PREMADE CHARACTER SKILL BONUS POTENCY DIE CURRENT HP TOTAL HP
| NAME *> +2 @> D6
19
| LINEAGE |HuUMAN LVL|1 INITIATIVE SPEED
t2 25’ EFFORT RECOVERY DICE
| CLASS WARRIOR | XP | 100
ARMOR CLASS REACTIONS
| THEMES |RANGED 4 11
AC> 15 Az
| PROFESSION [ SHEPHERD
WEAPON DMG KEYWORDS & RANGE  EFFECT
|ALIGNMENT KIND, PARANOID | B RANGED 40 FT., ADD ® DAMAGE,
Q LONGBOW Ds | 2-HANDED CONFER BLEEDING 2.
WEAPON DMG KEYWORDS & RANGE  EFFECT
ATTRIBUTES /> i M ]
SCORE MOD SKILLED B " a
STRENGTH | 14 +2 +4 ARMOR ] WGT ] AC ] DIE SEI; CONDITIONS & :I:):‘Iisl
4 3 | HEAD |CAP | L || +1 || D6 0 ooooo
54321
AGILITY 16 || +3 (| +5 o u u 0 00000
1 5 | BopYy |LEATHER L +1 D6 54321
! X = H - O ooooo
VIGOR 13 +1 +3 L u u 54321
H H | ARrRMS [GLOVES | L [|+0 || D6 E LLIrr
9 (| -1 || +1 . - -
KNOWLEDGE | 1] [Tees | T 0 0 E
CUNNING 11 | +O || +2 OUTER [ 0 i O
| | [ourer | 1 [0 [ g
RESOLVE 15 +2 +4 | SHIELD : : : E
SKILLS FEATURES & TALENTS
| ACROBATICS | NATURE Extra Attack: Effort Cost 0/+1. D D D Fundamentals: When you make a strike or
Minor Action. Make a strike or shoot action. shoot action, you can use your best attribute
| ATHLETICS v | e nueny | modifier in place of Strength or Agility on the
| CREEDS | SPEECH Mortal Blow: Effort Cost 1/+1. D D D attack and damage rolls.
Minor Action. Your next attack this turn deals 1d6
| LETTERS | STEALTH extra damage to each target.
| MYSTERY | TINKERING
INVENTORY HOLDINGS
1. 10.
2. 11.
3. 12.
4. 13.
5. 14.
6. 15.
7. 16.
8. 17.
9. 18.




ACTION ROLLS

D20 + MODIFIER +%

SPECIAL: 1/+1

L1000

FIERY SHOT
AGI ATTACK — RANGED

TARGET: 1 creature

MIGHTY: 2/+2

HIEn

METEOR SHOT
STR ATTACK — MELEE

TARGET: 1 creature

+4|| :
| HIT: Deal 2d8+3 damage. Confer burning 2. HIT: Deal 3d8+1d6+3 damage. Confer bleeding 2.
| +5 | SOLID: Confer burning 4 instead. SOLID: Confer staggered 2.
OTHER: OTHER:
| | +4
CRITICAL HIT EFFECTS
Add ® damage. SPECIAL: 1/+1 MIGHTY: 2/+2
Add » damage. D D D D D D
TARGET: TARGET:
HIT: HIT:
SOLID: SOLID:
OTHER: OTHER:
STRIKE BASIC
STRATTACK — MELEE
TARGET: I creature
HIT: Deal  + STR damage. SPECIAL: 1/+1 MIGHTY: 2/+2
SOLID HIT: Weapon effect. D D D D D D
TARGET: TARGET:
HIT: HIT:
SHOOT BASIC
AGI ATTACK — RANGED SOLID: SOLID:
TARGET: I creature OTHER: OTHER:
HIT: Deal  + AGI damage.
SOLID HIT: Add 1d6, bleeding 2 (longbow).
SPECIAL: 1/+1
000 m{m(m
RES SUPPORT — PERSONAL TARGET: TARGET:
TARGET: personal HIT: HIT:
HIT: Gain 2 effort; or make a recovery 2.
SOLID HIT: You can do both. SOLID HIT: SOLID HIT:
OTHER: OTHER:
PIERCING SHOT BASIC
AGI ATTACK — RANGED
SPECIAL: 1/+1
TARGET: line to weapon range (40 ft.) D D D D D D
HIT: Deal 1d8+3 damage.
SOLID HIT: Add 1d8 damage. TARGET: TARGET:
HIT: HIT:
SPLIT SHOT BASIC SOLID: SOLID:
OTHER: OTHER:
STR ATTACK — MELEE
TARGET: 2 creatures within 10 ft. of each other
HIT: Deal 1d10+3 damage.
SOLID HIT: Add1dé damage, bleedingZ (longbow). SPECIAL: 1/’1
BASIC TARGET: TARGET:
HIT: HIT:
TARGET: SOLID: SOLID:
HIT: OTHER: OTHER:

SOLID:




PREMADE CHARACTER SKILL BONUS POTENCY DIE CURRENT HP TOTAL HP
| NAME *> +2 @> D6 16
| LINEAGE | ELE VL1 INITIATIVE SPEED
+5 25’ EFEORT RECOVERY DICE
| CLASS THIEF | XP | 100
ARMOR CLASS REACTIONS
| THEMES | TREACHERY AC 13 A 5 4 7
| PROFESSION [ HORSE TRAINER
WEAPON DMG KEYWORDS & RANGE EFFECT
|ALIGNMENT DELIBERATE, WRATHFUL <{: B B B CONEFER
! SICKLE D6 MELEE
o | BLEEDING 2.
WEAPON DMG KEYWORDS & RANGE EFFECT
ATTRIBUTES /> I M M
SCORE MOD SKILLED i ! "
STRENGTH 9 -1 +1 ARMOR g WGT g AC g DIE Sﬁ% CONDITIONS & :I:)':Iisl
54321
AGILITY 15 || +2 || +4 sl o u u 0 OO000
1 5 BoDY EATHER L +1 D6 54321
' ¥ H - - O 00000
VIGOR 11 +0 || +2 o u | 54321
H H | ARrRMS [GLOVES || M [| +0 | | D6 E LLIrr
15 || +2 || +4 - H o
KNOWLEDGE | | [Lees |Boots M [ +0 [ ps E
CUNNING 17 || +3 || +5 | OUTER [ 0 i E
RESOLVE | 8 || -1 || +1 [ sHIELD 1 [ E
SKILLS FEATURES & TALENTS
| ACROBATICS \/ | NATURE \/ Hide In Shadows: Effort Cost 0/+1. D I:l I:l Backstab: If you start your turn hidden, the first
Minor Action. You gain the condition hidden 4. attack you make deals 1d6 extra damage to one
| ATHLETICS | PERCEPTION This grants a +2 bonus to AC, and you can shift target.
| CREEDS | SPEECH instead of moving normally. If you make an
attack, you lose this condition. Thief’s Poison: Effort Cost 1/+1. D D D
| LETTERS | STEALTH v Minor Action. If your next attack this turn hits,
confer poisoned 4 to one target.
| MYSTERY | TINKERING |v
INVENTORY HOLDINGS
1. 10.
2. 11.
3. 12.
4. 13.
5. 14.
6. 15.
7. 16.
8. 17.
9.

18.




ACTION ROLLS

D20 + MODIFIER +%

| STRENGTH +1 |KNOWLEDGE

| AGTY |+4|[ cUNNING |45

SPECIAL: 1/+1

HIEN
TARGET: | creature (20 ft.)

HIT: Deal 2d6 damage. Pull 15 ft. Knock prone.

GRAPPLING HOOK
CNG ATTACK — ARTIFICE

SOLID: Add1d6 damage.

FROM EVERY SHADOW  MIGHTY: 2/:2

CNG ATTACK — MELEE D D D

TARGET: 1 creature
HIT: Deal1d6+3 damage. Confer vulnerable 1.

SOLID: Confer vulnerable 2 instead.

