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OIIE UNIQUE THING

You were once a life sized stone monument
to a heroic female war wizard of old, turned
to flesh and brought to life by the

archmage to serve the new dragon emperor.

ICONRELATIOTISHIPS
1 Positive Emperor
1 Conflicted Dwarf King

1 Positive Archmage

BACKGROUVIIDS
5 Dragon Empire War Wizard

3 Dragon Empire Brewer/Bartender

CLASS FEATURES
Cantrips, Cyclic Spells: (page 147)

Overworld Advantage, Ritual Magic (page 148)

TALENTS

Cantrip Mastery \

RACIAL POWER_
That’s Your Best Shot? free 1/battle

after being hit, spend recovery, 1/2 if ESC < 2

POWERS & SPELLS
MAGIC MISSILE At-Will near or far enemy

Auto Hit, 2d4 force DMG

RAY OF FROST At-Will near enemy
+6 vs PD, 3d6 cold, Miss=1DMG
SHOCKING GRASP At-Will engaged enemy
+6 vs PD, 1d4 lightning & enemy Pop Free
Miss: you take DMG = enemy vl
ACID ARROW 2/Day near or far enemy
+6 vs PD, 4d10 acid, 5 ongoing acid
Miss: 5 ongoing acid & regain spell after battle
COUNTER-MAGIC 1/battle free nearby

trigger: spell is cast. +6 vs MD, cancel spell

FEATS

Shocking Grasp Quick Action 1/ roun(ﬂ

Toughness +3 HP

w

Cantrips are At-Will and quick actions

Evocation 1/battle spend quick action \
Max DMG on next spell targeting PD

High Arcana Take same daily spells twice\

bonus spell: Counter-Magic
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EQUIPMENT 25
Pumice Staff, All-weather wizard's garb

Stone dog tags, Mortar & Pestle,

Dragon emperor's seal, hooded cape,
Counter-Magic Tool kit, Writer's Tools,
Lockable Self Destructing Spell Tome.

mAGIiC ITEmS
BLUR 1/Day you or 1 near ally

atks miss 20% for the rest of the fight

IMCREMENTAL ADVATICES

ABILITY SCORE Bonus [[| ExTrA Macic ITem []
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