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= Add 2 to all rolls to handle
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Add -2 to all rolls to search
f* and investigate.
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Add 2 to all rolls to handle
® ARCANE ADEPT and deal with magic.

Add +2 to all rolls to search
amf investigate.

Add -+2 to all rolls to recall
ﬁlstory and knowledge.
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(Use 1 Spell Point: Add +15 to all
Pexterity rolls for the Page.
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ABILITIES
D = Add 2 to all rolls to handle

”3 and deal with magic.
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Add -+2 to all rolls to recall
history and knowledge.

Once per Page: Add + dg to
Qurvsion ) an Attack rolt

Oireblast Spell \N
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Pexterity rolls for the Page.
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Charisma rolls for the Page.

(Use 1 Spell Point: Add 15 to all
@) SPELL: DIVINATION ))oWisdom and Cntellect roffs for the Page.

{Ise 1 Spell Point: Reduce the
SPELL: SHIELD _ﬁrst 6 Poims o_f incommg damage
on the Page o zero. -
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SPELL: FIREBALL Attack and Damage rofls for the Page.
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ABILITIES
= Add 2 to all rolls to handle
”3 and deal with magic.

Add -2 to all rolls to search

Add -+2 to all rolls to recall
@ history and knowledge.
Owice per Page: Add + dyg to
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Pexterity rolls for the Page.
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(Use 1 Spell Point: Add +15 to all
Charisma rolls for the Page.

(Use 1 Spell Point: Add 15 to all
@) SPELL: DIVINATION ))oWisdom and Cntellect roffs for the Page.

{Ise 1 Spell Point: Reduce the
SPELL: SHIELD _ﬁrst 6 Poims o_f incommg damage

on the Page o zero. -
(Use 1 Spell Point: Add +dzo to all
SPELL: FIREBALL Attack and Damage rofls for the Page.

(Use 1 Spell Point: Add =15 to att =
SPELL: ENLARGE trength and Constitution rolls for
the Page.
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(Use 1 Spell Point: Add 15 to all
SPELL: DIVINATION ))o\isdom and CIntelfect roffs for the Page.

‘(Ise 1 Spell Point: Reduce the

SPELL: SHIELD _ﬁrst 6 Poims o_f incommg damage
on the Page o zero.

(Use 1 Spell Point: Add +dz0 to at >
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(Use 1 Spell Point: Add +15 to all <
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the Page.
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