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+4 (Improved initiative)

OTIE UITIQUE THING RACIAL POWER_ BASIiC MELEE ATTACK
QUICK TO FIGHT

Roll twice for initiative, pick the result you prefer
0] 1d4-1 1

POWERS & SPELLS
KARMIC REBUKE (quick, at-will) BASIC RATIGED ATTACK

ICOMRELATIONSHIPS C: +5 vs MD -- 1d6+4 psychic dam.
* 1ST LEVEL SPELLS *
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better yet-here, moment of karma,

brilliant comeback, inevitable fall E CNI PmEenT

Daggers and darts, adventuring gear

BACKGROVIIDS

mAaGic iTEmsS
FEATS

CLASS FEATURES

ARCANE IMPLEMENTS, DELAYED MAGICAL HEALING, Improved Initiative

FOCUS, REBUKE, UNIQUENESS, FLEX RECHARGE .

© Superior Rebuke
TALENITS 3
BRAIN-MELTING SECRETS )

Hit enemies w/spells to stop them hitting back

SUPERIOR REBUKE \

Rebuke when you lose focus

UNWINDING THE FLESH \

Make targets vulnerable

IMCREMENTAL ADVATICES

ABILITY SCORE Bonus [[| ExTrA Macic ITem []

4rH [ 7TH [ 10T LEVEL P /

(+1 to 3 abilities) SI?E\XER D D D D
Fear [] SKILLS (+1) []

Hrt PoiNTs []

WARP FLESH
Switch attack from MD to PD
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