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When you roll a successful disengage gain 9 temp hp

When you heal using a recovery, add esc die to hp

OIIE UMNIQUE THING RACIAL POWER_ healed BASIC MELEE ATTack
QUICK TO FIGHT

Roll twice for initiative, pick the result you prefer
+8 9d6-3 -

POWERS & SPELLS
* When spell is cast roll on Warp table B § i C RATIGED ATTA CK

ICOIIRE LATiOHSHiPS * When spell is cast OR chaos mage gets critted
roll on High Weirdness table
| +12 ||9d4+9|| - I

CHAOS MAGE MAGIC

EQUIPMENT
Spell level: 9th staff, dagger, adventuring gear
Daily Spells: 5

BACKGROUVIIDS
KGR¢ Once-Per-Battle Spells: 2
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FEATS
CLASS FEATURES
High Weirdness High Weirdness
Toughness
TALETS Attacking Warp
ATTACKING WARP ) Defensive Warp
Warp + High Weirdness rolls when attack spell Iconic Warp
DEFENSIVE WARP \

Warp + High Weirdness rolls when defensive spell

ICONIC WARP \ Attacking Warp (champion)

Warp + High Weirdness rolls when iconic spell ﬂ Iconic Warp (champion)
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Defensive Warp (champion)
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When you roll a successful disengage gain 9 temp hp
When you heal using a recovery, add esc die to hp healed
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