
Difficult:
Challenge:

000 000

Routine:
Difficult:
Challenge:

000

E)OO Q00 OOO 000 000 0QCCO OOO Q00
000 000 00O 000 000 Q00O 000 000 000

Q00

Attributes

. Let it Ride
Will ? Successes Let it Ride
Successes
tests for advancement Health E i necesses
__Difficult: 0000 _ tests for advancement
__ Challenge: OO O @ ___ __ Roufine: O0O00O ___
_]?illu 0000 ___
Perception B 9@ ) Challenge: OO O @
__ Difficul: 0000 __ BlZz_
__ Challenge: OOO @ ___ Q Steel ;
_ Routine: OOOO ___
_ l?ifﬁ('uh: O000 ___
Power E E __ Challenge: OO O @ ___
e 0ooo () | il Gy,
Forte Bl s
___ Difficult: OOOO ___
___ Challenge: OOO @ ___
ope B > |
Agility 2 Reflexes 2
__ Difficul: OOOO __ Q \verage of Per, Agl. Spd
! Average of Per, Agl. Spa
—_— (Jlil”(‘llg(‘: 0o0o0e __ Ref advances as the stats do.
Speed Bl 4 Mortal @ A0
7
__ Difficult: OOOO ___ Q Wound -
__ Challenge: OOO @ ___ Average of Power and Forte (plus 6). |
MW advances as the stats do.
Speed Multiplier: x35

Physical Tolerances Wheel

©
& Wound Penalties s}

-
w0 Sup: +10b  Severe: -3D Oogo
N OOO Light: -1D Traum.: -4D 0o®

=004 Midiz 2D Mortal: Dying (550w
olete

Superficial Wounds

O 1st: +10b

Tests
Experience for Advancement needed

Q0000

Skill Name Shade/Exponent

Routine:

O0C 000 QO

$ Diffic uli:
£ Challenge:

% Routine:
Difficult:
—__ Challenge:

000

= Routine:
|)il'l'i«'u|1:

Routine:
Difficult:

—__ Challenge:

- Routine:
— Difficuli:
—_ Challenge:

[ N B B A

Rpgljin(‘:
Difficult:

000 boo 300 600 600 500 GO0 GO0 60
000 000 QOO 000 GO0 000 000 0OO OO
000 600 000 00 800 €00 600 e00 €0

000 000 QOO 000 QOO

[]

—__ Challenge:

[0
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Skills Being Learned

Skill Name Aptitude Tests toward Aptitude
Q0000
E— O000e
Q00000
E— O0000e
Q0000
E— O000e
Q0000
E— O0000e
Q00000
E— O0000e
Q0000
E— O000e
Q0000
E— O0000e
Q0000
E— O0000e

Aptitude cquats 10 minus Stat: Perception Aptitude ___ | Will Aptitude ___

| Agility Aptitude __

Additional Sk

Routine:

Dl“l( ull
Chall

O0Q i

000 000 000 OO0 et
oCC eCC eCC eCC eC0 ¢

Il
OO00O0000

'Ooo vy

= Routine:

Routine:
" Difficult:

—__ Challenge:

000 000

Routine:
Difficult:
—_ Challenge:

Routine:
I)llhulll
Chall

000 00O

Routine:
Difficult:
— Challenge:

= Routine:
Difficult:

D g ( hallenge:

000 000 boo 000 60O Ooo

000 000 00O

000 000
®CCO e00

| Speed Aptitude ___ | Power Aptitude ___ | Forte Aptitude ___

" Practice Log

‘Artha and Epiphanies’

OE®

Fate: Open-end 6s
Persona: +1D per point
Deeds: Double dice or reroll failure

Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability

Total Artha Total Artha
Spent Spent

Epiphany (permanent shade shift)
3 Deeds points, 10 Persona points and 20 Fate points

R

~ Gear and Possessions

A ReALLY Big BAT, white oveRALLS, A BAG with Some
tools in it, hoheye> oATCAKeS, PARnverine.

——

RS N

- T es s
Weapons Mechanics -
Incidental— 1/2 Mark (round up) Mark— Power stat exponent + Weapon Power exponent.
Superb— 1.5x Mark (round down)

Ly

MELEE 1 M Add_VA WS
Bare-fisted D D D
Teeth IEL I_El q4 H g,
BAT [Bl¢ [Blg [Blaz 7,
[ N U I U I
MISSILE WEAPONS
M VA ammunition

DDDD

Range Dice: Optimal___ Extreme IDOF: 1_ M__ S

M S VA ammunition

DDDD

Range Dice: Optimal___ Extreme ___ |DOF: 1_ M_ S___
Armor

Dice Location Type Clumsy Weight E
000000 Head STEALTHY:
O0O0O0O0OO Torso S — f
O00000 Right Arm PercepTiON: f
000000 Left Arm SPEED: o
000000 Right Leg AciLiy:
000000 Left Leg
00000 Shield
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Swiker~The BosS. He'® never fALK fo Ime.
| Sweek—~The fest's FACe-MAR, Boss'
BRoThER. He SAYS Funny poems.
[ The BRAIN— He ALWAYS ASKS US FOR help
| An® then tAKeS the 600> StufrF!
RiStA— SwikeR's GiRL, §he Comes Ap»
&LKS To uS ALL The time,

Character Index
' Name SNiFF Stock Ro>en Agess
Below

‘ Alias Homeland Features
‘ Beliefs Instincts
| F: O |SoMme>Ay, I'Mm Going fo Be the F O |When hot Busy with
| P:O | goss, PO lcometring etse, nose

P PO ARoun i everyone's

E O | They ALL ThiNK They'Re ko GARBAGE,

P. O |soMefhing, But they'Re P:O ACt ALL InConssic y h
D:O LG with | D:O inconspicious whe
‘ hothing without us >oPSInG WORK.

EO . EO

.o | IM hot g0ing to Let The '

P:O P:O

D:O BRArh Keep tARING WhAT I DO itwf":é;‘i'm Tongue ouT "-’5

N AyEeNGE 7
Traits

pecer’s LiKeness LARGe EARS Tunnet Yision

<OAT OF FuR PACKRAT SHULKING

<omMmynAL SKittisk GReedy

ENLARGED INCISORS ABysed
4 Quick-BLoo»e>

TAIL

Relationships

Shin— <ousin. He's Generous.

KRiM, TLACK AN> Moosh— BRyiSERS,

Soui—A hice LoChpick

SKITCh AND SCRATCA—SCRACTHERS Who ALSO AAVE |
10 20 ALL The ReAL KARD WORK i The Nest |

SCoff—My Big BRofheR Hes A jeRK, But L Love im /

s Eme -
Sl 2

ScAvenger

Primary Reputation

Secondary Reputation

~ Debt

History, Circles, Reputation, Affiliations :
 Lifepaths BORN BeLow, GAunTLet,

e x -

Let it Ride
Successes

O

Circles B] 4

tests for advancement
Q0

___ Routine:
__Difficul: OOOO

—_ Challenge: 00O @
Primary Affiliation

Secondary Affiliation

Resources
o Let it Ride
Source of Income/Wealth Resources @ Successes
Lesls di {
Cache/Loans ]({:)Jnfzi “ Cl)(l(l)l(gll(l)ﬂ
___Difficul: OO OO

_ (Illallmlgv: oO00e

Skill Name

BRAWLING

CONSHIC

PopRAISAL

SCAvenger

Shade/

B3

Tesgs
Experience for Advancement needed — successes

Q000
Difficuli: QQ QO
Challenge: O O

[Expone

Routine:

000 C

Routine:
Difficult:
Challenge:

: O
O]
:O
Q
Q
o]
Q
Q
O
Q
Q
O

O 00O 000

000 000 QCC

Routine:
Difficult:

Challenge:

QO

Routine:
Difficult:

Challenge:

0]

Routine:
Difficult: O

Challenge:

Routine:
Difficult:
Challenge:

000 000

OOO0000OO00O0k

Routine:
Difficult:
Challenge:

000

Routi
Dif
Ch

000 000 Q00 000 000
00 OO0 600 600 @00 eCC 600 600 e

500 O0O 000 O
000

Attributes

Let it Ride

Will ? Successes 3 L;l‘l it Ride
uccesses
tests for advancement Health E -~ “
__ Difficul: OOO00O __ tests for advancement
__ Challenge: OO O @ ___ ___ Routine: OOOO_
. __ Challenge: 00O @
Perception B i(S)
__ Diffiecl: 0000 __
__ Challenge: OOO @ ___ Q Steel : gL
_ Routine: OOOO ___
__ Difficult: OOOO ___
Power E i __ Challengee O0OO @ ___
e 0ooo () | i Gy,
Forte Bl 2
___ Difficult: OOOO ___
___ Challenge: OOO @ ___
Agility B 4+ Reflexes S
__ Diffieult: 0000 __ Q fverage of P Agl, Spd
) Average of Per, Agl. Spa
— Challenge: 00O @ __ Ref advances as the stats do.
Speed Bls Mortal @ -
7
__ Diffieult: 0000 __ Q Wound - = —
__ Challenge: OOO @ ___ Average of Power and Forte (plus 6).
MW advances as the stats do.
x35

Speed Multiplier:

Physical Tolerances Wheel

Wound Penalties

N O~
w* Ooo Sup: +10b  Severe: -3D Q%
(: OOO Light: -1D Traum.: -4D 0o®
"‘OOO Midi:  -2D Mortal: Dying OOON
~000 =
=000 Superficial Wounds

O 1st: +10b

Skill Name

[ N B B A

[]

Shade/Exponent

Tests LiR
Experience for Advancement needed — successes

OOOO

Routine:

— Diffic uIl
—__ Challenge:

Routine:
$ Difficult:
—__ Challenge:

000 000 Q00 QO

= Routine:
|)il'l'i4'u|1:

Routine:
Difficult:

—__ Challenge:

- Routine:
— Difficuli:
—_ Challenge:

Rpgljin(‘:
Difficult:

—__ Challenge:

000 000 COCC 000 000 OO0 CCC 00O QO

000 000 QOO 000 QOO
@00 600 @00 00 600 @00 600 e0U €0

000 boo 300 600 600 300 600 boo o0c
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Skills Being Learned

Skill Name Aptitude Tests toward Aptitude
Q0000
E— O000e
Q00000
E— O0000e
Q0000
E— O000e
Q0000
E— O0000e
Q00000
E— O0000e
Q0000
E— O000e
Q0000
E— O0000e
Q0000
E— O0000e

Aptitude cquats 10 minus Stat: Perception Aptitude ___ | Will Aptitude ___

| Agility Aptitude __

Additional Sk

Routine:

Dl“l( ull
Chall

O0Q i

000 000 000 OO0 et
oCC eCC eCC eCC eC0 ¢

Il
OO00O0000

'Ooo vy

= Routine:

Routine:
" Difficult:

—__ Challenge:

000 000

Routine:
Difficult:
—_ Challenge:

Routine:
I)llhulll
Chall

000 00O

Routine:
Difficult:
— Challenge:

= Routine:
Difficult:

D g ( hallenge:

000 000 boo 000 60O Ooo

000 000 00O
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| Speed Aptitude ___ | Power Aptitude ___ | Forte Aptitude ___

" Practice Log

‘Artha and Epiphanies’

OE®

Fate: Open-end 6s
Persona: +1D per point
Deeds: Double dice or reroll failure

Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability

Total Artha Total Artha
Spent Spent

Epiphany (permanent shade shift)
3 Deeds points, 10 Persona points and 20 Fate points

R

~ Gear and Possessions

DiRer OVERALLS, A BAG OF IMUNPANE yet usefut
STUFE A BLoo® BLoSSOM

——

RS N

- T es s
Weapons Mechanics -
Incidental— 1/2 Mark (round up) Mark— Power stat exponent + Weapon Power exponent.
Superb— 1.5x Mark (round down)

Ly

MELEE 1 M Add_VA WS
Bare-fisted D D D
Teeth IEL I_El q4 H g,
[ N U I U I
[ N U I U I
MISSILE WEAPONS
M VA ammunition

DDDD

Range Dice: Optimal___ Extreme IDOF: 1_ M__ S

M S VA ammunition

DDDD

Range Dice: Optimal___ Extreme ___ |DOF: 1_ M_ S___
Armor

Dice Location Type Clumsy Weight E
000000 Head STEALTHY:
O0O0O0O0OO Torso S — f
O00000 Right Arm PercepTiON: f
000000 Left Arm SPEED: o
000000 Right Leg AciLiy:
000000 Left Leg
00000 Shield
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Character Index
' Name $Coff Stock Ro>en Age 4s

Attributes

! . Let it Ride
’ Will ? Successes Let it Ride

eL w s ......
i Beto «LN tests for advancement Health E i necesses
| Alias Homeland Features I /{)»\(' _ P]llflrlll(t.lll,].lw 8 8 8 C.) - _l;{’“ ﬁ'i"’g’g‘g"g”_@

o ) Perception B _4;( s) __ Challenge: OO0 @ ___

__Diffieult: 0000 __ Bl
__ Challenge: OOO @ ___ Q Steel gL Q

Instincts »
RALWAYS Keep Ay EYE ON rny

Littte BRotker.

_ Beliefs
L APyt woRKiNG FOR the MARNF: ¢
no More. I'm sick of if! g
They ALL ThinK theyRe
something, But They're

nothing without us! DLL Show
eim|

OOO

__ Routine: OO OO
__ Difficult: OOOO ___
Power E i __ Challenge: OO O @ ___

ifficul: OO0 0O Hesitation 8
" Challenee: 00O @ —_ (Hesitation = 10 - Will exp)

Difficult: O
Forte Bl 2

F O | PLWAYS Dig thRough other
PO | sepple’s GARBAGE.

D:O |
' o ALWAYS pAY A CompLiment |
There's Hothing wRoNg with A p. o | To The Bosses,

O ILiffLe tRouBLe. D:O Difficul: 0000
Les e, — Challenge: OO0 @ ___
) - o1e R i > L
Traits Agility Reflexes BJ 4
ReCer's Likeness LARGE EARS TunheL Yision —?I“’"li]"““: 8889 — Q Average of Per, Agl, Spd
. — Challenge: — Ref advances as the stats do.
<OAT of FUR PACKRAT SKuLkiNnG
<ommynAL SKittiss GReedy Speed Bls_ Mortal B 7
ENLARGED LACiSORS AByuSED —Diffi: 9009 Q Wound —
7 ) . — Challenge: _ Average of Power and Forte (plus 6). |
“QuiCK-BLooe> (C/O Sootring oo r\1|\\‘ i j‘:h"h»w 7
TAIL PLATI{UDES) Speed Multiplier: X35
Relationships
Swiker~The Boss. SCRew Him! KRiM, TLACK AN> Moosh— BRUISERS, The
| Sweek—SwieRs BRoTHER. He's A Kiss ASs, WORST OF ke WoRST. Thugs with Mo Physica[ Tolerances Wheel
| The BRAIN— UseLess LynAfic, tALent An> ho BRAINS. |
‘ GRISTA~ SCheming WomAn! SKITCh AN> SCRATCH-The Oty OTHER REAL RATS
| Shin— Seevy Cousin, Way's K So weiRs? out there, |

History, Circles, Reputation, Affiliaﬁons :

D ies
Let it Ride o o) Wound Penalties oL
Lifepaths BORN BeLow, cAyntLef, Circles B] 4 Successes ,EOOOO Sup.: +10b  Severe: -3D OOO 00
O Light: -1D Traum.: -4D Q
tests for advancement o} g (0]
ScAvenger, SCAvenger R:;[qu/v:( 5000 Q S000  Midic 2D Mortal: Dying 5 0m
__ Difficul: OOO0O ___ Y00
_ (Ilmllvngc: [oXoJoX "Oog Superficial Wounds
- =
Primary Reputation Primary Affiliation { O 1st: +10b
Secondary Reputation Secondary Affiliation
=
Resources
Let it Ride
Source of Income/Wealth Resources @ 9 Successes

