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Played by:

PFS Number:

Athnul
Female Human Monk

SKILLS
STRENGTH	 d6	 ⎕ +1	 ⎕ +2	 ⎕ +3 

MELEE: STRENGTH +2
DEXTERITY	 d6	 ⎕ +1	 ⎕ +2
CONSTITUTION	 d10	 ⎕ +1	 ⎕ +2 

FORTITUDE: CONSTITUTION +2
INTELLIGENCE	 d4	 ⎕ +1	 ⎕ +2
WISDOM	 d10	 ⎕ +1	 ⎕ +2	 ⎕ +3	 ⎕ +4 

PERCEPTION: WISDOM +2
CHARISMA	 d6	 ⎕ +1	 ⎕ +2

CARDS� FT: BLESSING 
WEAPON	 —	 ⎕ 1
SPELL	 —	 ⎕ 1	 ⎕ 2
ARMOR	 —
ITEM	 4	 ⎕ 5	 ⎕ 6
ALLY	 5	 ⎕ 6	 ⎕ 7

BLESSING	 6	 ⎕ 7	 ⎕ 8	 ⎕ 9

POWERS
HAND SIZE	 5	 ⎕ 6	 ⎕ 7
For your Melee combat check, you may recharge a card to add your Wisdom skill and the 
Bludgeoning trait (⎕ and you may add the Magic trait); you may not play a Weapon on this check.
You may reveal a blessing to evade your encounter. (⎕ Then you may recharge that blessing to 
explore your location.)

Played by:

PFS Number:

Athnul
Female Human Monk

SKILLS
STRENGTH	 d6	 ⎕ +1	 ⎕ +2	 ⎕ +3 

MELEE: STRENGTH +2
DEXTERITY	 d6	 ⎕ +1	 ⎕ +2
CONSTITUTION	 d10	 ⎕ +1	 ⎕ +2 

FORTITUDE: CONSTITUTION +2
INTELLIGENCE	 d4	 ⎕ +1	 ⎕ +2
WISDOM	 d10	 ⎕ +1	 ⎕ +2	 ⎕ +3	 ⎕ +4 

PERCEPTION: WISDOM +2
CHARISMA	 d6	 ⎕ +1	 ⎕ +2

CARDS� FT: BLESSING 
WEAPON	 —	 ⎕ 1
SPELL	 —	 ⎕ 1	 ⎕ 2
ARMOR	 —
ITEM	 4	 ⎕ 5	 ⎕ 6
ALLY	 5	 ⎕ 6	 ⎕ 7

BLESSING	 6	 ⎕ 7	 ⎕ 8	 ⎕ 9

Monk of the Ki Fist
POWERS
HAND SIZE	 5	 ⎕ 6	 ⎕ 7
For your Melee combat check, you may recharge a card to add your Wisdom skill and the 
Bludgeoning trait (⎕ and you may add the Magic trait); you may not play a Weapon on this check.
You may reveal a blessing to evade your encounter. (⎕ Then you may recharge that blessing to 
explore your location.)
⎕	When you play a spell and would banish it, you may bury (⎕ or discard) it instead.
⎕	When you encounter a monster, you may examine the next card in your location deck; if it is a 

weapon or an armor (⎕ or any boon), add 1d6 (⎕ plus its adventure deck number) to your check 
to defeat that monster.

⎕	Blessings played on your check to defeat a villain or henchman may add d12 instead of the normal 
die.  (⎕ You may recharge any such blessing you played instead of discarding it.)
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Played by:

PFS Number:

