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Abilities: 

From this list, you m2y pick three Abilities to represent your ch2r2cterʼs strengths. 
Abilities, 2re not e2sily ch2nged 2nd c2n be le2rned 2t gre2t cost. You c2n pick 
one (MJ) M2jor, (MN) Minor, 2nd (ST) St2nce 2bility. They donʼt h2ve to be from 
the s2me Cl2ss.

A [CLOCK] me2ns th2t it c2n be performed outside of comb2t 2s 2 time-
consuming 2ction.
A [BOLT] me2ns th2t it c2n be performed before Initi2tive would 2llow it.

[[The re2son I donʼt like cl2sses is bec2use they define ch2r2cter too much; you 
donʼt pl2y Am2lthe2, you pl2y 2 Wiz2rd; youʼre not 2 street-s2vvy orph2n, youʼre 
2 Rogue. Too much of your ch2r2cter, st2tistic2lly- 2nd person2lity wise, relies 
solely on which cl2ss you pick. Hence the 2bsence of cl2sses in Grim.]]

The Gr2vedigger
MJ: Honor the F2llen: When 2 pl2yer ch2r2cter dies in comb2t, e2ch other 
ch2r2cter gets +2 Armor until the end of comb2t 2nd 2tt2cks on this 
ch2r2cter h2ve dis2dv2nt2ge. When you visit 2 Gr2vesite, if this ch2r2cter 
witnessed th2t de2th, other ch2r2cters get +1 to Armor 2nd Resolve checks 
until the end of the session. This bonus does not st2ck for visiting multiple 
gr2vesites.
MN: Grim Resolve: You m2y re-roll one die in 2 Resolve check. You c2nʼt h2ve 
dis2dv2nt2ge on resolve checks.
ST: Me2ger Pr2yer: Up to two Religious ch2r2cters reg2in 2 points of Resolve. 
This ch2r2cter c2nnot be one of them.

The Inquisitor
MJ: Investig2te: Any time you investig2te 2 Grisly Scene, g2in 2 Clue point. 
You c2n spend 2 Clue point to gener2te 2 Rumor, give you 2 liter2l clue on 2 
Rumor, or 2utom2tic2lly succeed on 2 Notice or Will check, including Resolve 
checks.
MN: Ex2mine: [CLOCK] You c2n ex2mine 2 f2llen enemy to le2rn their 
we2knesses. If the enemy h2s no vulner2bilities, your we2pons de2l +1 
d2m2ge on 2tt2cks 2g2inst them.
ST: Ch2llenge: T2rget ch2r2cter gets -2 on 2tt2cks 2g2inst 2ny ch2r2cter 
other th2n you. If you successfully hit the t2rget, you or 2nother ch2r2cter 
reg2in 2 point of Resolve. If you 2tt2ck 2nother ch2r2cter or use this 2bility on 
2nother ch2r2cter, this 2bility f2ils.
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The T2ctici2n
MJ: B2ttle T2ctics: At the beginning of comb2t, pick 2 t2ctic. You get th2t 
bonus until the end of the b2ttle.

Bre2king Blows: You c2n fill 2 Dur2bility slot in your we2pon in exch2nge 
for 2n extr2 d3+3 d2m2ge.
Terror T2ctics: For e2ch ch2r2cter you h2ve killed in comb2t this b2ttle, 
e2ch enemy gets -1 to their Resolve Check.
D2m2ge Control: Roll 3d6, 2nd record the results. Whenever 2n 2lly t2kes 
d2m2ge, they c2n g2in DR equ2l to the result of one of the d6s. If they do, 
remove th2t d6.

MN: Second Skin: Your 2rmor loses the Slow or Bulky keyword.
ST: Comm2nd: [BOLT] Another ch2r2cter gets to use your Skill bonus inste2d 
of theirs on 2 Skill check. If you h2ve no proficiency in th2t Skill, they get +1 
on their roll.

