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CHARACTER NAME TONGUES
DEFENSES ‘ Lashful-hearted-leeward / Fiery and belligerent, yet loyal and honest. / Rough featured, muscled and intimidating.
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SPECIAL POWERS

POWER:

PNEUMA: ACTION:

EFFECTS:

Tough Chassis

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

None

0

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
: or sleeping; by expending 2 pneuma, can make attentive look and search checks.
[Pending 16th Level] ping; by exp! g 2 p!
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):
Way of the Fighter None Grants +2 power bonus to strike with melee weapon attacks; bonus resistant wreck 1 while wearing armor or bearing a shield.

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

0

Adjuvant | 2 pneuma | Any time

makes a stride movement and executes a melee weapon attack against a foe, inflicts flanking harm (applied only once per

target, per turn); this extra variable harm can be added to normal flanking or surprise harm. | Duration 1 encounter.

Unbelievably Fearless

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

None

0

Any time assaulter is engaged in a counter-magic or counter-roottrait challenge based on a fear effect (i.e. causing the scared
or panicked condition), gains avail:1 on the challenge roll, as well as a power bonus equal to +[VaxWis] (7).

None | 0 pneuma | If assaulter has taken way of the fighter, automatically has option to substitute Wis-based power bonus for either +[axSmt] (1) or +[axGlt]

(1) —whichever is highest.

Aptitude Focus 0 None Grants +1 power bonus to seven lifeskills: clout, dive, look, lurk, toil, trick, tumble.
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Honed Anticipation 0 None Grants +2 power bonus to Nml.
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Honed Concentration 0 None Grants +2 power bonus to Mfl.
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Facilitate Willpower 3 Adjuvant Using calm words to help allies stay focused, assaulter promotes mental toughness and unbreakable concentration, allowing
them to better guard their minds against attacks that undermine their thoughts. Affects up to 5 creatures. Grants a power
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Stabbing Gore 2 Adjuvant | This power can only be executed with a stabbing weapon. The stab releases pathogens in a victim’s organs. Any time
character inflicts wreck (stab) harm with a weapon attack, adds nonmagic 1d4 rot harm to each hit. Stabbing gore is only
ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):
Quickspur Adjuvant From a dead stop, assaulter quickly launches into a full sprint, enough to make a charge attack in a short distance, as well as

ADDITIONAL POWER OPTIONS
(PNEUMA / ACTION / EFFECTS):

gaining a temporary boost to speed. Grants power bonus to maximum walking speed equal to +[%xWis] (1), and assaulter can

