Player Character
Class/Subclass Thief - Trickster Level 1 Experience /100
Alignment Holy Orders Deity Custom Points 3
Wisdom Dexterity Charisma Intelligence Constitution Strength
Base Base Base Base Base Base
+or- +or- +or- +or- +or- +or-
Damage Damage Damage Damage Damage Damage
Current Current Current Current Current Current
Modifier Modifier Modifier Modifier Modifier Modifier
Dodge\A “ AC s Poise™ & HP &« Toughn?a‘ss “
Base 12 Base Base 10 Base 6 Base 10
+or- +or- +or- +or- +or-
Current Current Current Current Current
Surges Movement Initiative Recovery Trauma Fatigue
Base 2 Full Modifier Modifier Limit Limit
Current Partial Current Current
Tales of the
Proficiencies Conditions
cheap and standard weapons
up to AC 11 armor
light helms
Iron League
Skills More Skills/Languages Languages
Name Level Name Level Name Level
Stealth 1 Common
Feats of Agility 1 Handspeak
Shenanigans 1
Deceive 1
Mechanisms 1
Seeing 1
Hearing 1
Intuition
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Special Abilities and Quirks

Class Ability spend a surge to heal 1d6+level hp (or 3+level hp) as a standard action

Class Ability spend a surge to stabilize your condition if you are dying

Class Ability spend a surge to reroll one of your skill checks as a free action

Class Ability spend a surge to reroll any attack roll for which you are a target as an interrupt

Class Ability +4 to attack rolls when unseen (instead of +2)

Class Ability use Deceive skill checks to use magic items not normally usable by Thieves

Special Ability Backstab: Killing Blow. Spend a surge as a free action to convert an unseen hit into a critical hit.
Special Ability Backstab: Cold-Cock. Spend a surge as a free action to convert an unseen hit's damage into trauma.
Special Ability pick a sorcery
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Weapon and Sorcery Attacks

C;:;Zakt + 1 Astfc)aetl:lk Strer?g.th Dextt.er.ity Cha ri.sTna
Bonus Bonus Modifier Modifier Modifier
Melee Attack Type At'tA:cdkt:oII Attack Damage Notes
Missile Attack Type Addto Attack Damage Range Notes
Attack Roll
Sorcery Attack Type At'tA:cdkt:oII Attack Damage Range Notes
Mind Over Matter - hurl objects +C+Dex dx 10/20/30 improvised weapon proficiency applies
Fire Magic - hurl embers +C+Dex d3 fire 10/20/30 5' radius grenade
Water Magic - jet of water +C+Dex blinded 10/20/30 affects eyes
Phantasms - flashing lights +C+Dex intoxicated 10/20/30 illusion
Mind Over Matter - Kinetic Punch +CIS+Cha dx Within 30' FOM or move 5'
Fire Magic - Burst of Fire +CIS+Cha dx fire Within 30' miss inflicts half damage
Water Magic - Hydraulic Blast +CIS+Cha dx Within 30' FOA or fall prone
Phantasms - Psychedelic Welter +CIS+Cha 1 Trauma Within 30' illusion
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Inventory

Backpack Spaces Backpack? D Unencumbered Body Spaces
Spaces Iltems Hands Spaces Iltems Hands
1 preserved rations (2) 1
2 |water skin (2) 2
3 3
4 4
5 5
6
Belt Spaces Belt? El 7
8
Spaces Iltems Hands
9
1
10
2
11
3
12
4
13
5
14
15
Zero Space Iltems
16
Iron League Journal, iron league medallion, 17
thieves' tools
18
19 | XXXXXXXXXXXXXXXX
20 | XXXXXXKXXXXXXXXXX
Worn Magic Item Accounting
# ltem Slot
1 -
Iron League Foot Locker 2 -
3 -
4 -
5 -
6
7
8 -
9
10
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