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SPECIAL POWERS

POWER:

PNEUMA:

ACTION:

EFFECTS:

Leaps and Bounds

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

0

None

Total maximum standing hop (high jump) distance increases by 1 foot, running hop (high jump) distance increases by 2 feet,
standing leap (long jump) increases by 3 feet, and running leap (long jump) increases by 5 feet.

Adjuvant | 2 pneuma | Grants +2

power bonus to maximum walking speed; and +1 power bonus to Nml. | Duration 1 encounter.

Trackless Wilds 1 Adjuvant Able to move through wild, unwrought terrain without leaving the slightest hint of a track or scent. Each turn, Can move up
[Pending 16th Level] to the limit of speed (ambulation action) without leaving a physically detectable trace —not even kicking up dust to catch an
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. For a mortal, a grappling strike has
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Way of the Skirmisher None Grants +1 power bonus to strike with melee and barrage weapon attacks; +1 power bonus to Nml.

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

0

Adjuvant | 2 pneuma | Assuming the appropriate positioning or conditions for flanking or surprise, inflict flanking or surprise harm with barrage weapon
attacks if target is within the weapon’s short range, including working with allies to create flanking conditions. | Duration 1 encounter.

Yoked Musculature 0 None Increases unburdened carrying capacity by 19 pounds.
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Aptitude Focus 0 None Grants +1 bonus with any six lifeskills: heed, look, lurk, search, toil, tumble.
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Weapon Finesse 0 None Grants attack roottrait score options: Lth, Wis. Grants +1 power bonus to four lifeskills, though lifeskills must have his
physical attack strike or attack harm roottrait score as either the primary or secondary lifeskill roottrait score.
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Honed Anticipation 0 None Grants +2 power bonus to Nml defense.
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Close Ranks 3 Adjuvant Call upon allies to watch each other’s backs; affects up to 5 creatures. Grants a power bonus to Nml equal to +[¥4xLth] (). Can
apply benefits to self, but must share with at least one other beneficiary. | Duration 1 encounter.
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Wounding Debilitation 4 Adjuvant Affects all targets hit by weapon strikes during each turn (1 encounter). Each hit-target suffers a -[/4xLth] (1) power penalty to
Nml; an individual target can only suffer 1 such wound at a time, even if hit by multiple weapon strikes from 1 or more
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Rending Slash 2 Adjuvant Any time inflicts wreck (rend) harm with a weapon attack, adds nonmagic 1d4 rasp harm to each hit. Rending slash is only

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

effective against targets with zoetic-organic vessels. | Duration 1 encounter.

