|Aelf |Sky Cold |Exarch |4 'Beginning |2
a b FoLk KINDRED CLIMATE KaLL LEVEL TIER TIER VAL
LPe NG AR ‘85 ‘ ‘ ‘ ‘Bluish White ‘Long Black ‘ Violet
 —— —#—
ASCENSION  GENDER HEIGHT WEIGHT SKIN HAIR EYEs
‘Common, Reverential, Aelf, Fiend
CHARACTER NAME TONGUES
DEFENSES ‘ Laxful-hearted-leeward / Contemplative, cautious and observant, yet fierce. / Comely, otherworldly and alluring.
ROOTTRAITS LIFEVIEW / PERSONALITY / DESCRIPTION
Maximom: 19 SPRINT WALK: ? CATEGORY: SCORE: CATEGORY: SCORE:
. 9 STRIDE WALK:
IMPAIRED 5 Wreck: =1 Locos: 0
TRAUMATIZED: 4 SPRINT SWIM: + o
Score: +2 1 WueLm: 20 CHAOS:
' HeaLiNgMop: 1 STRIDE SWIM:
1 FLARE: 10 CHARIS: d
CURRENTTALLY: _ 19 SPRINT CLIMB:
FrosT: __ =1 Husris: 30
LIFESKILLS L | STRIDE CLIMB: 1
——— |l || GLEam: =2 HaLLow: hd
LIFESKILL: TRAIN: SCORE: — | Groom: __ #0 HEINOUS: +0
TRAVEL SPEED
BARTER: Maximum: 9 Rasp: =1
BREW: CURRENTTALLY: ___9 Jos Wak: 3 Rot: _ -1 #0 = SUSCEPTIBLE
CHIP: | | | MARCH WALK: 2 SHAKE: +0 ~(NUMBER) = RESISTANT
Crout: _ ota +4 R JoG Swim: 1 SHOCK: +0 i (NUMBER)SVUCNERAECE
Coon. _Sta__+4 varcmswine 1 || L T e |
DEEPFARE: MaxiMum: 9 JoG CLIMB: 1 —
Dive: _ Sta +1 CURRENT TALLY: 9 MARCH CLIMB: 1 BURDEN WEIGHT
| | ||
FaRLORE: _ota 43 | | |
St 2 BurDEN Loap: 19 GoLps: _1
S i 9
FLAUNT: UNBURDENED: SILVERS:
Hesn: _ Sta +3 Maximum: 10 StanpHop: 2 PrEss LipT: _ 124 CoPPERS: _ 3
BED! FATIGUED: 5 RunHop: 3 TurusT LIFT: _ 86
HERD: EXHAUSTED: 2 STAND LEAP: 4 DEap Lie: 190 PLaTiNums: O
HEw: Current Tarry: 10 RUN LEAP: 7 BURDEN PENaLTY: __ +0 Erscrrums: O
LANDFARE: HoLD BREATH: 30 || | |m Brassgs: _ 0
Look: _ Sta +5 u
Lurk: _Ota _ +3
Masu: _Sta _ +3
MEND: Sta +2 [}
MiINGLE: _ Ota +3 STRIKE RooTTrAIT: _ Glt PHYSICAL ATTACKS HarMRoorTrAIT: _ Lth
