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ASCENSION  GENDER HEIGHT WEIGHT SKIN HAIR EYEs

‘Common, Scealc, Plant, Insect, Beast

CHARACTER NAME

ROOTTRAITS

DEFENSES

TONGUES

‘ Lashful-detached-leeward / Cerebral and contemplative, quiet and reserved. / Thin, lean and wiry; appears flimsy.

LIFEVIEW / PERSONALITY / DESCRIPTION

COMBAT SPEED

HARM YIELDS
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NiGHLORE _ Ota  +4 MELEE STRIKE Mop: ___+4 MeLEE HARMMoD [x1]: __ +2 MELEE HARM MoD [x¥2] (1): +1
BARRAGE STRIKE MOD: +4 BARRAGE HARM MoD [x1]: +2 BARRAGE HARM MoD [x¥2] (1): +1
SEAFARE
s Sta +4 _ | maseHarm g
BARCH HAND-TO-WIELD / WEAPON / RANGE: | STANCE: LAY RS, || S Harm
SMITH WRECK: | DEFENSE:| Mob: STA: Imp: | ADV:| Mob:
Taw St +2 Bothhand yatagan: melee 1 Offensive -2 Nml +4 1d8+1d6 9 | 14 | +2
+ . o
Ton _Imp 6 Mainhand yatagan: melee 1 Transitive -3 Nml +4 1d12 8 | 12 | +2
+
Trick —Sta__ #3 Mainhand yatagan: melee 1 (paired***) Offensive -2 Nml +4 1d8 5 8 +1
+
TumpLe IMp__ +6 Offhand shortstaff: melee 1 (paired***) ek il Nml +4 1d6 4 6 +1
WEAVE ? - Mainhand shortstaff: melee 1 Defensive -4 Nml +4 1d10 7 |10 | +2
a
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OBJECT / CRAFTSMANSHIP / MATERIALS / MAGIC: SLorts: WRECK: | WHELM: | LIFESKILLS: | SPEED: NML: Bonus: Bonus: ’
Mediocre iron yatagan (common) 0 — — — — — +0 0 3
Mediocre hickorywood shortstaff (common) 0 — — - — - +0 +0
Mediocre juniperwood swiftbow (common) 0 — — — — — +0 +0 3
gVlediocre hemp cloth armor (common) 0 -1 0 +0 +0 +0 — — 7
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ENTWINE ENTWINE
WEIGHT: WEIGHT:
OBJECT / CRAFTSMANSHIP / MATERIALS / MAGIC: SLoTs: OBJECT / CRAFTSMANSHIP / MATERIALS / MAGIC: SLOTS:
Extraordinary garments; pouches (2) 0 35 Backpack; bedroll; blanket 0 8
Quiver; 30 arrows 0 475 Waterskins (3); waybread (24) 0 21
Scaldsalt balm [apex]: 2 doses 0 0.5 Flint and iron; whetstone; torches (6) 0 7.75
Hempen rope [100 feet]; grappling hook 0 22
gi-oins; torquoise (33 golds) 0 025 gl |m n
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MAGICAL ATTACKS

STRIKE ROOTTRAIT: A HARM ROOTRAIT: &
STRIKEMop: T3 HarRMMonb [x1}: _+2 HaRM MoD [x%4] (1): _+2 HaRrRM Mob [x¥2] (1): . HaRrRM Mob [xV4] (1): .
Assan | Strixe | BASEHARML U |
POWER: TyPE/RANGE / TARGETS OR AREA: PNEUMA: HARM CATEGORY:
DEFENSE: Mob: STA: Imp: | ADv:| Mob:
Arcane Poisonray Targeted Barrage 40 1 Rot Nml +3 1d8 5 8 +2
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Arcane Iceray Targeted Barrage 40 1 Frost Nml +3 1d8 518 | +2

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
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ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
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SPECIAL POWERS

POWER:

PNEUMA:

ACTION:

EFFECTS:

Heightened Awareness

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

0

None

Sixth sense for detecting danger; gains the following benefits: if surprised, she nullifies every attacker’s avail:1 normally
gained for the tactical advantage.

Adjuvant | 2 pneuma | Extend the distance of physical senses; look and search lifeskill checks work at double normal range. If flanked, reduce each attacker’s
nonmagic flanking harm by 1 d-step . Grants +1 power bonus to Mfl. | Duration 1 encounter.

