Calling:  Fighter
Talent:  Shifting Style*
Equipment (Assumed):
Short Sword, Buckler, Plate Mail, Ring of Shielding, Short Bow (optional)
Attributes
10 STR
10 DEX
9 VIT

7 ART

8 WIL

8 SPR
Skills
5 Sword (Fa + 10 pts) (specialization)

2 Bow (Fa + 1 pt)

3 Finesse (Fa + 3 pts)

3 Damage (6 pts)

4 Shield (Fa + 6 pts)

2 Parry (3 pts)

2 Deflection (3 pts)

2 Restoration (3 pts)

2 Gather Mana (3 pts)

1 Armor (1 pt)

1 Artifacts (1 pt)

5 Sword Maneuvers (10 pts)

Base Stats
Sword attack: 
+15/15/1 
+13/13/2 | +3 parry

Bow attack: 
+13/14/1 
+13/13/0 | +10’ range

Gather Mana:
+10

Restoration:
+9

Block:

+14

+10 with +3 SPC resist

Parry:

+12

+15 with sword bonus

Deflect:
+10

+16 with MR

Armor:

10 slashing resistance (13 with shield)


11 piercing resistance (14 with shield)


9 crushing resistance (12 with shield)


8 fire resistance


8 cold resistance


8 lightning resistance


6 magic resistance

Techniques (Bow)

Technique
Rk
  Cost
Notes
Fast
-
1f
+2 finesse
Hard
-
1f
+2 damage

Techniques (Sword)

Technique
Rk
  Cost
Notes
Delaying
1
-
1p ( -2’ mv 1r x10
Threatening
3
-
5p if target casts

Wild
1
5f
no fin. (0s)
Split
4
1f 2p
+1 max targets

Final
2
-
1p ( +1 dam. x10
Wilting
4
-
24p(2 VIT dmg

Defensive
2
1f
-1 fin. +2 bl/pa 1r
Attenuating
5
-
20p(2 STR dmg

Feint
3
-
no dam. (0s)
Deadening
5
-
20p(2 DEXdmg

Techniques (Restoration)
Technique
Rk
  Cost
Notes
Soothing
1
-
1g° ( -1w x5
Mend
2
-
1s2g ( -2w x15

Maneuvers (Sword)
* Maneuver #1
Type: atk
Bonus: +17/17/1
Cost: 1f
Skill Req: Sword 4
Notes: Threatening + Final + Delaying + Wilting
+15/15/2 | +3 pa
1p ( +1 dam. x10;  24p(2 VIT dmg;  1p ( -2’ mv 1r x10;  5p if target casts

* Maneuver #2
Type: atk
Bonus: +19/19/1
Cost: 3f
Skill Req: Sword 5
Notes: Fast + Hard + Attenuating + Deadening
+17/17/2 | +3 pa
20p ( 2 STR dmg;  20p ( 2 DEX dmg
Maneuver #3
Type: atk
Bonus: +19/19/1
Cost: 4f 2p
Skill Req: Sword 4
Notes: Fast + Hard + Final + Split
+17/17/2 | +3 pa
2 targets;  1p ( +1 dam. x10
* Maneuver #4
Type: atk
Bonus: +20/-|+2pa
Cost: 2f
Skill Req: Sword 3
Notes: Threatening + Delaying + Fast + Feint
+19/- | +3 pa
damage auto-succeeds by 0;  1p ( -2’ mv 1r x10;  5p if target casts
* Maneuver #5
Type: atk
Bonus: +-/20|+2pa
Cost: 8f
Skill Req: Sword 3
Notes: Threatening + Defensive + Hard + Wild
+-/19 | +3 pa
finesse auto-succeeds by 0;  +2 bl/pa next round;  5p if target casts
*Mutable
Strategy/Notes
· Maneuver #1 is primary attack; has minimum fatigue cost while allowing lots of uses for peril and penalizing the target if they cast spells.

· Maneuver #2 is a “big attack”

· Maneuver #3 is for fighting groups of weak opponents

· Maneuvers #4 and #5 are for fighting opponents with really high armor and defense, respectively.

· All maneuvers except #3 are mutable, so they can be swapped out if he decides he doesn’t like them, or needs something specific for an upcoming battle.

· Bow skill is there primarily for extra fighting techniques, but can also be used for a ranged attack in a pinch.

· Alternate block and parry when being attacked by multiple opponents, or use shield PP to boost resistances when fighting only one

· The weight and essence requirements of the armor are each 1 below what he can wear without penalty; this provides a “safety buffer” in case he sustains damage to STR or ART during battle.

· Has just enough restoration magic to provide a little out-of-battle healing to himself and allies; use Soothing  to trade grace for healing while gathering mana, then cast Mend if the gather succeeds.
Calling:  Wizard
Talent:  Masterful Technique*

Equipment (Assumed):
Wizard’s Staff, Plate Mail, Amulet of Protection
Attributes
8 STR

7 DEX

8 VIT

9 ART

10 WIL
10 SPR
Skills
4 Staff (Fa + 6 pts)

6 Evocation (Fa + 15 pts) (specialization)

2 Warding (Fa + 1 pt)

1 Restoration (1 pt)

3 Gather Mana (Fa + 3 pts)

2 Parry (3 pts)

2 Deflection (3 pts)

2 Armor (3 pt)

1 Artifacts (1 pt)

1 Staff Maneuver (2 pts)

1 Restoration Maneuver (2 pts)

5 Evocation Maneuvers (10 pts)

Base Stats
Staff attack: 
+7/10 | +1 parry
+7/9 | +2 parry

Gather Mana:
+15

+14 | +2 parry

Evocation:
+17

+16 | +2 parry

Warding:
+11 | +2 parry

Restoration:
+10 | +2 parry (never used; only restoration technique is a gather)

Parry:

+9

+11 with staff bonus

Deflect:
+12

+23 with MR

Armor:

10 slashing resistance

9 fire resistance


11 piercing resistance

9 cold resistance


9 crushing resistance

9 lightning resistance






11 magic resistance
Techniques (Staff)

Technique
Rk
  Cost
Notes
Focused
-
2e
+2 gather mana
*Charged
2
2m 2e
+5 cast

Potent
3
6e
+5 gather mana
*Ray
4
2m 1e
+35’ spell range
Techniques (Evocation)

Technique
Rk
  Cost
Notes
Assail
1
-
1s ( 1w+1p x30
Jinx
1
-
1s ( 2p x15
Blast
2
1m
1s1p ( 3w x20
Dispirit
2
-
3s6p(1SPRdmg x4
White x2
3
2e
Ignore 3 MR
Edged x2
3
2m 3e
caster +3 MR 3r
Blunt
4
-
1s ( -1 dmg 3r x10
Ablate
5
2e
2s(-1MR 6r x10
Injure
6
1m 1e
1s ( 2w x40
Shell
6
2m 2e
MR grace buff
Techniques (Restoration)
Soothing
1
-
1g° ( -1w x5 (even if gather fails)
Maneuvers (Gather Mana)
Maneuver #1
Type: gather
Bonus: +17
Cost: 1e
Skill Req: Rest 1
Notes: Soothing
+16 | +2 pa
1g° ( -1w x5 (even if gather fails)
Maneuver #2
Type: gather
Bonus: +24
Cost: 9e
Skill Req: Staff 3
Notes: Focused + Potent
+23 | +2 pa
Maneuvers (Spells)
Spell #1
Type: spell
Bonus: +19
Cost: 1m 1e
Skill Req: Evoc 4
Notes: Assail + Jinx + Dispirit + Blunt
+18 | +2 pa
Resist: WDM
1s ( 1w+1p x30;  1s ( 2p x15;  3s6p ( 1 SPR dmg x4;  1s ( -1 dmg 3r x10
Spell #2
Type: spell
Bonus: +19
Cost: 2m 6e
Skill Req: Evoc 6
Notes: Injure + Blast + White x2
+18 | +2 pa
Resist: WDM
1s1p ( 3w x20;  1s ( 2w x40;  Ignores 6 of target’s MR
Spell #3
Type: spell
Bonus: +19
Cost: 6m 7e
Skill Req: Evoc 3
Notes: Assail + Blast + Edged x2
+18 | +2 pa
Resist: WDM
1s ( 1w+1p x30;  1s1p ( 3w x20;  Caster gets +6 MR for 3r
Spell #4
Type: spell
Bonus: +19
Cost: 7m 9e
Skill Req: Evoc 6
Notes: Shell + Edged x2
+18 | +2 pa
Resist: WDM
3s2g ( +2 MR 4r, 1g each use x10;  Caster gets +6 MR for 3r
Spell #5
Type: spell
Bonus: +19
Cost: 1m 3e
Skill Req: Evoc 5
Notes: Ablate
+18 | +2 pa
Resist: WD
2s(-1MR 6r x10
Strategy/Notes
· Having Ray as a masterful technique means that any spell can become ranged without using up a technique slot, and you don’t pay the cost unless you want it
· Having Charged as a masterful technique lets you enhance the power of any spell when you need it, without risk of not having enough mana
· Maneuver #1 is standard for gather attempts; gives a +2 bonus for using a maneuver and allows trading grace for healing if desired, but no cost if you don’t

· Use Maneuver #2 for gathering mana when you want a really big spell

· Spell #1 is standard attack spell (min. cost); causes wounds, peril, dmg debuff; damage SPR early to destroy enemy grace before it’s spent or tire enemy casters

· Spell #2 is a finishing move; ignoring 6 MR is usually as good as a +6 bonus to cast, and this spell can inflict massive damage if you get a lot of successes (especially if you can also tap peril)

· Spell #3 is good for caster duels; causes damage while improving defenses

· Use Spell #4 on self or allies for prolonged engagements against enemy casters; note: cannot apply Charged, because it would exceed exhaustion cost limit
· Spell #5 can be used to soften up targets, especially when working with allied casters; it only uses the one technique so that target can’t use MR to resist
· This character barely meets weight/essence requirements for armor, so try to avoid damage to STR or ART.
· Notice that White and Edged techniques have been learned twice each.