NiGHLORE: _ Sta +2 MELEE STRIKEMoD: ___ 43 MELEE HARMMop [x1]: _ +2 MELEE HARM Mop [x5](1): __ +1
BARRAGE STRIKE MOD: +3 BARRAGE HARM MoD [x1]: +2 BARRAGE HARM MoD [x¥2] (1): +1
SEAFARE:
Sparcn: Sta_ +2 _ | maseHarm g
EARCH HAND-TO-WIELD / WEAPON / RANGE: | STANCE: LAY RS, || S Harm
SMITH: WRECK: | DEFENSE:| Mob: STA: Imp: | ADV:| Mob:
Taw: Bothhand longsword: melee 1 Offensive -2 Nml +3 1d10 7 | 10 +2
+ . o
Tor: _Sta 1 Mainhand longsword: melee 1 Transitive -3 Nml +3 1d8 5 8 +2
+
Trick: —Sta 5 Mainhand longsword: melee 1 (paired***) | Offensive -2 Nml +3 1d6 4 6 +1
. +
Tomsee: St 3 Offhand scepter: melee 1 (paired***) b i Nml +3 1d4 3 4 +1
WEAVE: P Mainhand scepter: melee 1 Defensive -4 Nml +3 1d6 4 | 6 +2
. a
WiLE: Mainhand scepter: melee 1 Elusive -5 Nml +3 1d4 3 4 +2
Writ: _ Sta +2
| | | [
WEAPONS « CONDUITS * ARMORS * SHIELDS
ENTWINE STRIKE HArRM WEIGHT:
OBJECT/ CRAFTSMANSHIP / MATERIALS / MAGIC: SLoTs: WRECK: | WHELM: | LIFESKILLS: | SPEED: NML: Bonus: Bonus: ’
Mediocre iron longsword (common) 0 — — — — — +0 0 3
Mediocre oakwood scepter (common) 0 — — - — - +0 +0 15
gMlediocre flaxlinen cloth armor (common) 0 -1 +0 *0 +0 *0 — — 7
DONNED OR CARRIED COMBAT GEAR n HAULED OR STOWED TRAVEL GEAR "
ENTWINE ENTWINE
WEIGHT: WEIGHT:
OBJECT / CRAFTSMANSHIP / MATERIALS / MAGIC: SLoTs: OBJECT / CRAFTSMANSHIP / MATERIALS / MAGIC: SLOTS:
Extraordinary/repellent garments; pouches (2) 0 5 Backpack; bedroll; blanket 0 8
Quill; ink vials (1); parchments (10); whistle 0 0.25 Waterskins (3); waybread (24) 0 21
Healing inscriptions [basal]: 4 invocations 0 1 Hempen rope [100 feet]; grappling hook; torches (15) 0 37
Healing inscriptions [apex]: 2 invocations 0 0.5
gi-oins; 1 pearl (19 golds) 0 075 gl |m n
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MAGICAL AT