Athnul
Female Human Monk

SKILLS
STRENGTH	 d6	 ⎕ +1	 ⎕ +2	 ⎕ +3 

MELEE: STRENGTH +2
DEXTERITY	 d6	 ⎕ +1	 ⎕ +2
CONSTITUTION	 d10	 ⎕ +1	 ⎕ +2 

FORTITUDE: CONSTITUTION +2
INTELLIGENCE	 d4	 ⎕ +1	 ⎕ +2
WISDOM	 d10	 ⎕ +1	 ⎕ +2	 ⎕ +3	 ⎕ +4 

PERCEPTION: WISDOM +2
CHARISMA	 d6	 ⎕ +1	 ⎕ +2

CARDS� FT: BLESSING 
WEAPON	 —	 ⎕ 1
SPELL	 —	 ⎕ 1	 ⎕ 2
ARMOR	 —
ITEM	 4	 ⎕ 5	 ⎕ 6
ALLY	 5	 ⎕ 6	 ⎕ 7

BLESSING	 6	 ⎕ 7	 ⎕ 8	 ⎕ 9

POWERS
HAND SIZE	 5	 ⎕ 6	 ⎕ 7
For your Melee combat check, you may recharge a card to add your Wisdom skill and the 
Bludgeoning trait (⎕ and you may add the Magic trait); you may not play a Weapon on this check.
You may reveal a blessing to evade your encounter. (⎕ Then you may recharge that blessing to 
explore your location.)

Played by:

PFS Number:

Athnul
Female Human Monk

SKILLS
STRENGTH	 d6	 ⎕ +1	 ⎕ +2	 ⎕ +3 

MELEE: STRENGTH +2
DEXTERITY	 d6	 ⎕ +1	 ⎕ +2
CONSTITUTION	 d10	 ⎕ +1	 ⎕ +2 

FORTITUDE: CONSTITUTION +2
INTELLIGENCE	 d4	 ⎕ +1	 ⎕ +2
WISDOM	 d10	 ⎕ +1	 ⎕ +2	 ⎕ +3	 ⎕ +4 

PERCEPTION: WISDOM +2
CHARISMA	 d6	 ⎕ +1	 ⎕ +2

CARDS� FT: BLESSING 
WEAPON	 —	 ⎕ 1
SPELL	 —	 ⎕ 1	 ⎕ 2
ARMOR	 —
ITEM	 4	 ⎕ 5	 ⎕ 6
ALLY	 5	 ⎕ 6	 ⎕ 7

BLESSING	 6	 ⎕ 7	 ⎕ 8	 ⎕ 9

Keen Strike Monk
POWERS
HAND SIZE	 5	 ⎕ 6	 ⎕ 7
For your Melee combat check, you may recharge a card to add your Wisdom skill (⎕ plus the card's 
adventure deck number) and the Piercing trait (⎕ and you may add the Magic trait); you may not 
play a Weapon on this check.  (⎕ You may also add another 1d8 and the Mental trait.)
You may reveal a blessing to evade your encounter. (⎕ Then you may recharge that blessing to 
explore your location.)
⎕	You gain the skill DIVINE: WISDOM +1 (⎕ +3).
⎕	You may recharge a card to add 1d4 (⎕ 2d4) (⎕ 3d4) and the Piercing trait to a combat check by a 

character at your location.
⎕	When you attempt a check to defeat a barrier, you may use your Fortitude skill instead of any listed 

skill.
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Played by:

PFS Number:

Rooboo
Female Tengu Monk

SKILLS
STRENGTH	 d6	 ⎕ +1	 ⎕ +2
DEXTERITY	 d10	 ⎕ +1	 ⎕ +2	 ⎕ +3 

STEALTH: DEXTERITY +4
CONSTITUTION	 d6	 ⎕ +1	 ⎕ +2
INTELLIGENCE	 d8	 ⎕ +1	 ⎕ +2
WISDOM	 d8	 ⎕ +1	 ⎕ +2	 ⎕ +3	 ⎕ +4 

PERCEPTION: WISDOM +2
CHARISMA	 d4	 ⎕ +1	 ⎕ +2

POWERS
HAND SIZE	 5	 ⎕ 6
For your combat check, you may reveal a weapon to use your Dexterity skill + 1d6 (⎕ 1d8) plus the 
weapon's adventure deck number; you may additionally discard that weapon to add another 1d6 and 
the weapon's traits.
When you encounter a barrier (⎕ or a monster), you may evade it, then move; then end your turn.
When you attempt a check before your act (⎕ or a check to acquire an item), you may use your 
Dexterity skill instead of any listed skill.

