Warrior (1/2)

(Order Skills):
[Brg] Inspire, Intimidate, Ride
[Nim] Armed Combat, Ranged Combat, Stealth, Unarmed Combat
[Per] Observe, Survival
[Str] Climb, Jump, Run
[Wit] Healing, Siegecraft, Track

(Packages):
flaw +1 edge 1

[Basic Warrior]
Armed Combat +3, Healing +1, Inspire +1, Intimidate +1, Observe +2,

Ranged Combat +3, Ride +2, Siegecraft +2, 5,
edge 1 :Bold, Command, Valiant, Warrior's Heart, Warwise
[Bowman]

Armed Combat +1, Healing +1, Jump +1, Observe +3, Ranged Combat +3,

Ride +2, Run +1, Siegecraft +1, Survival +1, Track +1,

edge 1 :Accurate, Armour of Heroes, Quick-draw, Valiant, Warwise
[Horseman]

Armed Combat +3, Healing +1, Inspire +2, Intimidate +2, Observe +2,

Ranged Combat +1, Ride +3, Siegecraft +1, 5,

edge 1 :Bold, Fell-handed, Honour's Insight, Warrior's Heart, Warwise
[Scout]

Armed Combat +2, Healing +1, Observe +3, Ranged Combat +2, Ride +2,

Stealth +3, Track +2, 5,

edge 1 :Command, Resolute, Warrior's Heart, Warwise, Woodcrafty
[Sentinel] (sentinel: , )

Armed Combat +3, Intimidate +2, Observe +3, Ranged Combat +2,

Ride +1, Run +1, Siegecraft +3, 5,
edge 1 : Keen-eared, Keen-eyed, Night-eyed, Wakefulness, Wary
[Shirriff]

Armed Combat +2, Intimidate +1, Observe +3, Ranged Combat +3, Run +3,
Stealth +3, 5,

edge 1 :Accurate,Dodge, Friends, Keen-eared, Keen-eyed



Warrior (2/2)

Battle-Hardened
Siegecraft Courage +3
+5

Evasion [Nimbleness 6+]
Swiftness 3d6

Favoured Weapon [Strength 6+, Nimbleness 8+]
Armed Combat Ranged Combat Unarmed Combat

+2
-4 Armed Combat: Blades Long Sword
Blades Dagger  Short Sword

Armed Combat: Axe

1

Armed Combat Ranged Combat Unarmed Combat

Swift Strike [Nimbleness 6+, Armed Combat 8+]
1 +1 3
Ranged Combat

+1 4 4
Warrior-born [Strength 8+, Nimbleness 9+]

Courage 1 1 Armed Combat Ranged Combat
+2 1 GM



Rogue (1/2)

(Order Skills):
[Brg] Inquire, Persuade
[Nim] Acrobatics, Armed Combat, Craft, Games, Legerdemain,
Ranged Combat, Stealth, Unarmed Combat
[Per] Observe, Search, Survival
[Str] Climb, Jump, Run
[Wit] Appraise, Conceal, Guise

(Packages):
flaw +1 edge 1

[Basic Rogue]
Appraise +1, Armed Combat +2, Climb +2, Conceal +2, Inquire +1, Jump +2,

Legerdemain +1, Observe +1, Stealth +3, 5,

edge 1 : Dodge, Friends, Furtive, Night-eyed, Wary

[Burglar] (burglar: , )

Acrobatics +1, Appraise +3, Armed Combat +1, Climb +3, Jump +1, Legerdemain +1,
Observe +1, Search +1, Stealth +3, 5,

edge 1 : Ambidextrous, Dodge, Furtive, Keen-eyed, Wary
[Outlaw] (outlaw: , , , )

Armed Combat +3, Climb +2, Conceal +2, Observe +2, Ranged Combat +2,
Stealth +3, Survival +1, 5,

edge 1 :Dodge, Friends, Hardy, Strong-willed, Tireless
[Lurker] (lurker: , , )

Appraise +1, Conceal +2, Guise +2, Inquire +2, Legerdemain +1, Observe +3,
Persuade +1, Stealth +3, 5,

edge 1 :Dodge, Friends, Furtive, Honey-tongued, Wary

[Pickpocket]

Appraise +2, Armed Combat +1, Conceal +2, Inquire +1, Legerdemain +3,
Observe +2, Run +1, Stealth +3, 5,

edge 1 : Ambidextrous, Dodge, Friends, Furtive, Wary



Rogue (2/2)

