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Wound Wound

Weapon: Long Bow

Faris Leafwind

Half-Elf Druid
Level : 1 bonus / penalty
Traits
Strength o Intellect
Dexterity o Wisdom
‘ﬂﬂnslilllliﬂll o Charisma
. - Vlmury )liuma
Armor Rbilities

Wound

-
Gold :

Equipment & Loot :

Add +2 to all Survival rolls.

Animal Tamer Add +4 to all Handle Animal rolls.

Danger Sense Add +2 to all rolls to avoid traps.

Nature's Healing . Once per Rest, heal d4 health.

Animal: Weasel . Once per day in combat, your
weasel is able to distract the enemy. Gain a +2 to a single
Attack roll.



Faris Leafwind

Half-Elf Druid
Level: 2 honus / penalty
Traits
Strength o Intellect
Injury Trauma
Dexterity o Wisdom
Injury Trauma
Constitution o Charisma
/ ‘ Injury Trauma
Health Armor Ahbilities
‘ MAM +2 to all Survival rolls.
o o Add +4 to all Handle Animal rolls.
Wound Wound
Attack namage Add +2 to all rolls to avoid traps.

Weapon: Long Bow

Wound

-
Gold :

Equipment & Loot :

Nature's Healing . Once per Rest, heal d4 health.

Animal: Weasel . Once per day in combat, your
weasel is able to distract the enemy. Gain a +2 to a single

Once per Rest, add +10 to one
Attack roll and +d4 to the Damage roll.



Faris Leafwind

Half-Elf Druid
Level: 3 bonus / penaity
Traits
Strength o Intellect
Injury Trauma
Dexterity o Wisdom
Injury Trauma
Constitution o Charisma
/ ‘ Injury Trauma
Health Armor Abilities
‘ MAM +2 to all Survival rolls.
O O 5 ol EINET 8 Add +6 to all Handle Animal rolls.
Wound Wound
Danger Sense Add +2 to all rolls to avoid traps.
Attack  Damage p
@TET Add +2 to all Athletic rolls.

Weapon: Long Bow

Wound

-
Gold :

Equipment & Loot :

Nature's Healing . Once per Rest, heal d4 health.

Animal: Weasel . Once per day in combat, your
weasel is able to distract the enemy. Gain a +2 to a single
Attack roll.

Once per Rest, add +10 to one
Attack roll and +d4 to the Damage roll.

Animal: Eagle . Once per day in combat, gain
a +2 to a single Damage roll.
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Attack

Weapon: Long Bow

Wound Wound

Wound

-
Gold :

Equipment & Loot :

Faris Leafwind

Half-Elf Druid
Level : 4 bonus / penalty
Traits
Strength o Intellect
Dexterity o Wisdom
‘Gﬂnslilllliﬂll o Charisma
. - Imrury 4£uma
Armor Rbilities

Add +2 to all Survival rolls.
5 ol EINET 8 Add +6 to all Handle Animal rolls.
Danger Sense Add +2 to all rolls to avoid traps.

Add +2 to all Athletic rolls.

Nature's Healing . Once per Rest, heal d4 health.

Animal: Weasel . Once per day in combat, your
weasel is able to distract the enemy. Gain a +2 to a single
Attack roll.

Twice per Rest, add +10 to
one Attack roll and +d4 to the Damage roll.

Animal: Eagle . Once per day in combat, gain
a +2 to a single Damage roll.

Once per combat, you may
make an extra Attack and Damage roll.

Animal: Bear . Once per combat, gain a +2 to
an Attack roll and +2 to the Damage roll.
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Attack Damage

Faris Leafwind

Half-Elf Druid
Level: 5 bonus / penalty

Traits
Strength o Intellect
Dexterity o Wisdom
‘ﬂﬂnslilllliﬂll o Charisma

. - Imrury 4£uma
Abilities

Wound Wound

Wound
Weapon: Long Bow

-
Gold :

Equipment & Loot :

Add +2 to all Survival rolls.
5 ol EINET 8 Add +6 to all Handle Animal rolls.
Danger Sense Add +2 to all rolls to avoid traps.

Add +2 to all Athletic rolls.

Nature's Healing . Once per Rest, heal d4 health.

Animal: Weasel . Once per day in combat, your
weasel is able to distract the enemy. Gain a +2 to a single

=
=
©
Q
QL
-
<}

Twice per Rest, add +10 to
one Attack roll and +d4 to the Damage roll.

Animal: Eagle . Once per day in combat, gain
a +2 to a single Damage roll.

Once per combat, you may
make an extra Attack and Damage roll.

Animal: Bear . Once per combat, gain a +2 to
an Attack roll and +2 to the Damage roll.

Animal Form: Wolf . Once per Rest, add an extra
d4 to all Damage rolls in Combat.



Faris Leafwind

Half-EIf Druid
Level: 6 bonus / penaity
— . < -
Traits
Strength o Inteliect
Injury Trauma
Dexterity o Wisdom
Injury Trauma
Constitution o Charisma
‘ Injury Trauma
> —< < >>—
Abilities
‘ Add +2 to all Survival rolls.
O O 5 ol EINET 8 Add +6 to all Handle Animal rolls.
Wound Wound

Attack Damage

Wound
Weapon: Long Bow

Gold : Equipment & Loot :

Danger Sense Add +2 to all rolls to avoid traps.

Athlete Add +2 to all Athletic rolls.

Nature's Healing . Once per Rest, heal d4 health.

Animal: Weasel . Once per day in combat, your
weasel is able to distract the enemy. Gain a +2 to a single
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Twice per Rest, add +10 to
one Attack roll and +d4 to the Damage roll.

Animal: Eagle . Once per day in combat, gain
a +2 to a single Damage roll.

Once per combat, you may
make an extra Attack and Damage roll.

Animal: Bear . Once per combat, gain a +2 to
an Attack roll and +2 to the Damage roll.
Animal Form: Wolf . Once per Rest, add an extra
d4 to all Damage rolls in Combat.
LB HETEN ) Once per Rest, add an extra
d4 to all Damage and Attack rolls in Combat.



