Scealc | Link Mild Druid |4 'Beginning |2

a b FoLk KINDRED CLIMATE KaLL LEVEL TIER TiER VAL
LPe NG Ana ‘85 ‘ ‘ ‘ ‘Rich Brown ‘Straight Black ‘ Turqoise
ASCENSION  GENDER HEIGHT WEIGHT SKIN HaIr EYES

‘Common, Natural, Scealc, Beast

CHARACTER NAME [ | TONGUES
DEFENSES ‘ Lashful-hearted-leeward / Calm and thoughtful, yet passionate and fiery. / Wild, rustic with a keenly intuitive face.
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Extraordinary garments/vestments; pouches (2) 0 35 Backpack; bedroll; blanket 0
Healing inscriptions [apex]: 2 invocations 0 0.5 Quill; ink vials (2); parchments (10); torches (8) 0
Waterskins (3); waybread (24) 0 21
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MAGICAL AT
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POWER: TyPE/RANGE / TARGETS OR AREA: PNEUMA: HARM CATEGORY:
DEFENSE: Mob: STA: Imp: | ADv:| Mob:
Icewind (Version 1) Blast Area Barrage 20: 1 Zone 2x2x2 0 Frost 1d8 5 8
Gloom Fil +4 1d4 3 4 +2

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

Adjuvant | 1 pneuma | Can convert icewind

to raw mundane ice and darkness meant to freeze foes from the outside, assailing Nml instead of Ftl.
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Icewind (Version 2) Blast Area Barrage 20: 1 Zone 3x3x3 0 Frost 1d6 3 4
Gloom Ftl +4 1d2 2 | 2] +1
&zzg;i@’:‘ci?y:/kg:[;z)ﬁ Adjuvant | 1 pneuma | Can convert icewind to raw mundane ice and darkness meant to freeze foes from the outside, assailing Nml instead of Ftl.
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Ravenous Swarms Wall Area Melee 5: 5 Zones 1x1x1 0 Rasp
Nml +4 1d6 4| 6 | +2
ﬁ;iig;i@t;?:j:‘gi?;z; Adjuvant | 1 pneuma | Can convert icewind to raw mundane ice and darkness meant to freeze foes from the outside, assailing Nml instead of Ftl.
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Sporeclouds (Version 1) Targeted Barrage 40: 1 Target 0 Rot 1d6 4 6
Whelm Mfl | +4 1d4 3| 4| +3

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

Adjuvant | 2 pneuma | Can cause sporeclouds to persist, bursting into a thick haze (1 zone 1x1x1—blas
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Sporeclouds (Version 2)

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
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Sporeclouds (Version 3)

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

Targeted Barrage 40: 5 Targets
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ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

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):
Arcane Omen Ritual Calls upon the object of personal faith, requesting an omen, premonition or insight into a question or problem. Can ask a

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

specific question or just open one's mind to whatever the unknown information source has to say about an unexpected topic.

Arcane Radiance

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

Ambulation or
Utilization

Designates a tiny emanation point for rays of light that stream outwards in all directions, illuminating an orb. Chooses
lighting’s intensity, which can range from that of a candle to daylight. Depending on existing light levels in the area, arcane

Arcane Shadow

Ambulation or

Designates a tiny emanation point for tendrils of darkness that reach out in all directions, shadowing an orb. Chooses

Utilization | darkness’s intensity, which can range from that of faint dimness to total blackness, producing weak to full obscurement.
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Arcane Sigil Ritual Draws a unique personalized symbol —up to 1 foot tall and 1 foot wide —upon a solid object. It is impossible for any other

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

magician to exactly copy arcane sigil, though an illusion might be used to temporarily mimic it. Further, two sigils might be

[ P R Ty B T T O P - o - - J R

Adjuvant | 2 pneuma | Extend duration to indefinite.

