
(-1 to Rolls)

KO’d
(-1 to Rolls)

1. NAME

PLAYER NAME

2. LOOK

3. ROLE

4.
 B

A
C

K
ST

O
RY

Athletics Illusions Body Armour
Brawn Magic Fabulous Riches

Intuition Super Strength Travel Diary

Sidekick(s)
Exploration Gear 

Stealth
Healing Supplies
Signature Weapon

Command Transformation Exotic Potions

Persuasion Pet Animal
Stealth

Martial Arts
Fancy Clothes

Wisdom
Tinkering

5. SKILLS

HARM

6. EXPERTISE 7. LOAD OUT

TREASURE

CREATION
1. What’s your Name? (Include Pronouns)
2. Describe your Look.  
(Size, Species, Style, Notable Features)
3. What’s your role?  
(Make it a snappy three word seller)
4. What’s your Backstory?  
(Note any Previous Experiences)
5. Your Skills? (Choose two from below and 
write in one of your own)
6. What’s your Expertiese?  
(Choose one or write in one of your own)
7. Pick your Load out (Choose one and write 
in one of your own)

ACTION
During your adventure, things should go 
relatively smoothly. However, there may be 
opportunities where you’ll want to take the 
advantage (get a drop on someone or parley 
for a better deal) or be asked to defend 
yourself (through a little bluffing or combat).

Describe to the GM how you do this, then roll 
two six sided dice.

• If your action factors something in your 
backstory, add +1 to the final result

• If your action factors in an expertise,  
add +1 to the final result

• If your action factors in your special ability, 
add +1 to the final result

• If your action factors in something from 
your load out, add +1 to the final result

A roll of 6 or lower is a critical failure and 
things go horribly wrong.
A roll of 7 to 9 is a partial success 
You do it, but it comes at a cost or consequence
A roll of 10 or more is a full success and you 
do it without complications. 
A roll of 12 or more is a critical success 
and you do it perfectly to some extra benefit 
or advantage.

HARM
If you should incur a critical failure, you might 
be put in a spot, knocked off your feet, lose 
treasure or a piece of your load out. 

In some scenarios you might be asked to take 
harm:

• If you’re bruised, cut or winded,  
mark 1 box

• If you’re pierced, maimed or broken,  
mark 2 boxes

(Body Armour will lessen the effects of harm 
by 1 box.)

After marking 2 boxes,  
remove 1 from all final results. 
After marking 4 boxes,  
remove 2 from all final results. 
If all 6 boxes are filled, you are KO’d.

When you are KO’d, your adventure 
unfortunately comes to an end. The GM will 
describe what situation you have ended up in.

You can remove harm by using healing 
supplies, taking a short rest or seeking medical 
attention. How effective they are will likely be 
decided by a dice roll.

TREASURE
Some successes might lead to you picking up 
treasures. These items can be factored into a 
roll for a +1 advantage when appropriate.

REMEMBER!
Your actions won’t just affect this adventure; 
but they’ll affect every adventure going 
forward. Always consider that in your 
decision making.

Flight

APPLICATION FORM
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