STRIKE ROOTTRAIT: Gilt HARM ROOTRAIT: &
STRIKE Mop: ___*4 HarmMop[x1 _ *3  HarmMon[<4](1): _ *3  HarmMob[x](1): _ *2 HarM Mop [x34](1): __*L
Assan | Strixe | BASEHARML U |
POWER: TyPE/RANGE / TARGETS OR AREA: PNEUMA: HARM CATEGORY:
DEFENSE: Mob: STA: Imp: | ADv:| Mob:
Dreadveils (Version 1) Targeted Melee 5: 1 Target Gleam Mifl +4 1d8 5| 8 +3

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

Ad]uvant | 1 pneuma | Can cause dreadveils to persist, leaving a glowing blaze of light
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(1 zone 1x1x1—blast area) where each target was attacked, regardless of
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Dreadveils (Version 1)

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

Targeted Melee 5: 2 Targets

0

Gleam

Mfl

+4

1d6 5

6

+3

Ad]uvant | 1 pneuma | Can cause dreadveils to persist, leavmg a glowing blaze of light
A\

(1 zone 1x1x1 —blast area) where each target was attacked regardless of

thor tha cteil, hit Each that ctarte ite & feantad " FAY ite o ttnclad £ A tnol lont L
Lightningrod (Version1) | Blast Area Barrage 30: 1 Zone 3x1x1 0 Shock Ftl +4 1d6 4 6 +2
Shake 1d6 416
8,223;2:?;?;?:}?;?;2; convert lightningrod to raw mundane llghtmng and thunder meant to jolt and blast foes from the outside, assailing Nm] instead of Ftl.
A A L2 L Lial A 4. ict Tach tlhnt ckasie jte + £L, A 4. ite iy tiaclad A
Lightningrod (Version 2) | Blast Area Barrage 30: 2 Zones 3x1x1 0 Shock Ftl +4 1d4 3 4 +1
Shake 1d4 3 4
Q’ZZS:ATQ/‘X-CI;?:NE?EEEISZ; convert lightningrod to raw mundane lightning and thunder meant to jolt and blast foes from the outside, assailing Nm] instead of Ftl.
A A L2 L Lial A 4. ict Tach 4ot ckasie jte + £L, A . ite iy tiaclad A
Entomb the Forsaken Wall Area Barrage 20: 7 Zones 1x1x1 Rot 1d6 4 | 6

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

0

+4

+1

Adjuvant | 3 pneuma | Exarch can cause ents
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omb the forsaken to persist. Each creature that starts its turn in affected area, or moves into area on its turn, i

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):
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SPECIAL POWERS

POWER:

PNEUMA: ACTION:

EFFECTS:

Ancient Grace

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

0 None

Only require 1 meal of nutrition and 1 meal of hydration per day.

Adjuvant | 2 pneuma | Grants +1
checks. | Duration 1 encounter.

power bonus to strike rolls for physical and magical attacks assailing Nml; +1 power bonus to Mfl; and avail:1 on tumble

Leaf on the Wind 1 Adjuvant | Calling upon magical aelfish lightness, floats down like an autumn leaf. Any mortal can fall 2 cubes without suffering harm;
[Pending 16th Level] for evejry‘Z cubfsfeyond thf initial f, a mort?l S}xffe'r:? E\arr‘n, b\ut ?s:n lesse‘n. it with a t?‘mble check. For every 1 pneuma
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 3 Ritual 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.
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Arcane Radiance 1 Ambulation | Designates a tiny emanation point for rays of light that stream outwards in all directions, illuminating an orb. Chooses

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

or Utilization

lighting’s intensity, which can range from that of a candle to daylight. Depending on existing light levels in the area, arcane

Arcane Shadow

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

1 Ambulation
or Utilization

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 Sigil 1 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
magician to exactly copy arcane sigil, though an illusion might be used to temporarily mimic it. Further, two sigils might be
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
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
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 1 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 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 Curate 0 None Grants +1 power bonus to strikes and harm with magical attacks. Gains unseen armor without applying access slot.
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

Chiseled Musculature 0 None Increases unburdened carrying capacity by 15 pounds.
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

Ability Focus 0 None For physical attacks, can substitute Smt, Wis or Glt [chooses Glt] for either Brw or Lth as strike or harm roottrait. For magical

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

attacks, can substitute Brw for Smt, Wis or Glt as strike or harm roottrait. Grants +1 power bonus to two lifeskills: clout, look.
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SPECIAL POWERS

POWER:

PNEUMA:

ACTION:

EFFECTS:

Unseen Armor

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

1

Ambulation or
Utilization

Generating translucent, weightless, hindrance-free magic armor, exarch protects self against blows from different styles of
weaponry. Grants bonus resistant wreck, whelm, rot, rasp and shock 2. | Duration 1 encounter.

No action | 0 pneuma | If exarch h:

as taken way of the curate, automatically reduces the required pneuma expenditure to 1 pneuma.

Exorcism 3 Utilization | Exorcises evil spiritual manifestations: spirit-controlled animations, involuntary possessions, involuntary revenants and
eidolons. Cannot challenge the free wills of creatures willing to serve as corrupt spirits’ vessels, but can force voluntary
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Sanctified Rehabilitation Adjuvant | Points conduit at the injured and releases a fiery ray that lightly stings ally, yet also cures ally's grievous lesions. Affects 1

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

mortal within range 50; sanctified rehabilitation requires the ignition empowerment of a kindler. Beneficiary receives 4d4
' B e .

