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MAGICAL ATTACKS
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POWER: TyPE/RANGE / TARGETS OR AREA: PNEUMA: HARM CATEGORY:
DEFENSE: Mob: STA: Imp: | ADv:| Mob:

Arcane Lightningray Targeted Barrage 40 1 Shock Nml +3 1d8 5 8 +1
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

Arcane Thunderray Targeted Barrage 40 1 Shake Nml +3 1d8 518 +1
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SPECIAL POWERS

POWER: PNEUMA: ACTION: EFFECTS:

Hardy Fortitude 0 None Reduces any cumulative armor and shield speed penalty by 1 and Nml penalty by 1 (does not reduce the armor or shield
penalties separately —reduction applies to each total armor plus shield penalty).

ADDITIONAL POWER OPTIONS | Adjuvant | 2 pneuma | Grants bonus resistant whelm 1, rasp 1, rot 1 and shock 1; +1 power bonus to Ftl; and avail:1 on checks related to avoiding the jostled,
(PNEUMA / ACTION / EFFECTS): | . . Lo . .
imbalanced and prostrated conditions —or defying involuntary movement, like push attacks. | Duration 1 encounter.

Sustenance of the Earth 1 Ritual Grants 1 meal’s worth of sustenance (instantaneous) and the ability to hold breath an extra 150 rounds (5 minutes). The
[Pending 16th Level] breath-holding bonus can be applied any time within 12 hours of completing the ritual.

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

Crea . 1 R a

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
or 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 ) 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,

e T e el I T T S S R

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 Sentinel O None Under the authority of monks, assaulter studies and gains access to mystical and universal magic. Bestows the following
benefits:

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

Honed Anticipation 0 None Grants +2 power bonus to Nml defense.

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

Emblem of the Iron and 0 None Adorns body with a tattoo imbued with mystical magic. By subjecting body to repeated blows against wood and stone,
Silk hardens himself —like iron — thus making body far more resistant to direct physical hits. Yet also learns to softly give way to

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

Expulsion 4 Utilization | Calling upon sacred might, cleric attempts to expel malevolent spirits from the world, threatening all nearby eidolons —affects
an aura of range 5+[1xtier]. Cleric engages each target in a counter-magic challenge. If target fails, eidolon is exiled as if

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

Palm of Grasping 2 Utilization | Projects mystical grabbing magic through outstretched arm. Affects up to 2 creatures within range 10. Monk engages each
target in a counter-magic challenge. If target fails, an invisible magical hand grasps it and continually tugs on it, rendering it

