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Character Sheet

Name Allacaya

Female

EIf

Gender

Race

Date of Birth

Age

Hair Color

Eye Color

CLEAR PORTRAIT|

Profession

D= e e /1

Wyldrunner

Culture

Glade EIf

Social Standing

Free

Place of Birth

Family

Characteristics

Height / Weight

@
10

DEX

14
Ee

STR

N
15 | 13 9

Attribute Total: 100. AP Cost: 570 AP

>N
-

Bonus/
Stat  Penalty Bought M

28 28

Life Points
(Racial Base Stat + CON + CON)

Advantages Beautiful Voice, Darksight I,

Good Looks |, Needs no Sleep,

Arcane Energy
(20 for Spellcaster + Primary Attribute)

Resistant to Aging, Spellcaster, 35 35

Two-Voiced Singing

ael
RR

Disadvantages Bad Luck I,

Karma Points
(20 for Blessed One + Primary Attribute)

Spirit
(Racial Base Stat + (COU+SGC+INT)/6)

Incompetent (Carousing) Toughness

(Racial Base Stat + (CON+CON+STR)/6)

Personality Flaw (Arrogance, Naiive regarding money and gods)

Dodge
(AGI/2)

4

Sensitive (Sense of Smell)

Bg
RR

General Special Abilities

Area Knowledge (Home Village)

[Ce=e] B

59

Fate Points
Bonus/
Stats  Penalty Max

(3][-1][2]]

Current I

Skill Specialization (Tracking)

IR
Experience Level

Experienced

AP total AP available

1100

AP spent

1090




Character Sheet Encumbrance
Game Stats O

co (56C) @__@ DEX__ (AGI.___CON___[STR_
N N

< PN
(9| 10 | 10 | 15 | 14 | 14 | 15 | 13 | 9 [e)%
SKILLS
. skill Check ENC ImprSR R Notes skill Check ENCHmprSR R Notes
K ,,\ Physical Skills cou/acl/sTR p- 188—192Kn0wledge Skills scc/see/INT p. 201-205 A
Body Control AGI/AGI/CON  yes D 10 5 Astronomy SGC/SGC/INT no A 0 \
Carousing SGC/CON/STR = no A 0 Gambling SGC/SGC/INT no A (0]
Climbing COU/AGI/STR  yes B 0 Geography SGC/SGC/INT no B 0
Dancing SGC/CHA/AGL yes A O History SGC/SGC/INT no B O
Feat of Strength CON/STR/STR _yes B O Law SGC/SGC/INT no A O
Flying COU/INT/AGI  yes B 0 Magical Lore SGC/SGC/INT no C 0
Gaukelei COU/CHA/DEX yes A 0 Math SGC/SGC/INT no A (0] ‘
Perception SCG/INT/INT maybe D 6 3 Mechanics SGC/SGC/DEX no B 0
Pickpocket COU/DEX/AGI  yes B 0 Myths & Legends SGC/SGC/INT no B (¢}
Riding CHA/AG/STR _yes B O Religions SGC/SGC/INT no B O
Self-Control COU/COU/CON  no D 0 Sphere Lore SGC/SGC/INT no B 0
Singing SGC/CHA/CON maybe A 6 3 +1 bonus on check Warfare COU/SGC/INT no B 0
Stealth COU/INT/AGI _yes C B 3 [ craft skills DEX/DEX/CON p. 206-213 D) \
Swimming AGI/CON/STR yes B 8 4 Alchemy COU/SGC/DEX yes C 0
@KSocial Skills INT/CHA/CHA p. 193-1975&\@ Artistic Ability INT/DEX/DEX yes A 0]
Disguise INT/CHA/AGI maybe B (0] Clothworking SGC/DEX/DEX yes A (0] )
Empathy SGC/INT/CHA no C 0 Commerce SGC/INT/CHA no B O +1 bonus on check r
Etiquette SGC/INT/CHA maybe B 0 Driving CHA/DEX/CON yes A 0
Fast-Talk COU/INT/CHA no C O +1 bonus on check Earthencraft DEX/DEX/STR yes A 0 ;
Intimidation COU/INT/CHA no B 0 Leatherworking DEX/AGI/CON yes B (0] )
Persuasion COU/SGC/CHA  no B 0 Metalworking DEX/CON/STR yes C 0
Seduction COU/CHA/CHA maybe B 1 1 +1 bonus on check Music CHA/DEX/CON yes A 6 3
Streetwise SGC/INT/CHA maybe ¢~ O Pick Locks INT/DEX/DEX yes C O
Willpower COU/INT/CHA mno D 0 Prepare Food INT/DEX/DEX yes A 0
[>>Z Nature skills cou/aci/con p.198-200 >-<) Sailing DEX/AGI/STR yes B 1 1
Animal Lore COU/COU/CHA yes C 6 3 Treat Disease COU/INT/CON yes B 0
Fishing DEX/AGI/CON maybe A 2 1 Treat Poison COU/SGC/INT yes B 0
Orienting SGC/INT/INT no B 5 3 Treat Soul INT/CHA/CON no B 0
Plant Lore SGC/DEX/CON maybe ¢ 7 4 Treat Wounds SGC/DEX/DEX yes D (0]
Ropes SGC/DEX/STR maybe A (0} Woodworking DEX/AGI/STR yes B 5 3
Survival COU/AGI/CON yes Cc 8 4
Tracking COU/INT/AGI ~ yes C 8 4 +2 SR Humanoid tracks & %
Languages Isdira Il (native) b
A (A Garethi Il
Attribute Modifiers
-3 -2 -1 0 | +1 +2 +3 A
COU 7 8 9 10 11 12 13 Skill Quality
7 8 [e] 10 | 11 12 13 Points Level E P
T P B = 1 scripts Isdira Signs
CHA 11 12 13 |14 15 16 17 46 2
~ pgx 11 12 13 |14 | 15 16 17 7-9 3
. AqI 12 13 14 (15|16 17 18 10-12 4
coN 10 11 12 [13|14 15 16 13-15 5
STR 6 7 8 9 |10 11 12 +16 6 % E




