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Lucky

Two-weapon fighting
• Action dice d16+d16
• Crit on nat 16
• Fumble only on 2x 1
• If Agi >16, use normal rules

Notes


	Character Name: 
	Class Title: Wanderer
	Occupation: Vagrant
	Class: Halfling
	Alignment: Neutral
	Speed: 20'
	Level: 1
	XP: 
	AC: 12
	HP: 7
	STR: 6
	ST: -1
	AGI: 14
	A: +1
	STA: 12
	S: +0
	PER: 8
	P: -1
	LUCK: 12
	L: +0
	INT: 4
	I: -2
	R: +2
	F: +1
	W: +0
	Lucky Roll: Born on the battlefield (+0 damage rolls)
	Languages 1: 
	Languages 2: Common
	Init: +1
	Action: 1d20
	Attack: +1
	Crit Die: 1d8
	Crit Table: III
	M Attack: +0
	M Damage: -1
	R Attack: +2
	R Damage: +0
	Weapons: Short sword 
  atk +0 (dmg 1d6-1)

Dagger 
  atk +0 (dmg 1d4-1)

Sling 40*/80/160'
  atk +2 (dmg 1d4-1*)
	Treasure: 
	Equipment: Begging bowl
Holy water
Tattered cloak
Belt pouch, 15 sling stones
Rope, 25'
Pipe
	Armor: Padded (+1 AC)

Check penalty +0, Fumble die d8
	Corruption: +4
	Notes: 
	Character Portrait: 