Magic Channeling 3 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 1 Adjuvant | Initiate a counter-magic challenge, pitting the magic within self versus that of another creature. Challenge begins upon own

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

turn and assails a susceptible ongoing magical effect, per the trial-resolution system. The ongoing effect could be anything

Magic Deciphering 1 Ambulation or | Try to read and write magical symbols for the duration; magical languages are wholly symbolic or pictographic (rather than
Utilization | phonetic), based on markings that each have individual meaning, so basic literacy is not required. | Duration 1 hour.

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

Magic Sensing 1 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,

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

Way of the Oracle 0 None Grants +1 power bonus to strike and harm for magical attacks. Gains worldflow without applying a power access slot.
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

Worldflow Ritual Gains avail:1 on deepfare, landfare and seafare checks related to the weather and expands the scope of those lifeskills into

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

1

geology; with successful checks, gains an accurate sense of when any shifts in the earth and weather will occur and how

None | 0 pneuma | With way of the oracle, automatically gains an intuitive sense of the quickest path to safety from any forthcoming geological or
meteorological events that could be detrimental (e.g. earthquakes, tornados), pinpointing the best route to take within a range of [1xtier] miles; following the

Grace of Nature

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

1

Utilization

Can cure poisons and diseases that are afflicting plants, insects and beasts. Can cause plants to grow faster, as well as minorly
manipulate their shapes —or temporarily sustain plant life outside normal growing conditions. Can also use this power to
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SPECIAL POWERS

POWER: PNEUMA: ACTION: EFFECTS:

Restorative Nutrients 1 Adjuvant Channeling natural healing magic through blood and soul, points conduit at the injured and releases a leafy ray that infuses
nutrients (chlorophyll, minerals, vitamins) into ally’s body, closing wounds. Affects 1 mortal within range 40; restorative

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

Treebark 3 Ambulation | With protection and insulation of tree bark, skin develops the partial texture and appearance of bark. Grants bonus resistant
or Utilization | wreck 2 and bonus resistant whelm, flare, frost, gleam, gloom, rot, rasp, shake and shock 4. | Duration 1 encounter.

ADDITIONAL POWER OPTIONS | None | 0 pneuma | With way of the oracle, automatically upgrades the range to [5xlevel] miles.
(PNEUMA / ACTION / EFFECTS):

Obscuring Mist 2 Utilization | Despite any winds or other conditions that would normally suppress fog, grey mist rises from the ground —a thick grey
shadow bordering on nighttime. Affects 1 zone 9x9%9 (blast area) within range 100. The zone strongly obscures visibility.

~ - IR

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):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

©2024: Alpengard and Alpengard logo are copyrighted and registered trademarks. Permission granted to download and photocopy for personal use only.



SPECIAL POWERS

POWER: 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):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

©2024: Alpengard and Alpengard logo are copyrighted and registered trademarks. Permission granted to download and photocopy for personal use only.



