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RACIAL POWER_
QUICK TO FIGHT

(Roll initiative twice, use best)

OIIE UNIQUE THING

POWERS & SPELLS
Ripping Vines (9th) At-Will

Summon Earth Elemental (9th) Daily
3x Terrain Spell (9th) Daily
Whoomph (9th) At-Will

Sunbeams (9th) At-Will

Spark (9th) At-Will

Earth Strength (9th) Daily

Gust (7th) Daily

ICOMRELATIONSHIPS

BACKGROVIIDS

HEALING
Regeneration (1/battle + 3/day)
Wild Heal (3/day)

FEATS

CLASS FEATURES
Wild Healer

Nature Talking

)
)

Wilderness Survival

Earth Mastery

TALEITS Behemoth Terrain Mastery \
ELEMENTAL CASTER \ Plains /Overworld Terrain Masterﬂ
Mountain Terrain Mastery \

TERRAIN CASTER
) Wild Healer (champion) \
WILD HEALER \ Druidic Summoning \

ﬂDruidic Summoning (champ.ﬂ

)
)

il Healer (epic)

Druidic Summoning (epic)

Earth Mastery (champion)
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EQUIPMENT
Spear, Shortbow, Light Armor
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