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CHARACTER SKETCH

ORIGIN AND APPEARANCE
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	ACTION NAME 1: Exploit Vulnerability
	TRAIT(S)1: Esoterica, Manipulate, Thaumaturge
	PAGE1: 
	EFFECTS 1-1: Frequency: once per round.  Requirements: You are holding your implement.  You scour your experiences and learning to identify something that might repel your foe. You retrieve an object from your esoterica with the appropriate supernatural qualities, then use your implement to stoke the remnants of its power into a blaze. Select a creature you can see and attempt an Esoteric Lore check against a standard DC for its level, as you retrieve the right object from your esoterica and use your implement to empower it. You gain the following effects until you Exploit Vulnerabilities again.  Critical: Success: You remember the creature's weaknesses, and as you empower your esoterica, you have a flash of insight that grants even more knowledge about the creature. You learn all of the creature's resistances, weaknesses, and immunities, including the amounts of the resistances and weaknesses and any unusual weaknesses or vulnerabilities, such as what spells will pass through a golem's antimagic. You can exploit either the creature's mortal weakness or personal antithesis (see below). Your unarmed and weapon Strikes against the creature also become magical if they weren't already.  Success: You recall an important fact about the creature, learning its highest weakness (or one of its highest weaknesses, if it has multiple with the same value) but not its other weaknesses, resistances, or immunities. You can exploit either the creature's mortal weakness or personal antithesis. Your unarmed and weapon Strikes against the creature also become magical if they weren't already.  Failure: Failing to recall a salient weakness about the creature, you instead attempt to exploit a more personal vulnerability. You can exploit only the creature's personal antithesis. Your unarmed and weapon Strikes against the creature also become magical if they weren't already.  Critical: Failure: You couldn't remember the right object to use and become distracted while you rummage through your esoterica. You become flat-footed until the beginning of your next turn.  You can attempt to Exploit Vulnerabilities in one of two ways: either by invoking properties that repel that type of creature, or by attempting a more improvisational, ad-hoc method with your esoterica that can impose a custom weakness on any creature, albeit one that usually isn't as dire as a creature's existing weakness.  Mortal Weakness: After identifying a creature's weakness, you use a thematically resonant bit of esoterica to attune your attacks to your discovery. Your unarmed and weapon Strikes activate the highest weakness you discovered with Exploit Vulnerability, even though the damage type your weapon deals doesn't change. This damage affects the target of your Exploit Vulnerability, as well as any other creatures of the exact same type, but not other creatures with the same weakness. For example, when fighting a pack of werewolves, you might use silver shavings or crushed moonstone to deal damage that applies their weakness to silver to your attacks against any of the werewolves, but you wouldn't apply this damage to any other monsters with a weakness to silver. Personal Antithesis: You improvise a custom weakness on a creature by forcefully presenting and empowering a piece of esoterica that repels it on an individual level; for instance, against a tyrant, you might procure a broken chain that once held a captive. This causes the target creature, and only the target creature, to gain a weakness against your unarmed and weapon Strikes equal to 2 + half your level.