CARDS� FT: WEAPON 
WEAPON	 3	 ⎕ 4	 ⎕ 5
SPELL	 —	 ⎕ 1
ARMOR	 —
ITEM	 5	 ⎕ 6	 ⎕ 7
ALLY	 3	 ⎕ 4	 ⎕ 5

BLESSING	 4	 ⎕ 5	 ⎕ 6	 ⎕ 7

SKILLS
STRENGTH	 d6	 ⎕ +1	 ⎕ +2
DEXTERITY	 d10	 ⎕ +1	 ⎕ +2	 ⎕ +3 

STEALTH: DEXTERITY +4
CONSTITUTION	 d6	 ⎕ +1	 ⎕ +2
INTELLIGENCE	 d8	 ⎕ +1	 ⎕ +2
WISDOM	 d8	 ⎕ +1	 ⎕ +2	 ⎕ +3	 ⎕ +4 

PERCEPTION: WISDOM +2
CHARISMA	 d4	 ⎕ +1	 ⎕ +2

POWERS
HAND SIZE	 5	 ⎕ 6	 ⎕ 7
PROFICIENT WITH	 ⎕ Weapons
For your combat check, you may reveal a weapon to use your Dexterity skill + 1d6 (⎕ 1d8) (⎕ 1d12) 
plus the weapon's adventure deck number; you may additionally discard that weapon to add another 
1d6 and the weapon's traits.
When you encounter a barrier (⎕ or a monster), you may evade it, then move; then end your turn.
When you attempt a check before your act (⎕ or a check to acquire an item), you may use your 
Dexterity skill instead of any listed skill.
⎕	When you defeat a monster on your turn, you may bury (⎕ or discard) a card to explore your location.
⎕	You gain the skill ACROBATICS: DEXTERITY +2, and you may reduce Ranged Combat damage dealt to you to 0.
⎕	When you move during your turn (⎕ or any turn), you may add 1d6 to your next combat check on that turn.

CARDS� FT: WEAPON 
WEAPON	 3	 ⎕ 4	 ⎕ 5
SPELL	 —	 ⎕ 1
ARMOR	 —
ITEM	 5	 ⎕ 6	 ⎕ 7
ALLY	 3	 ⎕ 4	 ⎕ 5

BLESSING	 4	 ⎕ 5	 ⎕ 6	 ⎕ 7

Monk of 
the Seven Forms

Played by:

PFS Number:

Rooboo
Female Tengu Monk
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SKILLS
STRENGTH	 d6	 ⎕ +1	 ⎕ +2
DEXTERITY	 d10	 ⎕ +1	 ⎕ +2	 ⎕ +3 

STEALTH: DEXTERITY +4
CONSTITUTION	 d6	 ⎕ +1	 ⎕ +2
INTELLIGENCE	 d8	 ⎕ +1	 ⎕ +2
WISDOM	 d8	 ⎕ +1	 ⎕ +2	 ⎕ +3	 ⎕ +4 

PERCEPTION: WISDOM +2
CHARISMA	 d4	 ⎕ +1	 ⎕ +2

POWERS
HAND SIZE	 5	 ⎕ 6
For your combat check, you may reveal a weapon to use your Dexterity skill + 1d6 (⎕ 1d8) plus the 
weapon's adventure deck number; you may additionally discard that weapon to add another 1d6 and 
the weapon's traits.
When you encounter a barrier (⎕ or a monster), you may evade it, then move; then end your turn.
When you attempt a check before your act (⎕ or a check to acquire an item), you may use your 
Dexterity skill instead of any listed skill.