Vigorous Health 1 Adjuvant Grants bonus resistant rasp 3 and rot 3. Also suffers reduced negative effects from toxins and ailments —statistical penalties
[Pending 16th Level] are halved (rounded down), including from conditions like nauseated or retched. | Duration 1 hour.
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Grappling —Standard 0 Utilization | Grants the ability to wrestle a target; this employs a utilization action and a standard grappling strike roll to try to initiate a
counter-grapple challenge; cannot execute an improved or advanced grappling strike roll. Grappling strike has range 0, so
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Magic Channeling 4 Ceremony Can wield magical powers through the aid of a conduit. To wield conduit safely, must entwine conduit through self. Can at
most entwine three conduits at a time. | Duration indefinite.
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Magic Countering 2 Adjuvant | Initiate a counter-magic challenge, pitting the magic within self versus that of another creature. Challenge begins upon own
turn and assails a susceptible ongoing magical effect, per the trial-resolution system. The ongoing effect could be anything
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Magic Deciphering Ambulation | Try to read and write magical symbols for the duration; magical languages are wholly symbolic or pictographic (rather than

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

or Utilization

phonetic), based on markings that each have individual meaning, so basic literacy is not required. | Duration 1 hour.

Magic Sensing ) Ritual Feel magic within objects that are imbued with magical power. Cannot sense or evaluate magic contained within other
creatures, such as the scope of a rival cleric’s magical prowess and powers. Affects an aura of range 5. Within affected aura,
A e el el ol Tl . U S AP
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Way of the Skirmisher 0 None Grants +1 power bonus to strike with melee and barrage weapon attacks; +1 power bonus to maximum walking speed.
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Aspect of Assassin O None Under the authority of all clerics, assaulter studies and gains access to universal magic; can only use staffs as conduits.
Bestows the following benefits:
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Aptitude Focus 0 None Grants +1 bonus with any six lifeskills: clout, look, lurk, toil, trick, tumble.
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Yoked Musculature 0 None Increases unburdened carrying capacity by 19 pounds.
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Honed Anticipation 0 None Grants +2 power bonus to Nml defense.
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Honed Formation None Grants +2 power bonus to Ftl defense.

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
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	±0 = Susceptible
	±0 = Susceptible