	±0 = Susceptible
	±0 = Susceptible

	nml: 18
	ftl: 17
	lth: 2
	mfl: 19
	smt: 1
	wis: 3
	glt: 2
	score: +3
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	chip: 
	clout: Sta
	cook: Sta
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	dive: Sta
	farlore: 
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	flaunt: 
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	look: Imp
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	score 18: +2
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	score 23: 
	score 24: 
	score 25: +1
	score 26: 
	score 27: +2
	score 28: +4
	score 29: +3
	score 30: 
	maximum: 18
	impaired: 9
	traumatized: 4
	healing mod: 1
	current tally: 18
	maximum_2: 8
	current tally_2: 8
	maximum_3: 9
	current tally_3: 9
	maximum_4: 11
	fatigued: 5
	exhausted: 2
	sprint walk: 5
	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: 2
	run hop: 3
	stand leap: 4
	run leap: 7
	wreck: ±0
	logos: ±0
	whelm: ±0
	chaos: •
	flare: –1
	charis: •
	frost: ±0
	hubris: ±0
	gleam: –2
	hallow: •
	gloom: ±0
	heinous: ±0
	rasp: ±0
	rot: –1
	shake: –1
	shock: ±0
	unburdened: 6
	press lift: 39
	thrust lift: 27
	dead lift: 60
	burden penalty: ±0
	melee strike mod: +2
	melee harm mod 1: ±0
	melee harm mod ½: ±0
	ranged strike mod: +2
	ranged harm mod 1: ±0
	ranged harm mod ½: ±0
	brw: 0
	folk: Scealc
	kindred: Link
	climate: Mild
	kall: Druid
	character name: 
	level: 4
	tier: Beginning
	tier value: 2
	eyes: Turqoise
	tongues: Common, Natural, Scealc, Beast
	description personality: Lashful-hearted-leeward / Calm and thoughtful, yet passionate and fiery. / Wild, rustic with a keenly intuitive face.
	burden load: 6
	golds: 1
	silvers: 4
	ascension: 85
	hair: Straight Black
	skin: Rich Brown
	brasses: 0
	coppers: 0
	platinums: 0
	electrums: 0
	height: 
	gender: 
	strike mod: +4
	resist wreck: —
	weight: 
	hands weapon range 01: Mainhand cudgel: melee 1
	hands weapon range 02: Mainhand cudgel: melee 1
	hands weapon range 03: 
	hands weapon range 04: 
	hands weapon range 05: 
	hands weapon range 06: 
	hands weapon range 07: 
	stance 01: Transitive
	stance 02: Defensive
	stance 03: 
	stance 04: 
	stance 05: 
	stance 06: 
	stance 07: 
	parry 01: –3
	parry 02: –4
	parry 03: 
	parry 04: 
	parry 05: 
	parry 06: 
	parry 07: 
	assail defense 01: Nml
	assail defense 02: Nml
	assail defense 03: 
	assail defense 04: 
	assail defense 05: 
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	assail defense 07: 
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	strike mod 02: +2
	strike mod 03: 
	strike mod 04: 
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	weight 01: 2
	weight 02: 
	weight 03: 
	weight 04: 
	weight 05: 
	weight 06: 3.5
	weight 07: 0.5
	weight 08: 
	weight 09: 
	weight 10: 0
	weight 11: 8
	weight 12: 9
	weight 13: 21
	weight 14: 3
	weight 15: 0.25
	standard harm 01: 1d4
	standard harm 02: 1d2
	standard harm 03: 
	standard harm 04: 
	standard harm 05: 
	standard harm 06: 
	standard harm 07: 
	improved harm 01: 3
	improved harm 02: 2
	improved harm 03: 
	improved harm 04: 
	improved harm 05: 
	improved harm 06: 
	improved harm 07: 
	advanced harm 01: 4
	advanced harm 02: 2
	advanced harm 03: 
	advanced harm 04: 
	advanced harm 05: 
	advanced harm 06: 
	object craftsmanship materials magic 01: Mediocre cedarwood cudgel (common)
	object craftsmanship materials magic 02: 
	object craftsmanship materials magic 03: 
	object craftsmanship materials magic 04: 
	object craftsmanship materials magic 05: 
	object craftsmanship materials magic 06: Extraordinary garments/vestments; pouches (2)
	object craftsmanship materials magic 07: Healing inscriptions [apex]: 2 invocations
	object craftsmanship materials magic 08: 
	object craftsmanship materials magic 09: 
	object craftsmanship materials magic 11: Backpack; bedroll; blanket
	object craftsmanship materials magic 10: Coins; bloodstone (4 golds)
	object craftsmanship materials magic 12: Quill; ink vials (2); parchments (10); torches (8)
	object craftsmanship materials magic 14: Healing inscriptions [basal]: 12 invocations
	object craftsmanship materials magic 13: Waterskins (3); waybread (24)
	object craftsmanship materials magic 15: Coins
	strike roottrait 01: Lth
	harm roottrait 01: Brw
	strike rootrait 02: Wis
	harm rootrait 02: Glt
	entwine slots 01: 0
	entwine slots 02: 
	entwine slots 03: 
	entwine slots 04: 
	entwine slots 05: 
	entwine slots 06: 0
	entwine slots 07: 0
	entwine slots 08: 
