] . .
FoLx (Ancestry): Aelf — PNEUMA (Luck/Manna Points) “ &
KINDRED (Lineage): _ Sky Max ToTAL: HarM YIELDS (Damage Resistances)
o) Druid NiMBLE (Dodge/Evade): 15 C LEFT:
b KaLL (Calling): e S & 15 URRENT LEFT: HARM CATEGORY SCORE
ALPG NG AR TIER (Rank): ; FETTLE (Repel/Sthg-Off): 19 WRECK (Smash/Slash): -1
# TONGUES (Languages): Common, MinpruL (Thwart/Focus): — FLARE (Fire/Radiance): -2
Natural, Aelf, Plant GRrIT (Hit Points/Health) Frost (ice/Shadow): 1
Max TOTAL: 15 . .
iy ‘ Rasp (Acid/Corrosion): -1
CHARACTER NAME | | | SPEED (MO‘ e Squa‘re'b) PARTLY DEAD (Half) 7 ( . / . )
- 3 RoT (Poison/Disease): -1
— SPRINT (Max): MosTtLy DEAD (Fourth): N Thund Ke):
ROOTTRAITS (Ability Scores) i Mob: 1 HAKE (Thunder/Quake): 0
STRIDE (Careful): = BALING HOD: SHOCK (Lightning/Jolt): +0
BRAWN (Strength/Health): 0 HASTEN Mob: +2 CURRENT LEFT: 8 g. g +
LithE (Dexterity/ Agility): 1 —— HEeiNnous (Necrotic/ Wither): +0
SMART (Intellect/Reason): 1 : - RESISTANT: -[SCORE]
WisE (Judgment/ Insight): 2 ALPENGARD HASTEN, LIFESKILL, ATTACK-STRIKE (To-HIT), AND COUNTER-CHALLENGE ROLLS VULNERABLE: 1[SCORE]
GLINT (Charisma/ Presence): 2 STANDARD (0 Pneuma): 0+1030+MoODS « IMPROVED (1 Pneuma): 10+1020+MODS + ADVANCED (2 Pneuma): 20+1p10+MoODS ]
e e i iV
LIFESKILLS (Aptitudes) WEAPON ATTACKS (Assail Nimble Defense)
LIFESKILLS TRAIN  Mop BASE ATTACK STRIKE / HARMRoOTTRAITS: _ Brawn ,  Lithe > STRIKE ~ STANDARD IMPROVED ADVANCED HARM
BARTER (Haggling/ Appraising): Sta +2 WEAPON ARRY Mobp Base HARM BasgHaArRM Basge HArRM  MoOD:
BrEw (Handling Potions/Poisons): Imp +3 (Hand(s) + Melee/Barrage + Reach/Range + Magic Object Bonuses): (& s (To-Hit): (0 Pneuma): (1 Pneuma): (2 Pneuma): (Damage):
CLouT (Influencing/Deceiving): Imp +3 Mainhand —lightcudgel: melee 1 -5 +0 1d2 2 2 +1
Cook (Preparing Food/Drink): Sta +3
CRAFT (Making/Engineering): Sta +1
FARM (Agriculture/Gardening): Sta +3
FLAUNT (Performing/Music): Sta +2
HEED (Discerning Motives/Lies): Sta +3 MagGic ATTACKS (Assail Nimble, Fettle or Mindful Defense — Specified by Power)
HERD (Guid.ing/ Ridin.g 'Animals): Sta +1 BASE ATTACK STRIKE / HARM ROOTTRAITS: Glint , Wise Assar  STRIKE  STANDARD IMPROVED ADVANCED HARM
Look (SPottlng/Percelvmg): o dmp 45 POWER HarM Depensg: MOD  BaseHARM BaseHarRM BaseHarm — Mob:
Lore (History/Geography/Religion): ~ Sta +2 (Type + Range + Max Targets or Area Affected): CATEGORY: " (To-Hit): (0 Pneuma): (1 Pneuma): (2 Pneuma): (Damage):
i iding): I +
LURK (Sneak.lr.lg/ Hl‘dmg) ) mp 43 Icewind (Blast area barrage 20; 1 zone 2x2x2) Frost Fettle +2 1d8 5 8 +3
MEND (Medicine/ First-Aid): Imp +2 3 Adi t acti C icewind t st (coat d in ice: tareets make Lithe check: lip) | Duration 1 t
MINGLE (SOClalIZlng/DlngISlng) Sta +3 ADDITIONAL OPTION(S)I pneuma | juvant action | ause 1cewind to persis (COa gr(.)un In 1ce; targets make Lithe checks or s lp) | 'uration 1 encounter
SEarcH (Inspecting/ Tracking): Sta +2 Ravenous Swarms (Wall area melee 5; 5 zones 1x1x1) Rasp Nimble +2 1de6 4 6 +2
TorL (Climbing/Swimming): Sta +0 ADDITIONAL OPTION(S) 3 pneuma | Adjuvant action | Cause ravenous swarms to persist (zone increases terrain move difficulty by 1) | Duration 1 encounter
TRICK (Sleight/Lockpicking): Sta +2 Sporeclouds (Targeted barrage 40; 3 targets) Rot/Shock Mindful +3 1d4/1d4 3/3 4/4 +3
TumBsLE (Gymnastics/Balancing): Imp +3 ADDITIONAL OPTION(S): 2 pneuma | Adjuvant action | Cause sporeclouds to persist as 1 zone 1x1x1 around each target | Duration 1 encounter
WAVYFARE (Survival/Travel/Sailing): Sta +3 Arcane Lightningray (Targeted barrage 40; 1 Target) Shock Nimble +2 1d8 5 8 +3
L WRiT (Literacy/Forgery): _Sta 41 - ADDITIONAL OPTION(S): 2 pneuma | Adjuvant action | Launch second ray (separate strike/harm rolls), either against separate target or combine against one target

B T ROV TTE———S—S————-—
SPECIAL POWERS (Actions Required + Pneuma Costs + Effects)

Way of the Witch (+1 bonus to magic harm [extra +1 to magic strike/harm for Sporeclouds]; +1 to Mindful; +1 bonus to farm) * Arcane Omen (3 pneuma) * Arcane

WEAPONS « ARMORS AND SHIELDS * EQUIPMENT

Common lightcudgel; Common cloth armor (-1 resist wreck)

Radiance or Shadow (1 pneuma) ¢ Arcane Sigil (1 pneuma) * Magic Countering, Deciphering or Sensing (1 pneuma) * Restorative Nutrients (1 pneuma + kindler;

Adventuring clothing and gear

heal 1 target—3d4+[tier|+[target's healing mod]+[mend training bonus] grit) ® Expulsion (3 pneuma; utilization action; banish spirits) * Grace of Nature (2 pneuma;

utilization action; bend plants in 1 zone 5x5x5; cure diseased plants; purify water touched by plants; make plants grow faster) * Luckrock (3 pneuma; ritual; create

magic rock (lasts 1 day); bearer can invoke +3 bonus to apply to 1 hasten roll or weapon attack strikes or magic attack strikes or 1 defense; duration 1 encounter)

Healing inscriptions (basal): 3 doses (1d6 grit healing + kindler)

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