OTHER: OTHER: After, repeat the attack two more times.
| VIGOR | RESOLVE +1 You may jump 20 ft. between each attack.
CRITICAL HIT EFFECTS
Add ® damage. SPECIAL: 1/+1 MIGHTY: 2/+2
Confer poisoned 4. D D D D D D
TARGET: TARGET:
HIT: HIT:
SOLID: SOLID:
OTHER: OTHER:
STRIKE BASIC
STRATTACK — MELEE
TARGET: 1creature
HIT: Deal 1d6-1 damage. SPECIAL: 1/+1 MIGHTY: 2/+2
SOLID HIT: Confer bleeding 2 (sickle). D D D D D D
TARGET: TARGET:
HIT: HIT:
SHOOT BASIC
AGI ATTACK — RANGED SOLID: SOLID:
TARGET: 1creature OTHER: OTHER:
HIT: Deal  + AGI damage.
SOLID HIT: Weapon effect.
SPECIAL: 1/+1
004 m[m[w
RES SUPPORT — PERSONAL TARGET: TARGET:
TARGET: personal HIT: HIT:
HIT: Gain 2 effort; or make a recovery 2.
SOLID HIT: You can do both. SOLID HIT: SOLID HIT:
OTHER: OTHER:
HAMSTRING BASIC
CNG ATTACK — MELEE
SPECIAL: 1/+1
TARGET: 1creature D D D D D D
HIT: Deal 1d6+3 damage. Confer slowed 2.
SOLID HIT: Confer slowed 4 instead. TARGET: TARGET:
HIT: HIT:
POUCH OF SAND BASIC SOLID: SOLID:
OTHER: OTHER:
CNG ATTACK — ARTIFICE
TARGET: 1 creature (20 ft.)
HIT: Deal 1d6+3 damage.
SOLID HIT: Confer blinded 2. SPECIAL: 1/+1
L1000 L1010
BASIC TARGET: TARGET:
HIT: HIT:
TARGET: SOLID: SOLID:
HIT: OTHER: OTHER:

SOLID:




PREMADE CHARACTER SKILL BONUS POTENCY DIE CURRENT HP TOTAL HP
| NAME *> +2 @> D6
16
| LINEAGE | Orc vil1 INITIATIVE SPEED
t2 25’ EFFORT RECOVERY DICE
| CLASS INVOKER | XP | 100
ARMOR CLASS REACTIONS
[Lrheues | Frosr 4 °
AC> 1 Az
| PROFESSION | GARDENER
WEAPON DMG KEYWORDS & RANGE EFFECT
ALIGNMENT| HOPEFUL, GREEDY ] B - ]
[usoen] Q STAFE ps || “eainm™ ] xnoex prone.
WEAPON DMG KEYWORDS & RANGE EFFECT
ATTRIBUTES /> i [
SCORE MOD SKILLED 3 i
STRENGTH 13 +1 +1 ARMOR WGT AC DIE S/B CONDITIONS & NOTES
1 | H H O 54321
g 3 | HEAD |HAT | L +0 || D6 0 ooooo
54321
AGILITY 10 || +0 || +2 - H 0 00000
i i [ Bopy | LEATHER L +1 [| D6 54321
' ' a H O 00000
VIGOR 12 [ +1 || +3 o - o 54321
H H | ARrRMS [GLOVES || M [| +0 | | D6 E LLIrr
16 +3 +5 H H H
KNOWLEDGE | +3 || [Tees | T 0 0 E
CUNNING | 11 || 40 || +2 OUTER I I =
|| [ourer | I I
RESOLVE 15 (| +2 +4 | SHIELD : : E
SKILLS FEATURES & TALENTS
| ACROBATICS | NATURE ‘/ Invoke Elements: Effort Cost 0/+1. D I:l I:l Cinder Step: Effort Cost 0/+1. I:l D D
Minor Action. Empower your next attack this turn Free Action. When you move this turn, you leave
| ATHLETICS | | PERCEPTION | v/ with an element. If you hit, change the damage type behind cinders in each square you leave. These are
| CREEDS | SPEECH and apply the effect to one target: fields that deal 2 fire movement damage.
Flames - Fire damage. Confer burning 2.
| LETTERS | STEALTH v Wind - Physical damage. Push 10 ft., knock prone. Spellcasting: Animal Form, Beanstalk, Earth
Shaping. (spell descriptions are in the quickstart
| MYSTERY |/ || TINKERING :
guide).
1. 10.
2. 1.
3. 12.
4, 13.
5. 14.
6. 15.
7. 16.
8. 17.
9.

18.




ACTION ROLLS

D20 + MODIFIER +%

| STRENGTH +3 |KNOWLEDGE +5

| aGTy | +2|| cunNiNG

SPECIAL: 1/+1

HIEIN
TARGET: 1 creature

HIT: Deal 2d6+3 damage. Confer slowed 2.