The Sellsword 
MJ: P2yb2ck - You h2ve DR 3 2g2inst the first 2tt2ck th2t de2ls d2m2ge to 
you. Next round, if you hit the ch2r2cter th2t de2lt d2m2ge to you, you m2y 
2dd d2m2ge equ2l to 2ll d2m2ge you resisted l2st round.
MJ: M2rti2l Prowess - If you roll 2 6 on 2n 2tt2ck, you m2y 2dd one of the 
following properties; Bre2king, Piercing 2, Pull, Push, or Stun. If you roll double 
6s, you m2y 2tt2ck 2g2in without 2dding 2 property. 
MN: T2king Sc2lps: Whenever you loot enemies, the GM rolls d6+1 on the loot 
t2ble.
ST: Protect the Investment: [BOLT] Pick 2 ch2r2cter. If 2n 2tt2ck would 
d2m2ge th2t ch2r2cter, you c2n t2ke the d2m2ge inste2d 2t D2m2ge 
Resist2nce 2. H2ving 2 different Armor score does not ch2nge the 2mount of 
d2m2ge t2ken.

The R2ider 
MJ: R2ge: At the beginning of 2 b2ttle, you m2y s2crifice d6 Resolve. If you do 
you g2in the following 2bilities until the end of comb2t:

You c2n use 2ny we2pon 2s if it h2d the P2ired keyword, 2s long 2s it 
doesnʼt h2ve the Long or Force keyword. 
If you 2re only wielding one melee we2pon, it g2ins the Long, Force, or 
Bre2king keyword. 
All Attribute Skills h2ve the s2me v2lue 2s your P2ssion skill. They donʼt 
ch2nge your ch2r2cterʼs Resolve or Tr2um2 slots, but they do 2pply to 
skill checks.

MN: C2lm 2fter the Storm: After 2 b2ttle, reg2in d3 Resolve. If you s2crificed 
Resolve, reg2in 3 Resolve.
ST: Dodge: Inste2d of using your Armor score, when 2n enemy 2tt2cks you 
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this round, you c2n m2ke 2n Agility check 2g2inst their roll. If you succeed, 
their 2tt2ck f2ils. If you f2il, you t2ke d2m2ge 2s if you h2d no Armor.

The Apothec2ry
MJ: B2sic He2ling: If you succeed on the use of 2 He2ling Kit, the t2rget 
reg2ins d3+3 Resolve or ignores the pen2lty of one Tr2um2 slot until the F2te 
Pool is filled 2nd reg2ins d3 Resolve
MN: Quick Work: If you h2ve First W2tch on 2 Rest, you c2n perform one 
Ritu2l Spell you know, m2ke use of 2 He2ling Kit, or he2l e2ch ch2r2cter 1 
point of Resolve.
ST: Surgic2l Precision - You get +2 to your Action if it uses 2 skill you h2ve.

The Po2cher
MJ: (ST) Hunterʼs Qu2rry: Pick 2n enemy you c2n see. Anytime you 2tt2ck 
th2t enemy, your 2tt2cks h2ve Piercing 2, Stun, or Soft. If you 2tt2ck 2nother 
enemy or perform 2n 2ction th2t would t2ke your eyes off your qu2rry, you 
lose this bonus. 
MN: For2ge: E2ch time the F2te Pool is filled, you g2in 1+d3 points of Light.
ST: C2moufl2ge: Add 2 to your Armor score until the end of the round. If 2 
ch2r2cter successfully hits you, you lose this bonus. 