	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: 0
	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: 
	speed penalty 05: 
	nml penalty 01: —
	nml penalty 02: 
	nml penalty 03: 
	nml penalty 04: 
	nml penalty 05: 
	strike bonus 01: ±0
	strike bonus 02: 
	strike bonus 03: 
	strike bonus 04: 
	strike bonus 05: 
	harm bonus 01: ±0
	harm bonus 02: 
	harm bonus 03: 
	harm bonus 04: 
	harm bonus 05: 
	attack power 01: Icewind (Version 1)
	attack power 02: Icewind (Version 2)
	attack power 03: Ravenous Swarms
	attack power 04: Sporeclouds (Version 1)
	attack power 05: Sporeclouds (Version 2)
	attack power 06: Sporeclouds (Version 3)
	attack power 07: 
	attack power 08: 
	attack power 09: 
	attack power 10: 
	harm mod 01: ±0
	harm mod 02: ±0
	harm mod 03: 
	harm mod 04: 
	type range targets area 02: Blast Area Barrage 20: 1 Zone 3×3×3
	type range targets area 01: Blast Area Barrage 20: 1 Zone 2×2×2
	type range targets area 03: Wall Area Melee 5: 5 Zones 1×1×1
	type range targets area 04: Targeted Barrage 40: 1 Target
	type range targets area 05: Targeted Barrage 40: 3 Targets
	type range targets area 06: Targeted Barrage 40: 5 Targets
	type range targets area 07: 
	type range targets area 08: 
	type range targets area 09: 
	type range targets area 10: 
	pneuma 01: 0
	pneuma 02: 0
	pneuma 03: 0
	pneuma 04: 0
	pneuma 05: 0
	pneuma 06: 0
	pneuma 07: 
	pneuma 08: 
	pneuma 09: 
	pneuma 10: 
	assail defense 08: Ftl
	assail defense 09: Ftl
	assail defense 10: Nml
	assail defense 11: Mfl
	assail defense 12: Mfl
	assail defense 13: Mfl
	assail defense 14: 
	assail defense 15: 
	assail defense 16: 
	assail defense 17: 
	harm category 01: Frost                      Gloom
	harm category 02: Frost                      Gloom
	harm category 03: Rasp
	harm category 04: Rot                        Whelm
	harm category 05: Rot                        Whelm
	harm category 06: Rot                        Whelm
	harm category 07: 
	harm category 08: 
	harm category 09: 
	harm category 10: 
	additional power option 01: Adjuvant | 1 pneuma | Can convert icewind to raw mundane ice and darkness meant to freeze foes from the outside, assailing Nml instead of Ftl.
Adjuvant | 3 pneuma | Can cause icewind to persist. Each creature that starts its turn in affected area, or moves into area on its turn, is attacked (secondary attack equivalent to primary attack). All solid horizontal surfaces within zone are coated with slippery ice. Each creature touching the ground and that starts its turn in affected area, or that engages in walking to move into area on its turn, must make a Lth check [DR 15+(1×tier)] or slip and fall prostrated, suffering 1d2 wreck (beat) harm and ending its ambulation action where it fell. The zone moderately obscures visibility. | Duration 1 encounter.
Adjuvant | 1 pneuma | With way of the oracle and if causes icewind to persist, can conjure powerful winds or currents within the ongoing zone—terrain difficulty increases 2 grades for walking, swimming and flying movement.
	additional power option 02: Adjuvant | 1 pneuma | Can convert icewind to raw mundane ice and darkness meant to freeze foes from the outside, assailing Nml instead of Ftl.
Adjuvant | 3 pneuma | Can cause icewind to persist. Each creature that starts its turn in affected area, or moves into area on its turn, is attacked (secondary attack equivalent to primary attack). All solid horizontal surfaces within zone are coated with slippery ice. Each creature touching the ground and that starts its turn in affected area, or that engages in walking to move into area on its turn, must make a Lth check [DR 15+(1×tier)] or slip and fall prostrated, suffering 1d2 wreck (beat) harm and ending its ambulation action where it fell. The zone moderately obscures visibility. | Duration 1 encounter.
Adjuvant | 1 pneuma | With way of the oracle and if causes icewind to persist, can conjure powerful winds or currents within the ongoing zone—terrain difficulty increases 2 grades for walking, swimming and flying movement.
	additional power option 03: Adjuvant | 1 pneuma | Can convert icewind to raw mundane ice and darkness meant to freeze foes from the outside, assailing Nml instead of Ftl.
