NAME

The Spellsword

HER]TA(IE Elemental
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APTITUDEDIE 104

SUPPLIES
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5 g GEAR

Longsword (2d4 Flexible Weapon)
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Dagger AMT:
Compass AMT:
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Signet Ring
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PHYS GRACE
2
(AptD) 144 (AptD)
FOCUS SKILL
1
(AptD) (AptD)
"= SKILL POINTS
Conceal _ (Mt
Detect ____ (ptD) ___
Knowledge ___ (AptD)
Search (At __
Social _—__ (AtD)___
Wilderness __ (AptD)
Fate _ (AptD)

TRAINING/SENSES/LANGUAGES

Melee and Thrown Weapons
Compass, Crafting Tools, Signet Ring
The Common Language

WHOAMT?

A half-dragon nomad originally from a
desert region, they come to this land as an
ambassador from their people, bearing a
Signet Ring to show their status. In combat,
they use their innate elemental power of fire
to enchant their blade.
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NAME MAGICTAP POWERFUL SPELL

The Spellsword 1 /1 1 /1
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HERITAGE BONUSES ARCHETYPE BONUSES MAGIC SOURCE
LvL 1 Elemental ATty (Fire) VL9 Elemental fire heritage
LVL 3 LVL 11
LVL 5 LVL 13
LvL7 LVL 15
ASPECT BONUSES SPELL OPTIONS

P / Armored Fighter Magic Attack (Burn)

P / Martial Fighter Imbue

F / Magic Source

/

NOTES

At level 1, this hero is primarily a martial fighter with high physical
defense. However, once per recovery period, they can enchant their
blade with fire damage by using a rank 2 Imbue spell and focusing
on the effect. For each turn after that, they have a +1 magic weapon,
as well as deal and additional 1d4 burn damage. And thanks to their
heritage, they can roll the 1d4 twice, and take the highest roll.
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