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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.
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