CARDS� FT: WEAPON 
WEAPON	 3	 ⎕ 4	 ⎕ 5
SPELL	 —	 ⎕ 1
ARMOR	 —
ITEM	 5	 ⎕ 6	 ⎕ 7
ALLY	 3	 ⎕ 4	 ⎕ 5

BLESSING	 4	 ⎕ 5	 ⎕ 6	 ⎕ 7

SKILLS
STRENGTH	 d6	 ⎕ +1	 ⎕ +2
DEXTERITY	 d10	 ⎕ +1	 ⎕ +2	 ⎕ +3 

STEALTH: DEXTERITY +4
CONSTITUTION	 d6	 ⎕ +1	 ⎕ +2
INTELLIGENCE	 d8	 ⎕ +1	 ⎕ +2
WISDOM	 d8	 ⎕ +1	 ⎕ +2	 ⎕ +3	 ⎕ +4 

PERCEPTION: WISDOM +2
CHARISMA	 d4	 ⎕ +1	 ⎕ +2

POWERS
HAND SIZE	 5	 ⎕ 6	 ⎕ 7

PROFICIENT WITH	 ⎕ Weapons

For your combat check, you may reveal a weapon to use your Dexterity skill + 1d6 (⎕ 1d8) (⎕ 1d10) plus 
the weapon's adventure deck number; you may additionally discard that weapon to add another 1d6 (⎕ 
1d12) and the weapon's traits.

When you encounter a barrier (⎕ or a monster), you may evade it, then move; then end your turn.

When you attempt a check before your act (⎕ or a check to acquire an item), you may use your Dexterity 
skill instead of any listed skill.

⎕	 When you are dealt Combat damage, reduce the damage by half (round down).

⎕	 During your encounter, when you are dealt damage before you act, you may add to your combat check 
the number of cards you discarded as damage.

⎕	 If you move during your move step, you may move after your first exploration of the turn.

⎕	 Reduce damage dealt to another character at your location by 1 (⎕ 2).

CARDS� FT: WEAPON 
WEAPON	 3	 ⎕ 4	 ⎕ 5
SPELL	 —	 ⎕ 1
ARMOR	 —
ITEM	 5	 ⎕ 6	 ⎕ 7
ALLY	 3	 ⎕ 4	 ⎕ 5

BLESSING	 4	 ⎕ 5	 ⎕ 6	 ⎕ 7

Flowing Monk

Played by:

PFS Number:

Rooboo
Female Tengu Monk

Played by:

PFS Number:

Rooboo
Female Tengu Monk
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Played by:

PFS Number:

Sajan
Male Human Monk

SKILLS
STRENGTH	 d6	 ⎕ +1	 ⎕ +2	 ⎕ +3	 ⎕ +4 

MELEE: STRENGTH +2
DEXTERITY	 d10	 ⎕ +1	 ⎕ +2	 ⎕ +3	 ⎕ +4 

ACROBATICS: DEXTERITY +3
CONSTITUTION	 d6	 ⎕ +1	 ⎕ +2 

FORTITUDE: CONSTITUTION +2
INTELLIGENCE	 d6	 ⎕ +1	 ⎕ +2
WISDOM	 d8	 ⎕ +1	 ⎕ +2
CHARISMA	 d6	 ⎕ +1

POWERS
HAND SIZE	 5	 ⎕ 6
PROFICIENT WITH	 Weapons
If your combat check has the Slashing trait, add 2 (⎕ 4).
Blessings played on your combat check may add a d12 instead of the normal die; you may recharge 
any such blessing you played instead of discarding it.
⎕	Reduce Combat damage dealt to you by 1 (⎕ 3).

CARDS� FT: WEAPON 
WEAPON	 3	 ⎕ 4	 ⎕ 5	 ⎕ 6
SPELL	 —
ARMOR	 —
ITEM	 3	 ⎕ 4
ALLY	 4	 ⎕ 5	 ⎕ 6	 ⎕ 7

BLESSING	 5	 ⎕ 6	 ⎕ 7	 ⎕ 8

Played by:

PFS Number:

Sajan
Male Human Monk

SKILLS
STRENGTH	 d6	 ⎕ +1	 ⎕ +2	 ⎕ +3	 ⎕ +4 

MELEE: STRENGTH +2
DEXTERITY	 d10	 ⎕ +1	 ⎕ +2	 ⎕ +3	 ⎕ +4 

ACROBATICS: DEXTERITY +3
CONSTITUTION	 d6	 ⎕ +1	 ⎕ +2 

FORTITUDE: CONSTITUTION +2
INTELLIGENCE	 d6	 ⎕ +1	 ⎕ +2
WISDOM	 d8	 ⎕ +1	 ⎕ +2
CHARISMA	 d6	 ⎕ +1

POWERS
HAND SIZE	 5	 ⎕ 6	 ⎕ 7
PROFICIENT WITH	 Weapons
If your combat check has the Slashing trait, add 2 (⎕ 4).  (⎕ If you succeed at the check, you may 
draw a card.)
Blessings played on your combat check may add a d12 instead of the normal die; you may recharge 
any such blessing you played instead of discarding it.
⎕	Reduce Combat damage (⎕ or all damage) dealt to you by 1 (⎕ 3).
⎕	When you encounter a monster, you may discard (⎕ or recharge) a weapon to evade it.  (⎕ You 

