" ! PNEUMA (Luck/Manna Points) u&
FoLK (Ancestry): -
DEFENSES (Versus Attacks) MaX TOTAL: :
KINDRED (Lineage): I : _ HARM YIELDS (Damage Resistances)
L € NG AR b KaLL (Calling): II:IIMBLE((I?Od?/eS/hELadg&) I CURRENT LEFT: HARM CATEGORY .
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v W FrosT (Ice/Shadow):
SPEED (Move in Squares) MaxTorat: I RasP (Acid/Corrosion):
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-~ Rort (Poison/Disease):
R SPRINT (Max): I MostLy DEAD (Fourth): _
ROOTTRAITS (Ability Scores) SHAKE (Thunder/Quake):
STrIDE (Careful): HEALING MoD: SHock (Lightning/Jolt):
BRAWN (Strength/Health): HASTEN MoD: CURRENT LEFT: & g. )
LiTHE (Dexterity/ Agility): - HEeiNnous (Necrotic/ Wither): +0
SMART (Intellect/Reason):
WisE (Judgment,/ Insight): ALPENGARD HASTEN, LIFESKILL, ATTACK-STRIKE (TO-HIT), AND COUNTER-CHALLENGE ROLLS RESISTANT: -[SCORE]
gm g VULNERABLE: +{SCORE]|
GLINT (Charisma/ Presence): STANDARD (0 Pneuma): 0+1p30+MoDs - IMPROVED (1 Pneuma): 10+1020+MODS « ADVANCED (2 Pneuma): 20+1p10+MoODS
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BARTER (Haggling/ Appraising): WEAPON ARRY Mobp Base HARM BasgHaArRM Basge HArRM  MoOD:
(1 Pneuma):

BrEw (Handling Potions/Poisons):
Crour (Influencing/Deceiving):
Cook (Preparing Food /Drink):
CrRAFT (Making/Engineering):

(Hand(s) + Melee/Barrage + Reach/Range + Magic Object Bonuses): (To-Hit): (0 Pneuma): (1 Pneuma): (2 Pneuma): (Damage):

FARM (Agriculture/Gardening):

FLAUNT (Performing/Music):

HEED (Discerning Motives/Lies):
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LURK (Sneaking/Hiding):
MEND (Medicine/ First-Aid):
MINGLE (Socializing/ Disguising): ADDITIONAL OPTION(S):
SEARCH (Inspecting/Tracking):
To1L (Climbing/Swimming): ADDITIONAL OPTION(S):
TriICK (Sleight/ Lockpicking):
TumBLE (Gymnastics/Balancing):
WAYFARE (Survival/ Travel/Sailing):

WRIT (Literacy/Forgery):
- = ADDITIONAL OPTION(S):
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