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DEFENSES ‘ Lawful-hearted-leeward / Reserved, observant, logical, forceful... but not street smart. / Bulky with a studious face.
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WEAPONS « CONDUITS * ARMORS * SHIELDS
ENTWINE STRIKE HArRM WEIGHT:
OBJECT/ CRAFTSMANSHIP / MATERIALS / MAGIC: SLoTs: WRECK: | WHELM: | LIFESKILLS: | SPEED: NML: Bonus: Bonus: ’
Mediocre cedarwood longwand (common) 0 — — — — = +0 +0 3
Mediocre acaciawood darts (common): 8 0 — — - — - +0 +0 10
Mediocre snakeskin leather armor (common) 0 -5 -1 -2 +0 +0 — — 14
gVlediocre oakwood-iron spiked small shield (common) 0 -1 +0 +0 +0 +0 — - 4 o
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OBJECT / CRAFTSMANSHIP / MATERIALS / MAGIC: SLoTs: OBJECT / CRAFTSMANSHIP / MATERIALS / MAGIC: SLOTS:
Extraordinary garments; pouches (2) 0 35 Backpack; bedroll; blanket 0 8
Quill; ink vials (2); parchments (10); torch (1) 0 1.5 Waterskins (3); waymeat (24) 0 21
Scaldsalt balm [apex]: 4 doses 0 1 Flint and iron; whetstone; torches (6) 0 7.75
gi-oins; citrine (4 golds) 0 1 ml |m |
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MAGICAL ATTACKS

STRIKE ROOTTRAIT: A HARM ROOTRAIT: &
STRIKEMop: T2 HarMMonb[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 Acidray Targeted Barrage 40 1 Rasp Nml +2 1d8 5 8 +2
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Arcane Shadowray Targeted Barrage 40 1 Gloom Nml +2 1d8 518 | +2

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

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

POWER:

PNEUMA: ACTION:

EFFECTS:

Tough Chassis

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

0 None

If impaired, only suffers a -2 penalty to affected statistics; if traumatized, only suffers a -4 penalty to affected statistics. Can
fall a base of 4 cubes before starting to suffer falling harm, instead of a base of 2 cubes (like other mortals).

Adjuvant | 2 pneuma | Grants bo;

nus resistant wreck 1; +1 power bonus to walking speed; and avail:1 on dive and toil checks. | Duration 1 encounter.

Wakeful Slumber 1 2 Ritual Can simultaneously sleep and keep watch. By expending 1 pneuma, can make inattentive look and search checks while
[Pending 16th Level] or sleeping; by expending 2 pneuma, can make attentive look and search checks.
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 2 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,
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):

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.

Aspect of Bard O None Under the authority of wizards, assaulter studies and gains access to elemental and universal magic. Bestows the following
benefits:
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Yoked Musculature 0 None Increases unburdened carrying capacity by 19 pounds.
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Honed Concentration 0 None Grants +2 power bonus to Mfl defense.
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Earthwall 3 Utilization | Creates a solid wall of thick-packed dirt, with structural qualities equivalent to those of normearth. Affects 20 zones 1x1x1
(wall area) within range 40. Earthwall is magically held in place and cannot be moved or tipped. The affected area of
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Illusory Mendacity 3 Utilization | Conjure illusions, altering the appearance and sounds of real objects, or creating images and sounds of objects that are not

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

really there —like causing mist to glow with ghostly light, filling a room with a mosquito swarm, generating a false door along

