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	One Unique  Thing 3: wooden body to pilot and the freedom to venture
	One Unique  Thing 4: outside the safety of her forest as her envoy.
	ATTACK: +1
	HIT: 2d4
	MISS: 2
	Icon Relationships 1: 3 Positive High Druid
	Icon Relationships 2: 
	Icon Relationships 3: 
	Icon Relationships 4: 
	ATTACK_2: +3
	HIT_2: 2d4+2
	MISS_2: 
	Backgrounds 2: 
	Backgrounds 3: 
	Backgrounds 4: 
	Backgrounds 5: 
	powers  spells 3: CHAOS BOLT  At-Will  Random Energy
	powers  spells 4: +6 vs PD  1d8+CON  even=gather benefit
	powers  spells 5: SHOCKING HANDS  At-Will 1-2 Nearby
	powers  spells 6: +6 vs PD  1d6+CON Lightning
	powers  spells 7: RESIST ENERGY  16+ after battle
	powers  spells 8: Resist DMG 12+ cold,fire,lightning,or thunder
	powers  spells 9: BREATH OF THE WHITE 1/Day 1-2 Near
	powers  spells 10: +6 vs PD 3d6+CON cold (breath)  Miss: 1/2
	powers  spells 11: 
	powers  spells 12: 
	equipment GP 3: 
	equipment GP 4: 
	equipment GP 5: 
	equipment GP 6: 
	magic items 3: 
	magic items 4: 
	magic items 5: 
	magic items 6: 
	magic items 7: 
	magic items 8: 
	magic items 9: 
	magic items 10: 
	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:      Roll 11+ to recover
	Racial Power 1: NEVER SAY DIE     when hit below 0
	One Unique  Thing 2: The High Druid, I have been given a large
	One Unique  Thing 1: As a funnel web spider. awakened by
	Backgrounds 1: 5 Scout/Spy for the High Druid
	Backgrounds 0: 3 Hunter/Trapper
	equipment GP 2: 
	equipment GP 1: Meditation Mat
	magic items 2: 
	magic items 1: 
	Text48: 
	0: Linguist: Speak any language well enough
	1: Chaos Bolt takes no penalty for shooting far
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 
	10: 

	Text49: 
	0: Dancing Lights, Access To Wizardry, 
	1: Gather Power

	Text50: 
	0: Sorcerer's Familiar  Funnel Web Spider
	1: Spell Fist    +2 AC, no OPP when casting
	2: Fey Heritage   1/Day on initiative
	3: 
	4: 

	Text51: 
	0: Talkative & 2 more at random
	1: CON for DMG
	2: d6 to get elven racial power
	3: 
	4: 

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

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

	Text54: 15
	Text55: 14
	Text56: 13
	Text57: 
	Text58: 40
	Text59: 
	Text60: 8
	Text61: 2d6
	Text62: 4
	Text63: 
	Text65: Sorcerer
	Text64: Charlie Bew
	Text66: Forgeborn
	Text67: 2
	Text68: 
	powers  spells 2: +6 vs PD 3d6+CON Lightning (chain) Miss:1/2
	powers  spells 22: LIGHTNING FORK  16+ after battle
	Text1: 
	0: 8
	1: 18
	2: 12
	3: 12
	4: 8
	5: 18