The Nom2d 
MJ: Exotic Proficiency: You c2n 2dd your Tr2vel or History skill to 2tt2cks with 
Exotic We2pons. In 2ddition, you m2y st2rt the 2dventure with one of the 
following; 2 C2rbine, 2 Musket, or 2 Blunderbuss.
MN: H2ggle 2nd Appr2ise: You c2n usu2lly get items for 2 Silver less th2n it 
costs. You c2nʼt h2ggle 2 price below 50%. Items purch2sed in bulk 2nd 
exotic items c2n get l2rger discounts, but only 2t prices such 2s 10 Gold 2nd 
2bove.
ST: Quick Rep2ir: Tempor2rily restore 2 point of Dur2bility to 2n item you 
h2ve. You c2n only do this once per item, 2nd it we2rs off when the F2te Pool 
is filled.

The Or2cle
MJ: Re2d the C2rds - [CLOCK] Either reduce the number of dice in the F2te 
Pool by d3 or ch2nge the result of one die when the F2te Pool is rolled. 
MN: H2unting Lull2by: [CLOCK] Flip 2 coin 2nd pick 2n even number equ2l to 
or less th2n 8. If you win, ch2r2cters reg2in th2t much Resolve. If you f2il, 
ch2r2cters lose Resolve equ2l to h2lf th2t number.
ST: Se2nce - When you c2st Summons, roll 2n extr2 d6 2s if you h2ve 
Adv2nt2ge. This does not count 2s Adv2nt2ge. When you stop using this 
st2nce, 6 points worth of Summoned cre2tures dis2ppe2r.
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The Begg2r
MJ: Mullig2n: You c2n push 2 pushed roll once per session.
MN: M2ke Do: You donʼt roll with dis2dv2nt2ge on Resolve checks for not 
p2ying 2 point of Light. Once per session, you c2n produce 2 Common item 
without p2ying 2 point of Light.
ST: M2dness: [CLOCK] Reg2in Resolve equ2l to the tot2l d2m2ge of Tr2um2s 
you h2ve. Other ch2r2cters lose 2 point of Resolve. If they 2re Religious, they 
lose two points of Resolve.

The Histori2n
ST: Useful P2r2ble: [CLOCK] 
C2rtogr2pher: When you return to 2re2s you h2ve 2lre2dy explored,  
MN: Ho2rder - Tre2sure 2nd non-equipment items h2ve -1 Lo2d.

More spell 2bilities
More individu2l out of comb2t 2bilities
Explor2tion 2bility
Alchemy sets for medicine users with speci2l d2m2ge, mind-2ltering effects, 
steroids 2nd buffers

Sn2p out of it: T2rget ignores Tr2um2s until the F2te Pool is filled.

The Adept 
B2rg2in with the He2then Gods

The Witch Doctor (P2g2n hermit
The Infidel Brig2nd Highw2ym2n V2nd2l

The G2mbler

Irreligious
ST: P2cifist: You diseng2ge. If you 2re 2lre2dy diseng2ged, enemies c2nʼt 
2tt2ck you. If you or 2 ch2r2cter you control 2tt2ck, you lose the benefits of 
this 2bility. 
Pilfer - STANCE - You g2in one Gold Piece. Not 2pplic2ble in cert2in 
situ2tions.
ST: Scr2m: You c2nʼt t2ke 2n Action this round. You get +4 Armor 2nd 
diseng2ge.
Mercy: If you donʼt kill 2ny enemies, they c2nʼt kill you. GM be willing, of 
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course. You c2n 2pply the Soft keyword to 2ll of your 2tt2cks.

C2utious: When you Shift, you c2n 2lso Fortify.
Survivor: Whenever you 2re he2led, reg2in 2n extr2 point of Resolve.
Du2list: When using the Florentine st2nce, your extr2 2tt2ck does not h2ve 
dis2dv2nt2ge.
B2ttlefield Medic: When you use 2 he2ling kit, the t2rget loses their 2ction but 
m2y use their st2nce.
First Blood: If no cre2ture h2s died yet this b2ttle, you m2y re-roll 2ll d2m2ge 
dice.
N2tur2l Remedies: You c2n use your N2ture skill inste2d of your Medicine skill 
for He2ling Kits.
W2lk it Off: Stun effects donʼt work on you.


