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SPECIAL POWERS (Actions Required + Pneuma Costs + Effects)

Way of the Curate (+1 bonus to magic strike [extra +1 to magic strike/harm for Lightningrod]; +1 bonus to hasten; +1 bonus to mend) * Arcane Omen (3 pneuma) ®

WEAPONS « ARMORS AND SHIELDS * EQUIPMENT

Common lightscepter

Arcane Radiance or Shadow (1 pneuma) * Arcane Sigil (1 pneuma) * Magic Countering, Deciphering or Sensing (1 pneuma) * Sanctified Rehabilitation (1 pneuma +

Adventuring clothing and gear

kindler; heal 1 target —4d4+[tier]+[target's healing mod]+[mend training bonus] grit) ® Exorcism (3 pneuma; utilization action; banish spirits, undead, possessions) ¢

Hallowed Water (1 pneuma; ritual; create 1 flask of hallowed water; splash-weapon affect 1 zone 1x1x1—inflict 1d4 hallow harm) ¢ Thunderfall (2 pneuma; adjuvant

action; fall from at least 2cubes, can fall extra 4 cubes without harm; when land, unleash thunderclap; affect aura range 3 (minimum 1); engage each target in counter-

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

Brawn or counter-Glintchallenge; if target fails, suffers 1d6 shake harm and is imbalanced; duration 1 encounter)
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