B L I T L I 1 . i1 e 1 + 1 e in T

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 | ®2025

Alpengard is copyrighted; Alpengard logo is a registered trademark. Permission granted to download and photocopy for personal use only




SPECIAL POWERS

POWER: 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):

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

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

	nml: 18
	ftl: 16
	lth: 2
	mfl: 20
	smt: 1
	wis: 2
	glt: 3
	score: +2
	barter: 
	brew: 
	chip: 
	clout: Sta
	cook: Sta
	deepfare: 
	dive: Sta
	farlore: Sta
	farm: Sta
	flaunt: 
	heed: Sta
	herd: 
	hew: 
	landfare: 
	look: Sta
	lurk: Sta
	mash: Sta
	mend: Sta
	mingle: Sta
	nighlore: Sta
	seafare: 
	search: Sta
	smith: 
	tann: 
	toil: Sta
	trick: Sta
	tumble: Sta
	weave: 
	wile: Sta
	writ: Sta
	score 1: 
	score 2: 
	score 3: 
	score 4: +4
	score 5: +4
	score 6: 
	score 7: +1
	score 8: +3
	score 9: +2
	score 10: 
	score 11: +3
	score 12: 
	score 13: 
	score 14: 
	score 15: +5
	score 16: +3
	score 17: +3
	score 18: +2
	score 19: +3
	score 20: +2
	score 21: 
	score 22: +2
	score 23: 
	score 24: 
	score 25: +1
	score 26: +3
	score 27: +3
	score 28: 
	score 29: +4
	score 30: +2
	maximum: 19
	impaired: 9
	traumatized: 4
	healing mod: 1
	current tally: 19
	maximum_2: 9
	current tally_2: 9
	maximum_3: 9
	current tally_3: 9
	maximum_4: 10
	fatigued: 5
	exhausted: 2
	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: 2
	run hop: 3
	stand leap: 4
	run leap: 7
	wreck: –1
	logos: ±0
	whelm: ±0
	chaos: •
	flare: ±0
	charis: •
	frost: –1
	hubris: ±0
	gleam: –2
	hallow: •
	gloom: ±0
	heinous: ±0
	rasp: –1
	rot: –1
	shake: ±0
	shock: ±0
	unburdened: 19
	press lift: 124
	thrust lift: 86
	dead lift: 190
	burden penalty: ±0
	melee strike mod: +3
	melee harm mod 1: +2
	melee harm mod ½: +1
	ranged strike mod: +3
	ranged harm mod 1: +2
	ranged harm mod ½: +1
	brw: 0
	folk: Aelf
	kindred: Sky
	climate: Cold
	kall: Exarch
	character name: 
	level: 4
	tier: Beginning
	tier value: 2
	eyes: Violet
	tongues: Common, Reverential, Aelf, Fiend
	description personality: Laxful-hearted-leeward / Contemplative, cautious and observant, yet fierce. / Comely, otherworldly and alluring.
	burden load: 19
	golds: 1
	silvers: 9
	ascension: 85
	hair: Long Black
	skin: Bluish White
	brasses: 0
	coppers: 3
	platinums: 0
	electrums: 0
	height: 
	gender: 
	strike mod: +4
	resist wreck: —
	weight: 
	hands weapon range 01: Bothhand longsword: melee 1
	hands weapon range 02: Mainhand longsword: melee 1
	hands weapon range 03: Mainhand longsword: melee 1 (paired***)
	hands weapon range 04: Offhand scepter: melee 1 (paired***)
	hands weapon range 05: Mainhand scepter: melee 1
	hands weapon range 06: Mainhand scepter: melee 1
	hands weapon range 07: 
	stance 01: Offensive
	stance 02: Transitive
	stance 03: Offensive
	stance 04: ***
	stance 05: Defensive
	stance 06: Elusive
	stance 07: 
	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: 
	strike mod 01: +3
	strike mod 02: +3
	strike mod 03: +3
	strike mod 04: +3
	strike mod 05: +3
	strike mod 06: +3
	strike mod 07: 
	harm mod 05: +2
	harm mod 06: +2
	harm mod 07: 
	weight 01: 3
	weight 02: 1.5
	weight 03: 
	weight 04: 
	weight 05: 7
	weight 06: 5
	weight 07: 0.25
	weight 08: 1
	weight 09: 0.5
	weight 10: 0.75
	weight 11: 8
	weight 12: 21
	weight 13: 37
	weight 14: 
	weight 15: 
	standard harm 01: 1d10
	standard harm 02: 1d8
	standard harm 03: 1d6
	standard harm 04: 1d4
	standard harm 05: 1d6
	standard harm 06: 1d4
	standard harm 07: 
	improved harm 01: 7
	improved harm 02: 5
	improved harm 03: 4
	improved harm 04: 3
	improved harm 05: 4
	improved harm 06: 3
	improved harm 07: 
	advanced harm 01: 10
	advanced harm 02: 8
	advanced harm 03: 6
	advanced harm 04: 4
	advanced harm 05: 6
	advanced harm 06: 4