Character Sheet

Combat |8||28||8||15+1d6||2||0|
MOV LP DO INI SPI TOU
Cou__(56C) @__@__DEX (AGI___CON____[STR
< —/ —/ N
A\ >
M bat Techni Primary yn,n SR AT/RC PAX AE %
(>, Combat Techniques  attribufe . XY Q}? 3
Bows DEX ¢ 12 14 Combat Special Abilities
Brawling AGI/STR B 6 6 5
Chain Weapons STR B 6 6 ><
Crossbows DEX B 6 8
Daggers AGI B 8 8 6
Fencing Weapons AGI c 6 6 5
Impact Weapons STR c 6 6 3
Lances STR B 6 6 3
Pole Weapons AGI/STR ¢ 6 6 5
Shields STR c 6 6 3
Swords AGI/STR ¢ 6 6 5
Thrown Weapons DEX B 6 8
Two-Handed Impact Weapons STR c 6 6 3
Two-Handed Swords STR c 6 6 3 _% E
N .%Y Close Combat Weapons
/;‘--l)'? 3 Weapon Combat Technique Damage Bonus Base DP Overall AT/PA Mod. Reach AT PA Weight
<—~  Dagger Daggers +1 D6+1 D6+2 0/0 Short 8 6 1
;‘;’ \W,Ranged Weapons
/ Weapon Combat Technique  Reload Time DP Ammunition Range Ranged Combat Weight
<——"  Elven Bow Bows 1action D6+5 20 Arrows 50/100/200 14 il
?Armor Shield/Parrying Weapon
~vii{}/) Armor PRO ENC Add.Penalties Weight comone. Shie&?ggg;ﬁ“g Structure . aT/PAMod.  Weight
g/Clothing (regular) O (0] 2 Both
=5 e : e Level I Level II Level 11T Level IV
Life Pomts Condition 1) “2) (3 (incapacitated)
Max  Current Confusion
28 Encumbrance
F
21 14 7 5 -
Pain
» 1/4 lost 1/2 lost 3/4 lost 5 or less y
5 (+1 Pain) (+1 Pain) (+1 Pain) (+1 Pain) Paraly S18
Rapture

0 or less = Hero is dying

Stupor




Character Sheet

Belongings
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Equipment

Item

Carried where? Weight Carried where?