Fleet-Footed [Nimbleness 6+]
Run +2

Lockpicking [Nimbleness 6+

Lurking in Shadows

Stealth Courage

Scoundrel's Fortune

Rogue
+2
01
Sanctuary
Observe Search
1

Treacherous Blow [Nimbleness 8+,

Combat +5

Legerdemain 6+]

Nimbleness Legerdemain
+3 +5
1
15
+5
Rogue Ability 1 ]
GM Armed



Noble (1/2)

(Order Skills):
[Brg] Inquire, Inspire, Intimidate, Persuade, Ride
[Nim] Armed Combat, Craft, Ranged Combat
[Per] Observe
[Wit] Debate, Language, Lore

(Packages):
edge Rank
flaw +1 edge 1
Noble Duty, Fealty, Oath

[Basic Noble]

Armed Combat +2, Debate +2, Inquire +1, Inspire +2, Intimidate +2,

Lore( 1 ) +1, Observe +2, Persuade +1, Ride +2, , 5,
edge 1 :Command, Healing Hands, Hoard, Rank, Stern
[Gondorian Lord]

Armed Combat +3, Debate +2, Inspire +2, Intimidate +2,

Language: Quenya or Sindarin +1, Lore: History(Gondor) +1, Observe +1,
Persuade +1, Ride +2, , 5,

edge 1 :Command, Healing Hands, Hoard, Rank, Stern

[Eriadorian Gentry]

Debate +2, Inquire +1, Inspire +2, Intimidate +1, Language ( ) +2
Lore( ) +2, Observe +2, Persuade +3, 5,

edge 1 :Charmed Life, Friends, Hoard, Honey-tongued, Rank
[Leader of Folk]

Armed Combat +3, Inspire +2, Intimidate +2, Lore ( ) +1, Observe +2,
Persuade +1, Ranged Combat +2, Ride +2, 5,

edge 1 : Armour of Heroes, Command, Hoard, Rank, Stern

[Tribal Chieften] ,

Armed Combat +2, Debate +2, Inquire +1, Inspire +2, Intimidate +2,

Lore( ) +1, Observe +2, Persuade +1, Ride +2, 5,
edge 1 :Ally, Command, Hoard, Rank, Stern



Noble (2/2)

Courtier

Debate +2
( GM 15)

Cross-Order Skill

1
Deference [Bearing 6+, (GM ) Rank edge
Inspire  Intimidate
+1
Domain [ (GM ) Rank edge  Duty flaw]

Noble Mien [Bearing 6+]

Intimidate +2

Persuade,

10 Insight

Duty flaw]
+2

Inspire



Magician (1/2)

(Order Skills):
[Brg] Inquire, Inspire, Intimidate, Persuade, Ride
[Nim] Craft
[Per] Insight, Observe, Search, Weather-sense

[Wit] Appraise, Debate, Healing, Language, Lore

(Packages):
flaw +1 edge 1

[Basic Magician]

Healing +1, Insight +1, Intimidate +2, Language ( ) +2/+1,
Lore ( ) +3/ +2, Obsereve +2, Persuade +1, 5,
edge 1 : Armour of Heroes, Charmed Life, Curious, Strong-willed, Wise
[Wizard's Apprentice]
Debate +1, Healing +1, Inquire +1, Insight +1, Intimidate +2,
Language ( )+1/+1, Lore ( ) +3/+1,
Obsereve +1, Persuade +1, 5,
edge 1 : Curious, Strong-willed, Valiant, Valour, Wise
[Student of the Secret Arts]
Debate +2, Intimidate +2, Language ( ) +2 [ +1,
Lore ( ) +3/ +2, Obsereve +1, Persuade +2, 5,
edge 1 :Ally, Curious, Honey-tongued, Rank, Strong-willed
[Travelling Magician]
Healing +1, Insight +1, Intimidate +1, Language ( ) +2 /[ +1,
Lore ( ) +3/ +2, Obsereve +2, Persuade +2, 5,
edge 1 : Armour of Heroes, Charmed Life, Curious, Friends, Wise
[Tribal Magician]
Healing +1, Insight +1, Intimidate +2, Language ( ) +1,
Lore ( ) +3/ +2, Obsereve +2, Persuade +2, Weather-sense +1

S5,

edge 1 : Curious, Friends, Hardy, Wise, Woodcrafty



Magician (2/2)