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	ACTIONS SOURCE 3: 
	PAGE3: 
	TRAIT(S)3: 
	ACTIONS COUNT 3: 
	ACTION NAME 3: 
	EFFECTS 3-1: 
	ACTIONS SOURCE 4: 
	PAGE4: 
	TRAIT(S)4: 
	ACTIONS COUNT 4: 
	ACTION NAME 4: 
	EFFECTS 4-1: 
	REACTIONS SOURCE 2: 
	REACTIONS PAGE 2: 
	REACTIONS TRIGGER 2-1: 
	REACTIONS TRIGGER 2-2: 
	REACTIONS EFFECTS 2-1: 
	REACTIONS SOURCE 3: 
	REACTIONS PAGE 3: 
	REACTION NAME 3: 
	REACTION NAME 2: 
	REACTION NAME 1: 
	REACTIONS TRAITS 3: 
	REACTIONS TRIGGER 3-1: 
	REACTIONS TRIGGER 3-2: 
	REACTIONS EFFECTS 3-1: 
	REACTIONS SOURCE 4: 
	REACTIONS PAGE 4: 
	REACTIONS TRAITS 4: 
	REACTION NAME 4: 
	REACTIONS TRIGGER 4-1: 
	REACTIONS TRIGGER 4-2: 
	REACTIONS EFFECTS 4-1: 
	SPELL ATTACK: 
	SPELL ATTACK TRAINED: Off
	SPELL ATTACK EXPERT: Off
	SPELL ATTACK MASTER: Off
	SPELL ATTACK KEY: 
	SPELL ATTACK PROFICIENCY: 
	SPELL SAVE DC KEY: 
	SPELL SAVE DC PROFICIENCY: 
	SPELLS PER DAY 1: 
	SPELLS PER DAY 2: 
	SPELLS PER DAY 3: 
	SPELLS PER DAY 4: 
	SPELLS PER DAY 5: 
	SPELLS PER DAY 6: 
	SPELLS PER DAY 7: 
	SPELLS PER DAY 8: 
	SPELLS PER DAY 9: 
	SPELLS PER DAY 10: 
	SPELLS REMAINING 2: 
	SPELLS REMAINING 3: 
	SPELLS REMAINING 4: 
	SPELLS REMAINING 5: 
	SPELLS REMAINING 6: 
	SPELLS REMAINING 7: 
	SPELLS REMAINING 8: 
	SPELLS REMAINING 9: 
	SPELLS REMAINING 10: 
	SPELL SAVE DC: 
	SPELLS REMAINING 1: 
	CANTRIPS PER DAY: 
	CANTRIPS RANK: 
	SPELL ATTACK LEGENDARY: Off
	SPELL SAVE DC TRAINED: Off
	SPELL SAVE DC EXPERT: Off
	SPELL SAVE DC MASTER: Off
	SPELL SAVE DC LEGENDARY: Off
	CANTRIP 1 PREPARED: Off
	CANTRIP NAME 1: 
	CANTRIP 1 ACTIONS: 
	CANTRIP NAME 6: 
	CANTRIP NAME 7: 
	CANTRIP NAME 8: 
	CANTRIP NAME 9: 
	CANTRIP NAME 10: 
	CANTRIP 6 ACTIONS: 
	CANTRIP 7 ACTIONS: 
	CANTRIP 8 ACTIONS: 
	CANTRIP 9 ACTIONS: 
	CANTRIP 10 ACTIONS: 
	CANTRIP 6 PREPARED: Off
	CANTRIP 7 PREPARED: Off
	CANTRIP 8 PREPARED: Off
	CANTRIP 9 PREPARED: Off
	CANTRIP 10 PREPARED: Off
	CANTRIP 11 PREPARED: Off
	CANTRIP 12 PREPARED: Off
	CANTRIP 13 PREPARED: Off
	CANTRIP 14 PREPARED: Off
	CANTRIP 15 PREPARED: Off
	CANTRIP 16 PREPARED: Off
	CANTRIP 17 PREPARED: Off
	CANTRIP 18 PREPARED: Off
	FP1: Off
	FP2: Off
	FP 3: Off
	FOCUS SPELL RANK: 
	CANTRIP NAME 11: 
	CANTRIP 18 ACTIONS: 
	CANTRIP 11 ACTIONS: 
	CANTRIP NAME 12: 
	CANTRIP 12 ACTIONS: 
	CANTRIP NAME 13: 
	CANTRIP 13 ACTIONS: 
	CANTRIP NAME 14: 
	CANTRIP 14 ACTIONS: 