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: 21
	ftl: 21
	lth: 2
	mfl: 17
	smt: 0
	wis: 1
	glt: 2
	score: +1
	barter: 
	brew: Sta
	chip: 
	clout: Sta
	cook: Sta
	deepfare: 
	dive: Sta
	farlore: 
	farm: 
	flaunt: 
	heed: Sta
	herd: Sta
	hew: 
	landfare: Sta
	look: Sta
	lurk: Sta
	mash: 
	mend: 
	mingle: Sta
	nighlore: 
	seafare: 
	search: Sta
	smith: 
	tann: 
	toil: Imp
	trick: Sta
	tumble: Imp
	weave: 
	wile: Sta
	writ: 
	score 1: 
	score 2: ±0
	score 3: 
	score 4: +3
	score 5: +2
	score 6: 
	score 7: +5
	score 8: 
	score 9: 
	score 10: 
	score 11: +2
	score 12: +4
	score 13: 
	score 14: +2
	score 15: +3
	score 16: +3
	score 17: 
	score 18: 
	score 19: +2
	score 20: 
	score 21: 
	score 22: ±0
	score 23: 
	score 24: 
	score 25: +6
	score 26: +4
	score 27: +4
	score 28: 
	score 29: +3
	score 30: 
	maximum: 28
	impaired: 14
	traumatized: 7
	healing mod: 3
	current tally: 28
	maximum_2: 8
	current tally_2: 8
	maximum_3: 9
	current tally_3: 9
	maximum_4: 18
	fatigued: 9
	exhausted: 4
	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: 3
	run hop: 4
	stand leap: 6
	run leap: 10
	wreck: –3
	logos: ±0
	whelm: ±0
	chaos: •
	flare: –1
	charis: •
	frost: ±0
	hubris: ±0
	gleam: ±0
	hallow: •
	gloom: –1
	heinous: ±0
	rasp: –1
	rot: ±0
	shake: ±0
	shock: ±0
	unburdened: 19
	press lift: 124
	thrust lift: 86
	dead lift: 190
	burden penalty: ±0
	melee strike mod: +5
	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: 3
	folk: Oerc
	kindred: Ash
	climate: Hot
	kall: Assaulter
	character name: 
	level: 4
	tier: Beginning
	tier value: 2
	eyes: Blood Red
	tongues: Common, Oerc
	description personality: Lashful-hearted-leeward / Fiery and belligerent, yet loyal and honest. / Rough featured, muscled and intimidating.
	burden load: 19
	golds: 2
	silvers: 7
	ascension: 85
	hair: Rich Purple
	skin: Pale Ashen
	brasses: 0
	coppers: 2
	platinums: 0
	electrums: 0
	height: 
	gender: 
	resist wreck: —
	weight: 
	hands weapon range 01: Bothhand doompick: melee 1
	hands weapon range 02: Bothhand doompick: melee 1
	hands weapon range 03: Bothhand quickbow: ranged 15/30/45
	hands weapon range 04: 
	hands weapon range 05: 
	hands weapon range 06: 
	hands weapon range 07: 
	stance 01: Aggressive
	stance 02: Offensive
	stance 03: Transitive
	stance 04: 
	stance 05: 
	stance 06: 
	stance 07: 
	parry 01: –1
	parry 02: –2
	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: 
	assail defense 06: 
	assail defense 07: 
	strike mod 01: +5
	strike mod 02: +5
	strike mod 03: +3
	strike mod 04: 
	strike mod 05: 
	strike mod 06: 
	strike mod 07: 
	harm mod 05: 
	harm mod 06: 
	harm mod 07: 
	weight 01: 5
	weight 02: 2
	weight 03: 
	weight 04: 
	weight 05: 7
	weight 06: 3.25
	weight 07: 0.75
	weight 08: 0.5
	weight 09: 
	weight 10: 0.5
	weight 11: 8
	weight 12: 21
	weight 13: 7.75
	weight 14: 5.25
	weight 15: 
	standard harm 01: 2d8
	standard harm 02: 1d8+1d6
	standard harm 03: 1d12
	standard harm 04: 
	standard harm 05: 
	standard harm 06: 
	standard harm 07: 
	improved harm 01: 10
	improved harm 02: 9
	improved harm 03: 8
	improved harm 04: 
	improved harm 05: 
	improved harm 06: 
	improved harm 07: 
	advanced harm 01: 16
	advanced harm 02: 14
	advanced harm 03: 12
	advanced harm 04: 
	advanced harm 05: 
	advanced harm 06: 
	object craftsmanship materials magic 01: Mediocre oakwood-iron doompick (common)
	object craftsmanship materials magic 02: Mediocre ashwood quickbow (common)
	object craftsmanship materials magic 03: 
	object craftsmanship materials magic 04: 
	object craftsmanship materials magic 05: Mediocre yakfur cloth armor (common)
	object craftsmanship materials magic 06: Extraordinary garments; pouch
	object craftsmanship materials magic 07: Arrows (5)
	object craftsmanship materials magic 08: Scaldsalt balm [apex]: 2 doses
	object craftsmanship materials magic 09: 
	object craftsmanship materials magic 11: Backpack; bedroll; blanket
	object craftsmanship materials magic 10: Coins; amethyst (31 golds)
	object craftsmanship materials magic 12: Waterskins (3); waymeat (24)
	object craftsmanship materials magic 14: Quiver; arrows (30)
	object craftsmanship materials magic 13: Flint and iron; whetstone; torches (6)
	object craftsmanship materials magic 15: 
	strike roottrait 01: Brw
	harm roottrait 01: Lth
