|
CC-)}ﬂG MAME CLASS KITT LEVEL
e 2 DESCRIPTIOI

+#——— OHNE UNIQVE THING 3 & ABILITY SCORES 3 & HIT POINTS & RECOVERIES —=3
ooodod
oooog | g
STAGGERED DEAD O] |recoveries
nmAX HP RECOVERIES

CURREMNT HP
AVERAGE

& DEFENSES & INITIATIVE ——=3 +—— BASIC MELEE ATTACK_ s

WEAPOT / / RECOVERY
DICE
A

STREINIGTH DEXTERITY CONnSTIfurtion wisbpom INTELLIGEINNICE CHARISITA

+&——— TALENTS

w
N

HIT DAMMAGE VG mISS TEMP HP

ARIMOR CLASS +—— BASIC RANGED ATTack. —

VS
PHYSICAL mMENTAL
DEFEISE DEFENSE WEAPON / / AC OnGOING DAMAGE TYPE SAVE
HIT DAMAGE AVG  HISS NERRFAR
IMITIATIVE

+—— BACKGROUIDS 3 & FEATURES, POWERS, & SPELLS 3

BACKGROUTID BOIUS  ACTION NATE TRIGGER/TARGET/EFFECT PAGE#  COIDITIONS & OTHER EFFECTS SAVE

AT-WILL & USAGE 3
RECHARGE PER BATTLE PER ARC

SKILL _ ABILITY
CHECK_ — 1 + mobpiFiEr T BACKGROUND

LEVEL

+—— ICOIn RELATIOIISHIPS ——=%
#D6 +/+/-" con USED

OOoooog
oOoogoog

oo ood

During your turn: one each of standard > move > quick, and any number of free actions. Between your turns: one interrupt action.

oooooonoo g oo g oo oo
ooooooog g oo g g g

*+ positive,  conflicted, or — negative relationship. changes/refresh at new level changes at new level or with incremental advance refresh at new arc refresh at end of battle



+———— MAGIC ITEmS

1

mAX
ATTUITED

POTIOIS & RUIIES

$——— SPELL LIST

# OF SPELLS

w

<

_3

L=

ACTIOIT IMAME

Std  Assist
Move Disengage

Int Intercept
Std Rally

During your turn: one each of standard > move > quick, and any number of free actions. Between your turns: one interrupt action.

n

NMMORE FEATURES, POWERS, & SPELLS

TRIGGER/TARGET/EFFECT

Give a nearby ally a +2 on.an upcoming attack, save, or check during combat.
Roll disengage check (11+, +1 per each engaged for beyond first). On success,
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While unengaged, move to engage enemy that is moving past you.
Spend a recovery to heal. If used, quick action normal save (11+) to use again.
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	Descriptions2: Give a nearby ally a +2 on an upcoming attack, save, or check during combat.
Roll disengage check (11+, +1 per each engaged for beyond first). On success, move without drawing opportunity attacks. On fail, stay engaged.
While unengaged, move to engage enemy that is moving past you.
Spend a recovery to heal. If used, quick action normal save (11+) to use again.
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