FREEZING CLOUD
KNW ATTACK - CONJURY - COLD

SOLID: Confer immobilized 2 instead.
OTHER: After, create freezing cloud, a field of

ICE PRISON MIGHTY: 2/+2

KNW ATTACK - CONJURY - COLD D D D

TARGET: 1 creature
HIT: Deal 3d6+3 damage. Confer ice prison 2.

SOLID: Confer ice prison 4 instead.

OTHER: Ice Prison: Condition. The creature cannot

| VIGOR | RESOLVE +4 obscuring difficult terrain. act, is immune to all damage except fire, and counts
as an obstacle. Fire damage ends this condition.
CRITICAL HIT EFFECTS
Add ® damage. SPECIAL: 1/+1 MIGHTY: 2/+2
Confer immobilized 2. D D D D D D
TARGET: TARGET:
HIT: HIT:
SOLID: SOLID:
OTHER: OTHER:
STRIKE BASIC
STR ATTACK - MELEE
TARGET: 1creature
HIT: Deal 1d8+1 damage. SPECIAL: 1/+1 MIGHTY: 2/+2
SOLID HIT: Knock prone (staff). D D D D D D
TARGET: TARGET:
HIT: HIT:
SHOOT BASIC
AGI ATTACK - RANGED SOLID: SOLID:
TARGET: 1creature OTHER: OTHER:
HIT: Deal  + AGI damage.
SOLID HIT: Weapon effect.
SPECIAL: 1/+1
000 m{m(m
RES SUPPORT - PERSONAL
TARGET: TARGET:
TARGET: personal HIT: HIT:
HIT: Gain 2 effort; or make a recovery 2.
SOLID HIT: You can do both. SOLID HIT: SOLID HIT:
OTHER: OTHER:
CHILLING WIND BASIC
KNW ATTACK - CONJURY - COLD
SPECIAL: 1/+1
TARGET: 20 ft. path (30 ft.) D D D D D D
HIT: Deal 1d6+3 damage.
SOLID HIT: Confer slowed 2. TARGET: TARGET:
HIT: HIT:
ICE THE WOUND BASIC SOLID: SOLID:
OTHER: OTHER:
KNW ATTACK - CONJURY - COLD
TARGET: 10 ft. close blast; enemies only
HIT: Deal1d6+3, grant a recovery 1 to an ally in the area.
SOLID HIT: Grant a recovery 2 instead. SPECIAL: 1/+1
IO IO
BASIC TARGET: TARGET:
HIT: HIT:
TARGET: SOLID: SOLID:
HIT: OTHER: OTHER:

SOLID:




PREMADE CHARACTER SKILL BONUS POTENCY DIE CURRENT HP TOTAL HP
| NAME ﬁ> +2 @> D6
21
| LINEAGE | DWARF LVL|1 INITIATIVE SPEED
Q +1 25’ EFFORT RECOVERY DICE
| CLASS CLERIC | XP |100
ARMOR CLASS REACTIONS
[[ruves | Broon 4 9
AC)> 12 Az
| PROFESSION | P1G THIEF
WEAPON DMG KEYWORDS & RANGE  EFFECT
ALIGNMENT] CALM, DECRITRUL <{:> Robp D6 CONt}A!fl::?yo FT. CONFER DELAYED 1.
WEAPON DMG KEYWORDS & RANGE  EFFECT
ATTRIBUTES /> M i I
SCORE MOD SKILLED i i "
STRENGTH | 15 1 42 [| +4 ARMOR WGT AC  DIE sB  CONDITIONS & NOTES
i i H H H O 54321
¥ . @ || a a O [
5432
AGILITY |10 || 4o || +2 —— 10 Eaaaw
i 1 | BoDY |CHAINMAIL M +2 || D8 54321
' ' - - - O 00000
VIGOR 16 +3 +5 u u N 54321
11 || +0 || +2 . H |
KNOWLEDGE | 7O || [Tees | T [0 1 E
8 [| -1 [ n1 M M M O
CUNNING | | [ouTEr | CLOAK | L |]+o][DP6 |
e | ETR T H H O
13 || +1 +3 SHIELD
RESOLVE I I 1 | | 0
SKILLS FEATURES & TALENTS
| ACROBATICS | NATURE Restoration: Effort Cost 0/+1 [_] [_][] Spellcasting: Levitate, Mud Thrall, Speak to
Minor Action. Grant a recovery 3 to yourself or an Artifice (spell descriptions are in the quickstart
| ATHLETICS | PERCEPTION o ide)
ally in sight. guide).
| creeDs |, || SPEECH |
Pronounce Judgment: Effort Cost 0/+1. D I:l D
| LETTERS | STEALTH Minor Action. Confer vulnerable 2 on an enemy
in sight.
| MYSTERY | TINKERING
INVENTORY HOLDINGS
1. 10.
2. 11.
3. 12.
4, 13.
5. 14.
6. 15.
7. 16.
8. 17.
9.