	object craftsmanship materials magic 01: Mediocre iron longsword (common)
	object craftsmanship materials magic 02: Mediocre oakwood scepter (common)
	object craftsmanship materials magic 03: 
	object craftsmanship materials magic 04: 
	object craftsmanship materials magic 05: Mediocre flaxlinen cloth armor (common)
	object craftsmanship materials magic 06: Extraordinary/repellent garments; pouches (2)
	object craftsmanship materials magic 07: Quill; ink vials (1); parchments (10); whistle
	object craftsmanship materials magic 08: Healing inscriptions [basal]: 4 invocations
	object craftsmanship materials magic 09: Healing inscriptions [apex]: 2 invocations
	object craftsmanship materials magic 11: Backpack; bedroll; blanket
	object craftsmanship materials magic 10: Coins; 1 pearl (19 golds)
	object craftsmanship materials magic 12: Waterskins (3); waybread (24)
	object craftsmanship materials magic 14: 
	object craftsmanship materials magic 13: Hempen rope [100 feet]; grappling hook; torches (15)
	object craftsmanship materials magic 15: 
	strike roottrait 01: Glt
	harm roottrait 01: Lth
	strike rootrait 02: Glt
	harm rootrait 02: Wis
	entwine slots 01: 0
	entwine slots 02: 0
	entwine slots 03: 
	entwine slots 04: 
	entwine slots 05: 0
	entwine slots 06: 0
	entwine slots 07: 0
	entwine slots 08: 0
	entwine slots 09: 0
	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: 
	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: 
	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: Dreadveils (Version 1)
	attack power 02: Dreadveils (Version 1)
	attack power 03: Lightningrod (Version 1)
	attack power 04: Lightningrod (Version 2)
	attack power 05: Entomb the Forsaken
	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 Melee 5: 2 Targets
	type range targets area 01: Targeted Melee 5: 1 Target
	type range targets area 03: Blast Area Barrage 30: 1 Zone 3×1×1
	type range targets area 04: Blast Area Barrage 30: 2 Zones 3×1×1
	type range targets area 05: Wall Area Barrage 20: 7 Zones 1×1×1
	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: 0
	pneuma 02: 0
	pneuma 03: 0
	pneuma 04: 0
	pneuma 05: 0
	pneuma 06: 
	pneuma 07: 
	pneuma 08: 
	pneuma 09: 
	pneuma 10: 
	assail defense 08: Mfl
	assail defense 09: Mfl
	assail defense 10: Ftl
	assail defense 11: Ftl
	assail defense 12: Nml
	assail defense 13: 
	assail defense 14: 
	assail defense 15: 
	assail defense 16: 
	assail defense 17: 
	harm category 01: Gleam
	harm category 02: Gleam
	harm category 03: Shock                        Shake
	harm category 04: Shock                        Shake
	harm category 05: Rot
	harm category 06: 
	harm category 07: 
	harm category 08: 
	harm category 09: 
	harm category 10: 
	additional power option 01: Adjuvant | 1 pneuma | Can cause dreadveils to persist, leaving a glowing blaze of light (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(s), or moves into area(s) on its turn, is attacked (secondary attack equivalent to primary attack). | Duration 1 encounter.
	additional power option 02: Adjuvant | 1 pneuma | Can cause dreadveils to persist, leaving a glowing blaze of light (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(s), or moves into area(s) on its turn, is attacked (secondary attack equivalent to primary attack). | Duration 1 encounter.
	additional power option 03:  convert lightningrod to raw mundane lightning and thunder meant to jolt and blast foes from the outside, assailing Nml instead of Ftl.
Adjuvant | 2 pneuma | Can cause lightningrod 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). The zone moderately obscures visibility. | Duration 1 encounter.
	additional power option 04:  convert lightningrod to raw mundane lightning and thunder meant to jolt and blast foes from the outside, assailing Nml instead of Ftl.