may put the monster under the top card of the location deck it came from.)
⎕	When you begin your turn with no weapons in your hand, you may draw a card (⎕ then you may 

recharge a card).

CARDS� FT: WEAPON 
WEAPON	 3	 ⎕ 4	 ⎕ 5	 ⎕ 6
SPELL	 —
ARMOR	 —
ITEM	 3	 ⎕ 4
ALLY	 4	 ⎕ 5	 ⎕ 6	 ⎕ 7

BLESSING	 5	 ⎕ 6	 ⎕ 7	 ⎕ 8

Temple Guardian
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Played by:

PFS Number:

Sajan
Male Human Monk

SKILLS
STRENGTH	 d6	 ⎕ +1	 ⎕ +2	 ⎕ +3	 ⎕ +4 

MELEE: STRENGTH +2
DEXTERITY	 d10	 ⎕ +1	 ⎕ +2	 ⎕ +3	 ⎕ +4 

ACROBATICS: DEXTERITY +3
CONSTITUTION	 d6	 ⎕ +1	 ⎕ +2 

FORTITUDE: CONSTITUTION +2
INTELLIGENCE	 d6	 ⎕ +1	 ⎕ +2
WISDOM	 d8	 ⎕ +1	 ⎕ +2
CHARISMA	 d6	 ⎕ +1

POWERS
HAND SIZE	 5	 ⎕ 6
PROFICIENT WITH	 Weapons
If your combat check has the Slashing trait, add 2 (⎕ 4).
Blessings played on your combat check may add a d12 instead of the normal die; you may recharge 
any such blessing you played instead of discarding it.
⎕	Reduce Combat damage dealt to you by 1 (⎕ 3).

CARDS� FT: WEAPON 
WEAPON	 3	 ⎕ 4	 ⎕ 5	 ⎕ 6
SPELL	 —
ARMOR	 —
ITEM	 3	 ⎕ 4
ALLY	 4	 ⎕ 5	 ⎕ 6	 ⎕ 7

BLESSING	 5	 ⎕ 6	 ⎕ 7	 ⎕ 8

Played by:

PFS Number:

Sajan
Male Human Monk

SKILLS
STRENGTH	 d6	 ⎕ +1	 ⎕ +2	 ⎕ +3	 ⎕ +4 

MELEE: STRENGTH +2
DEXTERITY	 d10	 ⎕ +1	 ⎕ +2	 ⎕ +3	 ⎕ +4 

ACROBATICS: DEXTERITY +3
CONSTITUTION	 d6	 ⎕ +1	 ⎕ +2 

FORTITUDE: CONSTITUTION +2
INTELLIGENCE	 d6	 ⎕ +1	 ⎕ +2
WISDOM	 d8	 ⎕ +1	 ⎕ +2
CHARISMA	 d6	 ⎕ +1

POWERS
HAND SIZE	 5	 ⎕ 6	 ⎕ 7

PROFICIENT WITH	 Weapons

If your combat check has the Slashing trait, add 2 (⎕ 4).  (⎕ You may also add 1d8 and the Acid, Cold, 
Electricity, or Fire trait.)

Blessings played on your combat check may add a d12 instead of the normal die; you may recharge any 
such blessing you played instead of discarding it.

⎕	 Reduce Combat damage dealt to you by 1 (⎕ 3).

⎕	 When would fail a combat check, you may bury a blessing (⎕ or any card) to reroll the check; take the new result.

⎕	 After you die, you are no longer dead.  Shuffle your buried cards into your deck, bury the top 5 cards of 
your deck, and end your turn.  This power may be used only once per scenario.

⎕	 You may add 1d6 to any combat check that has the Acid, Cold, Electricity, or Fire trait attempted 
by (⎕ you or) another character at your location.