18.




ACTION ROLLS

D20 + MODIFIER +%

| STRENGTH +4 |KNOWLEDGE

| AciTy |[+2|[ CUNNING

SPECIAL: 1/+1

L1000

HIT: Deal 3d6 damage. Restore that many hit points,

EXSANGUINATE
VIG ATTACK - CONJURY

TARGET: 1 creature

divided as you choose, to allies within 10 ft. of the target.

SOLID: Add1d6 damage.

MIGHTY: 2/+2
HINN

TARGET: 10 ft. burst on a friendly creature; enemies only
HIT: Deal 2d6+3 damage.

BACK FROM THE BRINK
VIG ATTACK - CONJURY

SOLID: Add1d6 damage.

OTHER: OTHER: Grant the friendly creature a recovery 5. If
| VIGOR +5 | RESOLVE +3 they have not acted yet this round, they can take
their turn after yours.
CRITICAL HIT EFFECTS
Add ® damage. SPECIAL: 1/+1 MIGHTY: 2/+2
Grant arecovery 3 to yourself and each ally in D D D D D D
sight.
TARGET: TARGET:
HIT: HIT:
SOLID: SOLID:
OTHER: OTHER:
STRIKE BASIC
STR ATTACK - MELEE
TARGET: lcreature
HIT: Deal 1d6+1 damage. SPECIAL: 1/+1 MIGHTY: 2/+2
SOLID HIT: Confer delayed1(rod). D D D D D D
TARGET: TARGET:
HIT: HIT:
SHOOT BASIC
AGI ATTACK - RANGED SOLID: SOLID:
TARGET: lcreature OTHER: OTHER:
HIT: Deal  + AGI damage.
SOLID HIT: Weapon effect.
SPECIAL: 1/+1
004 m[m|m
RES SUPPORT - PERSONAL
TARGET: TARGET:
TARGET: personal HIT: HIT:
HIT: Gain 2 effort; or make a recovery 2.
SOLID HIT: You can do both. SOLID HIT: SOLID HIT:
OTHER: OTHER:
INCISION BASIC
VIG ATTACK - MELEE/CONJURY
SPECIAL: 1/+1
TARGET: | creature D D D D D D
HIT: Deal 1d6+3 damage. Confer bleeding 1.
SOLID HIT: Confer bleeding 2 instead. TARGET: TARGET:
HIT: HIT:
LEECH BASIC SOLID: SOLID:
OTHER: OTHER:
VIG ATTACK - CONJURY
TARGET: 10 ft. blast
HIT: Deal 2d6. Grant a recovery1to a creature in sight.
SOLID HIT: Grant a recovery 2 instead. SPECIAL: 1/+1
H{En [N
BASIC TARGET: TARGET:
HIT: HIT:
TARGET: SOLID: SOLID:
HIT: OTHER: OTHER:

SOLID:




TRESPASSER COMBAT INFORMATION

PROFESSION | TAVERN GUARD

PREMADE CHARACTER SKILL BONUS POTENCY DIE CURRENT HP TOTAL HP
| NAME *> +2 @> D6 20
| LINEAGE |HuUMAN LvL |1 INITIATIVE SPEED
,
+3 25 EFFORT RECOVERY DICE
| CLASS KNIGHT | XP | 100
ARMOR CLASS REACTIONS
| THEMES |LEADERSHIP 4 12
AC > 14 A2