Spellcasting
Spellcasting
5
01 5
Dwimmer-Crafty [Spellcasting]
+2
Stamina +2
1 1

Sanctum [Spellcasting]
Bearing

1
Sanctum Power [Spellcasting, Sanctum]

1

Spellcasting Method [Spellcasting]

2
Spell Specialty [Spellcasting]
01
Wizard's Heart [Sanctum]
FAQ : Sanctum

Sanctum

+2

0.5

+2

+2



Barbarian (1/2)
Strength, Vitality 6

(Order Skills):
[Brg] Mimicry, Ride,
[Nim] Armed Combat, Craft, Ranged Combat, Stealth, Unarmed Combat
[Per] Observe, Survival, Weather-Sense
[Str] Climb, Jump, Run, Swim
[Wit] Track

(Packages):
flaw +1 edge 1

[Basic Barbarian]
Armed Combat +2, Climb +1, Observe +2, Run +1, Stealth +3, Survival +3, Track +3,
S5,

edge 1 : Doughty, Hardy, Tireless, Wary, Woodcrafty

[Druadan Tribesman]

Armed Combat +1, Climb +1, Observe +1, Ranged Combat +2, Run +1, Stealth +3,

Survival(Forest) +3, Track +3, 5,

edge 1 :Accurate, Dodge, Night-eyed, Wary, Woodcrafty

[Southron Nomad]

Armed Combat +2, Observe +2, Ranged Combat +2, Run +2, Stealth +2,

Survival(Southern Wastes) +3, Track +2, 5,

edge 1 : Hardy, Keen-eyed, Travel-sense, Tireless, Woodcrafty

[Losson Tribesman]

Armed Combat +2, Observe +2, Ranged Combat +2, Run +2, Stealth +2,

Survival(Northern Wastes) +3, Track +2, 5,

edge 1 :Accurate, Hardy, Travel-sense, Wakefulness, Woodcrafty

[Mountain Folk]

Armed Combat +2, Climb +3, Observe +2, Ranged Combat +1, Stealth +2,

Survival(Mountains) +3, Track +2, 5,

edge 1 : Doughty, Fell-handed(Mountain Orcs), Hardy, Swift Recovery,
Woodcrafty



Barbarian (2/2)

Brew Poison
20 Potency +0,
Treatment +0, Vitality , 1stage 1 Potency
+5( +20), Treatment +5( +20) stage 1-1/2d6
—1d6 - 2d6

Champion [Armed Combat 8+ or Ranged Combat 8+]

parry, dodge, block +1 GM
+1 +3
Hard March
"rough” “average”

Marking-Signs

Barbarian

1 1
Preferred Weapon
+2 +4
+1( +6)

Walk Without Trace [Survival 9+ or Track 6+]
“stealthily” -8

1 -2( -12)



Craftsman (1/2)

(Order Skills):
[Brg] Perform, Persuade
[Nim] Craft, Games
[Per] Observe
[Str] Smithcraft, Stonecraft
[Wit] Appraise, Conceal, Debate, Language, Lore

(Packages):
flaw +1 edge 1

[Basic Craftsman]

Appraise +3, Craft( ) +3, Craft( )+1, Debate(Bargain)+2,
Observe +2, Persuade +2, Smithcraft +1, Stonecraft +1, 5,

edge 1 : Ambidextrous, Craftmaster, Favour of Fortune, Friends, Hoard
[Gardener]

Appraise (Fruits and Vegetables) +1, Craft: Gardening +3, Craft ( )+2,
Games +2, Lore( : ) +2, Lore( )+1,

Observe +2, Persuade +2, 5,

edge 1 :Charmed Life, Craftmaster, Favour of Fortune, Friends, Wise

[Innkeeper]

Appraise +2, Craft:Innkeeping +3, Craft: Brewing( ) +2,

Craft: ( ) +1, Debate (Bargain) +2, Lore: Local Gossip and Lore +2,
Observe +1, Persuade +2, 5,

edge 1 : Craftmaster, Friends, Hoard, Honey-tongued, Wakefulness
[Smith]

Appraise +3, Craft (Jewellery ) +2, Debate(Bargain) +2, Observe +2,
Persuade +2, Smithcraft +3, Stonecraft +1, 5,

edge 1 : Craftmaster, Doughty, Hardy, Friends, Hoard

[Stonemason]

