" FoLk (Ancestry): Faun PNEUMA (Luck/Manna Points) u&
' DEFENSES (Versus Attacks
KINDRED (Lineage): . Tree ( 7 Max ToraL: _ HARM YIELDS (Damage Resistances)
L ENMGAR b KaLL (Calling): Wizard ?IMBLE(;DOdF/eS/}i‘;adg)&) m CURRENT LEFT: HARM CATEGORY e —
2 \ . ETTLE -Off): 1%
P TIER (Rank): 1 MINDEUL ?%iwart/Ficus)- 17 WRECK (Smash/Slash): 10
# TONGUES (Languages): Common, E— GRIr (Hit Points, Health) FLARE (Fire/Radiance): -1
Elemental, Faun, Primal, Dragon . FrRoST (Ice/Shadow): i)
MAXTOTAL: . .
oy R — RasP (Acid/Corrosion): +0
CHARACTER NAME 1 1 SPEED (Move in Squares) PARTLY DEAD (Half): 6 ( ‘ / : )
RoT (Poison/ Disease): -1
= SPRINT (Max): MosTtLy DEAD (Fourth): 3
ROOTTRAITS (Ability Scores) , 1 SHAKE (Thunder/Quake): 10
STRIDE (Careful): = HEALING Mop: SHOCK (Lightning/Jolt): 1
BRAWN (Strength/Health): 0 HASTEN Mob: +2 CURRENT LEFT: 8 g. g -
LitnE (Dexterity/ Agility): 1 - HEeiNnous (Necrotic/ Wither): +0
SMART (Intellect/Reason): 2
WisE (Judgment,/ Insight): 1 ALPENGARD HASTEN, LIFESKILL, ATTACK-STRIKE (TO-HIT), AND COUNTER-CHALLENGE ROLLS RESISTANT: -[SCORE]
gm &hY: VULNERABLE: +{SCORE]|
GLINT (Charisma/ Presence): 2 STANDARD (0 Pneuma): 0+1p30+MoDs - 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: __ Lithe , Brawn > STRIKE ~ STANDARD IMPROVED ADVANCED HARM
BARTER (Haggling/ Appraising): Imp +4 WEAPON . PARRY ] Mob Basg HARM BAseE HARM BasgHarm  MoD:
BrEw (Handling Potions/Poisons): Sta +2 (Hand(s) + Melee/Barrage + Reach/Range + Magic Object Bonuses): (& s (To-Hit): (0 Pneuma): (1 Pneuma): (2 Pneuma): (Damage):
Crour (Influencing/Deceiving): Sta *+3 Mainhand —shortwand: melee 1 -5 +1 1 1 1 0
Cook (Preparing Food/Drink): Sta +2
CRAFT (Making/Engineering): Sta +2
FARM (Agriculture/Gardening): Sta +2
FLAUNT (Performing/Music): Sta +2 et e bl e - PN
HEED (Discerning Motives/ Lies): Imp +3 MaAgic ATTACKS (Assail Nimble, Fettle or Mindful Defense — Specified by Power)
HERD (Guid.ing/ Ridin.g 'Animals): Sta +1 BASE ATTACK STRIKE / HARM ROOTTRAITS: _ Smart ,  Glint Assay, STRIKE  STANDARD IMPROVED ADVANCED HARM
Look (S;.uottmg/Percelvmg): N Sta +2 POWER HARM DEFENSE: Mob BasEHARM BasEHARM BasEHarM  MoD:
LorE (History/Geography/Religion): ~ Imp +5 (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) ) . 3 Bladestorm (Blast area barrage 20; 1 zone 4x2x2) Wreck/Rasp Nimble +3 1d4/1d4 3/3 4/4 +1
MEND (Medicine/ First-Aid): Sta +2 - - - — -
MINGLE (Socializing/ Disguising): ? +2 ADDITIONAL OPTION(S): 2 pneuma | Adjuvant action | Cause bladestorm to persist (zone moderately obscures visibility) | Duration 1 encounter
SearcH (Inspecting/ Tracking): Imp +3 Fireorbs (Blast area barrage 40; 2 zones 1x1x1) Flare Fettle +4 1d10 7 10 +3
To1L (Climbing/Swimming): Sta +0 ADDITIONAL OPTION(S) 2 pneuma | Adjuvant action | Cause fireorbs to persist (zone weakly obscures visibility) | Duration 1 encounter
TRrICK (Sleight/ Lockpicking): Sta +2 Moaning Oubliette (Wall area melee 5; 10 zones 1x1x1) Frost Mindful +3 1d4 3 4 +1
TumBsLE (Gymnastics/Balancing): Sta +2 ADDITIONAL OPTION(S) 2 pneuma | Adjuvant action | Cause moaning oubliette to persist (zones strongly obscure visibility) | Duration 1 encounter
WAYFARE (Survival/Travel/Sailing): ~Imp +2 Arcane Lightningray (Targeted barrage 40; 1 Target) Shock Nimble +3 1d8 5 8 +2
. WRir (Literacy/Forgery): _Imp +3 - ADDITIONAL OPTION(s): 2 Pneuma | Adjuvant action | Launch second ray (separate strike/ harm rolls), either against separate target or combine against one target

R D e L

SPECIAL POWERS (Actions Required + Pneuma Costs + Effects) WEAPONS * ARMORS AND SHIELDS * EQUIPMENT

Way of the Sorcerer (+1 bonus to magic strike [extra +1 to magic strike/harm for Fireorbs]; +1 to hasten; +1 to lore) * Arcane Omen (3 pneuma) * Arcane Radiance or Common shortwand

Shadow (1 pneuma) * Arcane Sigil (1 pneuma) * Magic Countering, Deciphering or Sensing (1 pneuma) * Surgery of the Cosmos (1 pneuma + kindler; heal Adventuring clothing and gear

1 target —1d4+[tier] grit) * Expulsion (3 pneuma; utilization action; banish spirits) * Earthwall (2 pneuma; utilization action; wall area; 20 zones 1x1x1) * Repugnant

Fumes (3 pneuma; utilization action; blast area; affect 1 zone 4x4x4; counter-magic challenge versus anyone in area; if target fails, suffers 1d6 rot harm

(instantaneous) and becomes nauseated (1 encounter); duration 1 encounter) Healing inscriptions (basal): 3 doses (1d6 grit healing + kindler)

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