	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: 
	entwine slots 10: 0
	entwine slots 11: 0
	entwine slots 12: 0
	entwine slots 13: 0
	entwine slots 14: 0
	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: —
	harm mod 01: +2
	harm mod 02: +2
	harm mod 03: +2
	harm mod 04: 
	advanced harm 07: 
	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: Adjuvant | 2 pneuma | Any time makes a stride movement and executes a melee weapon attack against a foe, inflicts flanking harm (applied only once per target, per turn); this extra variable harm can be added to normal flanking or surprise harm. | Duration 1 encounter.
	additional power option 15: None | 0 pneuma | If assaulter has taken way of the fighter, automatically has option to substitute Wis-based power bonus for either +[¼×Smt] (↑) or +[¼×Glt] (↑)—whichever is highest.
	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: ±0
	current tally_4: 18
	holdbreath: 54
	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: 0
	pneuma 15: 0
	pneuma 16: 0
	pneuma 17: 0
	pneuma 18: 0
	additional power option 18: 
	pneuma 19: 3
	additional power option 19: 
	pneuma 20: 2
	additional power option 20: 
	pneuma 21: 2
	additional power option 21: 
	pneuma 22: 
	additional power option 22: 
	pneuma 23: 
	additional power option 23: 
	pneuma 24: 
	additional power option 24: 
	special power 02: Wakeful Slumber                                      [Pending 16th Level]
	action 02: Ritual
	action 03: Utilization
	action 04: None
	action 05: None
	action 06: None
	action 07: None
	action 08: None
	action 09: Adjuvant
	action 10: Adjuvant
	action 11: Adjuvant
	action 12: 
	action 13: 
	action 14: 
	special power 03: Grappling—Standard
	special power 04: Way of the Fighter
	special power 05: Unbelievably Fearless
	special power 06: Aptitude Focus
	special power 07: Honed Anticipation
	special power 08: Honed Concentration
	special power 09: Facilitate Willpower
	special power 10: Stabbing Gore
	special power 11: Quickspur
	special power 12: 
	special power 13: 
	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: Grants +2 power bonus to strike with melee weapon attacks; bonus resistant wreck 1 while wearing armor or bearing a shield.
	effects 05: Any time assaulter is engaged in a counter-magic or counter-roottrait challenge based on a fear effect (i.e. causing the scared or panicked condition), gains avail:1 on the challenge roll, as well as a power bonus equal to +[¼×Wis] (↑).
	effects 06: Grants +1 power bonus to seven lifeskills: clout, dive, look, lurk, toil, trick, tumble.
	effects 07: Grants +2 power bonus to Nml.
	effects 08: Grants +2 power bonus to Mfl.
	effects 09: Using calm words to help allies stay focused, assaulter promotes mental toughness and unbreakable concentration, allowing them to better guard their minds against attacks that undermine their thoughts. Affects up to 5 creatures. Grants a power bonus to Mfl equal to +[¼×Glt] (↑). Though assaulter can apply benefits to self, must also share them with at least one other beneficiary; if assaulter is alone, facilitate willpower does not function. | Duration 1 encounter.
	effects 10: This power can only be executed with a stabbing weapon. The stab releases pathogens in a victim’s organs. Any time character inflicts wreck (stab) harm with a weapon attack, adds nonmagic 1d4 rot harm to each hit. Stabbing gore is only effective against targets with zoetic-organic vessels. | Duration 1 encounter.
	effects 11: From a dead stop, assaulter quickly launches into a full sprint, enough to make a charge attack in a short distance, as well as gaining a temporary boost to speed. Grants power bonus to maximum walking speed equal to +[⅛×Wis] (↑), and assaulter can execute charge attacks at range 1+. | Duration 1 encounter.
	effects 12: 
	effects 13: 
	effects 14: 
	action 24: 
	special power 15: 
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	effects 15: 
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	special power 17: 
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	special power 27: 
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	effects 28: 
	special power 29: 
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	pneuma 41: 
	pneuma 42: 
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