N tests for advancement
Cache/Loans __ Routine: OOO0O _
__ Difficul: OOOO ___

“Debt Challenge: OO O @
s ? .
. ” Tests, LR . iy Tos, LiR
Skill Name ShadefExpanes wperience for Advancement needed  sucesses Skill Name Shade/Exponent wperience for Advancement needed — successes

Routine: QO Q0O

Routine: QO QO
Difficuli: QQ QO H :

BRAWLING Bl 3

Q D t: O0OQ 0O
Challenge: OO O @ 0000
. 3833= O v 3333
Inconspic S 2 ~000@ = [] 0000 —
. , Bl egss = () o 9383 —
) sult: C § i C
P\PPRA‘SA'L 3 (,Ilmlll‘x‘llllgv: o00e D = C |Il 1|l|‘r‘l|l| 2e: OO O \. _
jo 8888 — () L o 8333 —
D sult: QO C 5 t: C
SCAvenger Bl 4 —liln333e — L] =—Uline333e —
- i 8898 — () — e 3333 —
-ult: -ult: C C
Soofring PLATI{UDESTB 4= Challong: 000 @ — L] Tallonge: 0O O @~
' pe 9898 — () poi: 3333
» ult: t: (
PERSUASION Bl 2 Challong: 00 O @ —— [] — Challnge: 000 @
II§0||1|||(' 88\%% _ O {i)()ulm«l 8888
t QC t:
D C Ill l|l|‘(‘ll]l"(‘ [0Xe] b o D I C lll 1|l|(ol|lw<‘: O00e
Routine: QOQQQ __ + Q0009
D Difficul: OO0 Q0O D S Q000
Challenge: OO O @ [ 2e: 000 @
Routine: QOQOQOQ ___ ¥ Routine: QO QO
D Dif : 0000 Q D Difficul: OO0 QO
- Ch 20000 —__ Challenge: OO O @
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© 2005 Luke Crane. Burning Wheel is a Registered Trademark ® of Luke Crane. Permission granted to make copies of Character Sheets for personal use. Art by Jordan Worley.



Skills Being Learned

Skill Name Aptitude Tests toward Aptitude
Q0000
E— O000e
Q00000
E— O0000e
Q0000
E— O000e
Q0000
E— O0000e
Q00000
E— O0000e
Q0000
E— O000e
Q0000
E— O0000e
Q0000
E— O0000e

Aptitude cquats 10 minus Stat: Perception Aptitude ___ | Will Aptitude ___

| Agility Aptitude __

Additional Sk

Routine:

Dl“l( ull
Chall

O0Q i
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= Routine:

Routine:
" Difficult:

—__ Challenge:

000 000

Routine:
Difficult:
—_ Challenge:

Routine:
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000 00O

Routine:
Difficult:
— Challenge:

= Routine:
Difficult:

D g ( hallenge:

000 000 boo 000 60O Ooo

000 000 00O

000 000
®CCO e00

| Speed Aptitude ___ | Power Aptitude ___ | Forte Aptitude ___

" Practice Log

‘Artha and Epiphanies’

OE®

Fate: Open-end 6s
Persona: +1D per point
Deeds: Double dice or reroll failure

Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability

Total Artha Total Artha
Spent Spent

Epiphany (permanent shade shift)
3 Deeds points, 10 Persona points and 20 Fate points

R

~ Gear and Possessions

DiRer OVERALLS A BAG OF MuN>ANe yeJr ysSefyL
STUFE A BLoo® BLossoMm, 2 Rusty ShuRiken

——

RS N

- T es s
Weapons Mechanics -
Incidental— 1/2 Mark (round up) Mark— Power stat exponent + Weapon Power exponent.
Superb— 1.5x Mark (round down)

Ly

MELEE 1 M Add_VA WS
Bare-fisted D D D
Teeth IEL I_El q4 H g,
[ N U I U I
[ N U I U I
MISSILE WEAPONS
M VA ammunition

DDDD

Range Dice: Optimal___ Extreme IDOF: 1_ M__ S

M S VA ammunition

DDDD

Range Dice: Optimal___ Extreme ___ |DOF: 1_ M_ S___
Armor

Dice Location Type Clumsy Weight E
000000 Head STEALTHY:
O0O0O0O0OO Torso S — f
O00000 Right Arm PercepTiON: f
000000 Left Arm SPEED: o
000000 Right Leg AciLiy:
000000 Left Leg
00000 Shield
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Character Index

Attributes

| Name SCRATCA Stock Roven Age 47 | . Let it Ride
/ BeLow N Will i Successes Let it Ride
| © AL t“f? for advancement Health E i Successes
| Alias OL> SCRATCH Homeland Features i /{)»‘(, - P]l“ﬁt.lll,].;,t. 8 8 82 - _lﬁf}’{;{]’:i"’é’;%‘%"&"”_@
—HRTL 8383 =
I st A];S(l’if[Sﬁ_ i Instincts Py Perception B s(o) —— e -
Just o ITTte Cheese  F O |Keep My BRoTAER CLoSE. Diffieult: ¢ ®
SO T CARN SGﬁLE oW AN 58 :(111;111;11;5:8889 _ Stl"I:‘I . Og:O Q
RAISING SoMe RATLINGS. ' ncsess et AP . _ P;i)f!fl;"f'-":(l{; 88%2 _
. e e ___ Challenge: C .
PROBABLY Best hot to piss f) 8 Soun}gﬁf\?ﬂ‘e -fuhh:l\;g Power @7 . .t1 1;1 o
: X . esitation 8
OFF the Bosses. D:O — P:;jfh‘;};l';;: 333e — (esitation = 10~ Will esp)
I'm pot LiFting A pAW OR A EO 1
shovel untik we get A RAise! p.o Lf ATTACKeD, GRAppLE ARV Forte B4
X ] > <
D:O [squeeze! (AR ough) __Difficli: 0000 __ Q
___ Challenge: OOO @ ___
- o1s B > |
Traits Agility Bl 4 Reflexes Bl
Pecer's Likemess  LARGE EARS Tunhet Yision — Diffiesl: 9OQQ __ Q Averuze o P Ael Sy
. -~ — 5% —_— Ref advances as the stats do.
oAt Oof FuR PACKRAT ShuLKinG
<SoMmmynAL SKittiss Deepr Sense Speed Bls_ Mortal B 10
ENLARGED INCISORS <SURIOUS il 9909 Q Wound et
4 . o __ Challenge: _ Average of Power and Forte (plus 6). |
“QuicK-BLoo>e> hACKING COuGh e e e a8 &
TAiL Speed Multiplier: X35
Relationships
SHiIfCh~ My LitfLte Bro. Fieﬁy FeLLAK! Moosh AN® ThACK~ BoSS' SONS. Uses Them AS
| §nikeR— He's The B0ss. A K Dot pAYl BRUISERS An> SHRIkEBREARERS, The SCATS! Physical Tolerances Wheel
| SNIFF AN SCOFf— ScAvengers, Soli> RATS,  Fink, G003 AN Squik~ ThRee ofheR donn AP |
[ Both. TreyLL stRike i we ol out RATS Who finow ASout the Short enp of 0
| GRistA~ The Boss' GiRL. $he seems of. MAYEe The STICK. MAYBe They CAN keLp STRIKe?
\She LA hetp Convince The Boss FoR A RAiser
History, Circles, Reputation, Affiliations e
Let it Ride 2420 Wound Penalties e) Q97
~ Lifepaths BorN BQLOW, GA-U?\TLQt Circles B]i Successes :Oooo Sup: +10b  Severe: -3D OOOOCYO
osts for advanceme o) Light: -1D Traum.: -4D O
SCRA’TCAQR, SCRA#’CAQR _llt‘:)ll\:“fzz‘:u(lé(grgrgll_ :’OOO Midi:  -2D Mortal: Dying © ow
 Difficul: 0000 Y004 00
__ Challenge: OO0 @ __ . -000 Superficial Wounds
Primary Reputation Primary Affiliation { O 1st: +10b
Secondary Reputation Secondary Affiliation
=
Resources
o Let it Ride
Source of Income/Wealth Resources @ ~ Successes

