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SEarcH (Inspecting/ Tracking): Sta +2 Entomb the Forsaken (Wall area barrage 20; 7 zones 1x1x1) Rot Nimble +2 1d6 4 6 +2
To1L (Climbing/Swimming): Sta +1 ADDITIONAL OPTION(S) 3 pneuma | Adjuvant action | Cause entomb the forsaken to persist (zones increase terrain move difficulty by 1) | Duration 1 encounter
TrICK (Sleight/ Lockpicking): Sta +2 Lightningrod (Blast area barrage 30; 2 zones 3x1x1) Shock/Shake Fettle +1 1d4/1d4 3/3 4/4 +1
TumBsLE (Gymnastics/Balancing): Imp +3 ADDITIONAL OPTION(S) 2 pneuma | Adjuvant action | Cause lightningrod to persist (zones moderately obscure visibility) | Duration 1 encounter
WAYFARE (Survival/ Travel/Sailing): Sta +1 Acidane Frostray (Targeted barrage 40; 1 Target) Rasp Nimble +1 1d8 5 8 +3
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SPECIAL POWERS (Actions Required + Pneuma Costs + Effects)

Way of the Templar (+1 bonus to magic harm [extra +1 to magic strike/harm for Entomb the Forsaken]; +1 to Mindful; +1 to clout) * Arcane Omen (3 pneuma) *

WEAPONS « ARMORS AND SHIELDS * EQUIPMENT

Common scepter; Common pad armor (-3 resist wreck; -1 lifeskill

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

penalty); Common small shield (-1 resist wreck)

kindler; heal 1 target —4d4+[tier] grit) * Exorcism (3 pneuma; utilization action; banish spirits, undead, possessions) ® Inner Glow of the Empyrean (2 pneuma;

Adventuring clothing and gear

adjuvant action; immune heinous harm; duration 1 encounter) ¢ Spiritcross (2 pneuma; adjuvant action; weapon attacks harm incorporeal apparitions; duration

1 encounter)

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

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