· Entitled to 2 warding techniques, but they haven’t been written yet.

Calling:  Healer
Talent:  Masterful Technique*

Equipment (Assumed):
Holy Symbol, Plate Mail, Amulet of Protection
Attributes
8 STR

7 DEX

8 VIT

10 ART
10 WIL
9 SPR
Skills
4 Symbol (Fa + 6 pts)

6 Restoration (Fa + 15 pts) (specialization)

4 Gather Mana (Fa + 6 pts)

3 Dodge (6 pts)

2 Deflection (3 pts)

2 Armor (3 pt)

1 Artifacts (1 pt)

5 Restoration Maneuvers (10 pts)

1 favored skill unselected

Base Stats
Symbol attack: 
+7/8

Gather Mana:
+16

Restoration:
+18

Dodge:

+10

Deflect:
+12
+23 with MR

Armor:

10 slashing resistance

9 fire resistance


11 piercing resistance

9 cold resistance


9 crushing resistance

9 lightning resistance






11 magic resistance
Techniques (Staff)

Technique
Rk
 Cost
Notes
Thin
1
-2m
+3 cast
*Projectile
2
2m
+25’ spell range
Potent
3
6e
+5 gather mana
*Distributed
4
3m
+1 max targets
Techniques (Restoration)
Technique
Rk
Cost
Notes
Soothing
1
-
1g° ( -1w x5
Restrengthen
4
-
3s12g(-1STRdmg x3
Scab
1
-
1s1g ( -1 bleed x15
Recapacitate
4
-
3s12g(-1DEXdmg x3
Cleanse
2
-
1s1g ( -1 dis. x15
Reassert
5
-
3s12g(-1WILdmg x3
Mend
2
-
1s2g ( -2w x15
Heal
5
2e
2s2g ( -3w x10
Rest
3
-
1s1g ( -1f x10
Comfort
6
-
1s ( -1e, +1e° x10
Revitalize
3
-
4s14g(-1VITdmg x3
Bolster
6
1e
1s1g° ( 1g x10
Maneuvers (Gather Mana)
Maneuver #1
Type: gather
Bonus: +18
Cost: 1e
Skill Req: Rest 1
Notes: Soothing
1g° ( -1w x5 (even if gather fails)
Maneuvers (Spells)
Spell #1
Type: spell
Bonus: +20
Cost: 1m 3e
Skill Req: Rest 6
Notes: Heal + Mend + Rest + Comfort

Resist: -
2s2g ( -3w x10;  1s2g ( -2w x15;  1s1g ( -1f x10;  1s ( -1e, +1e° x10
Spell #2
Type: spell
Bonus: +20
Cost: 1m 4e
Skill Req: Rest 6
Notes: Bolster + Heal + Rest + Comfort

Resist: -
1s1g° ( 1g x10;  2s2g ( -3w x10;  1s1g ( -1f x10;  1s ( -1e, +1e° x10
Spell #3
Type: spell
Bonus: +20
Cost: 1m 1e
Skill Req: Rest 6
Notes: Scab + Cleanse + Rest + Comfort

Resist: -
1s1g ( end 1w/r bleeding x15;  1s1g ( end 1/r disease x15;

1s1g ( -1f x10;  1s ( -1e, +1e° x10
Spell #4
Type: spell
Bonus: +20
Cost: 1m 1e
Skill Req: Rest 5
Notes: Revitalize + Restrengthen + Recapacitate + Reassert
Resist: -
3s12g(-1STRdmg x3;  3s12g(-1DEXdmg x3; 

4s14g(-1VITdmg x3;  3s12g(-1WILdmg x3
Strategy/Notes
· Masterful techniques Projectile and Distributed can be used to add range to any spell, or to split any spell’s healing between two targets.  Projectile allows the spell to be dodged, but the target probably won’t try to dodge a healing spell.
· Maneuver #1 adds the +2 maneuver bonus to gathering mana and gives option for self-healing, with no cost if you don’t use it

· Spell #1 is standard healing spell; uses Heal for grace-efficient healing up to 30 wounds, use Mend when speed is more important than efficiency, Rest and Comfort can remove fatigue and exhaustion (respectively) to help allies fight effectively for longer.

· Use Spell #2 for healing (or fatigue removal) when target is low on grace to transfer some of your grace to the target and immediately tap it

· Spells #3 and #4 cover specialized healing (bleeding, disease, and attribute damage) with minimum spell cost
· This character should probably be using a healer’s version of the “Wizard’s Staff” instead of the holy symbol, since only one casting skill is being used