⎕	 You automatically succeed at checks required to move.

CARDS� FT: WEAPON 
WEAPON	 3	 ⎕ 4	 ⎕ 5	 ⎕ 6
SPELL	 —
ARMOR	 —
ITEM	 3	 ⎕ 4
ALLY	 4	 ⎕ 5	 ⎕ 6	 ⎕ 7

BLESSING	 5	 ⎕ 6	 ⎕ 7	 ⎕ 8

Monk of 
the Four Winds
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WEAPONS
	 	Butterfly Sword (B)B 	 	Nunchaku +1 (1) 	 	Keen Butterfly Sword +2 (4)
	 	Kama (B)B 	 	Venomous Fighting 

 Fan +1 (2)
	 	Furious Nunchaku +3 (5)

	 	Kusarigama (B) 	 	Shortspear +3 (5)
	 	Quarterstaff (B)B 	 	War Razor +1 (2) 	 	Demonbane Temple 

 Sword +3 (6)	 	Rochin (B)B 	 	 Invigorating Temple 
 Sword +2 (3)	 	Sai (B)B 	 	Subtle Deerhorn Knife (6)

	 	Temple Sword (B) 	 	Zul (3) 	 	 	
	 	Acidic Whip +1 (1) 	 	Adamantine Sai +2 (4) 	 	 	

SPELLS
	 	Cure (3)B 	 	Detect Magic (5) 	 	Confusion (6)
	 	Agility (4) 	 	Steal Soul (5) 	 	 	
	 	Find Traps (4) 	 	Augury (6) 	 	 	

ITEMS
	 	Amulet of Mighty Fists (B)B 	 	Kohl of Uncanny 

 Discernment (1)
	 	Headband of 

 Inspired Wisdom (4)	 	Blood Periapt (B)B

	 	Caltrop Bead (B)B 	 	Ring of Wave Walking (1) 	 	Boots of Teleportation (5)
	 	Conch Shell (B)B 	 	Amulet of Fiery Fists (2) 	 	Serpentform Belt (5)
	 	Emerald of Dexterity (B) 	 	Crown of Swords (2) 	 	Ring of Energy 

 Resistance (6)	 	Potion of Fortitude (B)B 	 	Hat of Glamour (2)
	 	Potion of Glibness (B)B 	 	Ascetic's Belt (3) 	 	Ring of Serene 

 Contortions (6)	 	Silver Raven Figurine (B) 	 	Pure Holy Water (3)
	 	Trapsmith Gloves (B)B 	 	Amulet of Furious Fists (4) 	 	 	

ALLIES
	 	Athlete (B)B 	 	Turtle (B)B 	 	Clockwork Librarian (4)
	 	Chanty Singer (B) 	 	Raconteur (1) 	 	Lizard (5)
	 	Frog (B)B 	 	Riftwarden (1) 	 	Exalted (5)
	 	Mastiff (B) 	 	Cook (2) 	 	Pious Healer (5)
	 	Quartermaster (B)B 	 	Minotaur Mercenary (2) 	 	Clockwork Dragonling (6)
	 	Researcher (B)B 	 	Evangelist (3) 	 	 	
	 	Snake (B) 	 	 Imp (3) 	 	 	
	 	Teamster (B)B 	 	Rogue Ape (3) 	 	 	

BLESSINGS
	 	Blessing of 

 Cayden Cailean (B)
	 	Blessing of Gozreh (1) 	 	Blessing of Sivanah (4)
	 	Blessing of Gorum (2) 	 	Blessing of Abadar (5)

	 	Blessing of Gorum (B) 	 	Blessing of Lamashtu (2) 	 	Blessing of Irori (5)
	 	Blessing of Irori (B) 	 	Blessing of Sivanah (2) 	 	Blessing of Norgorber (5)
	 	Blessing of Lamashtu (B) 	 	Blessing of Abadar (3) 	 	Blessing of Achaekek (6)
	 	Blessing of Milani (B) 	 	Blessing of Gozreh (3) 	 	Blessing of Asmodeus (6)
	 	Blessing of the Gods (B)B x7 	 	Blessing of Irori (3) 	 	Blessing of Nethys (6)
	 	Blessing of Abadar (1) 	 	Blessing of Gorum (4) 	 	 	
	 	Blessing of Erastil (1) 	 	Blessing of Lamashtu (4) 	 	 	

