D&D
1B ENOINID)

CHARACTER NAME

o’ N
ﬁ) -1 Strength \

[ STRENGTH \ O _+2_ Dexterity
© _+10 Constitution
9 ® _+11 Intelligence
©®© _+6 Wisdom
@)

+2  Charisma

DEXTERITY

14
@ L SAVING THROWS )’
——

J N\
CONSTITUTION ® _+5 Acrobatics DEX \

‘ ® _*3  Animal Handling wis
® +11 Arcana INT
@ +2  Athletics STR
® _+14 Deception CHA
e AP— ® _+11 History INT
INTELLIGENCE
® _+3  Insight wis
20 ® _+5 Intimidation CHA
@ _*8 Investigation INT
@ ® _+6_ Medicine wis
® +11 Nature INT
WISDOM ® _+6  Perception WIS
® _+5 Performance CHA

® +14 Persuasion CHA
Religion INT
Sleight of Hand DEX

Stealth DEX

CHARISMA ® _+6_ Survival wis
14 Jlo———
O
©)

O o]

Tester Keeper of Memory

e — —
Wizard 15/ Bard 5 xe6qr4ahg7h
CLASS & LEVEL PLAYER NAME
Human Charlatan (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
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INITIATIVE CLASS \ HIT POINTS J
( (. 15d6 +5d8 ) ff \
Resistances - Necrotic successes OO0
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
3
HEROIC INSPIRATION j === ARMOR ===
=N Light Armor
PROFICIENCY BONUS :.:: WEAPONS ===
Simple Weapons
=== TOOLS ===
— — Alchemist's Supplies, Carpenter's Tools,
ABILITY SAVE DC | Disguise Kit, Flute, Forgery Kit
- === LANGUAGES ===
7 N Common, Common Sign Language, Elvish
30 ft. (Walking)
Q SPEED )
) PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Bardic Inspiration « 2 / Short Rest

As a bonus action, a creature (other than yourself)
within 60 ft. that can hear you gains an inspiration die
(1d8). For 10 minutes, the creature can add it to one
ability check, attack roll, or saving throw. This can be
added after seeing the roll, but before knowing the
outcome.

Speedy Recovery

As a Bonus Action, you can expend one of your HP
Dice, roll the die, and regain a number of HP equal to
the roll.

=== SPECIAL ===
Arcane Recovery « 1/ Long Rest

Once per Long Rest, whenever you finish a Short
Rest, you can choose expended spell slots to recover.
The spell slots can have a combined level up to 6.

Grim Harvest

Once per turn when you kill one or more creatures
with a spell of 1st level or higher, you regain HP equal
to twice the spell’s level, or three times its level if the
spell belonas to the School of Necromancy. You don’t

\ ACTIONS 74
4 N
16 PASSIVE PERCEPTION Dagger +8 1d4+2 Piercing  simple, Finesse, Light, Thrown, Nick, Range (20/60)
13 PASSIVE INSIGHT Quarterstaff +5 1d6-1 Bludgeoning  Simple, Versatile, Topple
Chill Touch +11 4d10 Necrotic VIS
18 PASSIVEINVESTIGATION Fire Bolt +11 4d10 Fire VIS
Ray of Frost +11 4d8 Cold VIS
Chill Touch +8 4d8 Necrotic D: 1Rnd, VIS
SENSES A WEAPON ATTACKS & CANTRIPS /
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=== WIZARD FEATURES ===
* Core Wizard Traits « free-rules 165
* Spellcasting ¢ free-rules 165
* Ritual Adept « free-rules 166
* Arcane Recovery ¢ free-rules 166
When you finish a Short Rest, you can choose
expended spell slots to recover. The spell slots can
have a combined level equal to 8, but none of the slots
can be level 6 or higher.
You can use this feature once per Long Rest.

| 1/ Long Rest « Special
* Scholar « free-rules 166
You can choose one of the skills in which you're
proficient and gain Expertise in it.
* Wizard Subclass « free-rules 167

| School of Necromancy (PHB)
* Necromancy Savant « PHB
The gold and time you must spend to copy a
necromancy spell into your spellbook is halved.
* Grim Harvest « PHB
Once per turn when you kill one or more creatures with
a spell of 1st level or higher, you regain HP equal to
twice the spell’s level, or three times its level if the
spell belongs to the School of Necromancy. You don’t
gain this benefit for killing constructs or undead.

| Special

* Ability Score Improvement  free-rules 167

* Memorize Spell « free-rules 167

Whenever you finish a Short Rest, you can study your
spellbook and replace one of the level 1+ Wizard
spells with another level 1+ spell.

