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Yhing hir, Low Coryani, Milandisian, Low Khitani, Altherian GEAR €nc.|GEAR €nc.
Not Literate Worn Horse, Light Warhorse (Loyal Companion)
Backpack 2 lbs 2 Bit & Bridle 11b 1
Garb - Scholar 5 Ibs - Riding Saddle 25 Ibs 3
Cloak 3 Ibs 1 Saddle Bags 4 Ibs 1
CHHRHC"I"GR F LHHI Boots 11b - Inside Saddle Bags
Glass Jaw Inside Backpack 4.75 Tent 20 Ibs 4
Torch 11b 1 Bed Roll 2 Ibs 3
FfALENTS Tinderbox 0.5 Ibs 0.5 Mess / Cooking Kit 2 Ibs 1
1 Pint Oil (more in saddle bags) 0.5 Ibs 1 Rations (1 week) 11b 2
Born in the Saddle (+1 to Ride and Beast Lore rolls to ride, care for or train a horse) Lantern 3 lbs > 3 Pints Oil (1 pint in backpack) 1.5 Ibs 3
Healing Hands (First aid is a complex action) 30' Silk Rope 2 Ibs 3 4 torches (1 in backpack) 4 Ibs 4
Prestidigitation Waterskin with Beer 2.5 Ibs 2 Horse carrying
Eclectic Knowledge (+1 to untrained knowledge skill checks) Waterskin with Ale 2.5 bs 2
Annimal Affinity (Can use Empathy on animals, also Beast Lore (Charisma) Belt Pouch 05
for Persuasion or Intimidate. TN is 5 higher than listed under each skill) Healor's Kit 2 Ibs 2
Honeyed Tongue (+1 to Persuasion (Charisma) and Deceit (Charisma) rolls)
Weapon Proficiency: Dagger, Scimitar, Broad Sword, Gladius
Armor Proficiency (Light, Hinterlands) Padded Leather, Sicarite Studded Leather
Loyal Companion (Horse)
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SPE€LLS Known

Gold Coin: !

Silver Coin: ®

Copper Coin: 2

Other Coins/ Gems/ Currency

Universal

1. Discern Residue

2. Manipulate Object

3. Minor Tricks

4. Witch Light

PASSIVE
cHA +3

NAXIMUN NUDBER
OF IIORN I't€MSs

notres

You are one of the lore keepers for the Vanomir, tasked with keeping alive the history and oral traditions. As such you hold

an honored place within the Vanomir and to a lesser extent with all the Yhing hir. While not formidable in combat, you are a

skilled healer, have excellent social skills and quite knowledgeable on many topics.

This character meets all the requirements for the Bard Trait.

Horse, Light Warhorse d8, Med, Beast

Avoidance: 18 Fortitude: 20 Discipline: 16

St/Wo: 30/1 Pace: 60

AR: 0 Initiative: 3d10

RACIAL ABILITIES

Attacks: Hoof: d8 +4 (a)

d6 (d8), Sp: 4 Ra: Melee

Talents: Quick, Toughness

+1 to Any Stat (Logic)

Weakness: Bestial Intellect

+1 to Any Defense (Avoidance)

Skills: (+4/16/13)

Any 1 Skill as Primary (Wilderness Lore)

Melee: Unarmed, Athletics

1 Bonus Talent (Born in the Saddle)




Discern Residue

Tradition: Universal [Tier I]

Category: Base

CTN: 10

Speed: 2 (+1)

Range: 20’ Radius

Duration: Instant

Effect: You detect the presence of any Spell within range.
For each presence within the radius, to learn what source the
Spell originated from perform an Arcanum action skill toll
(TN 15) or (TN20) to learn what Tradition the Spell originated
from. If that Tradition is available to you, you may

use the associated skill (or whichever is higher if it is on more
than one list) to make a check; the TN is 10 + 5 x the presence’s
Tier. Success allows you to identify the specific effect.

Manipulate Object

Tradition: Universal [Tier I]

Category: Basic

CTN: 12

Speed: 2 (+1)

Range: 10’

Effect: You may move a small object causing it to float into
the air by merely looking at it and extending your hand. The
object may weight nomore than 5lb and moves and moves
at a pace of 10 feet.

Minor Tricks

Tradition: Universal [Tier I]

Category: Base

CTN: 13

Speed: 1 (+1)

Range: 10’

Effect: The simplest form of magic, it was probably the first
Spell you ever mastered. You may use this Spell to perform
a marinade of minor tricks. Clean a shirt, light or blow out
some candles, chill a glass of Ale, cause a small puppet to
dance, and so on. This Spell cannot confer any penalty or
bonus, deal any damage, and so on.

Witchlight
Tradition: Universal [Tier I]

Category: Base

CTN: 10

Speed: 2 (+1)

Range: Self

Duration: 1 hour

Effect: You create a ball of Witchlight that
orbits you at head-level. This orb sheds
light equivalent to a lantern. This effect
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