N tests for advancement
Cache/Loans ___Routine: OOOO ___
___Difficul: OOO0O __

~ Debt ___ Challenge: OO O @

e x -

Tests Tests LiR
oLl 3 - Experience for Advancement needed stccesses. Qi 0 Experience for Advancement needed successes
Skill Name Shade/Fxpone 1 f Skill Name Shade/Exponent G f

Routine: QO Q0O 0000

. . Difficuli: 3OO [eJelole)
SootrHing PLATTIH pet B 9 Challong: 00 O @ —— O [] 5500 —
. . 3333 — O i 3338 —
BRAWLING 2 H000@ L] 0000 —
Routine: QQQQ . . 0000
: > Difficuli: 0000 — — Diffieuli: 0000 —
T Li []
Uhhe hG B L Challenge: OO O @ __ & Challeng OOO @
: Batinii. 3333 — O B 3333 —
» sult: O C = cult:
Tunhel-wise Bl s Challeng: 00 O @ —— ] T Challng: 000 @ —
- o 3383 — () o 3338 —
e sult: sult: C (
SMmeLi-wise Bl 2 Challong: 000 @ — L] hallonge: O O O @~
Bt 3333 — O B 3338 —
3 sult: = cult: (
SteALtry Bl 2 Challng: 00O @ — (] =—Uine333e —
Ilg(_)gl__linv: 8 8 % % _ O < {i)();qlimll: 8 8 8 8
sult: C L iffic 1
D (,Ilmlll‘(‘llllgv: [e)e] b [ D L (]llmllllol:llgc: oO00e
Routine: QOQQQ __ Q0009
] Difficult: 9O — ] E ;0030
Challenge: OO O @ £ Challenge: OO O @
Routine: QOQOOQ ___ ¥ Routine: QO QO
H Difficuli: 009 —— H Difficuli: 9O O
_ Challng: 000 @ — — Challeng: 00 O @
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Skills Being Learned

Tests toward Aptitude

Skill Name Aptitude

Q0000
— O0000e
00000
— O0000e
00000
— O000e
Q0000
— O0000e
00009
— O0000e
00000
— O000e
Q0000
— O0000e
Q0000
— O0000e

Aptitude cquats 10 minus Stat: Perception Aptitude ___ | Will Aptitude ___

| Agility Aptitude __

{
. ‘h:‘
i

N Routine: Q0O OQQ ___
D g Dllh(ull Q000
3 Challeng: OO O @
< Routine: QOO
D £ Difficul: QQ QO —_ Q
2 Challenge: OO O @
< Routine: QOQ0O ___
D ] Difficul: 0O QO
3 Challenge: OO O @
< Routine: OOOOQ ___
D s Difficul: QO QO
5‘ Challenge: OO O @
< Routine: QOOQQ ___
D S Difficuli: 000 O
[ (h allenge: OO O @
+ Routine: Q0O OQQ ___
D S Difficult: 9000
2 Challenge: OO O @
1 Routine: OO OO ___
D 5 Difficul: QO Q0O ——
< Challengee OOO @ ——
| Speed Aptitude | Power Aptitude | Forte Aptitude ___

Practice Log

Ii's time FOR The SCRATCAERS fo Rise yp AND
TAKe whAT'S RightFuLly TheiRs. Too Long AS the
MASTERMIND fAKeN Them FOR GRANTED —pAID
Them noThiNG FOR ALL TheiR hARD WORK.

WeLt, TheyRe hot oing to tAKe it Any More.
TheyRe Not oing To §o on This Heist untiL the
MASTeRIMIN> AgRees 1o give theim A BiggeRr stice
Of The Cheese,

0F CouRrse, The SCRATCAERS hAVE NO voiCe OR
POWER Withiny The NeST. PeRAARS IT MigHT Be wise
fo Fin> soMme ALLies BefoRe Shooling one's
mouth of £

‘Artha and Epiphanies™

OE®

Fate: Open-end 6s
Persona: +1D per point
Deeds: Double dice or reroll failure

Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability

Total Artha Total Artha
Spent Spent

Epiphany (permanent shade shift)
3 Deeds points, 10 Persona points and 20 Fate points

R

”’Gear and Possessions

CORDUROYS, SUSPENDERS AN Dig4iING Tools.

——

e S

- T es s
Weapons Mechanics -
Incidental— 1/2 Mark (round up) Mark— Power stat exponent + Weapon Power exponent.
Superb— 1.5x Mark (round down)

Ly

MELEE 1 M Add_VA WS
Bare-fisted [] [ D
Teeth @L I-EIL z
Diggiry Pick  [Bl¢ [Blg .4.7, 2 |a
I A N
MISSILE WEAPONS
1 M S VA ammunition

O o o [ ]

Range Dice: Optimal___ Extreme IDOF: 1 M S

1 M S VA ammunition
Range Dice: Optimal___ Extreme ___ |DOF: 1_ M_ S___
Armor

Dice Location Type Clumsy Weight 3
000000 Head STEALTHY:
O0O0O0O0OO Torso R f
000000 Right Arm Perceprion: (
000000 Left Arm SPEED:
000000 Right Leg AGILITY:
000000 Left Leg : ’
00000 Shield
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Character Index

' Name $Kitch Stock Ro>en Age 42 Attributes

' > Let it Ride
¢ Will 2 Successes Let it Ride

L b resses
Betow «LN tf')sf? fo{ advancement Health E i Successes
Homeland Features i /{)»‘(, —_ (Illl‘(llll(t‘,llll';’;‘,: 8 8 8 C.) — _l;{:y[l:nf]': :,"’g’g‘g’g”’_@
). ___Difficul: OOOO ___
- - A . __ Challenge: OO O @ ___
o Beliefs , Instincts § Perception B £(5) e
e e 1> : C i
JUsT wANRNA get pAID FOR ;8 ALWAYS Sig thROUGH The _ Difficult 0000 __ Steel 4
AR honest DAYS WORK. DO Soft STuFF FIiRST: — Challenge: OO0 @ __ o 5666 Q
: outine: _

—_Difficul: OO0O0O __
E i __ Challenge: OO O @ ___

One »Ay, LM GonnA sCore F. O | ALWAYS Assess A Tuh.hef. Power hall
$ig. ReAL BIG! IO |Before sefting pAW in it. _ Diffieal: 0000 __ Hesitation 8
; — Challenge: OO0 @ __ esttation = o)

L ko | Keep My BROThER CLose.
: I'm hot Lifting A pAW oR AbO
.0 |Shovel unTik we gef A RAIse!D.o

Forte B2

__ Difficul OOOO ___
___ Challenge: OOO @ ___

- o1 B > L
Traits Agility Bl 4 Reflexes Bl 4
Aecer's LiKeness LARGe EARS Tunhet Yision — Difffoul: 999 — Q Average of Per, Adl, Spd
. ) — B¢ — Ref advances as the stats do.
COAT OF FUR PACKRAT SKuLhingG
<SoMmmynAL SKittiss Deepr Sense Speed Bls_ Mortal B 7
ENLARGED INCISORS <SURIOUS il 9909 Q Wound Z
g . . _ Challenge: — Average of Power and Forte (plus 6). |
“QuicK-BLoo»e> R W seteen e e e
TAiL Speed Multiplier: X35
Relationships
SCRATCA—~ My oLveR BRoTAER. He's A Litfle Moosh AP THACK~ BoSS' SONS. Yses Them As
| conservAtive. BRUISERS An> SHRIkEBREARERS, Tre SCATS! Physical Tolerances Wheel
| SwikeR— He's The Boss. ARD he do't pAY! Fink, 6003 AR SHih— ThRee oTheR doWn AND
[ SNIFF AR SCoFf— SCAVRNGERS. G0O> FRIENDS. ouT RATS Who oW Aout The Short e of e
| They et Skit FRoM the BRAIN. The STICK. MAYBe They CAN keLp STRIRe?
\GRISTA~ The BOSS' GiRL, SCRATCA TRUSTS AeR, Squik—he's A SiRTY thier! Dot Rinow why My
\ BRO Likes him, L