WEAPONS
	 	Butterfly Sword (B)B 	 	Nunchaku +1 (1) 	 	Keen Butterfly Sword +2 (4)
	 	Kama (B)B 	 	Venomous Fighting 

 Fan +1 (2)
	 	Furious Nunchaku +3 (5)

	 	Kusarigama (B) 	 	Shortspear +3 (5)
	 	Quarterstaff (B)B 	 	War Razor +1 (2) 	 	Demonbane Temple 

 Sword +3 (6)	 	Rochin (B)B 	 	 Invigorating Temple 
 Sword +2 (3)	 	Sai (B)B 	 	Subtle Deerhorn Knife (6)

	 	Temple Sword (B) 	 	Zul (3) 	 	 	
	 	Acidic Whip +1 (1) 	 	Adamantine Sai +2 (4) 	 	 	

SPELLS
	 	Cure (3)B 	 	Detect Magic (5) 	 	Confusion (6)
	 	Agility (4) 	 	Steal Soul (5) 	 	 	
	 	Find Traps (4) 	 	Augury (6) 	 	 	

ITEMS
	 	Amulet of Mighty Fists (B)B 	 	Kohl of Uncanny 

 Discernment (1)
	 	Headband of 

 Inspired Wisdom (4)	 	Blood Periapt (B)B

	 	Caltrop Bead (B)B 	 	Ring of Wave Walking (1) 	 	Boots of Teleportation (5)
	 	Conch Shell (B)B 	 	Amulet of Fiery Fists (2) 	 	Serpentform Belt (5)
	 	Emerald of Dexterity (B) 	 	Crown of Swords (2) 	 	Ring of Energy 

 Resistance (6)	 	Potion of Fortitude (B)B 	 	Hat of Glamour (2)
	 	Potion of Glibness (B)B 	 	Ascetic's Belt (3) 	 	Ring of Serene 

 Contortions (6)	 	Silver Raven Figurine (B) 	 	Pure Holy Water (3)
	 	Trapsmith Gloves (B)B 	 	Amulet of Furious Fists (4) 	 	 	

ALLIES
	 	Athlete (B)B 	 	Turtle (B)B 	 	Clockwork Librarian (4)
	 	Chanty Singer (B) 	 	Raconteur (1) 	 	Lizard (5)
	 	Frog (B)B 	 	Riftwarden (1) 	 	Exalted (5)
	 	Mastiff (B) 	 	Cook (2) 	 	Pious Healer (5)
	 	Quartermaster (B)B 	 	Minotaur Mercenary (2) 	 	Clockwork Dragonling (6)
	 	Researcher (B)B 	 	Evangelist (3) 	 	 	
	 	Snake (B) 	 	 Imp (3) 	 	 	
	 	Teamster (B)B 	 	Rogue Ape (3) 	 	 	

BLESSINGS
	 	Blessing of 

 Cayden Cailean (B)
	 	Blessing of Gozreh (1) 	 	Blessing of Sivanah (4)
	 	Blessing of Gorum (2) 	 	Blessing of Abadar (5)

	 	Blessing of Gorum (B) 	 	Blessing of Lamashtu (2) 	 	Blessing of Irori (5)
	 	Blessing of Irori (B) 	 	Blessing of Sivanah (2) 	 	Blessing of Norgorber (5)
	 	Blessing of Lamashtu (B) 	 	Blessing of Abadar (3) 	 	Blessing of Achaekek (6)
	 	Blessing of Milani (B) 	 	Blessing of Gozreh (3) 	 	Blessing of Asmodeus (6)
	 	Blessing of the Gods (B)B x7 	 	Blessing of Irori (3) 	 	Blessing of Nethys (6)
	 	Blessing of Abadar (1) 	 	Blessing of Gorum (4) 	 	 	
	 	Blessing of Erastil (1) 	 	Blessing of Lamashtu (4) 	 	 	