	nml: 21
	ftl: 18
	lth: 2
	mfl: 18
	smt: 3
	wis: 2
	glt: 1
	score: +2
	barter: 
	brew: Sta
	chip: 
	clout: Sta
	cook: Sta
	deepfare: 
	dive: Sta
	farlore: 
	farm: 
	flaunt: 
	heed: Sta
	herd: 
	hew: 
	landfare: Sta
	look: Sta
	lurk: Imp
	mash: 
	mend: 
	mingle: Sta
	nighlore: Sta
	seafare: 
	search: Sta
	smith: 
	tann: Sta
	toil: Imp
	trick: Sta
	tumble: Imp
	weave: 
	wile: Sta
	writ: Sta
	score 1: 
	score 2: +4
	score 3: 
	score 4: +3
	score 5: +2
	score 6: 
	score 7: +2
	score 8: 
	score 9: 
	score 10: 
	score 11: +2
	score 12: 
	score 13: 
	score 14: +2
	score 15: +3
	score 16: +6
	score 17: 
	score 18: 
	score 19: +3
	score 20: +4
	score 21: 
	score 22: +4
	score 23: 
	score 24: +2
	score 25: +6
	score 26: +3
	score 27: +6
	score 28: 
	score 29: +3
	score 30: +4
	maximum: 24
	impaired: 12
	traumatized: 6
	healing mod: 1
	current tally: 24
	maximum_2: 7
	current tally_2: 7
	maximum_3: 9
	current tally_3: 9
	maximum_4: 14
	fatigued: 7
	exhausted: 3
	sprint walk: 6
	stride walk: 1
	sprint swim: 2
	stride swim: 1
	sprint climb: 1
	stride climb: 1
	jog walk: 3
	march walk: 2
	jog swim: 1
	march swim: 1
	jog climb: 1
	march climb: 1
	stand hop: 3
	run hop: 4
	stand leap: 6
	run leap: 10
	wreck: –1
	logos: ±0
	whelm: –1
	chaos: •
	flare: ±0
	charis: •
	frost: ±0
	hubris: ±0
	gleam: –1
	hallow: •
	gloom: ±0
	heinous: ±0
	rasp: –1
	rot: ±0
	shake: –2
	shock: ±0
	unburdened: 25
	press lift: 163
	thrust lift: 113
	dead lift: 250
	burden penalty: ±0
	melee strike mod: +4
	melee harm mod 1: +2
	melee harm mod ½: +1
	ranged strike mod: +4
	ranged harm mod 1: +2
	ranged harm mod ½: +1
	brw: 0
	folk: Scealc
	kindred: West
	climate: Mild
	kall: Assaulter
	character name: 
	level: 4
	tier: Beginning
	tier value: 2
	eyes: Hazel
	tongues: Common, Scealc, Plant, Insect, Beast
	description personality: Lashful-detached-leeward / Cerebral and contemplative, quiet and reserved. / Thin, lean and wiry; appears flimsy.
	burden load: 25
	golds: 0
	silvers: 4
	ascension: 85
	hair: Long Black
	skin: Dark Tan
	brasses: 0
	coppers: 1
	platinums: 0
	electrums: 0
	height: 
	gender: 
	strike mod: +3
	resist wreck: —
	weight: 
	hands weapon range 01: Bothhand yatagan: melee 1
	hands weapon range 02: Mainhand yatagan: melee 1
	hands weapon range 03: Mainhand yatagan: melee 1 (paired***)
	hands weapon range 04: Offhand shortstaff: melee 1 (paired***)
	hands weapon range 05: Mainhand shortstaff: melee 1
	hands weapon range 06: Mainhand shortstaff: melee 1
	hands weapon range 07: Bothhand swiftbow: barrage 20/40/60
	stance 01: Offensive
	stance 02: Transitive
	stance 03: Offensive
	stance 04: ***
	stance 05: Defensive
	stance 06: Elusive
	stance 07: Offensive
	parry 01: –2
	parry 02: –3
	parry 03: –2
	parry 04: ***
	parry 05: –4
	parry 06: –5
	parry 07: —
	assail defense 01: Nml
	assail defense 02: Nml
	assail defense 03: Nml
	assail defense 04: Nml
	assail defense 05: Nml
	assail defense 06: Nml
	assail defense 07: Nml
	strike mod 01: +4
	strike mod 02: +4
	strike mod 03: +4
	strike mod 04: +4
	strike mod 05: +4
	strike mod 06: +4
	strike mod 07: +4
	harm mod 05: +2
	harm mod 06: +2
	harm mod 07: +2
	weight 01: 3
	weight 02: 2
	weight 03: 3
	weight 04: 
	weight 05: 7
	weight 06: 3.5
	weight 07: 4.75
	weight 08: 0.5
	weight 09: 
	weight 10: 0.25
	weight 11: 8
	weight 12: 21
	weight 13: 7.75
	weight 14: 22
	weight 15: 
	standard harm 01: 1d8+1d6
	standard harm 02: 1d12
	standard harm 03: 1d8
	standard harm 04: 1d6
	standard harm 05: 1d10
	standard harm 06: 1d8
	standard harm 07: 1d8+1d6
	improved harm 01: 9
	improved harm 02: 8
	improved harm 03: 5
	improved harm 04: 4
	improved harm 05: 7
	improved harm 06: 5
	improved harm 07: 9
	advanced harm 01: 14
	advanced harm 02: 12
	advanced harm 03: 8
	advanced harm 04: 6
	advanced harm 05: 10
	advanced harm 06: 8
	object craftsmanship materials magic 01: Mediocre iron yatagan (common)
	object craftsmanship materials magic 02: Mediocre hickorywood shortstaff (common)
	object craftsmanship materials magic 03: Mediocre juniperwood swiftbow (common)
	object craftsmanship materials magic 04: 
	object craftsmanship materials magic 05: Mediocre hemp cloth armor (common)
	object craftsmanship materials magic 06: Extraordinary garments; pouches (2)