Adjuvant | 3 pneuma | Can cause icewind to persist. Each creature that starts its turn in affected area, or moves into area on its turn, is attacked (secondary attack equivalent to primary attack). All solid horizontal surfaces within zone are coated with slippery ice. Each creature touching the ground and that starts its turn in affected area, or that engages in walking to move into area on its turn, must make a Lth check [DR 15+(1×tier)] or slip and fall prostrated, suffering 1d2 wreck (beat) harm and ending its ambulation action where it fell. The zone moderately obscures visibility. | Duration 1 encounter.
Adjuvant | 1 pneuma | With way of the oracle and if causes icewind to persist, can conjure powerful winds or currents within the ongoing zone—terrain difficulty increases 2 grades for walking, swimming and flying movement.
	additional power option 04: Adjuvant | 2 pneuma | Can cause sporeclouds to persist, bursting into a thick haze (1 zone 1×1×1—blast area) where each target was attacked, regardless of whether the strike was a hit. Each creature that starts its turn in affected area, or moves into area on its turn, is attacked (secondary attack equivalent to primary attack). The zones moderately obscure visibility (see Chapter 9). | Duration 1 encounter.
	additional power option 05: Adjuvant | 2 pneuma | Can cause sporeclouds to persist, bursting into a thick haze (1 zone 1×1×1—blast area) where each target was attacked, regardless of whether the strike was a hit. Each creature that starts its turn in affected area, or moves into area on its turn, is attacked (secondary attack equivalent to primary attack). The zones moderately obscure visibility (see Chapter 9). | Duration 1 encounter.
	additional power option 06: Adjuvant | 2 pneuma | Can cause sporeclouds to persist, bursting into a thick haze (1 zone 1×1×1—blast area) where each target was attacked, regardless of whether the strike was a hit. Each creature that starts its turn in affected area, or moves into area on its turn, is attacked (secondary attack equivalent to primary attack). The zones moderately obscure visibility (see Chapter 9). | Duration 1 encounter.
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	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.
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	holdbreath: 33
	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.
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	pneuma 21: 1
	additional power option 21: 
	pneuma 22: 0
	additional power option 22: 
	pneuma 23: 1
	additional power option 23: None | 0 pneuma | With way of the oracle, automatically gains an intuitive sense of the quickest path to safety from any forthcoming geological or meteorological events that could be detrimental (e.g. earthquakes, tornados), pinpointing the best route to take within a range of [1×tier] miles; following the route does not guarantee safety, but does provide the highest chances of avoiding trouble.
	pneuma 24: 1
	additional power option 24: 
	special power 02: Vigorous Health                              [Pending 16th Level]
	action 02: Adjuvant
	action 03: Utilization
	action 04: Ritual
	action 05: Ambulation or Utilization
	action 06: Ambulation or Utilization
	action 07: Ritual
	action 08: Ceremony
	action 09: Adjuvant
	action 10: Ambulation or Utilization
	action 11: Ritual
	action 12: None
	action 13: Ritual
	action 14: Utilization
	special power 03: Grappling—Standard
	special power 04: Arcane Omen
	special power 05: Arcane Radiance
	special power 06: Arcane Shadow
	special power 07: Arcane Sigil
	special power 08: Magic Channeling
	special power 09: Magic Countering
	special power 10: Magic Deciphering
	special power 11: Magic Sensing
	special power 12: Way of the Oracle
	special power 13: Worldflow
	special power 14: Grace of Nature
	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: Calls upon the object of personal faith, requesting an omen, premonition or insight into a question or problem. Can ask a specific question or just open one's mind to whatever the unknown information source has to say about an unexpected topic. Regardless, receives some sort of answer—not audible words, but a strong impression, emotion, sense of direction or an urge to perform an action.
The first common use of arcane omen is to ask for the likely results of a course of action—future events, locations, societies, or creatures—if a decision is involved, the knowledge will be accompanied by a sense of luck, lull or loss.
The second common use of arcane omen is to ask for knowledge of current or past events, locations, societies, people or creatures. The information cleric requests can be as general or specific as desired. The more specific it is, the less likely the information is accurate.
