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NOTES

At level 1, this hero is a Skill-based alternative for a healer, without
the need for magic. With above-average resolve, good physical
defense, and strong weapons, this hero is a valuable asset in combat,
but excels when an ally is Wounded or Dying, by using their stocked
elixirs and medicine bags to keep their allies alive.

Out of combat, this hero is still very useful for knowledge, search,
and wilderness rolls, using their extensive knowledge of plants to aid
the group in the wilderness.
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