	CANTRIP NAME 15: 
	CANTRIP 15 ACTIONS: 
	CANTRIP NAME 16: 
	CANTRIP 16 ACTIONS: 
	CANTRIP NAME 17: 
	CANTRIP 17 ACTIONS: 
	CANTRIP NAME 18: 
	FOCUS SPELL 1: 
	FOCUS SPELL 2: 
	FOCUS SPELL 3: 
	FOCUS SPELL 4: 
	FOCUS SPELL 5: 
	FOCUS SPELL 6: 
	FOCUS SPELL 7: 
	FOCUS SPELL 8: 
	FOCUS SPELL ACTIONS 1: 
	FOCUS SPELL ACTIONS 2: 
	FOCUS SPELL ACTIONS 3: 
	FOCUS SPELL ACTIONS 4: 
	FOCUS SPELL ACTIONS 5: 
	FOCUS SPELL ACTIONS 6: 
	FOCUS SPELL ACTIONS 7: 
	FOCUS SPELL ACTIONS 8: 
	CANTRIP 5 PREPARED: Off
	CANTRIP NAME 2: 
	CANTRIP 2 ACTIONS: 
	CANTRIP 2 PREPARED: Off
	CANTRIP NAME 3: 
	CANTRIP 3 ACTIONS: 
	CANTRIP 3 PREPARED: Off
	CANTRIP NAME 4: 
	CANTRIP 4 ACTIONS: 
	CANTRIP 4 PREPARED: Off
	CANTRIP NAME 5: 
	CANTRIP 5 ACTIONS: 
	INNATE SPELL 1: 
	INNATE SPELL 2: 
	INNATE SPELL 3: 
	INNATE SPELL 4: 
	INNATE SPELL 5: 
	INNATE SPELL 6: 
	SPELL PREPARED 1: Off
	SPELL 1: 
	SPELL ACTION 1: 
	SPELL RANK 1: 
	SPELL 2: 
	SPELL 3: 
	SPELL 4: 
	SPELL 5: 
	SPELL 6: 
	SPELL 7: 
	SPELL 8: 
	SPELL 9: 
	SPELL 11: 
	SPELL 12: 
	SPELL 13: 
	SPELL 14: 
	SPELL 15: 
	SPELL 16: 
	SPELL 17: 
	SPELL 18: 
	SPELL 19: 
	SPELL 20: 
	SPELL 21: 
	SPELL 22: 
	SPELL 23: 
	SPELL 24: 
	SPELL 25: 
	SPELL 26: 
	SPELL 27: 
	SPELL 28: 
	SPELL 29: 
	SPELL 30: 
	SPELL 31: 
	SPELL 32: 
	SPELL 33: 
	SPELL 34: 
	SPELL 35: 
	SPELL 36: 
	SPELL 38: 
	SPELL ACTION 2: 
	SPELL ACTION 3: 
	SPELL ACTION 4: 
	SPELL RANK 4: 
	SPELL PREPARED 4: Off
	SPELL RANK 3: 
	SPELL PREPARED 3: Off
	SPELL RANK 2: 
	SPELL PREPARED 2: Off
	SPELL ACTION 5: 
	SPELL RANK 5: 
	SPELL PREPARED 5: Off
	SPELL ACTION 6: 
	SPELL RANK 6: 
	SPELL PREPARED 6: Off
	SPELL ACTION 7: 
	SPELL RANK 7: 
	SPELL PREPARED 7: Off
	SPELL ACTION 8: 
	SPELL RANK 8: 
	SPELL PREPARED 8: Off
	SPELL ACTION 9: 
	SPELL RANK 9: 
	SPELL PREPARED 9: Off
	SPELL 10: 
	SPELL ACTION 10: 
	SPELL RANK 10: 
	SPELL PREPARED 10: Off
	SPELL ACTION 11: 
	SPELL RANK 11: 
	SPELL PREPARED 11: Off
	SPELL ACTION 12: 
	SPELL RANK 12: 
	SPELL PREPARED 12: Off
	SPELL ACTION 13: 
	SPELL RANK 13: 
	SPELL PREPARED 13: Off
	SPELL ACTION 14: 
	SPELL RANK 14: 
	SPELL PREPARED 14: Off
	SPELL ACTION 15: 
	SPELL RANK 15: 
	SPELL PREPARED 15: Off
	SPELL ACTION 16: 
	SPELL RANK 16: 
	SPELL PREPARED 16: Off
	SPELL ACTION 17: 
	SPELL RANK 17: 
	SPELL PREPARED 17: Off
	SPELL ACTION 18: 
	SPELL PREPARED 18: Off
	SPELL ACTION 19: 