Appraise +3, Craft (Sculpture )+2, Debate(Bargain)+2, Observe +2,
Persuade +2, Smithcraft +1, Stonecraft +3, 5,

edge 1 : Craftmaster, Doughty, Hardy, Friends, Hoard



Craftsman (2/2)

Enchantment [ Craft 12+, Masterwork, Preservation]
+2
GM
Masterwork [ Craft 8+, Craftsman Ability ]
Extraordinary Success "Masterwork”
+1 +1
Place of Trade [ Craft 6+]
2d6 tharni Gondor 1 silver penny
+1d6
Preservation [ Craft 8+, Masterwork]
Masterwork
Refuge (Refuge; ) [ Craft 6+]
Refuge
Speedy Work [ Craft 4+]

Courage 1



Loremaster (1/2)

(Order Skills):
[Brg] Inquire, Perform, Persuade
[Nim] Craft, Games
[Per] Insight, Observe, Weather-sense

[Wit] Appraise, Debate, Healing, Language, Lore

(Packages):
flaw +1 edge 1

[Basic Loremaster]

Debate +3, Healing +1, Insight +1, Lore +3, +2, +1, Observe +2,

Perform (Compose Verse; ) +1, Persuade +1, 5,
edge 1 :Curious, Gift of Tongues, Healing Hands, Honour’s Insight, Wise
[Eriadorian Sage]

Craft ( ) +2, Debate +2, Healing +2, Insight +2, Lore ( ) +2, +1,
Observe +2,Perform(Compose Verse )+1,Persuade +1, 5,
edge 1 : Curious, Elf-friend, Friends, Healing Hands, Wise

[Gondorian Scholar]

Debate +2, Insight +3, Lore: History(Gondor) +3, Lore ( ) +2, +1, Observe +1,
Perform(Compose Verse ) +1, Persuade +2, 5,

edge 1 : Hoard, Honey-tongued, Rank, Stern, Wise

[Minas Tirith Healer]

Healing +3, Insight +1, Language: Quenya +2, Lore: History (Gondor) +2,

Lore: Herbs +3, Lore ( ) +1, Observe +2, Persuade +1, 5,
edge 1 : Friends, Gift of Tongues, Healing Hands, Resolute, Wise
[Rivendell Scholar]

Debate +1, Healing +1, Insight +1, Language ( ) +2,

Lore: History (Elves) +3, Lore ( ) +2, +1, Observe +2,

Perform (Compose Verse ) +1, Persuade +1, 5,

edge 1 : Curious, Elf-friend, Gif of Tongues, Healing Hands, Wise
[Wise-Woman]

Debate +2, Healing +1, Insight +1, Lore( ) +3, +2, +1, Observe +2, Persuade +1,
Weather-sense +2, 5,

edge 1 :Ally, Eloquent, Hardy, Honey-tongued, Wise



Loremaster (2/2)

Ancient Scripts | 4+]
1 1 1
10 20
Extraordinary Success
Superior Complete Marginal
Expertise [Lore 8+]
Lore
Language, Lore +2
+2 +6
Scroll Hoard
Language
+2
+2 +6
Secretive
Willpower Wits
Wits 2 Willpower
Spellcasting [Wits 10+, Loremaster ]
1 2 (spell pick)
Vala Virtue
Courage +4 +5
+2 +3
(GM
: Sorcery +2

: Survival, Ride,

Armed Combat, Ranged Combat

+1
Lore
inspiration
Vala
)
+2



Mariner (1/2)

(Order Skills):
[Brg]
[Nim] Acrobatics, Armed Combat, Craft, Games, Ranged Combat, Unarmed Combat
[Per] Observe, Weather-sense
[Str] Climb, Jump, Run, Swim
[Wit] Sea-craft

(Packages):
flaw +1 edge 1

[Basic Mariner]

Acrobatics +1, Armed Combat +2, Climb +2, Craft ( ) +1, Games +1, Jump +1,
Sea-craft +3, Swim +3, Weather-sense +1, 5,

edge 1 : Ambidextrous, Doughty, Hardy, Keen-eyed, Travel-sense
[Fisherman]

Armed Combat +1, Climb +1, Craft (Netmaking ) +3, Games +1, Jump +1,
Run +1, Sea-craft (Boating) +3, Swim +3, Weather-sense +1, 5,
edge 1 : Craftmaster, Doughty, Hardy, Keen-eyed, Travel-sense
[Navy]

