EXPERIENCE POINTS

Thael Of The Forest

BACKGROUND  BleplelEly

EIf, Upper Class

SPEED DEFENSE ARMOR PENALTY HEALTH

DIOJO10

ACCURACY

&

Light Leather - Strain 1

24

COMMUNICATION
Persuasion

O

CONSTITUTION

DEXTERITY

FIGHTING

POWERS, TALENTS, AND SPECIALIZATIONS

Racial Features
Dark Sight - sight of 20 yards in darkness w/o light source
Languages - Elven & Common, Orc, Read and speak.

Talent

Linguistics

Novice - You learn an additional language from the
following list: EIf, Dwarf, Ghome, Halfling, Human, Orc.

INTERLLIGENCE
Historical Lore

MOVE CHARGE RUN

PERCEPTION
Seeing

STRENGTH

WILLPOWER

©

3

MELEE WEAPON ATTACK ROLL DAMAGE
Quarterstaff 3d6+3 1d6+1

Bows, Brawling, Staves

Arcane Blast 3d6+3

RANGED WEAPON ATTACK ROLL

1d6+3 16 yards

DAMAGE SHORT RANGE LONG RANGE RELOAD TIME

Fire Arcana, Novice, Casting Roll = 3d6+3+0

for one hour, but can be extended for 2 MP per additional hour.

your Spellpower only take 1d6+1 damage.

Healing Arcana, Novice, Casting Roll = 3d6+3+0

characters cannot take actions, you cannot cast this spell on yourself.

back 1d6 Health. You can cast this on yourself.

Arcane Lantern - Utility, Mp2 (per hour), Major Action, TN 8, Test None, You illuminate the area around you with a
steady light similar to that of a lantern. The spell illuminates a 10 yard radius centered on you. Arcane lantern lasts

Flame Blast - Attack, MP 4, Major Action, TN 12, Test Dex (Acrobatics vs. Spellpower, Gouts of blazing fire erupt

from your outstretched hands or arcane device, burning nearby targets. The flame blast is 8 yards long and 2 yards

wide. Anyone hit by the blast takes 2d6+1 damage. Targets that make a successful Dexterity (Acrobatics) test vs. Wat :
aterskin

Revival - Utility, MP 5, Major Action, TN 14, Test None, Your touch helps restore the grievously wounded or fallen. A
dying character adjacent to you immediately regains 10 + their Constitution + your Willpower in Health. Since dying Copper -

Healing Touch - Utility, MP 1-3, Major Action, TN 10, Test None, Your touch seals wounds and restores vigor to one 1 3 Silver - 97
wounded target. You can choose to spend up to 3 MPs when you cast the spell. For each MP spent, the target gets

EQUIPMENT AND MONEY

Arcane Device - Holy Symbol on neck chain
Backpack
Travelers Garb

/ Gold -
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