
 
 
 
  
 
  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Characteristics 

Liam Graywater 
Human Sellsword (Duelist) 

Brawn Agility Intellect Cunning Willpower Presence
2 4 2 2 3 2

Skill Career? Ranks Pool
Athletics (Br) Y 1
Charm (Pr) 1
Coercion (Will) Y
Cool (Pr)
Coordination (Ag) Y 1
Craft (Int)
Deception (Cun)
Discipline (Will) Y 1
Leadership (Pr)
Healing (Int)
Navigation (Int)
Negotiation (Pr)
Perception (Cun)
Resilience (Br) Y
Riding (Ag)
Skullduggery (Cun)
Stealth (Ag)
Streetwise (Cun) Y 1
Survival (Cun)
Vigilance (Will) Y
Arcana (Int)
Education (Int) 1
Geography (Int)
Lore (Int)
Nature (Int)
Other
Religion (Int)
Underworld (Int)
Brawl (Br) Y
Melee – Light (Ag) Y 2
Melee – Heavy (Br) Y
Ranged - Light (Ag) Y 1
Ranged - Heavy (Ag)

c

3
Soak

13
Strain

12
Wounds

  2     
Defense

      Threshold      Current       Threshold   Current                Melee         Ranged 

 Equipment:  
  Rapier, Parrying Dagger (+1 Def), Hand  
  Crossbow, Padded Armor (+0/+1), 10 Crossbow 
  bolts 
 
   Healing Potion 
    
 
 Wealth:  
       Crowns (GP):  50 
       Marks (SP): 
       Farthings (CP): 

Weapon Skill Dmg Range Crit Special

Rapier Melee-Light 6 Engaged 2 Defensive 1, Pierce 2, Vicious 1

Hand Crossbow Ranged - Light 5 Medium 4

 Race Features: 
   Gain 1 Rank in Two Non-career skills 
          Charm and Education 
 
 
 Talents/Special Abilities:  
 
 
 
 
Free XP:   Total XP: 120 

 Obligation 
     Type:  Secret 
           Score: 10 
 Agendas 
     Agenda: Hinder House Abersmythe 
            Score:  1 
     Agenda:    
   Score: 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
  
 

A=Active P=Passive R=Ranked

C
os

t Street Smarts 
(P, R)

Intimidating
 (A, R)

Weapon Finesse 
(P) X

Nobody's Fool 
(P,R)

5

Parry (A, R) Grit (P, R) Parry (A, R) X
Intimidating

 (A, R)

10

Confidence (P, R)
Scathing Tirade 

(A) Incite Foe (A) True Aim (P, R)

15

Deadly Accuracy 
(P, R)

Improved Scathing 
Tirade (A) Grit (P, R) Improved Parry

20

Dedication (P, R)
Supreme Scathing 

Tirade (A) Natural Duelist (A)
Superior Reflexes 

(P)

25

Gain +1 to a single 
characteristic.  This 

cannot bring a 
characteristic above 6.

Suffer one strain to use 
Scathing Tirade as a 

maneuver instead of an 
action.

Once per session, you 
may reroll one Melee-

Light check.
+1 Melee Defense

Choose a skill- your 
attacks with that skill gain 

+dmg equal to ranks of 
the skill.

Foes affected by Scathing 
Tirade suffer a setback to 

all actions for rds = to 
Coercion ranks.

Gain +1 Strain 
Threshold

When an opponents melee 
attack generates a Despair or 

3 Threat,  you may 
immediately deal your base 

dmg to them.

Subtract one difficulty 
die per rank on 

Discipline checks to 
resist Fear.

As a 2Diff Coercion 
action, cause 1 strain to 

one close enemy per 
success.  Use Adv to 
cause add'l strain.

Targets affected by your 
Coercion checks must 

either do as you say, flee, 
or attack you.

When you use a 
maneuver to Aim, 

upgrade dice up to ranks.

When hit by a melee 
attack, suffer 3 strain to 
reduce damage by 2 plus 

ranks in Parry.

Gain +1 Strain 
Threshold

When hit by a melee 
attack, suffer 3 strain to 
reduce damage by 2 plus 

ranks in Parry.

Suffer strain up to ranks 
to downgrade the 

difficulty of  a coercion 
check. 

Talent Tree - Sellsword - Duelist

Remove a setback per 
rank of Street Smarts 

from Streetwise or Know: 
Underworld checks.

Suffer strain up to ranks 
to downgrade the 

difficulty of  a coercion 
check. 

Use Agility instead of 
Brawn for Melee - 

Light Skill

Upgrade the difficulty of al l 
Charm, Coercion, or  

Deception checks made 
against  you for each rank.