Armed Combat +2, Climb +2, Craft ( ) +1, Jump +1, Ranged Combat +2, Run +1,
Sea-craft +3, Swim +2, Weather-sense +1, 5,

edge 1 :Ally, Command, Rank, Stern, Warwise

[Riverman]

Armed Combat +2, Climb +1, Craft ( ) +2, Games +1, Jump +1,

Ranged Combat +2, Sea-craft (Boating) +3, Swim +3, 5,

edge 1 : Doughty, Hardy, Keen-eyed, Tireless, Woodcrafty

[Shipwritght]

Armed Combat +1, Climb +2, Craft: Sailmaking +2, Jump +1, Ranged Combat +1,
Run +1, Sea-craft(Shipwright)+3, Swim +3, Weather-sense +1, 5,
edge 1 : Craftmaster, Dodge, Elf-friend, Friends, Keen-eyed



Mariner (2/2)

Diver [Strehgth 6+ or Vitality 6+]
+1

+1
Rope-craft [Nimbleness 6+]
Sailor's Eye [Weather-sense 4+]
Weather-sense
Sea Legs

Nimbleness

Ship [Sea-crfaft 7+, Mariner 1 ]
GM
NPC

Wind-mastery [Sea-craft 8+]
25%

Swim

Swim +1

+4

+4

50%

+2



Minstrel (1/2)

(Order Skills):
[Brg] Inquire, Inspire, Mimicry, Perform, Persuade
[Nim] Acrobatics, Craft, Games, Legerdemain, Ranged Combat, Stealth
[Per] Observe
[Str] Climb, Run
[Wit] Debate, Language, Lore

(Packages):
flaw +1 edge 1

[Basic Minstrel]

Craft ( ) +1, Debate +1, Games +1, Inspire +1, Language( ) +2, +1,

Lore( )+1, Mimicry +1, Perform +3, Persuade +2, Stealth +1, 5,
edge 1 : Favour of Fortune, Friends, Gift of Tongues, Honey-tongued,
Keen-eyed

[Gondorian Minstrel]
Debate +1, Games +1, Inspire +2, Legerdemain +1, Lore: History(Gondor) +2,

Mimicry +2, Perform +3, Persuade +2, Stealth +1, 5,
edge 1 : Curious, Dodge, Friends, Honey-tongued, Keeyn-eyed
[Performer]

Acrobatics +2, Games +2, Legerdemain +3, Mimicry +1, Perform +3, Persuade +2,

Ranged Combat +1, Stealth +1, 5,
edge 1 : Charmed Life, Favour of Fortune, Friends, Honey-tongued,
Keen-eyed

[Rohiric Bard]

Debate +1, Games +1, Inspire +3, Lore: History(Rohan) +3, Mimicry +1, Perform +3,
Persuade +2, Stealth +1, 5,

edge 1 :Ally, Friends, Hardy, Honey-tongued, Keen-eyed

[Tribal Chanter]

Craft ( ) +1, Inspire +2, Legerdemain +1, Lore: Tribal Lore +2, Lore ( ) +1,
Mimicry +1, Perform +3, Persuade +2, Stealth +2, 5,

edge 1 :Ally, Friends, Hardy, Honey-tongued, Keen-eyed



Minstrel (2/2)

Gladden [Perform 4+]
10 Perform
1 1

Inspiring Performance [Perform 6+]
10 Perform

+1 +1 Inspire

Jugglery [Nimbleness 6+]
Acrobatics, Games, Legerdemain, Ranged Combat(thrown item)

Natural Talent
Courage Debate, Persuade, Perform
+5

Voice of Power [Gladden, Inspiring Performance, Bearing 8+]
“Power of Words” 50%

Woven Words [Gladden, Inspiring Performance, Perform 8+]
15 Perform

Complete Success

Marginal Success

+2

+3

Marginal Success

Observe

Minstrel



Archer
: Nimbleness 8+, Ranged Combat 8+

(Order Skills):
[Brg] Intimidate
[Nim] Armed Combat, Games, Ranged Combat, Stealth
[Per] Observe
[Str] Climb, Jump, Run

Bowyer
Craft: Bow/Arrows
Smithcraft +4 Smithcraft
Craft:Bow/Arrows
-2 -1
Ranged Combat -3
1d6+1 Stun Blunt

Deadly Shot [Nimbleness 9+, Ranged Combat 10+, Mighty Shot]

