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	One Unique  Thing 3: shine upon you.
	One Unique  Thing 4: 
	ATTACK: +2
	HIT: 1d8+2
	MISS: 1
	Icon Relationships 1: 3 Positive Emperor
	Icon Relationships 2: 
	Icon Relationships 3: 
	Icon Relationships 4: 
	ATTACK_2: +0
	HIT_2: WPN-1
	MISS_2: 0
	Backgrounds 2: 2 Santa Cora False Messiah
	Backgrounds 3: 
	Backgrounds 4: 
	Backgrounds 5: 
	powers  spells 3:      nat- hit also 1d6 fire to engaged ally
	powers  spells 4: SUNBEAMS: At-Will 1-2 near/far enemies
	powers  spells 5:      +5 vs PD 1d4+4 fire
	powers  spells 6: FAERIE FIRE: 1/Day 1 near enemy
	powers  spells 7:      +5 vs PD 3d6+4 fire 
	powers  spells 8:      target is also vulnerable (16+ save ends)
	powers  spells 9:      miss = 1/2 dmg & vulnerable eoynt
	powers  spells 10: <TERRAIN SPELL> 1/Day varies
	powers  spells 11:      pg54-60 (13 true ways)
	powers  spells 12: 
	equipment GP 3: Booklet of past bounties, Priestess Bible,
	equipment GP 4: Fishing Gear, 2 sacks of sand, 2 empty sacks,
	equipment GP 5: Waterskin.
	equipment GP 6: 
	magic items 3:     1st turn, spend 1 recovery, heal half
	magic items 4:     next turn, free recovery, heal half
	magic items 5:      roll 11+ to repeat last step next turn
	magic items 6:          failed roll ends regen
	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: 
	Racial Power 1: QUICK TO FIGHT: roll 2d20 for init
	One Unique  Thing 2: you are, the sun always seems to 
	One Unique  Thing 1: During the day, no matter where 
	Backgrounds 1: 2 Midland Sea Mercenary
	Backgrounds 0: 4 Newport Bounty Hunter
	equipment GP 2: Cheap rags, 3x hardened sap handcuffs,
	equipment GP 1: Fireproof leather wrapped obsidian Spear,
	magic items 2:      interrupt if ally, quick if self
	magic items 1: REGEN 1/battle & 1/day near ally or self
	Text48: 
	0: FIRE MASTERY: Flame Spear
	1: PLAINS, OVERWORLD: Sunbeams
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 
	10: 

	Text49: 
	0: Melee ATK = STR for d10 recovery
	1: Nature Talking, Wilderness Survival

	Text50: 
	0: Elemental Caster Initiate (1) 
	1: Terrain Caster Initiate (1) 
	2: Wild Healer Initiate (1)
	3: 
	4: 

	Text51: 
	0: 1 level 1 daily spell
	1: 1 level 1 daily spell    pg54-60 13trueways
	2: 1/battle regen, 1/day regen
	3: 
	4: 

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

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

	Text54: 15
	Text55: 13
	Text56: 13
	Text57: 
	Text58: 30
	Text59: 
	Text60: 8
	Text61: 1d10
	Text62: 4
	Text63: 
	Text65: Druid
	Text64: Aethren Longshadow
	Text66: Human
	Text67: 1
	Text68: 25
	powers  spells 2:      +5 vs PD 1d12+4 fire
	powers  spells 22: FLAME SPEAR: At-Will 1 near enemy
	Text1: 
	0: 12
	1: 18
	2: 8
	3: 12
	4: 18
	5: 8