Quiver with 20 arrows

Body

Wilderness Package:

Bandages x10

Backpack

Blanket

Backpack

Climbing Rope, 30 ft

Backpack

Flint and Stee

Backpack

Grapnel

Backpack

Hatchet

Backpack

Knife

Body

Leather Backpack

Backpack

Needle and thread

Backpack

Provision for 5 days

Backpack

Tent 1 person

Backpack

Tinder 25 portions

Tinder Box

Tinder Box

Body

Torch

Backpack

Waterskin

Backpack

Wooden Bow

Backpack

128 silverthalers in bartering goods

Total Weight

Carrying
Total Weight 0O Capacity
(STRx4)

Name

+ Animal Sheet

Size Categry

Type

cou

CHA

DEX

STR

SPI

INI

Attack

Actions

Special Abilities

|
|
|
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Character Sheet KP Max  Current

Liturgical Chants & Ceremonies 0]

10 | 15 | 14 | 14 | 15 | 13

Liturgical Chant/Ceremony = Check SR  Cost Lit,l':‘il;lglief:al Range Duration Aspect  Impr.

)
g
|
ﬁ
|
g
|

>

&

Aspect(s) N - A Tradition

Primary Attribute

R

Blessed Special Abilities Blessings
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Spells & Rituals
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Cou__(560)
N\
10

AE Max Current

15 | 14 | 14 | 15

35

Spell/Ritual Check

Casting
Cost Time

Range Duration Property . Effect

Armatrutz SGC/INT/DEX

4-16 1 action

self QLx3min Healing

Axxeleratus SGC/INT/DEX

8 1 action

touch QLx5CR  Healing

Balsam Salabunde SGC/INT/DEX

1/LP 16 action

touch immediate Healing

Breathe Water SGC/INT/CON

4+2/5min - 8 action

touch sustain Transformation

Eagle Eye SGC/INT/DEX

4+2/5min 2 action

self sustain ~ Healing

Fulminictus SGC/INT/CON

8 1 action

8 yards immediate Transformation

Hawk Eye COU/SGC/INT

4 2 action

touch next shot clairvoyance

Odem Arcanum COU/SGC/INT

4 2 action

8 ya rds 1 min Clairvoyance

Silentium SGC/DEX/STR

4+2/5min - 8 action

self sustain Telekinesis

Somnigravis COU/INT/CHA

8 2 action

8 yards QLx3min Influence

Visibili SGC/INT/CON

8+4/5min 4 action

touch sustain Transformation

Song of Friendship INT/CHA/CHA

AO|dlO|W|MNIM WdldMO

4/hour 1 action

see descr. see descr. Influence

Property (-ies)

