The Clockmaker’s Keepsake FAOS Cards
Version 1.0 (2026-10-31)

Printing Instructions

Print the number of copies you want. Give it time to dry. You may want to print each page one at a time and not stack them as they dry. Cut out
the cards by cutting the horizontal cut lines first, then cut the vertical cut lines.

Legal

Not for resale or redistribution. Permission granted to copy for personal use only and with an acknowledgement to FAOS and Perilous Pursuits. The trademarks Perilous Pursuits, the Perilous Pursuits
logo, FAQOS, the FAOS logo, World of Faos and Fantasy Adventure Operating System, FAOS Cards and their text and graphics, Action & Legendary Tokens and their graphics, are owned by Perilous
Pursuits ©2026 and shall not be used without prior written permission from Perilous Pursuits.

Images

As a free TTRPG, FAOS was created as inexpensively as possible with a lot of love and long hours. All the artwork was created using either artificial intelligence image generators or a combination of
many other images.

Downloads

Download the latest FAOS documents at www.faos.ca

Checkout some FAOS and other TTRPG adventures at www.perilouspursuits.ca
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AMULET OF THE

WATCHCMAKER
100GP

A pocket watch with a glowing green
amulet in the back provided an
Advantage on Focus and Handywork
checks when interacting with
mechanical items.

RESTORATION
POTION

50GP

Drinking one of these potions
removes any Conditions a Hero may
have except for Death’s Door,
Grappled, Obscured, Prone and
Restrained.

O

MAINTENANCE KEY
0GP

LEATHER ARMOUR
TIER 1
2 TORSO AP
5GP

LEATHER ARMOUR
TIER 1
2 TORSO AP
5GP

LEATHER ARMOUR
TIER 1
2 TORSO AP
5GP

LEATHER BRACERS
TIER 1
1 ARM AP
5 GP

LEATHER BRACERS
TIER 1
1 ARM AP
5 GP
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LEATHER BRACERS
TIER 1
1 ARM AP
5GP

LEATHER SHIN GUARDS
TIER 1
1 LEG AP
5GP

LEATHER SHIN GUARDS
TIER 1
1 LEG AP
5GP

LEATHER SHIN GUARDS
TIER 1
1 LEG AP
5GP

SHORT SWORD

10GP
Melee only. You hit a target doing 2
points of damage. Can wield a short
sword within each free hand.

SHORT SWORD
10GP
Melee only. You hit a target doing 2
points of damage. Can wield a short
sword within each free hand.

SHORT SWORD
10GP
Melee only. You hit a target doing 2
points of damage. Can wield a short
sword within each free hand.

HAND CROSSBOW &

QUIVER

10GP, 20 BOLTS IS 5GP

Ranged (30°). You shoot bolts at a
target doing 1 point of damage. Can

wield a hand crossbow in each free
hand. Takes a Free Action to load one
hand crossbow on your turn. Takes an

Action Token to load two hand
crossbows on your turn.
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ROPE NET
5GP

Ranged (15°). You throw a rope net on

a target using two free hands. On a

hit, the target is grappled. The

Grappled target can spend two Action
Tokens to do a Strength Check with a

Disadvantage to escape the net or
optionally spend three Action Tokens
to cut the net and escape the net. A

cut net is destroyed.
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