	SPELL RANK 19: 
	SPELL PREPARED 19: Off
	SPELL ACTION 20: 
	SPELL RANK 20: 
	SPELL PREPARED 20: Off
	SPELL ACTION 21: 
	SPELL RANK 21: 
	SPELL PREPARED 21: Off
	SPELL ACTION 22: 
	SPELL RANK 22: 
	SPELL PREPARED 22: Off
	SPELL ACTION 23: 
	SPELL RANK 23: 
	SPELL PREPARED 23: Off
	SPELL ACTION 24: 
	SPELL RANK 24: 
	SPELL PREPARED 24: Off
	SPELL ACTION 25: 
	SPELL RANK 25: 
	SPELL PREPARED 25: Off
	SPELL ACTION 26: 
	SPELL RANK 26: 
	SPELL PREPARED 26: Off
	SPELL ACTION 27: 
	SPELL RANK 27: 
	SPELL PREPARED 27: Off
	SPELL ACTION 28: 
	SPELL RANK 28: 
	SPELL PREPARED 28: Off
	SPELL ACTION 29: 
	SPELL RANK 29: 
	SPELL PREPARED 29: Off
	SPELL ACTION 30: 
	SPELL RANK 30: 
	SPELL PREPARED 30: Off
	SPELL ACTION 31: 
	SPELL RANK 31: 
	SPELL PREPARED 31: Off
	SPELL ACTION 32: 
	SPELL RANK 32: 
	SPELL PREPARED 32: Off
	SPELL ACTION 33: 
	SPELL RANK 33: 
	SPELL PREPARED 33: Off
	SPELL ACTION 34: 
	SPELL RANK 34: 
	SPELL PREPARED 34: Off
	SPELL ACTION 35: 
	SPELL RANK 35: 
	SPELL PREPARED 35: Off
	SPELL ACTION 36: 
	SPELL RANK 36: 
	SPELL PREPARED 36: Off
	SPELL ACTION 37: 
	SPELL RANK 37: 
	SPELL PREPARED 37: Off
	SPELL 39: 
	SPELL 40: 
	SPELL 41: 
	SPELL 42: 
	SPELL 43: 
	SPELL 44: 
	SPELL 45: 
	SPELL 46: 
	SPELL 47: 
	SPELL 48: 
	SPELL 49: 
	SPELL 50: 
	SPELL 51: 
	SPELL 52: 
	SPELL 53: 
	SPELL 54: 
	SPELL 55: 
	SPELL 56: 
	SPELL 57: 
	SPELL 58: 
	SPELL 59: 
	SPELL 60: 
	SPELL 61: 
	SPELL 62: 
	SPELL 63: 
	SPELL 64: 
	SPELL 65: 
	SPELL 66: 
	SPELL 67: 
	SPELL 68: 
	SPELL 69: 
	SPELL 70: 
	SPELL 71: 
	SPELL 72: 
	SPELL 73: 
	SPELL 74: 
	SPELL ACTION 74: 
	SPELL RANK 74: 
	SPELL PREPARED 74: Off
	SPELL ACTION 73: 
	SPELL RANK 73: 
	SPELL PREPARED 73: Off
	SPELL ACTION 72: 
	SPELL RANK 72: 
	SPELL PREPARED 72: Off
	SPELL ACTION 71: 
	SPELL RANK 71: 
	SPELL PREPARED 71: Off
	SPELL ACTION 70: 
	SPELL RANK 70: 
	SPELL PREPARED 70: Off
	SPELL ACTION 69: 
	SPELL RANK 69: 
	SPELL PREPARED 69: Off
	SPELL ACTION 68: 
	SPELL RANK 68: 
	SPELL PREPARED 68: Off
	SPELL ACTION 67: 
	SPELL RANK 67: 
	SPELL PREPARED 67: Off
	SPELL ACTION 66: 
	SPELL RANK 66: 
	SPELL PREPARED 66: Off
	SPELL ACTION 65: 
	SPELL RANK 65: 
	SPELL PREPARED 65: Off
	SPELL ACTION 64: 
	SPELL RANK 64: 
	SPELL PREPARED 64: Off
	SPELL ACTION 63: 
	SPELL RANK 63: 
	SPELL PREPARED 63: Off
	SPELL ACTION 62: 
	SPELL RANK 62: 
	SPELL PREPARED 62: Off
	SPELL ACTION 61: 