History, Circles, Reputation, Affiliaﬁons :

Q
Q
o enalties  O°-O%
Let it Ride K o Wound Penalties Q97
Lifepaths BORN BeLow, cAyntTLef, Circles B] A Successes ,EOOOO Sup.: +10b  Severe: -3D OOOch
SCRATCHER tests for advancement - %o Light: -1D Traum.: -4D 0o
- R()[llliﬂ(‘: 0000 NOOO Midi:  -2D Mortal: Dying OOON
__ Difficul: OOOO ___ 300
__ Challenge: OO0 @ __ "Oog Superficial Wounds
- =
Primary Reputation Primary Affiliation { O 1st: +10b
Secondary Reputation Secondary Affiliation
=
Resources
Let it Ride
Source of Income/Wealth Resources @ g Successes

N tests for advancement
Cache/Loans ___Routine: OOOO ___
___Difficul: OOO0O __

~ Debt ___ Challenge: OO O @
s ? .
. ” Tests, LR . iy Tos, LiR
Skill Name ShadefExpanes wperience for Advancement needed  sucesses Skill Name Shade/Exponent Caperience for Advancement needed — successes

Routine: QO Q0O

- 0000
Difficult: QDO :

Soothing PLATITU S B 2

o
Challenge: O O O oe
. 33— 33—
BRAWLING 2 Se — ce —
: Bofftine — S Potpine: 38 —

D cult: cult:

TUhheUhG :‘ i (,Ilmlll‘x‘llllgv: - . :(Illmlll‘r:ll;:r: oe

Routine: ¥ Routine: Q

Difficult: Difficult: 8

Tunhel-wise Bl 4

Challenge: Challenge:

000 000 QCC

Routine: < Routine: _
D Difficult: Difficult: _
Challenge: _
Routine: [e] _ < Routine: _
D Difficult: Q0 § Difficult: _
Challenge: [e] _ S Challenge: _
Routine: (o] . < Routine:
D Difficult: Q = Difficult:
Challenge: oe < Challenge:

Routine:
Difficult:

Challenge:

[ N B B A

000

00 @00 @00 @00 ‘.‘O‘O 00 OeCC 600 e
OOO0000OO00O0k

éi Challenge:

E)OO 000 OO0 000 000 000 COC 000
000 000 ©CC 000 600 000 OO0 00O 0O
000 000 COCC 000 000 OO0 CCC 00O QO
000 000 Q00 Q00 000

@00 600 @00 00 600 @00 600 e0U €0

000 000 00O 000 000 OCO 000 0COO

b 3333 — e
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} [] ¢h o0 — [] — Challenge:
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Skills Being Learned

Tests toward Aptitude

Skill Name Aptitude

Q0000
— O0000e
00000
— O0000e
00000
— O000e
Q0000
— O0000e
00009
— O0000e
00000
— O000e
Q0000
— O0000e
Q0000
— O0000e

Aptitude cquats 10 minus Stat: Perception Aptitude ___ | Will Aptitude ___

| Agility Aptitude __

E—_—————

N Routine: QO OQOQ

D $_ Diffic ul: 0000
3 Challeng: OO O @
< Routine: QOO

D $ Difficult: 9QQ 0O Q
2 Challenge: OO O @
< Routine: QO OO

D ] Difficul: QO QO
3 Challenge: OO O @
< Routine: OOOOQ ___

D s Difficul: QO QO
3 Challeng: OO O @
< Routine: QOOQQ ___

D S Difficuli: 000 O
[ (h allenge: OO O @
+ Routine: Q0O OQQ ___

D S Difficult: 9000 O
2 Challenge: OO O @
S Routine: Q QOO

D 5 Difficul: QO Q0O ——
< Challengee OO O @

| Speed Aptitude ___ | Power Aptitude ___| Forte Aptitude

Practice Log

Ii's time FOR The SCRATCAERS fo Rise yp AND
TAKe whAT'S RightFuLly TheiRs. Too Long AS the
MASTERMIND fAKeN Them FOR GRANTED —pAID
Them noThiNG FOR ALL TheiR hARD WORK.

WeLt, TheyRe hot oing to tAKe it Any More.
TheyRe Not oing To §o on This Heist untiL the
MASTeRIMIN> AgRees 1o give theim A BiggeRr stice
Of The Cheese,

‘Artha and Epiphanies™

OE®

Fate: Open-end 6s
Persona: +1D per point
Deeds: Double dice or reroll failure

Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability
Total Artha Total Artha

Spent Spent
Ability Ability

Total Artha Total Artha
Spent Spent

Epiphany (permanent shade shift)
3 Deeds points, 10 Persona points and 20 Fate points

R

”’Gear and Possessions

CORDUROYS, SUSPENDERS AN Dig4iING Tools.

——

RS N

- T es s
Weapons Mechanics -
Incidental— 1/2 Mark (round up) Mark— Power stat exponent + Weapon Power exponent.
Superb— 1.5x Mark (round down)

Ly

MELEE 1 M Add VA WS
Bare-fisted D D D
Teeth @L E]s 2
o g D
[ I R
MISSILE WEAPONS
1 M S VA ammunition

O o o [ ]

Range Dice: Optimal Lxtreme

IDOF: I__ M__ S

ammunition

I M S W
O O O [ ]

Range Dice: Optimal___ Extreme ___ |DOF: 1_ M_ S___
Armor

Dice Location Type Clumsy Weight 3
000000 Head STEALTHY:
O0O0O0O0OO Torso S — f
O00000 Right Arm PercepTiON: f
000000 Left Arm SPEED: o
000000 Right Leg AciLiy:
000000 Left Leg
00000 Shield
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Character Index

Stock Ro>epn Age24
BeLow

' Name $hin

| Alias Homeland Features

Beliefs Instincts
L AM Sweel's eyes AND eARS $HiCk to the shADowsS

in the nest—L Mmyst seek out (Steattny when ALone).
iINfORMATiION FOR AiM.

gmm
[e)exe)

RepORT BACK o Sweek ARD

Sweek's WitL is TRuts GRISTA

gmm
[e)exe)

L AM gnADeR AppReCiAte> ARD
.0 |Peserve A pRoMotion FoR
O LALL My hARD WORK

Act Inhotent AMmong
RATS (ARA: IthhspncUous
in CRow>s).

gmm
[e)exe)

Traits

pPecer's Likepness LARGE EARS TuhnhneL Vision

<OAT OF FuR PACKRAT SHULRINnG

<ommynAL SRi{tisk GReedy

ENLARGED INCISORS BRroken
“Quick-BLoove> <AuTious

TAIL

Relationships

SwikeR~The “BoSS.” He CANNOT See fhe GRISTA—~ ReAuﬂfuL RAT Who Converte»

TRuTH In FRONT OF 4is eyes! Shin into the Cylt:
| Sweek~My Most BeLove> MASTeR. KRIM—~ §week's peRSONAL BOPYGUARD
‘ The BRAIN— A fooL FOR the CUL™s ends.  ThACK AND Moosh— Swiker's BRuiSeRS,
inky— Oty tre YisionARy CAN SAve GRistA'S sons.
\ Poor Pinky FROM KiMmseLf: SNIff An> SCoff— fellow SCAvenGeRsS. /
pweesh— QuR cutfist Spt with the BRAIN. Youhaek CoUSING. Give TheMm ALL Abﬁmhq 3
L UF mwme SCA\/&F\WG‘ —

Hlstory, Circles, Reputation, Afflllatlons

Let it Ride
- Lifepaths BOR BeLow, GAunTLet, Circles BA Successes
SCAVehGeR, Ih‘T‘A’Te, SAA3©W tests for u(lmm'/o)m(t)'ul

___ Routine: Q

— Difficult: O0O00O __
_ (Illzlll«‘ngc: [oXoJoX
4D ReputAtion in
gocieﬂ AS A RAT
Secondary 11’(’/111/(1/1'0)1“*‘7 G00° ey&S AP
Kee eARS