* Undead Thralls « PHB

You add the animate dead spell to your spellbook if it
is not there already. When you cast animate dead, you
can target one additional corpse or pile of bones,
creating another zombie or skeleton, as appropriate.
Whenever you create an undead using a necromancy
spell, its max HP is increased by 15 and it adds +6 to
its weapon damage rolls.

| Special
* 8: Ability Score Improvement « free-rules 167

* Inured to Undeath « PHB
You have resistance to necrotic damage, and your HP
maximum can’t be reduced.

* 12: Ability Score Improvement « free-rules 167

* Command Undead « PHB

As an action, you can choose one undead that you can
see within 60 ft. to make a CHA saving throw (DC 19).
If it succeeds, you can't use this feature on it again. If it
fails, it becomes friendly to you and obeys your
commands until you use this feature again. If the target
has an INT of 8 or higher, it has advantage on the
saving throw. If it fails the saving throw and has an INT
of 12 or higher, it can repeat the saving throw at the
end of every hour until it succeeds and breaks free.

| 1 Action
=== BARD FEATURES ===

* Hit Points « PHB 52

* Proficiencies « PHB 52

* Spellcasting « PHB 52

You can cast known bard spells using CHA as your
spellcasting modifier (Spell DC 16, Spell Attack +8)
and known bard spells as rituals if they have the ritual
tag. You can use a musical instrument as a
spellcasting focus.

* Bardic Inspiration « PHB 53

As a bonus action, a creature (other than you) within

60 ft. that can hear you gains an inspiration die (1d8).
For 10 minutes, the creature can add it to one ability

check, attack roll, or saving throw. This can be added
after seeing the roll, but before knowing the outcome.

| 2/ Short Rest » 1 Bonus Action

* Jack of All Trades « PHB 54

You can add half your proficiency bonus, rounded
down ( +3), to any ability check you make that doesn’t
already include it.

* Song of Rest « PHB 54

If you or any friendly creatures who can hear your
performance regain hit points at the end of the short
rest by spending one or more Hit Dice, each of those
creatures regains an extra 1d6 hit points.

* Bard College « PHB 54
| College of Requiems
* Expertise « PHB 54
Your proficiency bonus is doubled for any ability check
you make with chosen proficiencies (2 at 3rd and 10th

level).

* Chilling Melody « GHPP
You learn two Necromancy cantrips of your choice.

FEATURES & TRAITS
Bag of Holding 1 15 Ib.
Dagger 1 1lb.
Quarterstaff 1 4 1b.
Clothes, Fine 1 6 Ib.
Spellbook 1 31b.
Vial 1 -
Vial 1 -
Vial 1 -
Vial 1 -
WEIGHT CARRIED Little Bag of Sand 1 -

33 |b. Arcane Focus 1 -
ENCUMBERED Pouch 1 1lb
135 Ib. String 1 -
PUSH/DRAG/LIFT Book 1 5 Ib.

270 Ib. Clothes, Common 1 31b.

EQUIPMENT
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* Pluck the Heartstrings * GHPP

A creature with one of your Bardic Inspiration die (1d8)
can expend it to deal additional Necrotic damage,
equal to the die result, when dealing weapon damage.

Additionally, if a living creature with one of your Bardic
Inspiration die is reduced to 0 HP, they can expend
that die as a reaction to be reduced to 1 HP instead.

* Ability Score Improvement « PHB 54

* Font of Inspiration « PHB
You regain all of your expended uses of Bardic
Inspiration when you finish a short or long rest.

=== HUMAN SPECIES TRAITS ===

* Size « free-rules 194
Your Size is Medium or Small, chosen when you select
this species.

* Speed ¢ free-rules 194
Your Speed is 30 ft.

* Resourceful « free-rules 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « free-rules 193
You gain proficiency in one skill of your choice.

* Versatile « free-rules 194
You gain an Origin feat of your choice.

* Languages  free-rules 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

* Ability Score Increases « free-rules

When determining your character’s ability scores,
increase one score by 2 and a different one by 1, or
increase three scores by 1.

| Increase two scores (+2/ +1) ¢
Increase one scores by 2 and a different score by 1.

=== FEATS ===

* Skilled « PHB 170
You gain proficiency in any combination of three skills
or tools of your choice.

* Durable « PHB-2024 203
Ability Score Increase. Con. increased by 1.

Defy Death. You have Advantage on Death Saving
Throws.

Speedy Recovery. As a Bonus Action, you can expend
one of your HP Dice, roll the die, and regain a number
of HP equal to the roll.

| Speedy Recovery: 1 Bonus Action
* Resilient « PHB-2024 206
Ability Score Increase. Choose one ability in which
you lack saving throw proficiency and increase the
chosen ability score by 1.

Saving Throw Proficiency. You gain saving throw
proficiency with the chosen ability.

| Constitution ¢
Increase your CON score by 1 and you gain
proficiency in CON saving throws.

* Magic Initiate (Cleric)  free-rules 201

ADDITIONAL FEATURES & TRAITS

N
Two Cantrips. You learn two cantrips of your choice
from the Cleric spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Cleric
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Intelligence
* Skilled « free-rules 201
You gain proficiency in any combination of three skills

or tools of your choice.

Repeatable. You can take this feat more than once.

ADDITIONAL EQUIPMENT
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Allies Flattery is my preferred trick for
First Minister Mina Taliesan “The Lady of Masks” - getting what | want.
His childhood sponsor following the death of his | keep multiple holy symbols on me
Uncle Charles and a personal mentorl after B ; i
leaving the (RCS). Tory was given the task to and invoke whatever deity might
disrupt the flow of tithes and supplies into the City PERSONALITY TRAITS
of Soma and the Temple Solyma. 200 S
[ "]
=== Organizations === Fairness. | never target people who can't afford
to lose a few coins. (Lawful)
Ravencourt Sanctuary - Tory grew up in the
ancient and haunted halls of the (RCS). Under the
care of Uncle Charles, the eldest brother of his IDEALS
birth mother Maria. — e
[ "]
Charles was an Overseer of the (RCS) till his | owe everything to my mentor—a
death (Charles age 66, Tory age 15) where the horrible person who's probably
custodial guardianship was placed in the distant tti in iail h
hands of First Minister Mina Taliesan “The Lady of rotting In jail somewnere.
Masks”. Mina would sponsor Tory for his final | . BONDS oy
years at the school till he was of age to graduate.
[N "]
I'm convinced that no one could ever fool me
the way | fool others.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS N\ FLAWS .
A\ (f A\ T

Orphaned at a young age, Tory was placed into
the care of his Uncle Charles, the eldest brother of
his mother Maria. His Uncle Charles would refuse
to speak the name of his father.

Charles was an instructor and overseer at the
esteemed Ravencourt Sanctuary (RCS). in the
ancient and hollowed halls of the (RCS) Tory
would complete his schooling where he would
discover his talents in the school of Necromancy,
including the studies nature, religion and vague
history.

One day Charles (age 66) would fall gravely sick
and shortly pass away leaving Tory (age 15)
alone. Upon Charles dying words, custodial
guardianship was placed in the distant hands of
First Minister Mina Taliesan “The Lady of Masks”.
Mina would sponsor Tory for his final years at the
school till he was of age to graduate.

As part of Minister Taliesan’s patronage, Tory
would continue his schooling, learning more
worldly skills, and eventually becoming one of her
agents sent out into the world.

Utilizing his more caring and compassionate
nature Tory was given the task to disrupt the flow
of tithes and supplies into the City of Soma and
the Temple Solyma, redirecting money and
medicine into the slums of Soma and the outlying
villages.

