TH-
N [IamE RACE Human
J
6GE C1LAasSS Occultist LEVEL 2nd

STR CON DEX INT WIS CHA ARMOR CLASS  PHYSICAL DEFENSE MENTAL DEFENSE

s[10]/ 8 ]19]19[g| A =2 /@ 1 1@ 17

HIiT pOInTS RECOVERIES — Regou

-1 0] -1 | +4 | +4 | -1
%+1 +2 | +1 | +6 | +6 | +1 24 8 |2d6+ 0
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QUICK TO FIGHT

Roll twice for initiative, pick the result you prefer
+1 2d4-1 2

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

ICOMRELATIONSHIPS C: +6 vs MD -- 1d6+4 psychic dam.
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CLASS FEATURES

ARCANE IMPLEMENTS, DELAYED MAGICAL HEALING, Improved Initiative

FOCUS, REBUKE, UNIQUENESS, FLEX RECHARGE .

© Superior Rebuke
TAaLEITS Brain-Melting Secrets
BRAIN-MELTING SECRETS ) E

Hit enemies w/spells to stop them hitting back

SUPERIOR REBUKE \

Rebuke when you lose focus

UNWINDING THE FLESH \

Make targets vulnerable

IMCREMENTAL ADVATICES
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WARP FLESH
Switch attack from MD to PD
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