+2

Far Shot [Mighty Shot]
+5
+5
+5 +10
+5

Mighty Shot
Ranged Combat -2
-1 -4

Swift Shot [Nimbleness 10+, Ranged Combat 12+, Mighty Shot, Far Shot]
Ranged Combat



Captain
: Bearing 8+, Armed Combat 8+
(Order Skills):
[Brg] Inspire, Intimidate, Persuade
[Nim] Armed Combat, Ranged Combat, Unarmed Combat

[Wit] Debate, Healing, Lore, Sea-craft, Siegecraft

Air of Command [Inspire 6+, Intimidate 4+]

Willpower 3d6
6
Fires of Devotion [Inspire 8+, Air of Command]
(unit combat) Morale +2
Inspire +2
1 3 Moral -2

Hero’s Strength [Armed Combat 10+, Inspire 6+, Intimidate 6+]
Strength  +2
Fires of Devotion

Leadership [Inspire 8+, Air of Command]

Inspire 15+

Inspire

Tactics [Siegecraft 8+]

30

Inspire

Armed Combat, Ranged Combat, Siegecraft, Unarmed Combat

+2



Knight
: Strength 7+, Bearing 6+, Armed Combat 7+, Ride 5+, Fealty
(Order Skills):
[Brg] Inspire, Intimidate, Ride
[Nim] Armed Combat, Ranged Combat, Unarmed Combat
[Per] Observe
[Str] Smithcraft
[Wit] Healing, Lore, Siegecraft
Born To the Saddle [Bearing 8+, Ride 9+, Horsemaster]

+5

Horse Archer [Nimbleness 5+, Ranged Combat 6+, Ride 6+]
-4

Horsemaster [Bearing 6+, Ride 7+]
Ride Courage +3 +5

Mounted Combat [Nimbleness 6+, Armed Combat 6+, Ride 8+]
Armed Combat Ride +2

Shield-Wall

+2



Ranger (1/2)

: Armed Combat 5+, Ranged Combat 5+, Stealth 5+, Survival 7+, Track 7+

(Order Skills):
[Brg] Ride

[Nim] Armed Combat, Ranged Combat, Stealth, Unarmed Combat

[Per] Observe, Survival, Weather-sense

[Str] Climb, Jump, Run
[Wit] Track

Camouflage

Stealth +1

10

Cross-Order Skill

Hard March
“rough”

Barbarian

Protector [Armed Combat 8+, Ranger
Ranger
Minas-Tirith
+2

Retreat

5 Guise

"average”

, Duty, Fealty, Oath]

Armed Combat
GM



Ranger (2/2)

Walk Without Trace

Wilderness Lore
Courage
+3 +5

“stealthily”

Survival, Track, Weather Sense



Spy

: Nimbleness 8+, Observe 6+, Persuade 6+,. Stealth 8+

(Order Skills):

[Brg] Inquire, Mimicry, Persuade

[Nim] Armed Combat, Ranged Combat, Stealth, Unarmed Combat

[Per] Observe, Search
[Wit] Conceal, Guise

Cross-Order Skill

Friends in Low Places [Bearing 7+]

Inquire
Master of Disguise [Guise 8+, Mimicry 6+]
Guise Mimicry
+3 +5
Poisoner | ]
Spy

Watchful Companion

Wits

+5

Courage

Barbarian Brew Poison



Wizard (1/2)

: Bearing 8+, Wits 8+, Lore 6+,
Wizards

Code of Honour, Duty, Oath Flaw

(Order Skills):
[Brg] Inspire, Intimidate, Persuade
[Per] Insight, Observe, Search, Survival

[Wit] Debate, Healing, Language, Lore

Wizard Spelicasting
Wizard Magician  Spellcasting

Cross-Order SKkill [Wizard Spellcasting]
Wizard

Final Strike [Wizard Spellcasting]

x<
Advancements> GM
Imposing [Wizard Spellcasting, Willpower 4+]
Wizard Inspire Intimidate  Courage

+3 +5

Longevity [Wizard Spellcasting, Wizard ]



Wizard (2/2)
Mastery of Magic [Wizard Spellcasting]
+3 +5

Sense Power [Wizard Spellcasting, Perception 8+]
Sense Power

Staff [Wizard Spellcasting]

Wizard Spellcasting Method [Wizard Spellcasting]
Magician  Spellcasting Method

Wizard Spell Specialty [Wizard Spellcasting]
Magician  Spell Specialty
+2

Wizardly Power [Wizard Spellcasting, Wizard

-10

Courage

Courage

+2