(As a Charlatan) Tory would utilize his caring and
compassionate nature to forge a false identity as
“Friar Terry”, (a wiry old man) to tend to the sick
and dying, to sooth their spirits and pain. Often
times to provide end of life care, document the
final testaments and confessions of the dying;
Tory would take careful selection of those in his
care and for those with a fighting spirit, he would
offer them the chance to rise from their deaths to
defend their homes and families one last time for a
set amount time of service.

CHARACTER BACKSTORY

Tory's appearance: Tory is a 35 year old man with
sun kissed tan skin, feathery brown hair and brown
eyes, he stands 6 feet tall, 180 pounds his facial hair
he trims and styles to fit what is culturally accepted
as a popular fashion. Tory wears second hand or
hand-me-down fine clothes that are favored by
commoners (but are clean enough to not offend the
rich or those of higher social status), heavy leather
boots and leather gloves. His spell book is disguised
as a holy book that he has in a leather harness
under his left arm.

False Identity Appearance: Tory, while disguised as
Friar Terry is aged up to resemble the memory of his
uncle Charles, his hair is longer in grey curls, his
nose looks crooked from being broken, his skin pale
he will walk with a cane of sun bleached wood. He
keeps a secondary journal where he records the
names and the final wishes of those that die while
under his care.

ADDITIONAL NOTES /,
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=== CANTRIPS === (At Will)
O Chill Touch Wizard +11 1A Touch V,S Instantaneous  free-rules 249 /S
O Infestation Wizard CON 19 1A 30 ft. V,S,M Instantaneous XGtE 158 V/S/M
QO Fire Bolt Wizard +11 1A 120 ft. V,S Instantaneous  free-rules 274 /S
O Ray of Frost Wizard +11 1A 60 ft. V,S Instantaneous  free-rules 311 /S
O Mold Earth Wizard - 1A 30 ft./5 ft. Cube S Instantaneous  EE 162 5 ft. Cube, S
O Dancing Lights Bard -- 1A 120 ft. V,S,M  concentration, upto 1 minute - PHB 230 D: 1m, V/ISIM
O Message Bard - 1A 120 ft. V,S,M 1 round PHB 259 D:1Rnd, V/S/IM
O Blade Ward Bard - 1A Self V.S 1 round PHB 218 D:1Rnd, VIS
O Spare the Dying Magic Initiate (Cleric) -- 1A 15 ft. V.S Instantaneous  free-rules 318 V/S
O Guidance Magic Initiate (Cleric) - 1A Touch V.S Concentration, up to L minute ~ free-rules 282 D: 1m, V/S
O Toll the Dead Chilling Melody WIS 16 1A 60 ft. V.S Instantaneous ~ XGtE 169 V/S
O Chill Touch Chilling Melody +8 1A 120 ft. V.S 1 round PHB 221 D:1Rnd, V/S