WEAPON DMG KEYWORDS & RANGE  EFFECT
ALIGNMENT| DUTIFUL, DESPAIRING G ] ] B ADD 1D6 DAMAGE,
{ REATSWORD | | D10 | MELEE, 2-HANDED | CONFER UNGUARDED 2.
WEAPON DMG KEYWORDS & RANGE  EFFECT
ATTRIBUTES /> i i ]
SCORE MOD SKILLED B " a
i i WGT AC  DE S CONDITIONS & NOTES
STRENGTH | 15 || +2 || +4 ARMOR et A EI’ e
] 3 | HEAD |HELM || M || +1]/D8 |5 Ooood
54321
AGILITY 10 || +0 || +2 u u u 0 00000
1 5 | Bopy |CHAINMAIL M +2 D8 54321
! X = H H O ooooo
VIGOR 14 +2 +4 u u o 54321
H H | ARMS | BRACERS | M [| +1 || D8 E LLIrr
11 || +0 || +2 H H—H
KNOWLEDGE | | [Tees |Boors T . [+ [ ps E
CUNNING | 13 +1 +3 | OUTER M 0 [ E
RESOLVE 17 +3 +5 | SHIELD : : : E
SKILLS FEATURES & TALENTS
| ACROBATICS | NATURE Knightly Stance: Effort Cost 1/+1. |_] L1 Fundamentals: When you make a strike or shoot
Minor Action. You gain a d6 bonus armor die that action, you can use your best attribute modifier
| ATHLETICS ‘/ | PERCEPTION replenishes at the end of each round. You also count in place of Strength or Agility on the attack and

| CREEDS | SPEECH v as an obstacle for enemies, blocking line of sight damage rolls.

and line of effect.

LETTERS v | STEALTH Challenge: Effort Cost 0/+1. D I:l I:l

Minor Action. Confer provoked 5 upon an enemy

| MYSTERY | TINKERING in sight.

INVENTORY HOLDINGS
10.
.
12,
13.
14.
15.
16.
17.
18.

© O NG LS LN




ACTION ROLLS

D20 + MODIFIER +%

| STRENGTH +4 | KNOWLEDGE

AGILITY |42|| cUNNING
I I

SPECIAL: 1/+1

L1000

STRIKE OF COMMAND
RES ATTACK - MELEE/RANGED

TARGET: 1 creature
HIT: Deal 1d10+3 damage.

SOLID: Confer unguarded 4.
OTHER: After, one ally in sight can make a

MIGHTY: 2/+2

HIEn

WIDE OPEN
STR ATTACK — MELEE

TARGET: 1creature
HIT: Deal 1d10+1d6+3 damage.
Confer wide open 2.
SOLID: Add1d6 damage.
OTHER: Wide Open: The next time the creature is hit by

| VIGOR | RESOLVE +5 standard attack. an attack, it suffers the damage and effects as though it
took a critical hit. Then remove this condition.
CRITICAL HIT EFFECTS
Add ® damage. SPECIAL: 1/+1 MIGHTY: 2/+2
Add » damage. D D D D D D
TARGET: TARGET:
HIT: HIT:
SOLID: SOLID:
OTHER: OTHER:
STRIKE BASIC
STRATTACK — MELEE
TARGET: lcreature
HIT: Deal 1d10+3 damage. SPECIAL: 1/+1 MIGHTY: 2/+2
SOLID HIT: Add 1d6, unguarded 2 (greatsword). D D D D D D
TARGET: TARGET:
HIT: HIT:
SHOOT BASIC
AGI ATTACK — RANGED SOLID: SOLID:
TARGET: lcreature OTHER: OTHER:
HIT: Deal  + AGI damage.
SOLID HIT: Weapon effect.
SPECIAL: 1/+1
jufn m[u[n
RES SUPPORT — PERSONAL TARGET: TARGET:
TARGET: personal HIT: HIT:
HIT: Gain 2 effort; or make a recovery 2.
SOLID HIT: You can do both. SOLID HIT: SOLID HIT:
OTHER: OTHER:
GUIDING STRIKE BASIC
RES ATTACK — MELEE/RANGED
SPECIAL: 1/+1
TARGET: creature D D D
HIT: Deal1d10+3. Grant accurate 1to an ally in sight. D D D
SOLID HIT: Add 1d6 damage. TARGET: TARGET:
HIT: HIT:
REPOSITION BASIC SOLID: SOLID:
OTHER: OTHER:
RES ATTACK — MELEE/RANGED
TARGET: melee burst; enemies only
HIT: Deal 1d10+3. One ally in sight may shift 10 ft.
SOLID HIT: Add 1d6 damage. SPECIAL: 1/+1
BASIC TARGET: TARGET:
HIT: HIT:
TARGET: SOLID: SOLID:
HIT: OTHER: OTHER:

SOLID:




