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LEVEL                                                                               HP

BARBARIAN

A Barbarian’s main focus is to do massive-
damage to monsters with Melee (hand- 
to-hand) weapons. They are particularly 
effective when wielding a two-handed 
Melee weapon. 
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BARD
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Once per combat in place of a Standard Action the Bard may attempt a 
Monster Lore check. Correctly naming a glyph of the DM’s choosing will 
yield useful monster information.



FORT: 4   REFX: 1   WILL: 7

2
LV

1
LV

0
LV

HP
(1s)

HP
(10s)

15

17

11

11

11

11

20

20

90

80

70

60

50

40

3030

10

00 00

09

08

07

06

05

04

0303

02

01

4th
LEVEL                                                                               HP

CLERIC

To maximize the effectiveness of abilities with (Skill ) 
next to their description, Clerics must memorize the names 
and shapes of 14 prayer beads.
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DRUID
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To maximize the effectiveness of abilities with (Skill ) 
next to their description, Druids must memorize the names of 
14 different leaf silhouettes.
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FORT: 7   REFX: 2   WILL: 1
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DWARF FIGHTER
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FORT: 2   REFX: 2   WILL: 4
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To maximize the effectiveness of 
abilities with (Skill ) next to their 
description, elf wizards must memorize 
the locations of different Planes on a 
chart.
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ELF WIZARD



FORT: 5    REFX: 2    WILL: 2
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FIGHTER

20

90

80

70

60

50

40

3030

10

00

06

09

08

07

05

04

03

0202

01

00

A Fighter’s main focus is to be an 
effective Melee (hand- to-hand) 
warrior.



FORT: 6    REFX: 6    WILL: 9
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MONK

Monks must rapidly slide two pucks in 
quick succession with the same hand. The 
2nd puck must leave the player’s hand 
before the 1st puck stops moving. If not 
using a Flurry of Blows-compatible 
weapon they slide only one puck instead.



FORT: 7    REFX: 5    WILL: 5
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PALADIN



FORT: 5    REFX: 7    WILL: 2
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When attacking in Melee, instead of 
sliding one puck Rangers simultaneously 
slide two pucks—one in each hand.
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RANGER
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FORT: 1    REFX: 7    WILL: 1

In puzzle rooms, Rogues will have an 
opportunity to perform a test of dexterity 
by tracing a winding path without lifting 
the stylus or touching the sides of the 
path. If successful, you may choose either 
a clue to help your party or a random 
treasure token to keep for yourself.
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ROGUE
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FORT: 2    REFX: 1    WILL: 4

To maximize the effectiveness of 
abilities with (Skill ) next to their 
description, wizards must memorize 
the locations of different Planes on a 
chart.
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WIZARD
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