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
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	±0 = Susceptible
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	nml: 25
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	lth: 3
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	score 23: ±0
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	score 25: +3
	score 26: +4
	score 27: +5
	score 28: 
	score 29: +3
	score 30: 
	maximum: 23
	impaired: 11
	traumatized: 5
	healing mod: 2
	current tally: 23
	maximum_2: 8
	current tally_2: 8
	maximum_3: 9
	current tally_3: 9
	maximum_4: 10
	fatigued: 5
	exhausted: 2
	sprint walk: 8
	stride walk: 1
	sprint swim: 2
	stride swim: 1
	sprint climb: 1
	stride climb: 1
	jog walk: 4
	march walk: 2
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	stand hop: 3
	run hop: 5
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	chaos: •
	flare: ±0
	charis: •
	frost: –1
	hubris: ±0
	gleam: –1
	hallow: •
	gloom: ±0
	heinous: ±0
	rasp: –1
	rot: ±0
	shake: –1
	shock: –1
	unburdened: 22
	press lift: 143
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	melee strike mod: +4
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	melee harm mod ½: +1
	ranged strike mod: +4
	ranged harm mod 1: +2
	ranged harm mod ½: +1
	brw: 1
	folk: Faun
	kindred: Shrub
	climate: Cold
	kall: Assaulter
	character name: 
	level: 4
	tier: Beginning
	tier value: 2
	eyes: Black
	tongues: Common, Faun
	description personality: Laxful-hearted-leeward / Courageous yet subtle, kind yet wary. / Wiry, thin, ruggedly comely, with ibex horns.
	burden load: 22
	golds: 13
	silvers: 3
	ascension: 85
	hair: Wavy Grey
	skin: Light Brown
	brasses: 0
	coppers: 7
	platinums: 0
	electrums: 0
	height: 
	gender: 
	resist wreck: —
	weight: 
	hands weapon range 01: Bothhand glaive: melee 2
	hands weapon range 02: Bothhand glaive: melee 2
	hands weapon range 03: Mainhand snapsling: ranged 10/20/30
	hands weapon range 04: Mainhand dagger: melee 1
	hands weapon range 05: Mainhand dagger: ranged 5/10/15
	hands weapon range 06: 
	hands weapon range 07: 
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	parry 01: –2
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	parry 04: –5
	parry 05: —
	parry 06: 
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	assail defense 01: Nml
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	advanced harm 04: 8
	advanced harm 05: 8
	advanced harm 06: 
	object craftsmanship materials magic 01: Mediocre iron-oakwood glaive (common)
	object craftsmanship materials magic 02: Mediocre oxgut snapsling (common)
	object craftsmanship materials magic 03: Mediocre iron dagger (common)
	object craftsmanship materials magic 04: 
	object craftsmanship materials magic 05: 
	object craftsmanship materials magic 06: Extraordinary garments; pouches (2); whistle; mirror
	object craftsmanship materials magic 07: Scrollcase; quill; ink vials (2); parchments (10)
	object craftsmanship materials magic 08: Case; bullets (10); caltrops (25)
	object craftsmanship materials magic 09: Scaldsalt balm [apex]: 4 doses
	object craftsmanship materials magic 11: Backpack; bedroll; blanket
	object craftsmanship materials magic 10: Coins; topaz (35 golds)
	object craftsmanship materials magic 12: Waterskins (3); waywort (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: Lth
	harm roottrait 01: Wis
	entwine slots 01: 0
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	entwine slots 04: 
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	entwine slots 12: 0
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	resist wreck 02: —
	resist wreck 03: —
	resist wreck 04: 
	resist wreck 05: 
	lifeskill penalty 01: —
	lifeskill penalty 02: —
	lifeskill penalty 03: —
	lifeskill penalty 04: 
	lifeskill penalty 05: 
	speed penalty 01: —
	speed penalty 02: —
	speed penalty 03: —
	speed penalty 04: 
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	strike bonus 01: ±0
	strike bonus 02: ±0
	strike bonus 03: ±0
	strike bonus 04: 
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	harm bonus 01: ±0
	harm bonus 02: ±0
	harm bonus 03: ±0
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	harm mod 01: +2
	harm mod 02: +2
	harm mod 03: +2
	harm mod 04: +2
	advanced harm 07: 
	additional power option 11: Adjuvant | 2 pneuma | Grants +2 power bonus to maximum walking speed; and +1 power bonus to Nml. | Duration 1 encounter.
	additional power option 12: 
	additional power option 13: 
	additional power option 14: Adjuvant | 2 pneuma | Assuming the appropriate positioning or conditions for flanking or surprise, inflict flanking or surprise harm with barrage weapon attacks if target is within the weapon’s short range, including working with allies to create flanking conditions. | Duration 1 encounter.
	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: 
	current tally_4: 10
	holdbreath: 30
	special power 01: Leaps and Bounds
	pneuma 11: 0
	effects 01: Total maximum standing hop (high jump) distance increases by 1 foot, running hop (high jump) distance increases by 2 feet, standing leap (long jump) increases by 3 feet, and running leap (long jump) increases by 5 feet.
	pneuma 12: 1
	pneuma 13: 0
	pneuma 14: 0
	pneuma 15: 0
	pneuma 16: 0
	pneuma 17: 0
	pneuma 18: 0
	additional power option 18: 
	pneuma 19: 3
	additional power option 19: 
	pneuma 20: 4
	additional power option 20: 
	pneuma 21: 2
	additional power option 21: 
	pneuma 22: 
	additional power option 22: 
	pneuma 23: 
	additional power option 23: 
	pneuma 24: 
	additional power option 24: 
	special power 02: Trackless Wilds                               [Pending 16th Level]
	action 02: Adjuvant
	action 03: Utilization
	action 04: None
	action 05: None
	action 06: None
	action 07: None
	action 08: None
	action 09: Adjuvant
	action 10: Adjuvant
	action 11: Adjuvant
	action 12: 
	action 13: 
	action 14: 
	special power 03: Grappling—Standard
	special power 04: Way of the Skirmisher
	special power 05: Yoked Musculature
	special power 06: Aptitude Focus
	special power 07: Weapon Finesse
	special power 08: Honed Anticipation
	special power 09: Close Ranks
	special power 10: Wounding Debilitation
	special power 11: Rending Slash
	special power 12: 
	special power 13: 
	special power 14: 
	effects 02: Able to move through wild, unwrought terrain without leaving the slightest hint of a track or scent. Each turn, Can move up to the limit of speed (ambulation action) without leaving a physically detectable trace—not even kicking up dust to catch an observer’s attention. | 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. For a mortal, a grappling strike has range 0, so a mortal attacker 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: Grants +1 power bonus to strike with melee and barrage weapon attacks; +1 power bonus to Nml.
	effects 05: Increases unburdened carrying capacity by 19 pounds.
	effects 06: Grants +1 bonus with any six lifeskills: heed, look, lurk, search, toil, tumble.
	effects 07: Grants attack roottrait score options: Lth, Wis. Grants +1 power bonus to four lifeskills, though lifeskills must have his physical attack strike or attack harm roottrait score as either the primary or secondary lifeskill roottrait score.
	effects 08: Grants +2 power bonus to Nml defense.
	effects 09: Call upon allies to watch each other’s backs; affects up to 5 creatures. Grants a power bonus to Nml equal to +[¼×Lth] (↑). Can apply benefits to self, but must share with at least one other beneficiary. | Duration 1 encounter.
	effects 10: Affects all targets hit by weapon strikes during each turn (1 encounter). Each hit-target suffers a –[¼×Lth] (↑) power penalty to Nml; an individual target can only suffer 1 such wound at a time, even if hit by multiple weapon strikes from 1 or more assaulters wielding wounding debilitation. Each hit-target suffers an ongoing wound that inflicts either 1 rasp or 1 rot harm (GM’s decision) at the start of its subsequent turns (1 encounter). GM may rule the rasp or rot harm from the ongoing wound represents a special-case scenario through which the harm ignores target’s resist rasp or resist rot—per the requirement of target having a zoetic-organic vessel, this ongoing effect assumes target is capable of bleeding.
	effects 11: Any time inflicts wreck (rend) harm with a weapon attack, adds nonmagic 1d4 rasp harm to each hit. Rending slash is only effective against targets with zoetic-organic vessels. | Duration 1 encounter.
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