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	NAME1: The Burglar
	LEVEL: 1
	TRAINING - SENSES - LANGUAGES: All Weapons, Appraisal Tools, Crowbar, Disarm Tools, Grappling Hook, 
Lockpicking Tools
Darksight (100 ft)
The Common Language
	WHO AM I: A cursed child who grew up in an orphanage, taking on multiple trades to make ends meet. In their younger years, they were an accomplished thief, but now uses those same skills to hunt for buried treasure.
	HERITAGE: Cursed
	PURSE: 450
	SUPPLIES: 25
	SK PT1: 1
	SK PT AMT 1: 
	SK PT AMT 2: 
	SK PT AMT 3: 
	SK PT AMT 4: 1d4
	SK PT AMT 5: 
	SK PT AMT 6: 
	SK PT AMT 7: 
	SK PT2: 
	SK PT3: 
	SK PT4: 1
	SK PT5: 
	SK PT6: 
	SK PT7: 
	SKILL PTS: 2
	PHYS: 
	PHYS APT D: 
	FOCUS APT D 1: 
	SKILL APT D 2: 
	GRACE APT D 1: 
	FOCUS: 
	SKILL: 2
	GRACE: 1
	BACKSTORY: Streetrat
	APT D: 1d4
	GEAR1: Light Crossbow
	GEAR AMT1: 1
	GEAR2: Crossbow Bolts
	GEAR AMT2: 40
	GEAR3: Dirk (1d6 light weapon)
	GEAR AMT3: 1
	GEAR4: Shield
	GEAR AMT4: 1
	GEAR5: Dagger
	GEAR AMT5: 2
	GEAR6: Appraisal Tools
	GEAR AMT6: 1
	GEAR7: Crowbar
	GEAR AMT7: 1
	GEAR8: Disarm Tools
	GEAR AMT8: 1
	GEAR9: Grappling Hook
	GEAR AMT9: 1
	GEAR10: Lockpicking Tools
	GEAR AMT10: 1
	GEAR11: Elixir of Vitality
	GEAR AMT11: 1
	GEAR12: 
	GEAR AMT12: 
	GEAR13: 
	GEAR AMT13: 
	GEAR14: 
	GEAR AMT14: 
	GEAR15: 
	GEAR AMT15: 
	GEAR16: 
	GEAR AMT16: 
	GEAR17: 
	GEAR AMT17: 
	GEAR18: 
	GEAR AMT18: 
	GEAR19: 
	GEAR AMT19: 
	GEAR20: 
	GEAR AMT20: 
	STATUS BTN 1: Off
	ACTION PTS 1: Choice1
	ACTION PTS 3: Off
	ACTION PTS 5: Off
	ACTION PTS 2: Choice1
	ACTION PTS 4: Off
	ACTION PTS 6: Off
	NAME2: The Burglar
	AFFINITIES: 
	RESOLVE: 14
	RESOLVE 1: 14
	SPEED: 30
	SPEED 1: 
	PHYS DEF: 12 
13 with shield
	ACTION PTS: 2
	MENTAL DEF 1: 10
	AVERSIONS: 
	COMBAT1: Light Crossbow
	COMBAT ACC 1: d20+1d4+2
	COMBAT ACC 2: d20+1d4+2
	COMBAT ACC 3: d20+1d4+2
	COMBAT ACC 4: d20+2
	COMBAT DAM 1: 2d4+2
	COMBAT DAM 2: 1d6+2
	COMBAT DAM 3: 1d4+2
	COMBAT DAM 4: 1d4
	COMBAT PROPERTY 1: 100 foot range
	COMBAT PROPERTY 2: Stab / Throw 25 feet
	COMBAT PROPERTY 3: Stab / Throw 50 feet
	COMBAT PROPERTY 4: Stab
	COMBAT2: Dirk
	COMBAT3: Dagger
	ACTIONS 1: 
	FREE ACTIONS 1: 
	FREE ACTIONS 2: 
	FREE ACTIONS 3: 
	FREE ACTIONS 4: 
	FREE ACTIONS 5: 
	TRIGGER ACTIONS 1: 
	TRIGGER ACTIONS 2: 
	TRIGGER ACTIONS 3: 
	ACTIONS 2: 
	ACTIONS 3: 
	ACTIONS 4: 
	ACTIONS 5: 
	COMBAT4: Dagger (Off-Hand Strike)
	SENSES1: 10
	SENSES2: Darksight (100 ft)
	SENSES3: 
	STATUS BTN 2: Off
	NAME3: 
	MAGIC TAP: 
	POWER SPELL: 
	POWER SPELL 1: 
	MAGIC TAP 1: 
	HERITAGE BONUS 1: Darksight (100 ft)
	ARCHETYPE BONUS 1: 
	ARCHETYPE BONUS 2: 
	ARCHETYPE BONUS 3: 
	ARCHETYPE BONUS 4: 
	HERITAGE BONUS 2: 
	HERITAGE BONUS 3: 
	HERITAGE BONUS 4: 
	ASPECT BONUS A 1: G
	ASPECT BONUS A 2: S
	ASPECT BONUS A 3: S
	ASPECT BONUS A 4: 
	ASPECT BONUS A 5: 
	ASPECT BONUS A 6: 
	ASPECT BONUS A 7: 
	ASPECT BONUS A 8: 
	ASPECT BONUS A 9: 
	ASPECT BONUS A 10: 
	ASPECT BONUS A 11: 
	ASPECT BONUS A 12: 
	ASPECT BONUS A 13: 
	ASPECT BONUS A 14: 
	ASPECT BONUS A 15: 
	ASPECT BONUS A 16: 
	ASPECT BONUS A 17: 
	ASPECT BONUS A 18: 
	ASPECT BONUS A 19: 
	ASPECT BONUS A 20: 
	ASPECT BONUS B 1: Dodge
	SPELL OPTIONS 1: 
	SPELL OPTIONS 2: 
	SPELL OPTIONS 3: 
	SPELL OPTIONS 4: 
	SPELL OPTIONS 5: 
	SPELL OPTIONS 6: 
	SPELL OPTIONS 7: 
	SPELL OPTIONS 8: 
	ASPECT BONUS B 2: Calculated Fighter
	ASPECT BONUS B 3: Dungeoneer
	ASPECT BONUS B 4: 
	ASPECT BONUS B 5: 
	ASPECT BONUS B 6: 
	ASPECT BONUS B 7: 
	ASPECT BONUS B 8: 
	ASPECT BONUS B 9: 
	ASPECT BONUS B 10: 
	ASPECT BONUS B 11: 
	ASPECT BONUS B 12: 
	ASPECT BONUS B 13: 
	ASPECT BONUS B 14: 
	ASPECT BONUS B 15: 
	ASPECT BONUS B 16: 
	ASPECT BONUS B 17: 
	ASPECT BONUS B 18: 
	ASPECT BONUS B 19: 
	ASPECT BONUS B 20: 
	MAGIC SOURCE: 
	NOTES: At level 1, this hero has many options. With plenty of currency in their purse, they could buy armor, weapons, or elixirs to take with them for their tales. Taking advantage of Calculated Fighter, this hero is equally skilled at ranged and melee combat. While in melee, they can either use a shield for more physical defense, or an off-hand weapon for more attacks.

Outside of combat, this hero has many different skills and tools to aid the group. They can move stealthily, pick locks, disarm traps, find hidden treasure, and even appraise its value.


