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on an Nttack roll, double the

X \\henever you roll a 19 or 20
ﬁ Damage roll.

You havel Charge \éql._r can use to
activate charged abilties. Regain
all used charges on a rest.

Use 1 Charge: A\dd d6 to all rolls
for Strength, Dexterity, and
Constitution for the Page.
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Whenever you roll a 19 or 20
on an Nttack roll, double the
Damage roll.

You have 2 Charges you can use
to activate charged abilties.
reqgain all used charges on a rRest.

\ Usel Charge: Ndd d6 to all rolls
for Strength, Dexterity, and
Constitution for the rage.




- 2UL NYASSA

o) - { EQUIPMENT & LOOT
w  p—"

\ A\ \C Ve A ] ] j ! ]
NN o /1 T 1 s/ T 11
-._‘; : ‘-.1' 'E \ Q J / [ /

Ndd +2 to all rolls to threaten
and intimidate.

while traveling.

@ Ndd +2 to all rolls to survive

\ Ndd +2 to all rolls to build and
repair devices.

physical and athletic hurdles.

=X Whenever you roll 3 19 or 20
a on an Nttack roll, double the
«#,) Damage roll.
<=3 Once per Page: A\dd d6 to a
ﬁ single Damage roll.

«\ You have 3 Charges you can use
to activate charged abilties.
reqgain all used charges on a rRest.

Ndd +2 to all rolls to overcome

for Strength, Dexterity, and

\ Use 1 Charge: Ndd d6 to all rolls
@ Constitution for the Page.
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\ Ndd +2 to all rolls to threaten
and intimidate.

Ndd +2 to all rolls to survive

¢

while traveling.

' -
;'](" EQUIPMENT & LOOT
* @ Ndd +2 to all rolls to build and

»
g—
r repair devices.

\ § Ndd +2 to all rolls to overcome

physical and athletic hurdles.

— ==X \Whenever you roll 319 or 20
a on an Nttack roll, double the
«#,) Damage roll.
<=\ Once per Page: Ndd d6 to a
ﬁ single Damage roll.
£ Once per Page: N\dd d4to a
_ 9 single Nttack roll.

==\ You have 3 Charges you can use
to activate charged abilties.
N regain all used charges on a rRest.

\ Use 1l Charge: N\dd d6 to all roll
for Strength, Dexterity, and
Constitution for the Page.

=\ Use 1 Charge: Reduce your
9 Defense by -1 and add +2 to all
. Damage rolls for the Page.
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\ Ndd +2 to all rolls to threaten
and intimidate.

\ Ndd +2 to all rolls to survive
while traveling.

\ Ndd +2 to all rolls to build and
repair devices.

\ Ndd +2 to all rolls to overcome
physical and athletic hurdles.

==X \Whenever you roll 319 or 20
a on an Nttack roll, double the
«#,) Damage roll.
<=\ Once per Page: Ndd d6 to a
ﬁ single Damage roll.
£ Once per Page: N\dd d4to a
9 single Nttack roll.

\ Once per rest: If your health
drops to 2ero, restore it to 25%
of your max health, rounded up.

«\ You have 5 Charges you can use
to activate charged abilties.
== / Reqain all used charges on a rRest.

\ Use 1 Charqge: N\dd dé& to all roll
for Strength, Dexterity, and
Constitution for the Page.

N Use 1 Charge: Reduce your
a Defense by -1 and add +2 to all
«#,/ Damage rolls for the Page.
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\ Ndd +2 to all rolls to threaten
and intimidate.

> | -
N

. |

o ;’ while traveling.

4 ‘l;' J EQUIPMENT & LOOT Y £ dd Do
=4 A on

>
N - \ N\dd +2 to all rolls to overcome
physical and athletic hurdles.
— =X \Whenever you roll 319 or 20
Q on an Nttack roll, double the
«#,) Damage roll.
£\ Once per Page: A\dd d6 to a
g single Damage roll.
£\ Once per Page: Add d4 to a
a single NttackK roll.

N Once per rest: If your health
drops to 2ero, restore it to 25%
of your max health, rounded up.

Ndd +2 to all rolls to survive

#=s\ You have 6 Charges you can use
| to activate charged abilties.
{5} == / Regain all used charges on a Rrest.

\ Use 1 Charqe: N\dd d6 to all roll
| for Strength, Dexterity, and
r/ Constitution for the Page.

=X Usel Charge: Reduce your
g Defense by -1 and add +2 to all
R —— #/) Damage rolis for the Page.
. =X Usel Charge: Add your
g Strength Modifier to all Attack