=== 1st LEVEL === 4 Slots OO00
O Cause Fear Wizard wIS19 1A 60 ft. \% Concenuaiion, upto tminte - XGtE 151 D: 1m, V
O False Life Wizard - 1A Self V,S,M Instantaneous free-rules 271 V/S/M
O Mage Armor Wizard - 1A Touch V,S,M 8 hours free-rules 293 D: 8h, V/S/IM
O Magic Missile Wizard - 1A 120 ft. V.S Instantaneous  free-rules 295 V/S
O Protection from Evil and Good Wizard - 1A Touch V,S,M  concenation, up o 1ominutes  free-rules 309 D: 10m, V/S/M
O Ray of Sickness Wizard +11 1A 60 ft. V,S Instantaneous  free-rules 311 /S
O Sleep Wizard WIS19 1A 60 ft./5 ft. Sphere  V,S,M  concenration, up o 1 minute  free-rules 317 D: 1m, 5 ft. Sphere, V/S/IM
O Tasha's Hideous Laughter Wizard WIS 19 1A 30 ft. V,S,M  concentiation, upto 1 minute  free-rules 331 D: 1m, V/S/M
QO silent Image Wizard - 1A 60 ft./15 ft. Cube V,S,M  concentation, upto 10minuies  free-rules 317 D: 10m, 15 ft. Cube, V/S/M
O Charm Person Wizard WIS19 1A 30 ft. V,S 1 hour free-rules 249 D: 1h, V/S
O Unseen Servant [R] Wizard - 1a+10m 60 ft. V,S,M 1 hour free-rules 336  D: 1h, V/S/M
O Disguise Self Wizard - 1A Self V,S 1 hour free-rules 262 D: 1h, VIS
O Shield Wizard - 1R Self V,S 1 round free-rules 316 D: 1Rnd, V/S
O Identify [R] Wizard - 11m  Touch V,S,M Instantaneous free-rules 287 V/S/M
O Earth Tremor Wizard DEX 19 1A 10 ft. V,S Instantaneous  EE 155 VIS
O Detect Magic [R] Wizard -- 1A+10m  Self/30 ft. Sphere V,S Concentration,up o 10 minutes free-rules 262 D: 10m, 30 ft. Sphere, V/S
O Absorb Elements Wizard -- 1R Self S 1 round EE 150 D: 1Rnd, S
O Bane Bard CHA 16 1A 30 ft. V,S,M  concentation upto 1 minute - PHB 216 D: 1m, V/ISIM
O Cure Wounds Bard - 1A Touch V,S Instantaneous  PHB 230 VIS
O Dissonant Whispers Bard WIS 16 1A 60 ft. \Y Instantaneous  PHB 234 V
QO Identify [R] Bard -- im Touch V,S,M Instantaneous PHB 252  V/S/M
O Healing Word Magic Initiate (Cleric) - 1BA 60 ft. \Y Instantaneous  free-rules 284 1/LR, V

===2nd LEVEL === 3 Slots OO0
QO Blindness/Deafness Wizard CON 19 1A 120 ft. \% 1 minute free-rules 248 D: 1m, V
O Detect Thoughts Wizard WIS19 1A Self V,S,M  concenuation, upto 1 minute ~ free-rules 262 D: 1m, V/S/M
O Gentle Repose [R] Wizard -- 1A Touch V,S,M 10 days free-rules 278 D: 10d, V/SIM
QO Hold Person Wizard WwIS19 1A 60 ft. V,S,M  concenuation, up o 1 minute  free-rules 286 D: 1m, V/S/M
O Ray of Enfeeblement Wizard conig/+1l 1A 60 ft. V,S Concentration, upto 1 minute  free-rules 311 D: 1m, V/S
O Suggestion Wizard WIS19 1A 30 ft. V.M Concentration, up to 8 hours  free-rules 320 D: 8h, VIM

===3rd LEVEL === 3 Slots 000
O Counterspell Wizard CON19 1R 60 ft. S Instantaneous  free-rules 258 S
O Dispel Magic Wizard -- 1A 120 ft. V.S Instantaneous  free-rules 265 Special: (See Description)*, V/S
O Haste Wizard - 1A 30 ft. V,S,M  concentation, ipro 1 minuie  free-rules 284 D: 1m, V/SIM

SPELLS
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O Remove Curse Wizard -- 1A Touch V,S Instantaneous  free-rules 312 /S
QO Spirit Shroud Wizard -- 1BA  Self V,S Concenvation, upto 1minuie - TCOE 108  D: 1m, V/S
QO Protection from Energy Wizard -- 1A Touch V,S Concentration, up to Lhour ~ free-rules 309 D: 1h, V/S
O Major Image Wizard -- 1A 120 ft./20 ft. Cube V,S,M  concenvation, upto 10 minues ~ free-rules 295 D: 10m, 20 ft. Cube, V/S/M
QO Life Transference Wizard - 1A 30 ft. V,S Instantaneous  XGtE 160 V/S
O Bestow Curse Wizard WIS19 1A Touch V,S Concenuation, up to L minute  free-rules 246 D: 1m, V/S
O Animate Dead Wizard - im 10 ft. V,S,M Instantaneous free-rules 240 V/S/M
O Fireball Wizard DEX 19 1A 150 ft./20 ft. Sphere V/,S,M  Instantaneous  free-rules 274 20 ft. Sphere, V/IS/M
O Bestow Curse Bard WIS 16 1A Touch V.S Concentration, up to L minute ~ free-rules 246 D: 1m, V/S
O Dispel Magic Bard -- 1A 120 ft. V.S Instantaneous  free-rules 265 Special: (See Description)*, V/S
O Speak with Dead Bard - 1A 10 ft. V,S,M 10 minutes free-rules 318 D: 10m, V/S/M
O Mass Healing Word Bard -- 1BA 60 ft. \Y Instantaneous  free-rules 296