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

	nml: 18
	ftl: 21
	lth: 1
	mfl: 18
	smt: 2
	wis: 0
	glt: 2
	score: +0
	barter: 
	brew: Sta
	chip: 
	clout: Sta
	cook: Sta
	deepfare: 
	dive: Sta
	farlore: Sta
	farm: 
	flaunt: Sta
	heed: Sta
	herd: 
	hew: 
	landfare: Sta
	look: Sta
	lurk: Sta
	mash: 
	mend: 
	mingle: Sta
	nighlore: Sta
	seafare: 
	search: Sta
	smith: Sta
	tann: 
	toil: Sta
	trick: Sta
	tumble: Sta
	weave: 
	wile: Sta
	writ: Sta
	score 1: 
	score 2: +2
	score 3: 
	score 4: +3
	score 5: +2
	score 6: 
	score 7: +1
	score 8: +3
	score 9: 
	score 10: +2
	score 11: +1
	score 12: 
	score 13: 
	score 14: +1
	score 15: +1
	score 16: –1
	score 17: 
	score 18: 
	score 19: +3
	score 20: +2
	score 21: 
	score 22: +2
	score 23: +3
	score 24: 
	score 25: +3
	score 26: +4
	score 27: ±0
	score 28: 
	score 29: ±0
	score 30: +3
	maximum: 26
	impaired: 13
	traumatized: 6
	healing mod: 3
	current tally: 26
	maximum_2: 8
	current tally_2: 8
	maximum_3: 9
	current tally_3: 9
	maximum_4: 15
	fatigued: 7
	exhausted: 3
	sprint walk: 4
	stride walk: 1
	sprint swim: 1
	stride swim: 1
	sprint climb: 1
	stride climb: 1
	jog walk: 2
	march walk: 1
	jog swim: 1
	march swim: 1
	jog climb: 1
	march climb: 1
	stand hop: 2
	run hop: 3
	stand leap: 4
	run leap: 6
	wreck: –7
	logos: •
	whelm: –1
	chaos: ±0
	flare: ±0
	charis: •
	frost: ±0
	hubris: ±0
	gleam: ±0
	hallow: •
	gloom: ±0
	heinous: ±0
	rasp: ±0
	rot: –1
	shake: –1
	shock: –1
	unburdened: 38
	press lift: 247
	thrust lift: 171
	dead lift: 380
	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: 3
	folk: Oerc
	kindred: Slime
	climate: Hot
	kall: Assaulter
	character name: 
	level: 4
	tier: Beginning
	tier value: 2
	eyes: White
	tongues: Common, Elemental, Oerc, Giant, Genie
	description personality: Lawful-hearted-leeward / Reserved, observant, logical, forceful... but not street smart. / Bulky with a studious face.
	burden load: 38
	golds: 6
	silvers: 9
	ascension: 85
	hair: Burnt Orange
	skin: Deep Green
	brasses: 0
	coppers: 5
	platinums: 0
	electrums: 0
	height: 
	gender: 
	strike mod: +2
	resist wreck: —
	weight: 
	hands weapon range 01: Mainhand longwand: melee 1
	hands weapon range 02: Mainhand longwand: melee 1 (paired)
	hands weapon range 03: Offhand spiked small shield: melee 1 (paired)
	hands weapon range 04: Mainhand dart: barrage 10/20/30
	hands weapon range 05: 
	hands weapon range 06: 
	hands weapon range 07: 
	stance 01: Transitive
	stance 02: Offensive
	stance 03: Offensive
	stance 04: Defensive
	stance 05: 
	stance 06: 
	stance 07: 
	parry 01: –3
	parry 02: –2
	parry 03: –2
	parry 04: —
	parry 05: 
	parry 06: 
	parry 07: 
	assail defense 01: Nml
	assail defense 02: Nml
	assail defense 03: Nml
	assail defense 04: Nml
	assail defense 05: 
	assail defense 06: 
	assail defense 07: 
	strike mod 01: +4
	strike mod 02: +4
	strike mod 03: +4
	strike mod 04: +4
	strike mod 05: 
	strike mod 06: 
	strike mod 07: 
	harm mod 05: 
	harm mod 06: 
	harm mod 07: 
	weight 01: 3
	weight 02: 10
	weight 03: 
	weight 04: 14
	weight 05: 4
	weight 06: 3.5
	weight 07: 1.5
	weight 08: 1
	weight 09: 
	weight 10: 1
	weight 11: 8
	weight 12: 21
	weight 13: 7.75
	weight 14: 
	weight 15: 
	standard harm 01: 1d12
	standard harm 02: 1d8
	standard harm 03: 1d6
	standard harm 04: 1d10
	standard harm 05: 
	standard harm 06: 
	standard harm 07: 
	improved harm 01: 8
	improved harm 02: 5
	improved harm 03: 4
	improved harm 04: 7
	improved harm 05: 
	improved harm 06: 
	improved harm 07: 
	advanced harm 01: 12
	advanced harm 02: 8
	advanced harm 03: 6
	advanced harm 04: 10
	advanced harm 05: 
	advanced harm 06: 
	object craftsmanship materials magic 01: Mediocre cedarwood longwand (common)
	object craftsmanship materials magic 02: Mediocre acaciawood darts (common): 8
	object craftsmanship materials magic 03: 
	object craftsmanship materials magic 04: Mediocre snakeskin leather armor (common)
	object craftsmanship materials magic 05: Mediocre oakwood-iron spiked small shield (common)
	object craftsmanship materials magic 06: Extraordinary garments; pouches (2)
	object craftsmanship materials magic 07: Quill; ink vials (2); parchments (10); torch (1)
	object craftsmanship materials magic 08: Scaldsalt balm [apex]: 4 doses
	object craftsmanship materials magic 09: 
	object craftsmanship materials magic 11: Backpack; bedroll; blanket
	object craftsmanship materials magic 10: Coins; citrine (4 golds)
	object craftsmanship materials magic 12: Waterskins (3); waymeat (24)
	object craftsmanship materials magic 14: 
	object craftsmanship materials magic 13: Flint and iron; whetstone; torches (6)
	object craftsmanship materials magic 15: 
	strike roottrait 01: Brw
	harm roottrait 01: Smt
	strike rootrait 02: Smt
	harm rootrait 02: Glt
	entwine slots 01: 0
	entwine slots 02: 0
	entwine slots 03: 
	entwine slots 04: 0
	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: 
	entwine slots 15: 
	resist wreck 02: —
	resist wreck 03: 
	resist wreck 04: –5
