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SPECIAL POWERS (Actions Required + Pneuma Costs + Effects)

Way of the Harrier (+1 bonus to weapon melee harm, barrage strike; +1 to Fettle; +1 to tumble) * Honed Anticipation (+2 bonus to Nimble) ¢ Defy Suffering

WEAPONS « ARMORS AND SHIELDS * EQUIPMENT

Common kilij; Common snapsling; Common handaxes (4);

(3 pneuma; adjuvant action; grant up to 5 creatures +2 bonus to Fettle; duration 1 encounter)

Common leather armor (-5 resist wreck; -2 lifeskill penalty);

Common small shield (-1 resist wreck)

Adventuring clothing and gear

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