	effects 05: Designates a tiny emanation point for rays of light that stream outwards in all directions, illuminating an orb. Chooses lighting’s intensity, which can range from that of a candle to daylight. Depending on existing light levels in the area, arcane radiance would reduce any darkness and corresponding visual obscurement, resulting in strong to null obscurement.
Arcane radiance must be attached to a solid object, but need not encompass the entire object (it could be the tip of a wand, or a button on a waistcoat). Affects an aura of range 5; can choose to generate a smaller aura of minimum range 0. At the time of invocation, chooses how much the light reduces the obscurement level and can alter it once per turn (adjuvant action). Arcane radiance proceeds outwards from the point like a normal light source, and the source-point could be covered or blocked. If the object is moved, arcane radiance moves with it. Within the affected area, it generates the chosen lighting level, but no dimmer light beyond it. Chooses the hues of arcane radiance, whether flickering torchlight, rainbow streaks, or mysterious fires of shifting colors. | Duration 6 hours.
	effects 06: Designates a tiny emanation point for tendrils of darkness that reach out in all directions, shadowing an orb. Chooses darkness’s intensity, which can range from that of faint dimness to total blackness, producing weak to full obscurement. Arcane shadow must be attached to a solid object, but need not encompass the entire object (it could be a whole gem, or a corner of a boulder). Affects an aura of range 5; can choose to generate a smaller aura of minimum range 0. At the time of invocation, chooses the obscurement level and can alter it once per turn (adjuvant action). Arcane shadow proceeds outwards from the point like a light source, and the source-point could be covered or blocked. If the object is moved, arcane shadow moves with it. Within the affected area, all light sources diminish or vanish (depending on obscurement level), but are not extinguished and will resume emanating their normal amount of light as soon as arcane shadow passes by or expires.
	effects 07: Draws a unique personalized symbol—up to 1 foot tall and 1 foot wide—upon a solid object. It is impossible for any other magician to exactly copy arcane sigil, though an illusion might be used to temporarily mimic it. Further, two sigils might be very similar, with differing details only revealed upon close inspection, but the magic prevents each arcane sigil from being too much like another. An arcane sigil is tied to one's psyche, with personality reflected in the sigil and giving it a magical “feel” that is specific to self; some legends claim the sigil reflects invoker's true name.
Once invoked, symbol is unalterable during lifetime. If desired, the sigil can glow, shedding maximum brightness equal to that of a torch. Can fluctuate the level of brightness through an act of will, once per turn (adjuvant action). If the object upon which the sigil is placed is destroyed, arcane sigil expires. | Duration 1 month.
	effects 08: 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 09: 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.
	effects 10: Try to read and write magical symbols for the duration; magical languages are wholly symbolic or pictographic (rather than phonetic), based on markings that each have individual meaning, so basic literacy is not required. | Duration 1 hour.
	effects 11: 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, can detect magic in any nonliving objects. For the purposes of magic sensing, animations controlled by magic (rather than by spirits) count as magic objects, but may fool this power; each creature description of an animation specifies a percentage chance of whether or not it will be detected by magic sensing. The same is true of magical powers and objects that are deliberately designed to hide, misrepresent, obfuscate or confuse magical properties, which come with a chance of deceiving magic sensing—cursed items are a prime example. | Duration 1 hour.
	effects 12: Grants +1 power bonus to strike and harm for magical attacks. Gains worldflow without applying a power access slot.