	SPELL RANK 61: 
	SPELL PREPARED 61: Off
	SPELL ACTION 60: 
	SPELL RANK 60: 
	SPELL PREPARED 60: Off
	SPELL ACTION 59: 
	SPELL RANK 59: 
	SPELL PREPARED 59: Off
	SPELL ACTION 58: 
	SPELL RANK 58: 
	SPELL PREPARED 58: Off
	SPELL ACTION 57: 
	SPELL RANK 57: 
	SPELL PREPARED 57: Off
	SPELL ACTION 56: 
	SPELL RANK 56: 
	SPELL PREPARED 56: Off
	SPELL ACTION 55: 
	SPELL RANK 55: 
	SPELL PREPARED 55: Off
	SPELL ACTION 54: 
	SPELL RANK 54: 
	SPELL PREPARED 54: Off
	SPELL ACTION 53: 
	SPELL RANK 53: 
	SPELL PREPARED 53: Off
	SPELL ACTION 52: 
	SPELL RANK 52: 
	SPELL PREPARED 52: Off
	SPELL ACTION 51: 
	SPELL RANK 51: 
	SPELL PREPARED 51: Off
	SPELL ACTION 50: 
	SPELL RANK 50: 
	SPELL PREPARED 50: Off
	SPELL ACTION 49: 
	SPELL RANK 49: 
	SPELL PREPARED 49: Off
	SPELL ACTION 48: 
	SPELL RANK 48: 
	SPELL PREPARED 48: Off
	SPELL ACTION 47: 
	SPELL RANK 47: 
	SPELL PREPARED 47: Off
	SPELL ACTION 46: 
	SPELL RANK 46: 
	SPELL PREPARED 46: Off
	SPELL ACTION 45: 
	SPELL RANK 45: 
	SPELL PREPARED 45: Off
	SPELL ACTION 44: 
	SPELL RANK 44: 
	SPELL PREPARED 44: Off
	SPELL ACTION 43: 
	SPELL RANK 43: 
	SPELL PREPARED 43: Off
	SPELL ACTION 42: 
	SPELL RANK 42: 
	SPELL PREPARED 42: Off
	SPELL ACTION 41: 
	SPELL RANK 41: 
	SPELL PREPARED 41: Off
	SPELL ACTION 40: 
	SPELL RANK 40: 
	SPELL PREPARED 40: Off
	SPELL ACTION 39: 
	SPELL RANK 39: 
	SPELL PREPARED 39: Off
	SPELL ACTION 38: 
	SPELL RANK 38: 
	SPELL PREPARED 38: Off
	SPELL RANK 18: 
	SPELL 37: 
	RITUAL SPELL 1: 
	RITUAL COST 3: 
	RITUAL RANK 1: 
	RITUAL COST 1: 
	RITUAL COST 2: 
	RITUAL RANK 2: 
	RITUAL SPELL 2: 
	RITUAL RANK 3: 
	RITUAL SPELL 3: 
	RITUAL SPELL 4: 
	RITUAL SPELL 5: 
	RITUAL SPELL 6: 
	RITUAL RANK 4: 
	RITUAL RANK 5: 
	RITUAL RANK 6: 
	RITUAL COST 4: 
	RITUAL COST 5: 
	RITUAL COST 6: 
	INNATE SPELL ACTION 1: 
	INNATE SPELL ACTION 6: 
	INNATE SPELL ACTION 2: 
	INNATE SPELL ACTION 3: 
	INNATE SPELL ACTION 4: 
	INNATE SPELL ACTION 5: 
	INNATE FREQ 1: 
	INNATE FREQ 2: 
	INNATE FREQ 3: 
	INNATE FREQ 4: 
	INNATE FREQ 5: 
	INNATE FREQ 6: 
	CLEAR BUFFER 1: 
	CLEAR BUFFER 2: 
	CLEAR BUFFER 3: 
	CLEAR BUFFER 4: 
	CLEAR BUFFER 5: 
	CLEAR BUFFER 6: 
	BT: 6
	WORN BULK 16: 
	HELD 9: 
	HELD 10: 
	SKILL FEAT 2-1: 
	SKILL FEAT 2-3: 
	SKILL FEAT 2-2: 
	SKILL FEAT 5-3: 
	SKILL FEAT 5-2: 
	SKILL FEAT 3-1: 
	SKILL FEAT 3-3: 
	SKILL FEAT 3-2: 
	SKILL FEAT 4-1: 
	SKILL FEAT 4-2: 