Primary Reputation Primary Affiliation

Secondary Affiliation

Resources
Resources @ o

tests for advancement
__ Routine: OOOO
___Difficul: OO OO
_ (Ilmllongv: oO00e

Let it Ride
Successes

Source of Income/Wealth
Cache/Loans

Debt

e x -

Tests
kil Experience for Advancement needed — successes
Skill Name ' fo ee

BRAWLING

Shade/Expone

B2
LACoNSpICuouS 4
ScAvenger B/ 2
Society DocfRine Bl 2.
STeAlfry Bls
0BservATION 5
<LIMBiNG B2

Routine:

O
O
O
0]

00 @00 OO0 600 600U eCU @00 @00 e

Difficult:
Challenge: O

O
O
O
O

OOO000O0OO00O0E

ult:
Cha l”(‘ll"(‘

Routine:
Difficult:

Challenge:

Routine:
Difficult:

Challenge:

000 000 CCC 000 O

Routine:
Difficult:
Challenge:

Routine:
Difficult:
Challenge:

000 000

Routine:
Difficult:
Challenge:

000

E)OO Q00 OOO 000 000 0QCCO OOO Q00
000 000 00O 000 000 Q00O 000 000 000

Q00

Attributes

Let it Ride
Successes

;‘ Will ? Let it Ride

34 Successes
«LN tests for advancement Health i necesses
i ’{)» __Difficult: 0000 _ tests for advancement
VKRS __ Challenge: OO O @ ___ ___Routine: OOOO ___
X ___Diffic 0000 __
A . Challenge: OO O @
h Perception B i(@)
___Difficul: OO OO E
" Challeng: 000 @ Q Steel  Bl4
Routine: OO OO __|

—_Difficul: OO0O0O __
___Challenge: OO0 @ ___

Hesitation 8
(Hesitation = 10 - Will exp)

Power

__ Difficult: OOOO ___
2 000@ ___

___ Challenge

Forte B2
___ Difficult: OOOO ___
___ Challenge: OOO @ ___
oye B s (

Agility 5|5 Reflexes )5
__ Difficul: 0000 __ Q fverage of P Agl, Spd

) Average of Per, Agl. Spd
— Challenge: OO0 @ __ Ref advances as the stats do.
Speed Bl o Mortal @ <

Wound -

__ Difficult: OOOO ___
__ Challenge: OO0 O @ ___

X35

Average of Power and Forte (plus 6).
MW advances as the stats do.

Speed Multiplier:

Physical Tolerances Wheel

OO
o) Wound Penalties

Q
g o
w* Ooo Sup.: +10b  Severe: -3D OOOch
(: OOO Light: -1D Traum.: -4D OOO
Midi:  -2D Mortal: Dying oow

Superficial Wounds

O 1st: +10b

Tests
Experience for Advancement needed

Q0000

Skill Name Shade/Exponent

Routine:

O0C 000 QO

$ Diffic uli:
£ Challenge:

% Routine:
Difficult:
—__ Challenge:

000

= Routine:
|)il'l'i«'u|1:

Routine:
Difficult:

—__ Challenge:

- Routine:
— Difficuli:
—_ Challenge:

[ N B B A

Rpgljin(‘:
Difficult:

—__ Challenge:

000 000 COCC 000 000 OO0 CCC 00O QO

000 000 QOO 000 QOO
000 OO0 eC0 600 @00 e0U @00 eCU €0

000 boo 300 600 600 500 GO0 GO0 60

[]

[0
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Skills Being Learned

Tests toward Aptitude

Skill Name Aptitude

00 0O OO OO 0O OO OO
OO 00 QO CO 0O QO CO
OO0 0O OO OO 0O OO OO
00 00 OO OO 0O OO CO
o0 00 00 60 00 00 00

Aptitude cquats 10 minus Stat: Perception Aptitude ___ | Will Aptitude ___

| Agility Aptitude __

Additi

| Speed Aptitude ___

stacle ()[

cle ()[

| Power Aptitude ___

¥ Routine: QO Q0O ___
§ Dllh(ull Q0000 —
£ Cha enge: OO O @ ___
< Routine: QOO
S Difficul: 0000 —— Q
2 Challenge: OO O @
< Ruuluu Q000 ___
] Difficul: QOO QO
s (ImIImDOOQ.i
< Routine: OOOQOQ ___
M Difficul: QOO0 0O
—_ Challenge OOO @
Routine: Q0O 0QQ ___
Difficuli: QO QO —— O
—__ Challenge: OO O @
Routine: QO OO
i ])lHl( ul: 9000
2 Challenge: OO O @
<t Ruuluu Q000 ___ Q
S Difficuli: OO0 0O
< Challengee OOO @ ——
| Forte Aptitude

Practice Log

->You ARe A MeMBeR of the secRet Society!
Sweek is YOUR SpiRITUAL LeADER AR Guive. You
ARe the Cutf's ShADOW (Spy). YOUR <Sover is ThAT
you ARe A SiMple SCAvengeR. ReveAL this o no
one excest those you Know 1o Be in fhe Cutf!

Shiny use® to Be A Lowly SCAvenger, But Now ,e's
the Cykf ShADoW. He's The Lowest on the totem
poke, The Most receptly inDuctes Byt ~e »0es the
Lio's ShARE OF The WORK. SprinG on ki BROTAERS
ARD SISTERS Iy The SCAVENGERS AND SCRATCAERS

is hARD WORK! AND> PANGeRoOUS, ToO. Sq/ue& S%uiK,
Moosk AN> FINK wouk> put out Ais eye if they
Kinew WhAT he WAS DoiNnG.

‘Artha and Epiphanies™

OE®

Fate: Open-end 6s
Persona: +1D per point
Deeds: Double dice or reroll failure

- = = -

Ability

Ability

Ability

Ability

3 Deeds points, 10 Persona points and 20 Fate points

Total Artha
Spent
Total Artha
Spent
Total Artha
Spent
Total Artha
Spent

Ability

Ability

Ability

Ability

Total Artha
Spent
Total Artha
Spent
Total Artha
Spent
Total Artha
Spent

Epiphany (permanent shade shift)

R

"Gear and Possessions

<oMmpletely non-PesCRist CLothes, plus Rope AND
hARNESS FOR CLIMBiNG

AN Just whAT is ke Doing? TRYING o pAve the wAY
FOR The GLORY OF ALL RATS. You See, Those ABove
Keep the RATS Dowh. SWikeR's vision, it's oo nARROW.
He WANTS To Live Like YerMin, ThAT'S ot Right The
Roven AR Ruke This City FRoM Betow—ContRotting
the WATER, The FoO>, The STReets AT night They CAN
Cholle the LiFe out of It unTiL it syBMits, Byt Swiker
>oeskryt see it So it's Time FoR A ew LeADeR, AR
ThAT Woul> Be The Most Holy Sweek. He's A 1Rue
VISIONARY. He sees the pATH To Roden vicfory!

So SHiNn KAS Beepy Busting Lis RAT ASS to MAHKe syre
ThAT Sweek AR TAKe over. If's ot fo Be shmooth.
GottA Look AN Feel RighAT Otherwise the ofheR RATSLL
Resist, AN, TRuTA IS, we nee> the RATS fFoR the Cybt!

So SHin AN® KRIM KAVe SCoute® out The peRfect
TRAP—A LoW CeiLinge> oL> seweR ThAT LeADS into AN
A?/uebucr OR Cisterp. Sweek LAS ALReADY Tob> SwiKer
ThAT'S AN @ASY i To A Cheese wARehouSE. ALL ThAT'S

Left is to get AiM TheRe SypeRvising The diggiNng. Once
 the WATER ComMmes >owh, iT'LL Be ALL oveRr.

