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	One Unique  Thing 3: Prince of Shadows invaded it to steal
	One Unique  Thing 4: something, inadvertently freeing us.
	ATTACK: +6
	HIT: 3d8+3
	MISS: 3
	Icon Relationships 1: 2 Positive Great Gold Wyrm
	Icon Relationships 2: 1 Conflicted Prince of Shadows
	Icon Relationships 3: 
	Icon Relationships 4: 
	ATTACK_2: +6
	HIT_2: 3d6+3
	MISS_2: 0
	Backgrounds 2: 2 Interpretive Dancer
	Backgrounds 3: 
	Backgrounds 4: 
	Backgrounds 5: 
	powers  spells 3:      +8 vs MD  2d6+5 DMG
	powers  spells 4: SOUNDBURST  1/Day  1d4 near enemies
	powers  spells 5:      +8 vs PD  5d6+5 thunder & dazed
	powers  spells 6:      miss=1/2 dmg & lvl dmg to engaged allies
	powers  spells 7: SPIRITS OF THE RIGHTIOUS: 1/battle 1 near enmy
	powers  spells 8:       +8 vs MD  7d6 holy +4 AC hurt ally
	powers  spells 9: SONG OF HEROES: recharge 11+/battle
	powers  spells 10:      quick 11+ sustain, +1 ATK nearby
	powers  spells 11: WILD HEAL: 1/Day 2 rndm near hurt allies/self
	powers  spells 12:     each heal w/recovery
	equipment GP 3: Studded Leather
	equipment GP 4: 
	equipment GP 5: 
	equipment GP 6: 
	magic items 3:      1 Nearby Ally can use a recovery
	magic items 4: TAKE HEART:  Any Hit  1 Nearby Ally
	magic items 5:      roll save vs any 1 condition
	magic items 6: HANG TOUGH: Nat Odd 1 Nearby Ally
	magic items 7:      5 temp HP, 10 if they're staggered
	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: +2 all DEF until hit
	Racial Power 1: HALO   1/battle free
	One Unique  Thing 2: a Golden Wyrm dream before the
	One Unique  Thing 1: I was once a background character in
	Backgrounds 1: 2 Personal Advisor
	Backgrounds 0: 6 Wandering Poet
	equipment GP 2: 3 Javelins
	equipment GP 1: Great Stringed Pike
	magic items 2: PULL IT TOGETHER:  Nat 11+ 2/battle
	magic items 1:         :::FLEXIBLE MELEE ATKS:::
	Text48: 
	0: Pull It Together +1d4/ESC Die Heal
	1: Battle Chant uses d6s
	2: Hand Tough: double temps if staggered
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 
	10: 

	Text49: 
	0: Bardic Songs (Final Verse)  pg 83
	1: Battle Cries, Spells

	Text50: 
	0: Mythkenner A B    WIS instead of CHA
	1: Jack of Spells   Cleric
	2: Spellsinger  +1 bard spells
	3: 
	4: 

	Text51: 
	0: 2 more background points, max is 6
	1: Spirits of the Righteous  1/battle
	2: 
	3: 
	4: 

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

	Text53: 
	0: 3
	1: 3
	2: 6
	3: 2
	4: 8
	5: 3

	Text54: 18
	Text55: 13
	Text56: 13
	Text57: 
	Text58: 35
	Text59: 
	Text60: 8
	Text61: 3d8
	Text62: 0
	Text63: 
	Text65: Bard (Poet)
	Text64: Wylma Gildenshine
	Text66: Holy One
	Text67: 3
	Text68: 
	powers  spells 2: BATTLE CHANT: At-Will 1 near enemy
	powers  spells 22:         ::: SONGS & SPELLS:::
	Text1: 
	0: 10
	1: 10
	2: 16
	3: 8
	4: 20
	5: 10



