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	NAME1: The Healer
	LEVEL: 1
	TRAINING - SENSES - LANGUAGES: Gardening Tools
Holy Texts
Medicine Bag
Sense Evil (50 ft)
The Common Language
	WHO AM I: Once magically healed by divine beings at the brink of death, this hero travels the countryside attempting to spread their religion, as well as heal the sick. They are called to adventure by the suffering of others.
	HERITAGE: Blessed
	PURSE: 500
	SUPPLIES: 25
	SK PT1: 
	SK PT AMT 1: 
	SK PT AMT 2: 
	SK PT AMT 3: 
	SK PT AMT 4: 
	SK PT AMT 5: 
	SK PT AMT 6: 
	SK PT AMT 7: 
	SK PT2: 
	SK PT3: 
	SK PT4: 
	SK PT5: 
	SK PT6: 
	SK PT7: 1
	SKILL PTS: 1
	PHYS: 
	PHYS APT D: 
	FOCUS APT D 1: 1d4
	SKILL APT D 2: 
	GRACE APT D 1: 
	FOCUS: 2
	SKILL: 1
	GRACE: 
	BACKSTORY: Missionary
	APT D: 1d4
	GEAR1: Dagger (1d4 small weapon)
	GEAR AMT1: 1
	GEAR2: Elixir of Vitality
	GEAR AMT2: 2
	GEAR3: Gardening Tools
	GEAR AMT3: 1
	GEAR4: Holy Texts
	GEAR AMT4: 1
	GEAR5: Medicine Bag
	GEAR AMT5: 1
	GEAR6: Apothecary Elixir of Vitality (1 per day)
	GEAR AMT6: 1
	GEAR7: 
	GEAR AMT7: 
	GEAR8: 
	GEAR AMT8: 
	GEAR9: 
	GEAR AMT9: 
	GEAR10: 
	GEAR AMT10: 
	GEAR11: 
	GEAR AMT11: 
	GEAR12: 
	GEAR AMT12: 
	GEAR13: 
	GEAR AMT13: 
	GEAR14: 
	GEAR AMT14: 
	GEAR15: 
	GEAR AMT15: 
	GEAR16: 
	GEAR AMT16: 
	GEAR17: 
	GEAR AMT17: 
	GEAR18: 
	GEAR AMT18: 
	GEAR19: 
	GEAR AMT19: 
	GEAR20: 
	GEAR AMT20: 
	STATUS BTN 1: Off
	ACTION PTS 1: Choice1
	ACTION PTS 3: Off
	ACTION PTS 5: Off
	ACTION PTS 2: Choice1
	ACTION PTS 4: Off
	ACTION PTS 6: Off
	NAME2: The Healer
	AFFINITIES: 
	RESOLVE: 14
	RESOLVE 1: 14
	SPEED: 25
	SPEED 1: 
	PHYS DEF: 10
	ACTION PTS: 2
	MENTAL DEF 1: 12
	AVERSIONS: 
	COMBAT1: Holy Fire (Magic Attack)
	COMBAT ACC 1: d20+1d4+2
	COMBAT ACC 2: d20
	COMBAT ACC 3: 
	COMBAT ACC 4: 
	COMBAT DAM 1: 1d4+2
	COMBAT DAM 2: 1d4
	COMBAT DAM 3: 
	COMBAT DAM 4: 
	COMBAT PROPERTY 1: Blessed or Burn
	COMBAT PROPERTY 2: Stab / Throw 50 ft
	COMBAT PROPERTY 3: 
	COMBAT PROPERTY 4: 
	COMBAT2: Dagger
	COMBAT3: 
	ACTIONS 1: 
	FREE ACTIONS 1: 
	FREE ACTIONS 2: 
	FREE ACTIONS 3: 
	FREE ACTIONS 4: 
	FREE ACTIONS 5: 
	TRIGGER ACTIONS 1: 
	TRIGGER ACTIONS 2: 
	TRIGGER ACTIONS 3: 
	ACTIONS 2: 
	ACTIONS 3: 
	ACTIONS 4: 
	ACTIONS 5: 
	COMBAT4: 
	SENSES1: 10
	SENSES2: Sense Evil (50 ft)
	SENSES3: 
	STATUS BTN 2: Off
	NAME3: The Healer
	MAGIC TAP: 2
	POWER SPELL: 1
	POWER SPELL 1: 1
	MAGIC TAP 1: 2
	HERITAGE BONUS 1: Sense Evil
	ARCHETYPE BONUS 1: 
	ARCHETYPE BONUS 2: 
	ARCHETYPE BONUS 3: 
	ARCHETYPE BONUS 4: 
	HERITAGE BONUS 2: 
	HERITAGE BONUS 3: 
	HERITAGE BONUS 4: 
	ASPECT BONUS A 1: F
	ASPECT BONUS A 2: F
	ASPECT BONUS A 3: S
	ASPECT BONUS A 4: 
	ASPECT BONUS A 5: 
	ASPECT BONUS A 6: 
	ASPECT BONUS A 7: 
	ASPECT BONUS A 8: 
	ASPECT BONUS A 9: 
	ASPECT BONUS A 10: 
	ASPECT BONUS A 11: 
	ASPECT BONUS A 12: 
	ASPECT BONUS A 13: 
	ASPECT BONUS A 14: 
	ASPECT BONUS A 15: 
	ASPECT BONUS A 16: 
	ASPECT BONUS A 17: 
	ASPECT BONUS A 18: 
	ASPECT BONUS A 19: 
	ASPECT BONUS A 20: 
	ASPECT BONUS B 1: Magic Source
	SPELL OPTIONS 1: Magic Attack (Blessed and Burn)
	SPELL OPTIONS 2: Restore
	SPELL OPTIONS 3: 
	SPELL OPTIONS 4: 
	SPELL OPTIONS 5: 
	SPELL OPTIONS 6: 
	SPELL OPTIONS 7: 
	SPELL OPTIONS 8: 
	ASPECT BONUS B 2: Magic Trick
	ASPECT BONUS B 3: Apothecary
	ASPECT BONUS B 4: 
	ASPECT BONUS B 5: 
	ASPECT BONUS B 6: 
	ASPECT BONUS B 7: 
	ASPECT BONUS B 8: 
	ASPECT BONUS B 9: 
	ASPECT BONUS B 10: 
	ASPECT BONUS B 11: 
	ASPECT BONUS B 12: 
	ASPECT BONUS B 13: 
	ASPECT BONUS B 14: 
	ASPECT BONUS B 15: 
	ASPECT BONUS B 16: 
	ASPECT BONUS B 17: 
	ASPECT BONUS B 18: 
	ASPECT BONUS B 19: 
	ASPECT BONUS B 20: 
	MAGIC SOURCE: Magic bestowed by the god you worship.
	NOTES: At level 1, this classic divine healer serves as the group's medic. They are able to not only heal with magic, but brew elixirs thanks to being an Apothecary. They also serve the group by being able to perform small acts of magical light and telekinesis with their Magic Trick.

In combat, they can still be effective with the use of their holy fire. This magic attack can deal either Blessed or Burn damage.


