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SPECIAL POWERS (Actions Required + Pneuma Costs + Effects)

WEAPONS « ARMORS AND SHIELDS * EQUIPMENT

Way of the Ascetic (+1 to bonus to magic harm [extra +1 to magic strike/harm for Inexorable Curtain]; +1 to hasten; +1 to search) ¢ Ability Focus (use Wise in place Common chainrod; Common darb-sri-gun-chai; Common cloth

of Brawn for weapon attacks harm roottrait; +1 bonus to look, lurk) * Arcane Omen (3 pneuma) * Arcane Radiance or Shadow (1 pneuma) * Arcane Sigil armor (-1 resist wreck)

(1 pneuma) * Magic Countering, Deciphering or Sensing (1 pneuma) ¢ Ultimate Rejuvenation (1 pneuma + kindler; heal 1 target —2d4+[tier] grit) * Expulsion Adventuring clothing and gear

(3 pneuma; utilization action; banish spirits) * Emblem of Iron and Silk (+[tier] bonus to resist wreck)

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

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