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	One Unique  Thing 3: But why did they choose you and who
	One Unique  Thing 4: is it being hidden from?
	ATTACK: +6
	HIT: 2d8+4
	MISS: 2
	Icon Relationships 1: 1 Positive Crusader
	Icon Relationships 2: 1 Positive Priestess
	Icon Relationships 3: 1 Negative Orc Lord
	Icon Relationships 4: 
	ATTACK_2: +1
	HIT_2: 2d4-1
	MISS_2: 0
	Backgrounds 2: 
	Backgrounds 3: 
	Backgrounds 4: 
	Backgrounds 5: 
	powers  spells 3: SPIRITS OF THE RIGHTEOUS rng 1/Fight
	powers  spells 4:      +6 vs MD 4d6+4 holy to near enemy
	powers  spells 5:      ally with least HP gets +4 AC eoynt
	powers  spells 6:      miss = no dmg, ally gets +2 AC
	powers  spells 7: CURE WOUNDS: rng 1/Day you or near ally
	powers  spells 8:      use free recovery
	powers  spells 9: SHIELD OF FAITH: rng 1/Day; choose 1:
	powers  spells 10:      a) 1 near ally +2 AC for battle
	powers  spells 11:      b) 3 near ally or you +1 AC for battle
	powers  spells 12: 
	equipment GP 3: 
	equipment GP 4: 
	equipment GP 5: 
	equipment GP 6: 
	magic items 3: WILD HEAL 1/Fight & 1/Day u/near ally & 1rndm hurt ally
	magic items 4:      each target heals using a recovery
	magic items 5: REGEN 1/Fight & 1/Day near ally or self
	magic items 6:     interrupt if ally, quick if self
	magic items 7:     1st turn, spend 1 recovery, heal half
	magic items 8:     next turn, free recovery, heal half
	magic items 9:      roll 11+ to repeat last step next turn
	magic items 10:         failed roll ends regen
	magic items 11: 
	Ability Score Bonus: Off
	undefined: Off
	Extra Magic Item: 
	undefined_2: 
	undefined_3: 
	undefined_4: 
	Feat: Off
	Skills 1: Off
	Hit Points: Off
	Racial Power 2: use either result
	Racial Power 1: LETHAL: 1/fight reroll a melee atk
	One Unique  Thing 2: an Orcish artifact, granting you healing powers.
	One Unique  Thing 1: Surgically hidden inside your body is
	Backgrounds 1: 3 Natural Craftsman/Trap-maker
	Backgrounds 0: 5 Battlefront Medic
	equipment GP 2: Chitin Armor, 
	equipment GP 1: Dire Maul (2h), 3x Throwing Hammers,
	magic items 2:      use a recovery
	magic items 1: HEAL: 2/Fight quick you or near ally
	Text48: 
	0: WILD HEAL 1/Fight
	1: Heal spell works on nearby allies
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 
	10: 

	Text49: 
	0: ATK = STR, Nature Talking, Wilderness Survival 
	1: Heal: 2/fight Ritual Magic

	Text50: 
	0: WILD HEALER Adept (2)
	1: DOMAIN STRENGTH:
	2: 
	3: 
	4: 

	Text51: 
	0: 1/Fight & 1/Day REGEN & 1/Fight & 1/Day WILD HEAL
	1: Use martial weapons
	2: 
	3: 
	4: 

	Text52: 
	0: 4
	1: 2
	2: -1
	3: -1
	4: 4
	5: 0

	Text53: 
	0: 6
	1: 4
	2: 1
	3: 1
	4: 6
	5: 2

	Text54: 18
	Text55: 15
	Text56: 12
	Text57: 
	Text58: 34
	Text59: 
	Text60: 8
	Text61: 2d8
	Text62: 2
	Text63: 
	Text65: Shaman (Druid/Cleric)
	Text64: Hok
	Text66: Half-Orc
	Text67: 2
	Text68: 25
	powers  spells 2:      +6 vs PD 1d6+4 holy; miss = lvl dmg
	powers  spells 22: JAVELIN OF FAITH: rng At-Will 1 near enmy
	Text1: 
	0: 18
	1: 14
	2: 8
	3: 8
	4: 18
	5: 10



