
PLAYER’S UPDATE   
Adventure Two — Vice 

Getting Started 
If this is your first time playing Shepherd’s Crossing, you’ll need to read through 
the Player’s Guide and fill out a new Character Sheet. You will start the game at 
level one.  
If you have played previously, you don’t need to read again unless you’d like a refresher. You’ll play as the 
same character as before unless you’d like to start again at level one with a new character. You’ll need the 
Guides and Maps as reference for every game. Good luck! 

Updating your Character Sheet Before You Begin 
If you didn’t update your Character Sheet at the completion of the last adventure, you should do so now. (If you 
only completed part of the last adventure, ask the GM for guidance with how to proceed.) 
• Add +1 to your level. 
• Roll the hit die for your species and add the total to your hit points. For example, if you’re a Human with 4 HP, 

roll a D6 again. If you roll a 2, add it to your original 4 for a new HP of 6. 
• Add +1 to your Attack Bonus. 
• At your discretion, add +1 to your Strength, Intelligence, Wisdom, Dexterity, Constitution, Charisma, 

Perception or Initiative. 
• Characters can cast their spells once per day per level, so the amount of spells that can be cast is increased. 
• Each type of magical status gains a new spell or ability for completing Adventure One, listed below: 
Sorcerer (Spell) - Freeze Ray (ray deals 1D3 damage) 
Cleric (Spell) - Bless (allies get +1 on attack rolls for duration of battle) 
Shape-Shifter (Spell) - Charm Animal (an animal will become an ally for one hour) 
Layperson (Ability) - Disguise (skilled at changing appearance and demeanour - +1 to Charisma) 
• Even if you used/lost them in the previous game, you begin with all the Starting Equipment refreshed. This 

includes the gear/money for your species/magical status. Ex. Goblins get $50 at the beginning of every 
game, and Shape-Shifters always start with a mirror even if they lost it in the last game. 

• If your pet was lost/killed in the previous game, you start without an animal companion. 
• You may purchase any additional gear (listed in the Gear for Purchase section of the Player Guide or in the 

Ye Old General Store Product List in the Village Guide). In addition, you can sell anything you don’t want 
back to the store for half of its original value, which is a good idea for items you don’t want or need so you 
don’t get weighed down. 

• You also have the option of leaving any items you don’t want to carry with you in your personal storage 
compartment in your dorms. Make a note of what you left behind, and remember you don’t have these items 
on you. 

• Players at level two can wield a normal wand instead of the simple. It’s much prettier than the simple one. 

Levelling Up After It’s Over 
When you complete an adventure, you level up, congratulations! Follow the steps below before playing the 
next adventure, making the changes on the Character Sheet. If your sheet is getting too messy/crowded, 
transfer your information to a fresh Character Sheet. (If you only completed part of the adventure, ask the GM 
for guidance with how to proceed.) 
• Add +1 to your level. 



• Roll the hit die for your species and add the total to your hit points. For example, if you’re a Human with 4 HP, 
roll a D6 again. If you roll a 2, add it to your original 4 for a new HP of 6. 

• Add +1 to your attack bonus. 
• At your discretion, add +1 to your Strength, Intelligence, Wisdom, Dexterity, Constitution, Charisma, 

Perception or Initiative. 
• Characters can cast their spells once per day per level, so the amount of spells that can be cast is increased. 
• Each type of magical status gains a new spell or ability for completing this adventure, listed below: 
Sorcerer (Spell) - Haste (two actions instead of one during a battle) 
Cleric (Spell) - Deflect (enemies get -1 on attack rolls for duration of battle) 
Shape-Shifter (Ability) - Ride Animal (the ability to expertly ride horses or other large rideable animals) 
Layperson (Ability) - Flexible (+1 to Dexterity) 
• If you lost your pet companion, you may submit an application to Lou and Sue at the Animal Sanctuary. This 

costs $100, but at the beginning of the next game, you may roll a D8 in order to gain a new one. 
• You may purchase any additional gear (listed in the Gear for Purchase section of the Player Guide or in the 

Ye Old General Store Product List in the Village Guide). In addition, you can sell anything you don’t want 
back to the store for half of its original value, which is a good idea for items you don’t want or need so you 
don’t get weighed down. 

• You also have the option of leaving any items you don’t want to carry with you in your personal storage 
compartment in your dorms. Make a note of what you left behind, and remember you don’t have these items 
on you. 

• Players at level three can wield a normal wand instead of the simple. It’s much prettier than the simple one, 
and at level three it allows you to roll a DC 15 Wisdom check. If you pass, you can increase any of your 
Abilities by +1 before the game starts.  

Good luck! 
When in doubt, ask your GM! 
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