Primary Attribute

Intuition

Tradition

R

Magical Special Abilities

Cantrips

Tradition EIf

Siren Call




	Profession: Wyldrunner
	Gender: Female
	Culture: Glade Elf
	Social Standing: Free
	Age: 
	Date of Birth: 
	Place of Birth: 
	Hair Color: 
	Family2: 
	Eye Color: 
	Characteristics1: 
	Family1: 
	Height / Weight: 
	Characteristics2: 
	Advantages 1: Beautiful Voice, Darksight I,
	Advantages 2: Good Looks I, Needs no Sleep,
	Advantages 3: Resistant to Aging, Spellcaster,
	Advantages 4: Two-Voiced Singing
	KP: 
	Disadvantages 1: Bad Luck I, 
	Disadvantages 2: Incompetent (Carousing)
	Disadvantages 3: Personality Flaw (Arrogance, Naiive regarding money and gods)
	Disadvantages 4: Sensitive (Sense of Smell)
	General Special Abilities 1: 
	General Special Abilities 2: Area Knowledge (Home Village)
	General Special Abilities 3: Skill Specialization (Tracking)
	General Special Abilities 4: 
	General Special Abilities 5: 
	General Special Abilities 6: 
	General Special Abilities 7: 
	Stats BP: -1
	Stats Max: 2
	Stats Cur: 
	Experience Level: Experienced
	AP total: 1100
	AP available: 10
	AP spent: 1090
	COU: 10
	SGC: 10
	INT: 15
	CHA: 14
	DEX: 14
	AGI: 15
	CON: 13
	STR: 9
	Skill Notes P 01: 
	R P 01: 5
	R P 02: 0
	Skill Notes P 02: 
	Skill Notes P 03: 
	R P 03: 0
	Skill Notes P 04: 
	R P 04: 0
	Skill Notes P 05: 
	R P 05: 0
	Skill Notes P 06: 
	R P 06: 0
	R P 07: 0
	Skill Notes P 07: 
	Skill Notes P 08: 
	R P 08: 3
	Skill Notes P 09: 
	R P 09: 0
	Skill Notes P 10: 
	R P 10: 0
	Skill Notes P 11: 
	R P 11: 0
	Skill Notes P 12: +1 bonus on check
	R P 12: 3
	Skill Notes P 13: 
	R P 13: 2.5
	Skill Notes P 14: 
	R P 14: 4
	R K 01: 0
	Skill Notes K 01: 
	Skill Notes K 02: 
	R K 02: 0
	Skill Notes K 03: 
	R K 03: 0
	Skill Notes K 04: 
	R K 04: 0
	Skill Notes K 05: 
	R K 05: 0
	Skill Notes K 06: 
	R K 06: 0
	Skill Notes K 07: 
	R K 07: 0
	Skill Notes K 08: 
	R K 08: 0
	Skill Notes K 09: 
	R K 09: 0
	Skill Notes K 10: 
	R K 10: 0
	R S 01: 0
	Skill Notes S 01: 
	Skill Notes S 02: 
	Skill Notes S 03: 
	Skill Notes S 04: +1 bonus on check
	Skill Notes S 05: 
	Skill Notes S 06: 
	Skill Notes S 07: +1 bonus on check
	Skill Notes S 08: 
	Skill Notes S 09: 
	R S 02: 0
	R S 09: 0
	R S 08: 0
	R S 07: 0.5
	R S 06: 0
	R S 05: 0
	R S 04: 0
	R S 03: 0
	R N 01: 3
	Skill Notes N 01: 
	R N 02: 1
	Skill Notes N 02: 
	R N 03: 2.5
	Skill Notes N 03: 