	object craftsmanship materials magic 07: Quiver; 30 arrows
	object craftsmanship materials magic 08: Scaldsalt balm [apex]: 2 doses
	object craftsmanship materials magic 09: 
	object craftsmanship materials magic 11: Backpack; bedroll; blanket
	object craftsmanship materials magic 10: Coins; torquoise (33 golds)
	object craftsmanship materials magic 12: Waterskins (3); waybread (24)
	object craftsmanship materials magic 14: Hempen rope [100 feet]; grappling hook
	object craftsmanship materials magic 13: Flint and iron; whetstone; torches (6)
	object craftsmanship materials magic 15: 
	strike roottrait 01: Smt
	harm roottrait 01: Lth
	strike rootrait 02: Smt
	harm rootrait 02: Wis
	entwine slots 01: 0
	entwine slots 02: 0
	entwine slots 03: 0
	entwine slots 04: 
	entwine slots 05: 0
	entwine slots 06: 0
	entwine slots 07: 0
	entwine slots 08: 0
	entwine slots 09: 
	entwine slots 10: 0
	entwine slots 11: 0
	entwine slots 12: 0
	entwine slots 13: 0
	entwine slots 14: 0
	entwine slots 15: 
	resist wreck 02: —
	resist wreck 03: —
	resist wreck 04: 
	resist wreck 05: –1
	lifeskill penalty 01: —
	lifeskill penalty 02: —
	lifeskill penalty 03: —
	lifeskill penalty 04: 
	lifeskill penalty 05: ±0
	speed penalty 01: —
	speed penalty 02: —
	speed penalty 03: —
	speed penalty 04: 
	speed penalty 05: ±0
	nml penalty 01: —
	nml penalty 02: —
	nml penalty 03: —
	nml penalty 04: 
	nml penalty 05: ±0
	strike bonus 01: ±0
	strike bonus 02: ±0
	strike bonus 03: ±0
	strike bonus 04: 
	strike bonus 05: —
	harm bonus 01: ±0
	harm bonus 02: ±0
	harm bonus 03: ±0
	harm bonus 04: 
	harm bonus 05: —
	attack power 01: Arcane Poisonray
	attack power 02: Arcane Iceray
	attack power 03: 
	attack power 04: 
	attack power 05: 
	attack power 06: 
	attack power 07: 
	attack power 08: 
	attack power 09: 
	attack power 10: 
	harm mod 01: +2
	harm mod 02: +2
	harm mod 03: +1
	harm mod 04: +1
	type range targets area 02: Targeted Barrage 40
	type range targets area 01: Targeted Barrage 40
	type range targets area 03: 
	type range targets area 04: 
	type range targets area 05: 
	type range targets area 06: 
	type range targets area 07: 
	type range targets area 08: 
	type range targets area 09: 
	type range targets area 10: 
	pneuma 01: 1
	pneuma 02: 1
	pneuma 03: 
	pneuma 04: 
	pneuma 05: 
	pneuma 06: 
	pneuma 07: 
	pneuma 08: 
	pneuma 09: 
	pneuma 10: 
	assail defense 08: Nml
	assail defense 09: Nml
	assail defense 10: 
	assail defense 11: 
	assail defense 12: 
	assail defense 13: 
	assail defense 14: 
	assail defense 15: 
	assail defense 16: 
	assail defense 17: 
	harm category 01: Rot
	harm category 02: Frost
	harm category 03: 
	harm category 04: 
	harm category 05: 
	harm category 06: 
	harm category 07: 
	harm category 08: 
	harm category 09: 
	harm category 10: 
	additional power option 01: 
	additional power option 02: 
	additional power option 03: 
	additional power option 04: 
	additional power option 05: 
	additional power option 06: 
	additional power option 07: 
	additional power option 08: 
	additional power option 09: 
	additional power option 10: 
	strike mod 08: +3
	strike mod 09: +3
	strike mod 10: 
	strike mod 11: 
	strike mod 12: 
	strike mod 13: 
	strike mod 14: 
	strike mod 15: 
	strike mod 16: 
	strike mod 17: 
	harm mod 08: +2
	harm mod 09: +2
	harm mod 10: 
	harm mod 11: 
	harm mod 12: 
	harm mod 13: 
	harm mod 14: 
	harm mod 15: 
	harm mod 16: 
	harm mod 17: 
	standard harm 08: 1d8
	standard harm 09: 1d8
	standard harm 10: 
	standard harm 11: 
	standard harm 12: 
	standard harm 13: 
	standard harm 14: 
	standard harm 15: 
	standard harm 16: 
	standard harm 17: 
	improved harm 08: 5
	improved harm 09: 5
	improved harm 10: 
	improved harm 11: 
	improved harm 12: 
	improved harm 13: 
	improved harm 14: 
	improved harm 15: 
	improved harm 16: 
	improved harm 17: 
	advanced harm 07: 14
	advanced harm 08: 8
	advanced harm 09: 8
	advanced harm 10: 
	advanced harm 11: 
	advanced harm 12: 
	advanced harm 13: 
	advanced harm 14: 
	advanced harm 15: 
	advanced harm 16: 
	advanced harm 17: 
	additional power option 11: Adjuvant | 2 pneuma | Extend the distance of physical senses; look and search lifeskill checks work at double normal range. If flanked, reduce each attacker’s nonmagic flanking harm by 1 d-step . Grants +1 power bonus to Mfl. | Duration 1 encounter.