	SKILL FEAT 4-3: 
	SKILL FEAT 6-1: 
	SKILL FEAT 6-2: 
	SKILL FEAT 6-3: 
	SKILL FEAT 7-1: 
	SKILL FEAT 7-2: 
	SKILL FEAT 7-3: 
	SKILL FEAT 8-1: 
	SKILL FEAT 8-2: 
	SKILL FEAT 8-3: 
	SKILL FEAT 9-1: 
	SKILL FEAT 9-2: 
	SKILL FEAT 9-3: 
	SKILL FEAT 10-1: 
	SKILL FEAT 10-2: 
	SKILL FEAT 10-3: 
	SKILL FEAT 11-1: 
	SKILL FEAT 11-2: 
	SKILL FEAT 11-3: 
	SKILL FEAT 12-1: 
	SKILL FEAT 12-2: 
	SKILL FEAT 12-3: 
	SKILL FEAT 13-1: 
	SKILL FEAT 13-2: 
	SKILL FEAT 13-3: 
	SKILL FEAT 14-1: 
	SKILL FEAT 14-2: 
	SKILL FEAT 14-3: 
	SKILL FEAT 15-1: 
	SKILL FEAT 15-2: 
	SKILL FEAT 15-3: 
	SKILL FEAT 16-1: 
	SKILL FEAT 16-2: 
	SKILL FEAT 16-3: 
	SKILL FEAT 17-1: 
	SKILL FEAT 17-2: 
	SKILL FEAT 17-3: 
	SKILL FEAT 18-1: 
	SKILL FEAT 18-2: 
	SKILL FEAT 18-3: 
	SKILL FEAT 19-1: 
	SKILL FEAT 19-2: 
	SKILL FEAT 19-3: 
	SKILL FEAT 20-1: 
	SKILL FEAT 20-2: 
	SKILL FEAT 20-3: 
	CLASS FEAT 1-3: 
	CLASS FEAT 1-2: 
	CLASS FEAT 2-2: 
	CLASS FEAT 2-3: 
	CLASS FEAT 3-1: 
	CLASS FEAT 3-2: 
	CLASS FEAT 3-3: 
	CLASS FEAT 4-1: 
	CLASS FEAT 4-2: 
	CLASS FEAT 4-3: 
	CLASS FEAT 5-1: 
	CLASS FEAT 5-2: 
	CLASS FEAT 5-3: 
	CLASS FEAT 6-1: 
	CLASS FEAT 6-2: 
	CLASS FEAT 6-3: 
	CLASS FEAT 7-1: 
	CLASS FEAT 7-2: 
	CLASS FEAT 7-3: 
	CLASS FEAT 8-1: 
	CLASS FEAT 8-2: 
	CLASS FEAT 8-3: 
	CLASS FEAT 9-1: 
	CLASS FEAT 9-2: 
	CLASS FEAT 9-3: 
	CLASS FEAT 10-1: 
	CLASS FEAT 10-2: 
	CLASS FEAT 10-3: 
	CLASS FEAT 11-1: 
	CLASS FEAT 11-2: 
	CLASS FEAT 11-3: 
	CLASS FEAT 12-1: 
	CLASS FEAT 12-2: 
	CLASS FEAT 12-3: 
	CLASS FEAT 13-1: 
	CLASS FEAT 13-2: 
	CLASS FEAT 13-3: 
	CLASS FEAT 14-1: 
	CLASS FEAT 14-2: 
	CLASS FEAT 14-3: 
	CLASS FEAT 15-1: 
	CLASS FEAT 15-2: 
	CLASS FEAT 15-3: 
	CLASS FEAT 16-1: 
	CLASS FEAT 16-2: 
	CLASS FEAT 16-3: 
	CLASS FEAT 17-1: 
	CLASS FEAT 17-2: 
	CLASS FEAT 17-3: 
	CLASS FEAT 18-1: 
	CLASS FEAT 18-2: 
	CLASS FEAT 18-3: 
	CLASS FEAT 19-1: 
	CLASS FEAT 19-2: 
	CLASS FEAT 19-3: 
	CLASS FEAT 2-1: 
	ART BULK 5: 
	PRICE 5: 
	GEMS & ART 5: 
	DIVINE: Off
	OCCULT: Off
	PRIMAL: Off
	ARCANE: Off
	HERO POINT 1: Off
	HERO POINT 2: Off
	HERO POINT 3: Off
	STRENGTH PARTIAL BOOST: Off
	CHARISMA PARTIAL BOOST: Off
	WISDOM PARTIAL BOOST: Off
	INTELLIGENCE PARTIAL BOODST: Off
	CONSTITUTION PARTIAL BOODST: Off
	DEXTERITY PARTIAL BOOST: Off
	DYING1: Off
	DYING2: Off
	DYING3: Off
	DYING4: Off
	FORTITUDE ITEM: 0
	WILL ITEM: 0
	REACTIONS TRAITS 2: 