	R N 04: 3.5
	Skill Notes N 04: 
	R N 05: 0
	Skill Notes N 05: 
	R N 06: 4
	Skill Notes N 06: 
	R N 07: 4
	Skill Notes N 07: +2 SR Humanoid tracks
	Skill Notes C 01: 
	Skill Notes C 02: 
	Skill Notes C 03: 
	Skill Notes C 04: +1 bonus on check
	Skill Notes C 05: 
	Skill Notes C 06: 
	Skill Notes C 07: 
	Skill Notes C 08: 
	Skill Notes C 09: 
	Skill Notes C 10: 
	Skill Notes C 11: 
	Skill Notes C 12: 
	Skill Notes C 13: 
	Skill Notes C 14: 
	Skill Notes C 15: 
	Skill Notes C 16: 
	Skill Notes C 17: 
	R C 01: 0
	R C 02: 0
	R C 03: 0
	R C 04: 0
	R C 05: 0
	R C 06: 0
	R C 07: 0
	R C 08: 0
	R C 09: 3
	R C 10: 0
	R C 11: 0
	R C 12: 0.5
	R C 13: 0
	R C 14: 0
	R C 15: 0
	R C 16: 0
	R C 17: 2.5
	COU-2: 8
	COU-1: 9
	COU+1: 11
	COU+2: 12
	COU+3: 13
	SGC-3: 7
	SGC-2: 8
	SGC-1: 9
	SGC0: 10
	SGC+1: 11
	SGC+2: 12
	SGC+3: 13
	INT-3: 12
	INT-2: 13
	INT0: 15
	INT-1: 14
	INT+1: 16
	INT+2: 17
	INT+3: 18
	CHA-3: 11
	CHA-2: 12
	CHA-1: 13
	CHA0: 14
	CHA+1: 15
	CHA+2: 16
	CHA+3: 17
	DEX-3: 11
	DEX-2: 12
	DEX-1: 13
	DEX0: 14
	DEX+2: 16
	DEX+1: 15
	DEX+3: 17
	AGI-3: 12
	AGI-2: 13
	AGI-1: 14
	AGI0: 15
	AGI+1: 16
	AGI+2: 17
	AGI+3: 18
	CON-3: 10
	CON-2: 11
	CON-1: 12
	CON0: 13
	CON+1: 14
	CON+2: 15
	CON+3: 16
	STR-3: 6
	STR-2: 7
	STR-1: 8
	STR0: 9
	STR+1: 10
	STR+2: 11
	Language 1: Isdira III (native)
	Language 2: Garethi II
	Language 3: 
	Language 4: 
	Scripts 1: Isdira Signs
	Scripts 2: 
	Scripts 3: 
	LP: 28
	DO: 7.5
	SPI: 2
	TOU: 0
	CSA 1: 
	CSA 2: 
	CSA 3: 
	CSA 4: 
	CSA 5: 
	CSA 6: 
	CSA 7: 
	CSA 8: 
	Weapon 2: 
	Combat Tech 2: 
	Damage Bonus 2: 
	Base DP 2: 
	AT/PA Mod 2: 
	Reach 2: 
	AT 2: 
	PA 2: 
	Overall 2: 
	Weapon 3: 
	Combat Tech 3: 
	Damage Bonus 3: 
	Base DP 3: 
	AT/PA Mod 3: 
	Reach 3: 
	AT 3: 
	PA 3: 
	Weapon 4: 
	Combat Tech 4: 
	Damage Bonus 4: 
	Base DP 4: 
	AT/PA Mod 4: 
	Reach 4: 
	AT 4: 
	PA 4: 
	Overall 3: 
	Overall 4: 
	R Weapon 1: Elven Bow
	R Combat Tech 1: Bows
	Reload Time 1: 1 action
	DP 1: D6+5
	Ammunition 1: 20 Arrows
	Ranged Combat 1: 14
	R Weight 1: 1
	R Weapon 2: 
	R Combat Tech 2: 
	Reload Time 2: 
	DP 2: 
	Ammunition 2: 
	Ranged Combat 2: 
	R Weight 2: 
	R Weapon 3: 
	R Combat Tech 3: 
	Reload Time 3: 
	DP 3: 
	Ammunition 3: 
	Ranged Combat 3: 
	R Weight 3: 
	R Weapon 4: 
	R Combat Tech 4: 
	Reload Time 4: 
	DP 4: 
	Ammunition 4: 
	Ranged Combat 4: 
	R Weight 4: 
	ENC: 0
	Add: 
	 Pen 1: 
	 Pen 2: 
	 Pen 3: 
	 Pen 4: 