	effects 13: Gains avail:1 on deepfare, landfare and seafare checks related to the weather and expands the scope of those lifeskills into geology; with successful checks, gains an accurate sense of when any shifts in the earth and weather will occur and how powerful they will be. Neither the geological nor the meteorological events need to be momentous; minor everyday variations are still detected. | Duration 1 day.
	effects 14: Can cure poisons and diseases that are afflicting plants, insects and beasts. Can cause plants to grow faster, as well as minorly manipulate their shapes—or temporarily sustain plant life outside normal growing conditions. Can also use this power to purify water or speed up the composition process of natural waste (plant trimmings, feces), removing ill effects and turning it into compost.
• Any plant, insect or beast blessed by grace of nature is cured of afflictions by toxins or ailments, but if the creature is capable of inflicting toxins or diseases as part of its nature, this power has no effect upon it (can heal a tree of fungal rotting, but cannot turn a venomous snake into a nonvenomous one). | Duration instantaneous.
• A plant grows at twice its normal rate. Affects 1 plant. Plants that are amoral-agents or moral-agents cannot exceed their normal sizes, but nonmoral-agent plants can grow up to 150% of normal size. | Duration 1 week.
• If manipulating plant shapes, can cause living or dead plants to shift. Affects 5 zones 1×1×1 (wall area) within range 10. Could bend bushes to camouflage self during the day and use lurk in full daylight. Or could bend tree limbs to make it easier to climb a tree, lowering the difficulty of the required toil check [DR –5]. | Duration 1 encounter.
• If sustaining plant life apart from required growing conditions (soil, water, sunlight), can invoke this power and then move the plants at will. Affects 1 plant. Could move a bush in a cart across a parched desert, or weave a garland of blossoming flowers in hair, or save favorite tree from a drought. | Duration 1 day.
• If a portion of water is touched by established plant roots, can purify 5 gallons of water, making it fit for imbibing, but cannot purify a flowing water source beyond the initial 5 gallons. | Duration instantaneous.
• For waste, can compost 1 zone 1×1×1 (blast area), removing diseases and parasites (such as harmful spores or embryos in plant refuse) and making it fit for agriculture. | Duration instantaneous.
	action 24: 
	special power 15: Restorative Nutrients
	pneuma 25: 1
	effects 15: Channeling natural healing magic through blood and soul, points conduit at the injured and releases a leafy ray that infuses nutrients (chlorophyll, minerals, vitamins) into ally’s body, closing wounds. Affects 1 mortal within range 40; restorative nutrients requires the ignition empowerment of a kindler. Beneficiary receives 3d4+[1×tier] haleful points of healing, plus own healing modifier (not druid’s healing modifier, unless druid is healing self). If the kindler provides extra healing (e.g. inscription, potion), can choose to grant beneficiary its added healing, rather than self.
Automatically adds bonus healing based on training level in mend (if any): +1d2 (standard), +1d4 (improved), +1d6 (advanced). This power stops natural ongoing bleeding from injuries, but does not stop magical bleeding from a power-related ongoing wound. Even if beneficiary is fully healed of lost haleful, restorative nutrients does not prevent wound infections (left over from the injuries that were just healed) unless also makes a successful mend check when the power is invoked. | Duration instantaneous.
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	additional power option 26: None | 0 pneuma | With way of the oracle, automatically upgrades the range to [5×level] miles.
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	effects 16: With protection and insulation of tree bark, skin develops the partial texture and appearance of bark. Grants bonus resistant wreck 2 and bonus resistant whelm, flare, frost, gleam, gloom, rot, rasp, shake and shock 4. | Duration 1 encounter.
	effects 17: Despite any winds or other conditions that would normally suppress fog, grey mist rises from the ground—a thick grey shadow bordering on nighttime. Affects 1 zone 9×9×9 (blast area) within range 100. The zone strongly obscures visibility. Obscuring mist can be executed in open air, but not underwater or within solid substances. | Duration 1 encounter.
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