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

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

	nml: 20
	ftl: 20
	lth: 2
	mfl: 17
	smt: 1
	wis: 0
	glt: 3
	score: ±0
	barter: 
	brew: 
	chip: 
	clout: Sta
	cook: Sta
	deepfare: Sta
	dive: Sta
	farlore: 
	farm: 
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	heed: Sta
	herd: 
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	look: Sta
	lurk: Sta
	mash: Sta
	mend: 
	mingle: Sta
	nighlore: Sta
	seafare: 
	search: Sta
	smith: Sta
	tann: 
	toil: Sta
	trick: 
	tumble: Imp
	weave: 
	wile: Sta
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	score 1: 
	score 2: 
	score 3: 
	score 4: +3
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	score 9: 
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	score 14: +1
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	score 23: +2
	score 24: 
	score 25: +3
	score 26: 
	score 27: +4
	score 28: 
	score 29: +3
	score 30: +2
	maximum: 28
	impaired: 14
	traumatized: 7
	healing mod: 2
	current tally: 28
	maximum_2: 9
	current tally_2: 9
	maximum_3: 9
	current tally_3: 9
	maximum_4: 16
	fatigued: 8
	exhausted: 4
	sprint walk: 4
	stride walk: 1
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	stride swim: 1
	sprint climb: 1
	stride climb: 1
	jog walk: 2
	march walk: 1
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	jog climb: 1
	march climb: 1
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	wreck: –2
	logos: •
	whelm: –2
	chaos: ±0
	flare: –1
	charis: •
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	hubris: ±0
	gleam: –1
	hallow: •
	gloom: ±0
	heinous: ±0
	rasp: ±0
	rot: –1
	shake: ±0
	shock: ±0
	unburdened: 15
	press lift: 98
	thrust lift: 68
	dead lift: 150
	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: 2
	folk: Dweorg
	kindred: Middle
	climate: Mild
	kall: Assaulter
	character name: 
	level: 4
	tier: Beginning
	tier value: 2
	eyes: Magenta
	tongues: Common, Mystical, Dweorg, Titan
	description personality: Laxful-hearted-leeward / Curious, inquisitive, friendly and gregarious. / Stout and sturdy, yet surprisingly nimble.
	burden load: 14.5
	golds: 21
	silvers: 1
	ascension: 85
	hair: Curly Blonde
	skin: Deep Brown
	brasses: 0
	coppers: 8
	platinums: 0
	electrums: 0
	height: 
	gender: 
	strike mod: +3
	resist wreck: —
	weight: 
	hands weapon range 01: Bothhand longchainrod: melee 1
	hands weapon range 02: Mainhand longchainrod: melee 1
	hands weapon range 03: Mainhand bladestar: barrage 5/10/15
	hands weapon range 04: 
	hands weapon range 05: 
	hands weapon range 06: 
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	stance 03: Elusive
	stance 04: 
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	assail defense 01: Nml
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	weight 15: 
	standard harm 01: 1d8+1d6
	standard harm 02: 1d12
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	standard harm 04: 
	standard harm 05: 
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	improved harm 01: 9
	improved harm 02: 8
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	improved harm 04: 
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	improved harm 06: 
	improved harm 07: 
	advanced harm 01: 14
	advanced harm 02: 12
	advanced harm 03: 8
	advanced harm 04: 
	advanced harm 05: 
	advanced harm 06: 
	object craftsmanship materials magic 01: Mediocre cherrywood-iron longchainrod (common)
	object craftsmanship materials magic 02: Mediocre iron bladestars: 10
	object craftsmanship materials magic 03: 
	object craftsmanship materials magic 04: 
	object craftsmanship materials magic 05: 
	object craftsmanship materials magic 06: Extraordinary garments; pouches (2)
	object craftsmanship materials magic 07: Scaldsalt balm [apex]: 4 doses
	object craftsmanship materials magic 08: 
	object craftsmanship materials magic 09: 
	object craftsmanship materials magic 11: Backpack; bedroll; blanket
	object craftsmanship materials magic 10: Coins; ruby (21 golds)
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	object craftsmanship materials magic 14: 
	object craftsmanship materials magic 13: Flint and iron; whetstone; torches (6)
	object craftsmanship materials magic 15: 
	strike roottrait 01: Glt
	harm roottrait 01: Lth
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	resist wreck 02: —
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	strike bonus 04: 
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	attack power 07: 
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	harm mod 01: +2
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	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: 
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	type range targets area 06: 
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	assail defense 16: 
	assail defense 17: 
	harm category 01: Shock
	harm category 02: Shake
	harm category 03: 
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	harm category 08: 
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	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: 
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	strike mod 10: 
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	strike mod 15: 
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	standard harm 14: 
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	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: 
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	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 whelm 1, rasp 1, rot 1 and shock 1; +1 power bonus to Ftl; and avail:1 on checks related to avoiding the jostled, imbalanced and prostrated conditions—or defying involuntary movement, like push attacks. | 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: 
	current tally_4: 16
	holdbreath: 48
	special power 01: Hardy Fortitude
	pneuma 11: 0
	effects 01: Reduces any cumulative armor and shield speed penalty by 1 and Nml penalty by 1 (does not reduce the armor or shield penalties separately—reduction applies to each total armor plus shield penalty).
	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: 4
	additional power option 22: 
	pneuma 23: 2
	additional power option 23: 
	pneuma 24: 
	additional power option 24: 
	special power 02: Sustenance of the Earth                [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 Sentinel
	special power 10: Honed Anticipation
	special power 11: Emblem of the Iron and Silk
	special power 12: Expulsion
	special power 13: Palm of Grasping
	special power 14: 
	effects 02: Grants 1 meal’s worth of sustenance (instantaneous) and the ability to hold breath an extra 150 rounds (5 minutes). The breath-holding bonus can be applied any time within 12 hours of completing the ritual.
	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: 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 monks, assaulter studies and gains access to mystical and universal magic. Bestows the following benefits:
• For physical attacks, grants option to use Glt 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 Glt, and the other must be Smt or Wis.
• Grants +1 power bonus to key lifeskills: lurk and tumble.
	effects 10: Grants +2 power bonus to Nml defense.
	effects 11: Adorns body with a tattoo imbued with mystical magic. By subjecting body to repeated blows against wood and stone, hardens himself—like iron—thus making body far more resistant to direct physical hits. Yet also learns to softly give way to blows—like silk—to nullify harm by deflecting the momentum of impactful hits. Able to reduce harm from such blows. Benefit can be combined with any lesser armor, light armor or small shields, but no heavier protective equipment. Grants resistant wreck equal to [1×tier]. Only gains this benefit if he is able to sufficiently and fluidly move to roll with any blows against the body. If his mobility is partially or fully limited, only gains part or none of the benefit.
	effects 12: Calling upon sacred might, cleric attempts to expel malevolent spirits from the world, threatening all nearby eidolons—affects an aura of range 5+[1×tier]. Cleric engages each target in a counter-magic challenge. If target fails, eidolon is exiled as if subject to arcane banishment, and its victim is freed from any spiritual effects associated with that eidolon.
	effects 13: Projects mystical grabbing magic through outstretched arm. Affects up to 2 creatures within range 10. Monk engages each target in a counter-magic challenge. If target fails, an invisible magical hand grasps it and continually tugs on it, rendering it slowed for the duration. Incorporeal creatures are immune to this power’s effects. | Duration 1 encounter.
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