	Armor 1: Clothing (regular)
	PRO 1: 0
	ENC 1: 0
	A Weight 1: 2
	Travel, Combat, 1: Both
	Armor 2: 
	PRO 2: 
	ENC 2: 
	A Weight 2: 
	Travel, Combat, 2: 
	Armor 3: 
	PRO 3: 
	ENC 3: 
	A Weight 3: 
	Travel, Combat, 3: 
	Armor 4: 
	PRO 4: 
	ENC 4: 
	A Weight 4: 
	Travel, Combat, 4: 
	S/P Weapon 1: 
	Structure Points 1: 
	S/P AT/PA Mod 1: 
	S/P Weight 1: 
	S/P Weapon 2: 
	Structure Points 2: 
	S/P AT/PA Mod 2: 
	S/P Weight 2: 
	S/P Weapon 3: 
	Structure Points 3: 
	S/P AT/PA Mod 3: 
	S/P Weight 3: 
	S/P Weight 4: 
	S/P AT/PA Mod 4: 
	Structure Points 4: 
	S/P Weapon 4: 
	1/4 LP lost: 21
	1/2 LP lost: 14
	3/4 LP lost: 7
	5 or less: 5
	Level I 1: 
	Level I 2: 
	Level I 3: 
	Level I 4: 
	Level I 5: 
	Level I 6: 
	Level I 7: 
	Level II 1: 
	Level II 2: 
	Level II 3: 
	Level II 4: 
	Level II 5: 
	Level II 6: 
	Level II 7: 
	Level III 1: 
	Level III 2: 
	Level III 3: 
	Level III 4: 
	Level III 5: 
	Level III 6: 
	Level III 7: 
	Level IIII 1: 
	Level IIII 2: 
	Level IIII 3: 
	Level IIII 4: 
	Level IIII 5: 
	Level IIII 6: 
	Level IIII 7: 
	Ducats: 
	Silverthalers: 
	Halers: 
	Kreutzers: 
	Total Weight 1: 47.15
	Total Weight 2: 0
	Weight 1: 1.5
	Weight 2: 
	Weight 3: 0.1
	Weight 4: 3
	Item 2: Wilderness Package:
	Carried 2: 
	Item 3: Bandages x10
	Carried 3: Backpack
	Item 4: Blanket
	Carried 4: Backpack
	Item 5: Climbing Rope, 30 ft
	Weight 5: 10
	Carried 5: Backpack
	Item 6: Flint and Steel
	Weight 6: 0.5
	Carried 6: Backpack
	Item 7: Grapnel
	Weight 7: 2
	Carried 7: Backpack
	Item 8: Hatchet
	Weight 8: 1.5
	Carried 8: Backpack
	Item 9: Knife
	Weight 9: 0.5
	Carried 9: Body
	Item 10: Leather Backpack
	Weight 10: 4
	Carried 10: Backpack
	Item 11: Needle and thread
	Weight 11: 0.2
	Carried 11: Backpack
	Item 12: Provision for 5 days
	Weight 12: 15
	Carried 12: Backpack
	Item 13: Tent 1 person
	Weight 13: 6
	Carried 13: Backpack
	Item 14: Tinder 25 portions
	Weight 14: 0.05
	Carried 14: Tinder Box
	Item 15: Tinder Box
	Weight 15: 0.4
	Carried 15: Body
	Item 16: Torch
	Weight 16: 1
	Carried 16: Backpack
	Item 17: Waterskin
	Weight 17: 1
	Carried 17: Backpack
	Item 18: Wooden Bowl
	Weight 18: 0.4
	Carried 18: Backpack
	Item 19: 
	Weight 19: 
	Carried 19: 
	Item 20: 
	Weight 20: 
	Carried 20: 
	Item 21: 
	Weight 21: 
	Carried 21: 
	Item 22: 
	Weight 22: 
	Carried 22: 
	Item 23: 
	Weight 23: 
	Carried 23: 
	Item 24: 
	Weight 24: 
	Carried 24: 
	Item 25: 
	Weight 25: 
	Carried 25: 
	Item 26: 
	Weight 26: 
	Carried 26: 
	Item 27: 
	Weight 27: 
	Carried 27: 
	Item 28: 
	Weight 28: 
	Carried 28: 
	Item 29: 
	Weight 29: 
	Carried 29: 
	Item 30: 
	Weight 30: 
	Carried 30: 
	Item 31: 
	Weight 31: 
	Carried 31: 
	Item 32: 
	Weight 32: 
	Carried 32: 
	Item 33: 
	Weight 33: 
	Carried 33: 
	Item 34: 
	Weight 34: 
	Carried 34: 
	Item 35: 
	Weight 35: 
	Carried 35: 
	Item 36: 128 silverthalers in bartering goods
	Weight 36: 
	Carried 36: 
	Carried 1: Body
	Item 1: Quiver with 20 arrows
	Capacity: 36
	Name: Allacaya 
	AE: 35
	INI: 15+1d6
	MOV: 8
	Weapon 1: Dagger
	Combat Tech 1: Daggers
	Damage Bonus 1: +1
	Base DP 1: D6+1
	Overall 1: D6+2
	AT/PA Mod 1: 0/0
	Reach 1: Short
	AT 1: 8
	PA 1: 6
	Range 1: self
	Chant/Ceremony 1: 
	Check 1: SGC/INT/DEX
	SR 1: 6