Adjuvant | 2 pneuma | Can cause lightningrod 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). The zone moderately obscures visibility. | Duration 1 encounter.
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	special power 02: Leaf on the Wind                     [Pending 16th Level]
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	effects 02: Calling upon magical aelfish lightness, floats down like an autumn leaf. Any mortal can fall 2 cubes without suffering harm; for every 2 cubes beyond the initial 2, a mortal suffers harm, but can lessen it with a tumble check. For every 1 pneuma expended, can fall an extra 2 cubes (beyond the initial 2 cubes) without taking normal harm.
	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. | Duration 6 hours.
	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 strikes and harm with magical attacks. Gains unseen armor without applying access slot.
	effects 13: Increases unburdened carrying capacity by 15 pounds.
	effects 14: For physical attacks, can substitute Smt, Wis or Glt [chooses Glt] for either Brw or Lth as strike or harm roottrait. For magical attacks, can substitute Brw for Smt, Wis or Glt as strike or harm roottrait. Grants +1 power bonus to two lifeskills: clout, look.
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	special power 15: Unseen Armor
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	effects 15: Generating translucent, weightless, hindrance-free magic armor, exarch protects self against blows from different styles of weaponry. Grants bonus resistant wreck, whelm, rot, rasp and shock 2. | Duration 1 encounter.
	additional power option 25: No action | 0 pneuma | If exarch has taken way of the curate, automatically reduces the required pneuma expenditure to 1 pneuma.
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	effects 16: Exorcises evil spiritual manifestations: spirit-controlled animations, involuntary possessions, involuntary revenants and eidolons. Cannot challenge the free wills of creatures willing to serve as corrupt spirits’ vessels, but can force voluntary possessions and voluntary revenants to flee. Cannot expel avatars, or animations controlled solely by magic. Can only affect spiritual manifestations equal to or below own tier. Affects an aura of range 5+[1×tier]:
• For involuntary manifestations (animations, involuntary possessions, involuntary revenants), dispels a total number of tiers’ worth of targets equal to [(1+1d4)×(1×tier)], starting with the lowest-tier targets and working up to the highest.
• For voluntary manifestations (voluntary possessions, voluntary revenants), engages each target in a counter-magic challenge. If target fails, it is panicked of exarch (1 encounter).
• For eidolons, can challenge manifestations of any tier; 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 17: Points conduit at the injured and releases a fiery ray that lightly stings ally, yet also cures ally's grievous lesions. Affects 1 mortal within range 50; sanctified rehabilitation requires the ignition empowerment of a kindler. Beneficiary receives 4d4+[1×tier] haleful points of healing, plus own healing modifier (not exarch’s healing modifier, unless exarch 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 grit, sanctified rehabilitation 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.
No action | 0 pneuma | If exarch has taken way of the curate or way of the priest, automatically grants beneficiary an extra 1d4+4 points of grit. If beneficiary is afflicted with a detrimental effect from an eidolon, can expend 2 pneuma to engage the spirit in a counter-magic challenge to nullify the effect. If target fails, eidolon is banished as if through exorcism or expulsion power.
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