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SPECIAL POWERS (Actions Required + Pneuma Costs + Effects) WEAPONS + ARMORS AND SHIELDS * EQUIPMENT

Way of the Fighter (+2 bonus to weapon melee strike; +1 to Nimble: +1 to toil) * Honed Anticipation (+2 bonus to Nimble) ¢ Close Ranks (3 pneuma; adjuvant Common direflail; Common swiftbow; Common handaxes (8);

action; grant up to 5 creatures +2 bonus to Nimble; duration 1 encounter) Common stud armor (-7 resist wreck; -3 lifeskill penalty)

Adventuring clothing and gear

Scaldsalt balm (medial): 3 doses (1d8 grit healing)

Coins—Gorps: _ 9 SILVERs: _ 2 CoppErs: 9

- -
©2024 ‘ ®2025 | ALPENGARDIS COPYRIGHTED; ALPENGARD LOGO IS A REGISTERED TRADEMARK. PERMISSION GRANTED TO DOWNLOAD AND PHOTOCOPY FOR PERSONAL USE ONLY.



Phillip Benson
Cross-Out


TREASURE/LOOT/NOTES:




	Blank Page

	Brawn StrengthHealth: 2
	Lithe DexterityAgility: 2
	Smart IntellectReason: 0
	Wise JudgmentInsight: 1
	Glint CharismaPresence: 1
	Nimble DodgeEvade: 21
	Fettle RepelShrugOff: 18
	Tongues Languages 1: Common,
	Mindful ThwartFocus: 13
	Hasten Mod: +1
	Stride Careful: 1
	Wreck SmashSlash: –8
	Rasp AcidCorrosion: ±0
	Rot PoisonDisease: –1
	Shake ThunderQuake: –1
	Shock LightningJolt: –1
	Heinous NecroticWither: ±0
	TreasureLootNotes 1: 
	TreasureLootNotes 2: 
	TreasureLootNotes 3: 
	TreasureLootNotes 4: 
	TreasureLootNotes 5: 
	TreasureLootNotes 6: 
	TreasureLootNotes 7: 
	TreasureLootNotes 8: 
	TreasureLootNotes 9: 
	TreasureLootNotes 10: 
	TreasureLootNotes 11: 
	TreasureLootNotes 12: 
	TreasureLootNotes 13: 
	TreasureLootNotes 14: 
	TreasureLootNotes 15: 
	TreasureLootNotes 16: 
	Folk Ancestry: Oerc
	CharacterName: 
	TreasureLootNotes 0: 
	Kindred Lineage: Slime
	Kall Calling: Assaulter
	Tier Rank: 1
	Tongues Languages 2: Oerc
	Tongues Languages 3: 
	Pneuma Max Total: 5
	Speed Sprint Max: 4
	Pneuma Current Left: 
	Grit Max Total: 25
	Grit Partly Dead: 12
	Grit Mostly Dead: 6
	Grit Healing Mod: 2
	Grit Current Left: 
	Flare FireRadiance: ±0
	Frost IceShadow: ±0
	Weapon Attack Strike Roottrait: Lithe
	Weapon Attack Harm Roottrait: Brawn
	Magic Attack Strike Roottrait: 
	Magic Attack Harm Roottrait: 
	Barter Train: Sta
	Barter Mod: +1
	Coins Golds: 9
	Coins Silvers: 9
	Coins Coppers: 9
	Brew Train: Sta
	Brew Mod: ±0
	Chip Train: Sta
	Clout Train: Sta
	Cook Train: Sta
	Dive Train: Sta
	Farlore Train: Sta
	Farm Train: Imp
	Flaunt Train: Imp
	Heed Train: Sta
	Herd Train: Sta
	Hew Train: Sta
	Landfare Train: Sta
	Look Train: Sta
	Lurk Train: Imp
	Mash Train: Imp
	Mend Train: Sta
	Mingle Train: Imp
	Nighlore Train: Sta
	Chip Mod: +1
	Clout Mod: +1
	Cook Mod: +1
	Deepfare Mod: +1
	Dive Mod: +2
	Farlore Mod: +1
	Farm Mod: +3
	Flaunt Mod: +2
	Heed Mod: ±0
	Herd Mod: –1
	Hew Mod: +1
	Landfare Mod: +1
	Look Mod: ±0
	Lurk Mod: +2
	Mash Mod: +2
	Mend Mod: –1
	Mingle Mod: +4
	Nighlore Mod: +1
	Magic Attack Power 2: 
	Magic Attack Power 1: 
	Magic Attack Power 3: 
	Magic Attack Power 4: 
	Weapon 1: Bothhand—direflail: melee 1
	Weapon 2: Bothhand—swiftbow: barrage 20/40/60
	Weapon 3: Mainhand—handaxe: melee 1; barrage 5/10/15
	Magic Attack Additional Options 1: 
	Magic Attack Additional Options 2: 
	Magic Attack Additional Options 3: 
	Magic Attack Additional Options 4: 
	Parry 1: –1
	Parry 2: —
	Parry 3: –5; —
	Weapon Strike Mod 1: +4
	Weapon Strike Mod 2: +2
	Weapon Strike Mod 3: +4; +2
	Weapon Harm Mod 1: +2
	Weapon Harm Mod 2: +2
	Weapon Harm Mod 3: +2
	Weapon Standard Harm 1: 2d8
	Weapon Standard Harm 2: 1d8+1d6
	Weapon Standard Harm 3: 1d8
	Weapon Improved Harm 1: 10
	Weapon Improved Harm 2: 9
	Weapon Improved Harm 3: 5
	Weapon Advanced Harm 1: 16
	Weapon Advanced Harm 2: 14
	Weapon Advanced Harm 3: 8
	Harm Category 1: 
	Harm Category 2: 
	Harm Category 3: 
	Harm Category 4: 
	Assail Defense 1: 
	Assail Defense 2: 
	Assail Defense 3: 
	Assail Defense 4: 
	Magic Strike Mod 1: 
	Magic Strike Mod 2: 
	Magic Strike Mod 3: 
	Magic Strike Mod 4: 
	Magic Harm Mod 1: 
	Magic Harm Mod 2: 
	Magic Harm Mod 3: 
	Magic Harm Mod 4: 
	Magic Standard Harm 1: 
	Magic Standard Harm 2: 
	Magic Standard Harm 3: 
	Magic Standard Harm 4: 
	Magic Improved Harm 1: 
	Magic Improved Harm 2: 
	Magic Improved Harm 3: 
	Magic Improved Harm 4: 
	Magic Advanced Harm 1: 
	Magic Advanced Harm 2: 
	Magic Advanced Harm 3: 
	Magic Advanced Harm 4: 
	Special Power 1: Way of the Fighter (+2 bonus to weapon melee strike; +1 to Nimble: +1 to toil) • Honed Anticipation (+2 bonus to Nimble) • Close Ranks (3 pneuma; adjuvant 
	Special Power 2: action; grant up to 5 creatures +2 bonus to Nimble; duration 1 encounter)
	Special Power 3: 
	Special Power 4: 
	Special Power 5: 
	Special Power 6: 
	Stuff 1: Common direflail; Common swiftbow; Common handaxes (8);
	Stuff 2: Common stud armor (–7 resist wreck; –3 lifeskill penalty)
	Stuff 3: Adventuring clothing and gear
	Stuff 4: 
	Stuff 5: Scaldsalt balm (medial): 3 doses (1d8 grit healing)
	Deepfare Train: Sta