MELEE

Weapons Mechanics =~

Incidental— 7/2 Mark (round up) Mark— Power stat exponent + Weapon Power exponent.
Superb— 1.5x Mark (round down)

| M S

— S
R

Add_VA WS

Bare-fisted D D D

Teeth IEL E]L Blo
0O O 0O

O OO

g5l

MISSILE WEAPONS
1 M S ammunition
Hungt Dice: ()ptmmlﬁ Extreme ___IDOF: 1_ M__ S___
1 M S VA ammunition
Range Dice: Optimal___ Extreme ___ |DOF: 1_ M_ S___
Armor
Dice Location Tyvpe Clumsy Weight
O00000 Head SrEALTHY:
O0O0O0O0OO Torso T — f
000000 Right Arm PercEPTION: )
O00000 Left Arm SPEED:
O00000 Right Leg AGILITY:
|| O00000 Left Leg : ’
| O0000 Shield
—_——— _
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Stock Ro»en
Below

Homeland

_ Beliefs ,
Lf i son't >0 whAT The BRAIN

Character Index

Agea 8

Features

Instincts

| FO 0 W/ E O |SteAlth when o The joB
1318 SAYS, he'LL SiC PinKY oh Mme. 5:8
WhAT T tAKe is Mipe: E O | PLWAYS Keep LOCKRICKS
NOBODY'S ot A Right To ASK P:O |ConCeALe o peRSON.
me to give it up. D:O
My FAMILy MAY Be insAne, o |LF CAUGHE Rub!
BuT they'Re My FAMILY. D:O
Traits
peceRr’s Likepess LARGe EARS Tunnet Yision
<OAT OF FuR PACKRAT SHULRINnG
<commynAL SKittisk GReedy
ENLARGED TACISORS <ooL-HeADeD
“Quick-BLoove> Soft $tep (/o
TAIL SteAlthy)
Relationships

SwikeR~The BosS. He's A DiCK.
| Sweek~Tre dest's HegotiAtor. Boss'
BRotheR. Yery Ccunning.

GRISTA~ The BoSS'S GiRL. HUBBA, HUBBA.
Shin— A SpeAly sCAvenger.
KRIM, ThACK AN> Moosh— BRUISERS.

| The BRAIN—He Gives us FoBs, But fAkes
| OuR SWAgG!

SCFF And SCOff~FRienDly SCAvengers
FINK~ThinKs I'm out to gef ~im, Byt ~e's
weesh— The BRAIN'S FiRe-MAD ASSISTANT.  ALRIGHT,

/ Litepaths BORK BeLow, GAunTLeT,
ScAvenger, SNeAK-Thier

Primary Reputation

Secondary Reputation

Source of Income/Wealth

Cache/Loans

History, Circles, Reputation, Affiliaﬁons :

Let it Ride
Successes

O

Circles B] 4

tests for advancement
___Routine: [0J6)
___Difficul: OOOO
___Challenge: OO O @

Primary Affiliation

Secondary Affiliation

Resources

Let it Ride
Successes

O

Resources @ o

tests for advancement
__ Routine: OO OO
___Difficul: OO0O0O

Shade/Expone

BRAWLING Bl 3

Ihconspicuous 3
PppRAISAL 2
ScAvenger Bl2

Soothing PLAtitu e B 4
SteAttsy
LocKPick
<LIMBiNG

~ Debt Challenge: OO O @
b 2
- f .
. Tesgs LR
Skill Name Experience for Advancement needed — successes

Routine: QO Q0O
Difficul: QO QO

Challenge:

Routine:
Difficult:
Challenge:

000 000

OOO0000OO00O0k

Routine:
Difficult:

Challenge:

000

Routi
Dif
Ch

Challenge: OO O @
o0 __

Q0
oe
Routine: o0
Difficult: Q0
Challenge: oe
Routine: Q0
Difficult: Q0
Challenge: oe
Routine: Q0 ___
Difficult: Q0
Challenge: oe

Routine: o

Difficult: o

[ ]

o

)

[ ]

Q

o

[ ]

o

o

[ ]

E)OO 000 OO0 000 000 000 COC 000
000 000 00O 000 000 OCO 000 0COO

Q00

Le

will 2

tests for advancement
Difficul: OO OO

__ Challenge: OO O @ ___

Perception B i(@)

___Difficul: OO OO
__ Challenge: OO O @

Power

__ Difficult: OO0
___ Challenge: OO O

Forte

Difficult:
Challenge:

(e]e)

Q0
Q0
[ o)

i

Agility

__ Difficult:
___ Challenge:

Q0
Q0
Q0
[ Jo)

@
|®

Speed

__ Difficult: [0Je)
___ Challenge: OO O

]

O
[ ]

Speed Multiplier: X35

et it Ride
Successes

Attributes

He

alth B4

lests for advancement
: OO000

___ Routine _
___Difficul: OOOO __
___ Challenge: OO O @ ___
Q Steel 4
Routine: OO OO __|

(Hesi

O
O
O
O

Mo
Wo

MW a

Difficul: OO OO ___

_ Challenge: OO O @ ___

Hesitation 7
tation = 10 - Will exp)

Reflexes S

Average of Per
Ref advances a

al. Spd
he stats do.

rtal
und

7

Average of Power and Forte (plus 6).

dvances as the stats do.

~O
w0 Sup:
"?OOO Light:
2004 Midi:
J000
=000

Superficial Wounds

O 1st: +10b

Physical Tolerances Wheel

OO
Wound Penalties o7y ";
+10h  Severe: 3D © Q%
-1D Traum.: -4D OQO
-2D Mortal: Dying lelel

Skill Name

[ N B B A

[]

Shade/Exponent

[0

Experience fo

t___ Routine:
Difficult:
Challenge:

< Routine:
£ Difficult:

< Routine:
Difficult:

Routine:

§7 Difficult:

< Routine:

Difficult:
< Challenge:

S Routine:

Difficult:

Q0000

£ Challenge:

Challenge:

éi Challenge:

—__ Challenge:

Tests LiR
or Advancement needed stecesses

t: O
O
e: O
o
:O
o
o
O
o
o
O
o
o
O
o
o
O
o
o
O
o
O]
O
o
o
)

000 000 Q00 QO
LEE LI LT

000 000 COCC 000 000 OO0 CCC 00O QO

000 000 QOO 000 QOO
@00 600 @00 00 600 @00 600 e0U €0

© 2005 Luke Crane. Burning Wheel is a Registered Trademark ® of Luke Crane. Permission granted to make copies of Character Sheets for personal use. Art by Jordan Worley.

Let it Ride
Successes




Skills Being Learned

Tests toward Aptitude

Skill Name Aptitude

Q0000
— O0000e
00000
— O0000e
00000
— O000e
Q0000
— O0000e
00009
— O0000e
00000
— O000e
Q0000
— O0000e
Q0000
— O0000e

Aptitude cquats 10 minus Stat: Perception Aptitude ___ | Will Aptitude ___

| Agility Aptitude __

Additional

| Speed Aptitude ___

=

| Power Aptitude ___

Sk

Routine:

Dl“l( ull
Chall

O0Q i

000 000 000 OO0 et
oCC eCC eCC eCC eC0 ¢

Il
OO00O0000

'Ooo -

= Routine:

Routine:
" Difficult:

—__ Challenge:

000 000

Routine:
Difficult:
—_ Challenge:

Routine:
I)llhulll
Chall

000 00O

Routine:
Difficult:
— Challenge:

= Routine:
Difficult:
( hallenge:

000 000 boo 000 60O Ooo

000 000 00O

000 000
®CCO e00

| Forte Aptitude ___

" Practice Log

‘Artha and Epiphanies’

OE®

Ability

Total Artha
Spent

Ability

Total Artha
Spent

Ability

Total Artha
Spent

Ability

Total Artha
Spent

Epiphany (permanent shade shift)

Fate: Open-end 6s
Persona: +1D per point

Deeds: Double dice or reroll failure

Ability

Total Artha
Spent

Ability

Total Artha
Spent
Ability
Total Artha
Spent
Ability

Total Artha
Spent

3 Deeds points, 10 Persona points and 20 Fate points

R

~ Gear and Possessions

PARK CLothes, LOCKPICKS

——

Incidental— 7/2 Mark (round up) Mark— Power stat exponent + Weapon Power exponent.
Superb— 1.5x Mark (round down)

MELEE 1

M

Add_VA WS

RS N

A

Weapons Mechanics =~

Bare-fisted [ L] D
Teeth IE—'L @@ @L

DDD

MISSILE WEAPONS
M VA amrmunition
Rangﬂ Dice: ()ptmmlﬁ Extreme ___|DOF: 1_ M_ S___
M S YA ammunition

DDDD

Range Dice: Optimal__

Extreme

T

IDOF: I__ M__ S

Armor

Dice Location Type Clumsy Weight 3
000000 Head STEALTHY:

O0O0O0O0OO Torso o

000000 Right Arm PErcEPTION:
O00000 Left Arm SPEED: _
000000 Right Leg AGILITY:

000000 Left Leg

00000 Shield

Ly
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Character Index

SwikeR~The BoSS. He'S NoT AS BAD AS
eveRyone SAYS ke is.

| Sweek~The fest's FACe-MAR. Boss'

BRoTAER. Yery Cunning.

| The BRAIN-The BoSS' Cousin AND ideA

\ MAR. He's A LunAfic,

S reesh— The BRAIN'S CRAZY ASSistANT  Squee~BAGMAN FOR Boss. My PARTHER _ .

