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Sling Shot 0 Healing Salve (heals 1d3+2 HP)  1 

Water Skin 2 Knife .5 
Water Skin 2 15 Ball bearings 1.5 

  15 glass marbles 1.5 

  Flat Bread .5 
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Survival(skilled hunter) 

 

 

 

Track (occupation) 
Explorer (starting) 

Simple Weapon Proficiency (Starting) 

Pathfinder (1st Level) 
 

 

 

 

 

 

     

        

15 steel ball bearings 

15 glass marbles 

 

 

 

Sling Shot +4  1d3+1 19-20 

15  0 Physical  Sm       — 

Knife   +1                 1d4+1 19-20 

10 1 physical T                          

        

      

 
     

     

     

   Yes No 

   

   

Flexible 
Bloody Mess 

14 

5 

Flexible: +1 dexterity and may fit in 
small spaces. (-1 strength) 

Bloody Mess: people die very messily 
and violently when nearby. 
  

Skill Bonus: +2 circumstance bonus to 
Survival skill from having the class skill 
twice and tagging it 

 

 

 

 

 

 

 

 

 
 
 