=== 4th LEVEL === 3 Slots OO0
O Banishment Wizard CHA19 1A 30 ft. V,S,M  concenuation, up o 1minue  free-rules 245 D: 1m, V/S/M
O Blight Wizard CON19 1A 30 ft. V.S Instantaneous  free-rules 247 /S
O Phantasmal Killer Wizard WIS19 1A 120 ft. V,S Concentration, up to L minute  free-rules 304 D: 1m, V/S

=== 5th LEVEL === 3 Slots 00O
O Danse Macabre Wizard - 1A 60 ft. V.S Concentration, upto 1hour - XGtE 153 D: 1h, V/S
O Dominate Person Wizard WIS19 1A 60 ft. V,S Concentration, up o L minute ~ free-rules 266 D: 1m, V/S
O Enervation Wizard DEX19 1A 60 ft. V,S Concentaion, wpo 1minte - XGtE 155 D: 1m, V/S
O Hold Monster Wizard WIS19 1A 90 ft. V,S,M  concentiation, upto 1 minute  free-rules 285 D: 1m, V/S/M
O Modify Memory Wizard WIS19 1A 30 ft. V,S Concentration, up o Lminute ~ free-rules 299 D: 1m, V/S
QO Spirit Swarm Wizard CHA 19 1A 120 ft. V,S Concentration, up to L minute - GHP P D: 1m, VIS

=== 6th LEVEL === 2 Slots OO
QO Chain Lightning Wizard DEX 19 1A 150 ft. V,S,M Instantaneous free-rules 249 V/S/M
QO Circle of Death Wizard CON19 1A 150 ft/60 ft. Sphere V/,S,M  Instantaneous  free-rules 250 60 ft. Sphere, V/S/M
O Mass Suggestion Wizard WIS19 1A 60 ft. V.M 24 hours free-rules 296 D: 24h, VIM
O Mental Prison Wizard INT19 1A 60 ft. S Concentration upto minute - XGtE 161  D: 1m, S
O Soul Cage Wizard - 1R 60 ft. V,S,M 8 hours XGtE 165 D: 8h, V/SIM

=== T7th LEVEL === 2 Slots OO
O Delayed Blast Fireball Wizard DEX 19 1A 150 ft./20 ft. Sphere \/,S,M  Concentration, upro 1 minue  free-rules 261 D: 1m, 20 ft. Sphere, V/S/M
O Finger of Death Wizard CON 19 1A 60 ft. V,S Instantaneous  free-rules 273 /S
O Power Word Pain Wizard CON19 1A 60 ft. \% Instantaneous  XGtE 163 V
O Simulacrum Wizard -- 12h Touch V,S,M Until dispelled  free-rules 317 D: Until Dispelled, V/S/M
O Crown of Stars Wizard +11 1A Self V,S 1 hour XGtE 152 D: 1h, V/S
O Forcecage Wizard CHA 19 1A 100 ft. V,S,M  Concenuation, upto 1 hour  free-rules 276 D: 1h, V/S/M

=== 8th LEVEL === 1 Slots O
O Dominate Monster Wizard WIS19 1A 60 ft. V,S Concentration, upto 1 hour  free-rules 265 Ext. D: Your Concentration can last up to 8 hours.*, D: 1h, V/S
O Power Word Stun Wizard - 1A 60 ft. \% Instantaneous  free-rules 306
O Flense Wizard conig/+l A 60 ft. V,S,M  concentiation. up to 1 minwte - GHPP D: 1m, V/ISIM

SPELLS

> 4
L
Y