GRISTA~ BOSS'S GiRL,

Shin— A SCAVENGER WhO'S ALWAYS m«fcmm

KRIM, Moosh— BRUISERS.

ThAC— A BROOYING, Moo>Y BRuiseR. My
BeLoved!

History, Circles, Reputation, Affiliations
Let it Ride
- Lifepaths BOR BeLow, GAunTLet, Circles B4 Successes
Scavenger, Snifcs e sssst ()
___ Difficul: OOO0O ___
_ (Illzlll«‘ngc: [oXoJoX

Primary Reputation 4.D AS A 00> RAT
confire in.
4D AS A BAD LIAR,

Primary Affiliation

Secondary 11(/114/(1/1()11 Secondary Affiliation

Resources
Resources @ o

tests for advancement

__ Routine: OOOO ___

__ Difficul: OOO0O _
_ (Ilmllongv: [oXeoJoX

Let it Ride
Successes

Source of Income/Wealth
Cache/Loans

Debt

e x -

' Name go0® Stock Roen Age as
BelLow
‘ Alias Homeland Features
Beliefs Instincts
Tve ¢ot To Turh in Anyone FE O|ALWAYS SpRiNKLe the Lies
plotting AgAINST The 5:8 With A LitTie TRuTS.
BossS—~it'S FOR The 400> OF
The FAMILY. F: O | ALWAYS eAvesSdRop oN
P:O & i
T myst mAHKe theim wANT me, p.o nesRsy orwersAtiohs.
so L cAn yse it AGAINST Them, b o ALAYS Move J
LiL mAKRe ThACK My MAR P: 0 | INCONSpiCousty AMong the
O lwrether ke Likes it oR Mot D:O IRATS,
Traits
peceRr’s Likepess LARGe EARS TunhneL Yision
<OAT OF FuR PACKRAT SHULKING
coMmmynAL SKi{Tisk GReedy
ENLARGED INCISORS SOWARDLY
“Quick-BLoove> Two-FACED
TAIL (/o FALserm)
Relationships

SKitCh AND SCRATCAL~ DiSGRUNTLED SCRATCHER

Tests
kil Experience for Advancement needed — successes
Skill Name ' fo ee

BRAWLING

Shade/Expone

B2
LACoNSpICuouS 4
Soothing PLATITUDes B 4
Bl 4
Bl 2
Blz

Routine:

O
O
O
0]

00 @00 OO0 600 600U eCU @00 @00 e

Difficult:
Challenge: O

O
O
O
O

OOO000O0OO00O0E

ult:
Cha l”(‘ll"(‘

Routine:
Difficult:

Challenge:

FALSCLOOD
HAGGLING
0BservAtTioNn

Routine:
Difficult:

Challenge:

000 000 CCC 000 O

Routine:
Difficult:
Challenge:

Routine:
Difficult:
Challenge:

000 000

Routine:
Difficult:
Challenge:

000

E)OO Q00 OOO 000 000 0QCCO OOO Q00
000 000 00O 000 000 Q00O 000 000 000

Q00

Let it Ride

Attributes

>
will 4
tests for advancement
Difficul: OO OO

__ Challenge: OO O @ ___

Perception B i("')

Power
__ Difficult: OOOO ___
___ Challenge: OO O @ ___

Forte B2

Successes

___Difficul: OO OO
__ Challenge: OO O @

___ Difficult: OOOO ___
___ Challenge: OOO @ ___
Agility B 4
__ Difficul: OOOO __
__ Challenge: OO O @ __
Speed Bls_

__ Difficult: OOOO ___
__ Challenge: OO0 O @ ___

X35

Speed Multiplier:

Let it Ride

1 4 Successes

Health i Successes
lests for advancement

__ Routine: OOOO ___

___ Diffic 0000 ___
Challenge: OO O @

Steel 4
Routine: OO OO __|

—_Difficul: OO0O0O __
___Challenge: OO0 @ ___

Hesitation 8
(Hesitation = 10 - Will exp)

Reflexes 4

Average of Per
Ref advances a

al. Spd
he stats do.

Mortal
Wound @ Z

Average of Power and Forte (plus 6).
MW advances as the stats do.

Physical Tolerances Wheel

Superficial Wounds

O 1st: +10b

OO
o) Wound Penalties

Q
g o
w* Ooo Sup.: +10b  Severe: -3D OOOch
(: OOO Light: -1D Traum.: -4D OOO
Midi:  -2D Mortal: Dying oow

Skill Name

Shade/Exponent

[ N B B A

[]

[0

Tests
Experience for Advancement needed

Routine:

$ Diffic uli:
£ Challenge:

% Routine:
Difficult:
—__ Challenge:

= Routine:
|)il'l'i«'u|1:

Routine:
Difficult:

—__ Challenge:

- Routine:
— Difficuli:
—_ Challenge:

Rpgljin(‘:
Difficult:

—__ Challenge:

LiR
stccesses

Q0000

000 000 Q00 QO
LEE LD PEE FEE T

000 000 COCC 000 000 OO0 CCC 00O QO

000 000 QOO 000 QOO
000 OO0 eC0 600 @00 e0U @00 eCU €0

000 boo 300 600 600 500 GO0 GO0 60
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Skills Being Learned

Tests toward Aptitude

Skill Name Aptitude

Q0000
— O0000e
00000
— O0000e
00000
— O000e
Q0000
— O0000e
00009
— O0000e
00000
— O000e
Q0000
— O0000e
Q0000
— O0000e

Aptitude cquats 10 minus Stat: Perception Aptitude ___ | Will Aptitude ___

| Agility Aptitude __

Additional

| Speed Aptitude ___

=

| Power Aptitude ___

Sk

Routine:

Dl“l( ull
Chall

O0Q i

000 000 000 OO0 et
oCC eCC eCC eCC eC0 ¢

Il
OO00O0000

'Ooo -

= Routine:

Routine:
" Difficult:

—__ Challenge:

000 000

Routine:
Difficult:
—_ Challenge:

Routine:
I)llhulll
Chall

000 00O

Routine:
Difficult:
— Challenge:

= Routine:
Difficult:
( hallenge:

000 000 boo 000 60O Ooo

000 000 00O

000 000
®CCO e00
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‘Artha and Epiphanies’
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Ability

Total Artha
Spent

Ability

Total Artha
Spent

Ability

Total Artha
Spent

Ability

Total Artha
Spent

Epiphany (permanent shade shift)

Fate: Open-end 6s
Persona: +1D per point

Deeds: Double dice or reroll failure
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Total Artha
Spent

Ability

Total Artha
Spent
Ability
Total Artha
Spent
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Total Artha
Spent

3 Deeds points, 10 Persona points and 20 Fate points
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Incidental— 7/2 Mark (round up) Mark— Power stat exponent + Weapon Power exponent.
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Fate: Open-end 6s
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Epiphany (permanent shade shift)
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Weapons Mechanics -
Incidental— 1/2 Mark (round up) Mark— Power stat exponent + Weapon Power exponent.
Superb— 1.5x Mark (round down)
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