	additional power option 12: 
	additional power option 13: 
	additional power option 14: 
	additional power option 15: 
	additional power option 16: 
	additional power option 17: 
	action 01: None
	resist whelm 01: —
	resist whelm 02: —
	resist whelm 03: —
	resist whelm 04: 
	resist whelm 05: ±0
	current tally_4: 14
	holdbreath: 42
	special power 01: Heightened Awareness
	pneuma 11: 0
	effects 01: Sixth sense for detecting danger; gains the following benefits: if surprised, she nullifies every attacker’s avail:1 normally gained for the tactical advantage.
	pneuma 12: 1
	pneuma 13: 0
	pneuma 14: 4
	pneuma 15: 2
	pneuma 16: 2
	pneuma 17: 2
	pneuma 18: 0
	additional power option 18: 
	pneuma 19: 0
	additional power option 19: 
	pneuma 20: 0
	additional power option 20: 
	pneuma 21: 0
	additional power option 21: 
	pneuma 22: 0
	additional power option 22: 
	pneuma 23: 0
	additional power option 23: 
	pneuma 24: 
	additional power option 24: 
	special power 02: Vigorous Health                              [Pending 16th Level]
	action 02: Adjuvant
	action 03: Utilization
	action 04: Ceremony
	action 05: Adjuvant
	action 06: Ambulation or Utilization
	action 07: Ritual
	action 08: None
	action 09: None
	action 10: None
	action 11: None
	action 12: None
	action 13: None
	action 14: 
	special power 03: Grappling—Standard
	special power 04: Magic Channeling
	special power 05: Magic Countering
	special power 06: Magic Deciphering
	special power 07: Magic Sensing
	special power 08: Way of the Skirmisher
	special power 09: Aspect of Assassin
	special power 10: Aptitude Focus
	special power 11: Yoked Musculature
	special power 12: Honed Anticipation
	special power 13: Honed Formation
	special power 14: 
	effects 02: Grants bonus resistant rasp 3 and rot 3. Also suffers reduced negative effects from toxins and ailments—statistical penalties are halved (rounded down), including from conditions like nauseated or retched. | Duration 1 hour.
	effects 03: Grants the ability to wrestle a target; this employs a utilization action and a standard grappling strike roll to try to initiate a counter-grapple challenge; cannot execute an improved or advanced grappling strike roll. Grappling strike has range 0, so must move into the same cube as the target. If the standard strike roll is successful, the attacker engages the target in a counter-grapple challenge. If attacker prevails, target is restrained, losing either its ambulation or utilization action (attacker’s choice), but not both. Attacker is also restrained, using limbs to maintain the hold with a utilization action on subsequent turns. Upon its next turn, restrained target can attempt to break free using either an ambulation or utilization action to initiate a counter-grapple challenge—whichever action attacker did not eliminate. If the target is larger than the attacker, the GM may rule that the attacker can only pin one appendage and only partially impede an ambulation or utilization action. Conversely, if the attacker is larger, the GM may rule the attacker only needs to use one appendage to impede the target’s ambulation or utilization action.
	effects 04: Can wield magical powers through the aid of a conduit. To wield conduit safely, must entwine conduit through self. Can at most entwine three conduits at a time. | Duration indefinite.
	effects 05: Initiate a counter-magic challenge, pitting the magic within self versus that of another creature. Challenge begins upon own turn and assails a susceptible ongoing magical effect, per the trial-resolution system. The ongoing effect could be anything from a blessing or curse to a wall of fire or cloud of pollen, including indefinite effects. Yet this power cannot be used to suppress permanent magic effects. It also cannot be wielded to preemptively challenge or suppress an opposing cleric’s upcoming invocation of a magic power—it cannot be used to halt a foe’s forthcoming magical attack.
Challenge outcomes are determined with standard, improved and advanced rolls.
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