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Ernja Vårklinga av Al'Abil Tobias Istishia Good

Genasi - Watersoul 25 Female Medium 160cm 65kg
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+2 racial bonus against
ongoing damage

Melee basic attack STR AC 0 3 1W 0

Aegis of Shielding CB2
Mark enemy reduce damage 5+CON if enemy hit ally
other than you

Luring Strike INT AC 4 3 1W 4 You shift 1 square and slide the target 1 sq into the space
you occupied.Before or after shitf 1 sq

Booming Blade INT AC 4 3 1W 4 If target moves away it takes 1d6 + CON damage

Swiftcurrent Shift your speed
No movement penalties

Sword of Sigils INT AC CB1 4 3 1W 4 Enemy in burst. Target is marked and take INT force
damage if attacking someone else than you.

Dimensional Warp CB3
Switch places between allies

Dimensional Vortex INT Will 10 4 3 Immediate interrupt. Teleport enemy 5 squares and
choose new target for its attack.

Dance of Swords INT Will CB2 4 3 1d8 4 1 Each enemy in burst:
Target cannot make opportunity attacks or shift (save
ends).
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Common, primordial

Broadsword d10 1
Hide armor 1
Amulet of Protection +1 1
Deathstalker +1 1
Girdle of the Oxen 1

0

Good

+2 Int, Str
Skill bonuses: +2 Endurance, Nature

- Elemental: Watersoul
- Swiftcurrent Power

+2 to Will
AC: Cloth, Leather
WP: Simple melee, Military light blades, Military heavy
blades, Simple ranged

- Swordbond: Spend 1 hour to create bond with one weapon
and call it from 10 squares away using a standard action. Also
recreate it using 1 hour of meditation.
While concious and wielding light or heavy blade gain +3 AC
if one hand is free, else +1AC. Disappears when unconscious,
restored through short or extended rest.

Toughness: +5 extra hp per tier
Armor proficiency (Hide) ✕

✕ 1

✕

2

1
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Netheril regional benefit:
Add arcana and history to your class skill list and gain +1
bonus to both arcana and history.
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