	resist wreck 05: –1
	lifeskill penalty 01: —
	lifeskill penalty 02: —
	lifeskill penalty 03: 
	lifeskill penalty 04: –2
	lifeskill penalty 05: ±0
	speed penalty 01: —
	speed penalty 02: —
	speed penalty 03: 
	speed penalty 04: ±0
	speed penalty 05: ±0
	nml penalty 01: —
	nml penalty 02: —
	nml penalty 03: 
	nml penalty 04: ±0
	nml penalty 05: ±0
	strike bonus 01: ±0
	strike bonus 02: ±0
	strike bonus 03: 
	strike bonus 04: —
	strike bonus 05: —
	harm bonus 01: ±0
	harm bonus 02: ±0
	harm bonus 03: 
	harm bonus 04: —
	harm bonus 05: —
	attack power 01: Arcane Acidray
	attack power 02: Arcane Shadowray
	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: +2
	harm mod 04: +2
	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: Rasp
	harm category 02: Gloom
	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: +2
	strike mod 09: +2
	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: 
	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 | Grants bonus resistant wreck 1; +1 power bonus to walking speed; and avail:1 on dive and toil checks. | 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: –1
	resist whelm 05: ±0
	current tally_4: 15
	holdbreath: 45
	special power 01: Tough Chassis
	pneuma 11: 0
	effects 01: If impaired, only suffers a –2 penalty to affected statistics; if traumatized, only suffers a –4 penalty to affected statistics. Can fall a base of 4 cubes before starting to suffer falling harm, instead of a base of 2 cubes (like other mortals).
	pneuma 12: 1 or 2
	pneuma 13: 0
	pneuma 14: 4
	pneuma 15: 2
	pneuma 16: 2
	pneuma 17: 2
	pneuma 18: 0
	additional power option 18: 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.
	pneuma 19: 0
	additional power option 19: 
	pneuma 20: 0
	additional power option 20: 
	pneuma 21: 0
	additional power option 21: 
	pneuma 22: 3
	additional power option 22: 
	pneuma 23: 3
	additional power option 23: 
	pneuma 24: 
	additional power option 24: 
	special power 02: Wakeful Slumber                                      [Pending 16th Level]
	action 02: Ritual
	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: Utilization
	action 13: Utilization
	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 Bard
	special power 10: Yoked Musculature
	special power 11: Honed Concentration
	special power 12: Earthwall
	special power 13: Illusory Mendacity
	special power 14: 
	effects 02: Can simultaneously sleep and keep watch. By expending 1 pneuma, can make inattentive look and search checks while sleeping; by expending 2 pneuma, can make attentive look and search checks.
	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.
	effects 06: 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 07: 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 08: Grants +1 power bonus to strike with melee and barrage weapon attacks; +1 power bonus to maximum walking speed.
	effects 09: Under the authority of wizards, assaulter studies and gains access to elemental and universal magic. Bestows the following benefits:
• For physical attacks, grants option to use Smt as either the attack strike or attack harm roottrait score bonus, along with Brw or Lth as the other.
• For magical attacks, either the attack strike or attack harm roottrait score must be Smt, and the other must be Wis or Glt.
• Grants +1 power bonus to key lifeskills: trick and writ.
	effects 10: Increases unburdened carrying capacity by 19 pounds.
	effects 11: Grants +2 power bonus to Mfl defense.
	effects 12: Creates a solid wall of thick-packed dirt, with structural qualities equivalent to those of normearth. Affects 20 zones 1×1×1 (wall area) within range 40. Earthwall is magically held in place and cannot be moved or tipped. The affected area of wall-zone must be unoccupied, save for incorporeal creatures. If wizard uses earthwall to totally surround a creature (with no escape), GM may rule the creature can engage wizard in a counter-magic challenge to nullify the wall. As soon as earthwall expires, all materials that were part of the wall disappear.
So long as any vertically stacked zones are anchored to a solid foundation, earthwall can be executed in open air or underwater, but does not function within solid substances. | Duration 10+[5×tier] minutes.
	effects 13: Conjure illusions, altering the appearance and sounds of real objects, or creating images and sounds of objects that are not really there—like causing mist to glow with ghostly light, filling a room with a mosquito swarm, generating a false door along a solid wall, adorning a person’s robe with icicles, unleashing an angry dragon, or making a road look empty when bandits are standing in its midst… lying in ambush. Affects 1 zone 6×6×6 (blast area) within range 40. The illusion has visual and auditory components, but not olfactory or tactile components—it can be perceived as false with a Smt or Wis check [DR 16+(2×tier)]. | Duration [6×tier] minutes.
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