	Cost 1: 4-16
	Liturgical Time 1: 
	Duration 1: QLx3min
	Aspect 1: 
	Impr 1: C
	Effect 1: 
	p 1: 
	Aspect(s): 
	Aspect(s) 2: 
	Primary Attribute: Intuition
	Tradition: Elf
	Tradition 2: 
	Tradition 3: 
	Tradition 4: 
	Chant/Ceremony 2: 
	Chant/Ceremony 3: 
	Chant/Ceremony 4: 
	Chant/Ceremony 5: 
	Chant/Ceremony 6: 
	Chant/Ceremony 7: 
	Chant/Ceremony 8: 
	Chant/Ceremony 9: 
	Chant/Ceremony 10: 
	Chant/Ceremony 11: 
	Chant/Ceremony 12: 
	Chant/Ceremony 13: 
	Chant/Ceremony 14: 
	Chant/Ceremony 15: 
	Chant/Ceremony 16: 
	Chant/Ceremony 17: 
	Chant/Ceremony 18: 
	Chant/Ceremony 19: 
	Chant/Ceremony 20: 
	Liturgical Time 7: 
	Liturgical Time 8: 
	Liturgical Time 9: 
	Liturgical Time 10: 
	Liturgical Time 11: 
	Liturgical Time 12: 
	Liturgical Time 13: 
	Liturgical Time 14: 
	Liturgical Time 15: 
	Liturgical Time 16: 
	Liturgical Time 17: 
	Liturgical Time 18: 
	Liturgical Time 19: 
	Liturgical Time 20: 
	Liturgical Time 3: 
	Liturgical Time 4: 
	Liturgical Time 5: 
	Liturgical Time 6: 
	Range 2: touch
	Range 3: touch
	Range 4: touch
	Aspect 7: 
	Aspect 8: 
	Aspect 9: 
	Aspect 10: 
	Aspect 11: 
	Aspect 12: 
	Aspect 13: 
	Aspect 14: 
	Aspect 15: 
	Aspect 16: 
	Aspect 17: 
	Aspect 18: 
	Aspect 19: 
	Aspect 20: 
	Aspect 3: 
	Aspect 4: 
	Aspect 5: 
	Aspect 6: 
	Spell/Ritual 1: Armatrutz
	Spell/Ritual 2: Axxeleratus
	Spell/Ritual 3: Balsam Salabunde
	Spell/Ritual 4: Breathe Water
	Spell/Ritual 5: Eagle Eye
	Spell/Ritual 6: Fulminictus
	Spell/Ritual 7: Hawk Eye
	Spell/Ritual 8: Odem Arcanum
	Spell/Ritual 9: Silentium
	Spell/Ritual 10: Somnigravis
	Spell/Ritual 11: Visibili
	Spell/Ritual 12: Song of Friendship
	Spell/Ritual 13: 
	Spell/Ritual 14: 
	Spell/Ritual 15: 
	Spell/Ritual 16: 
	Spell/Ritual 17: 
	Spell/Ritual 18: 
	Spell/Ritual 19: 
	Spell/Ritual 20: 
	Check 2: SGC/INT/DEX
	Check 3: SGC/INT/DEX
	Check 4: SGC/INT/CON
	Check 5: SGC/INT/DEX
	Check 6: SGC/INT/CON
	Check 7: COU/SGC/INT
	Check 8: COU/SGC/INT
	SR 2: 4
	Cost 2: 8
	Liturgical Time 2: 
	Duration 2: QLx5CR
	Aspect 2: 
	Impr 2: C
	Effect 2: 
	p 2: 
	Casting Time 2: 1 action
	Property 2: Healing
	Check 9: SGC/DEX/STR
	Check 10: COU/INT/CHA
	Check 11: SGC/INT/CON
	Check 12: INT/CHA/CHA
	Check 13: 
	Check 14: 
	Check 15: 
	Check 16: 
	Check 17: 
	Check 18: 
	Check 19: 
	Check 20: 
	SR 3: 4
	SR 5: 4
	SR 4: 3
	SR 6: 7
	SR 7: 4
	SR 8: 3
	SR 9: 6
	SR 10: 4
	SR 11: 5
	SR 12: 4
	SR 13: 
	SR 14: 
	SR 15: 
	SR 16: 
	SR 17: 
	SR 18: 
	SR 19: 
	SR 20: 
	Cost 3: 1/LP
	Cost 4: 4+2/5min
	Cost 5: 4+2/5min
	Cost 6: 8
	Cost 7: 4
	Cost 8: 4
	Cost 9: 4+2/5min
	Cost 10: 8
	Cost 11: 8+4/5min
	Cost 12: 4/hour
	Cost 13: 
	Cost 14: 
	Cost 15: 
	Cost 16: 
	Cost 17: 
	Cost 18: 
	Cost 19: 
	Cost 20: 
	Casting Time 1: 1 action
	Casting Time 3: 16 action
	Casting Time 4: 8 action
	Casting Time 5: 2 action
	Casting Time 6: 1 action
	Casting Time 7: 2 action
	Casting Time 8: 2 action
	Casting Time 9: 8 action
	Casting Time 10: 2 action
	Casting Time 11: 4 action
	Casting Time 12: 1 action
	Casting Time 13: 
	Casting Time 14: 
	Casting Time 15: 
	Casting Time 16: 
	Casting Time 17: 
	Casting Time 18: 
	Casting Time 19: 
	Casting Time 20: 
	Range 5: self
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