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	One Unique  Thing 3: life,and provides you strange powers
	One Unique  Thing 4: and exceptional wisdom.
	ATTACK: +4
	HIT: 2d8+2
	MISS: 2
	Icon Relationships 1: 1 positive Priestess
	Icon Relationships 2: 2 negative High Druid
	Icon Relationships 3: 
	Icon Relationships 4: 
	ATTACK_2: +1
	HIT_2: 2xWPN-1
	MISS_2: 
	Backgrounds 2: 
	Backgrounds 3: 
	Backgrounds 4: 
	Backgrounds 5: 
	powers  spells 3:     nat odd hit = 2 ongoing dmg
	powers  spells 4:     crit = target is struck (save ends)
	powers  spells 5: 
	powers  spells 6: EARTH STR 1/Day 1 near ally & 1 rndm near ally
	powers  spells 7:     unstaggered: +2 to atk & dmg until staggered
	powers  spells 8:     staggered: can heal using recovery
	powers  spells 9: 
	powers  spells 10: 
	powers  spells 11:   
	powers  spells 12: 
	equipment GP 3: 
	equipment GP 4: 
	equipment GP 5: 
	equipment GP 6: 
	magic items 3:     1st turn, spend 1 recovery, heal half
	magic items 4:     next turn, free recovery, heal half
	magic items 5:      roll 11+ to repeat last step next turn
	magic items 6:          failed roll ends regen
	magic items 7: GREATER REGEN 1/day same as REGEN but:
	magic items 8:       spend 2 recoveries and heal 1 each turn
	magic items 9:      
	magic items 10: WILD HEAL you or near ally & 1rndm hurt ally
	magic items 11:      1/battle & 1/day each target heals using a recovery
	Ability Score Bonus: Off
	undefined: Off
	Extra Magic Item: 
	undefined_2: 
	undefined_3: 
	undefined_4: 
	Feat: Off
	Skills 1: Off
	Hit Points: Off
	Racial Power 2: Evasive: 1/Fight if hit, force reroll @ -2
	Racial Power 1: Small: +2 AC vs opp atks
	One Unique  Thing 2: into a tree. But the process will take your whole
	One Unique  Thing 1: Cursed at birth, you are destined to turn
	Backgrounds 1: 5 Nomadic Mender
	Backgrounds 0: 3 Hillside Farmer from Twisp
	equipment GP 2: 
	equipment GP 1: Oaken Walking Stick
	magic items 2:     interrupt if ally, quick if self
	magic items 1: REGEN 1/battle & 1/day near ally or self
	Text48: 
	0: (Earth) Learn Ripping Vines
	1: Wild Heal 1/Battle also
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 
	10: 

	Text49: 
	0: Melee ATK = STR for d10 recovery
	1: Nature Talking, Wilderness Survival

	Text50: 
	0: WILD HEALING ADEPT (2)
	1: ELEMENTAL CASTER INITIATE (1)
	2: 
	3: 
	4: 

	Text51: 
	0: 1/fight&day regen, 1/day great regen. 1/fight&day wild heal
	1: 1 lvl1 daily spell
	2: 
	3: 
	4: 

	Text52: 
	0: 2
	1: 3
	2: -1
	3: -1
	4: 5
	5: -1

	Text53: 
	0: 4
	1: 5
	2: 1
	3: 1
	4: 7
	5: 1

	Text54: 15
	Text55: 15
	Text56: 12
	Text57: 
	Text58: 36
	Text59: 
	Text60: 8
	Text61: 2d10
	Text62: 3
	Text63: 
	Text65: Druid
	Text64: Reed Autumnstep 
	Text66: Halfling
	Text67: 2
	Text68: 25
	powers  spells 2:     +7 vs PD 1d8+5 dmg
	powers  spells 22: RIPPING VINES At-Will 1 near enemy
	Text1: 
	0: 14
	1: 16
	2: 8
	3: 8
	4: 20
	5: 8



