
Aube d’Épyne Genette 

Elf Mystic F 55 kg 1.75 m
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Arcane

Elegant Mastery: Elves are naturally gifted in
mastering the use of abilities. Once per day, you
can freely use any acquired ability, including
those currently recharging or those with a usage
limit reached.
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Sceptre Arcanique de la Tour de Mornh INT 0 +8 1 4 3

Grimoire +1 Atq MAG

Aube est une Elfe des Étoiles, du Bosquet d’Épyne en
Zhörlamak. Elle est plutôt chétive mais d’une fragilité
séduisante. Elle a dû s’installer en Guizhemli où elle a
développé ses capacités mystiques. Elle en garde le
souvenir déplaisant d’une soirée festive au réveil un peu
trop agité.

À présent, elle est à Varenthia où elle s’est jointe à un
groupe pour participer à un combat d’arène qui avec la suite
des événements aurait pu lui être fatal.

Une enquête périlleuse engagée avec ses compagnons au
service d’un noble local les a conduit à affronter de sinistres
assassins et à révéler l’identité de leur mystérieux
adversaire ainsi que la part sombre de leur employeur. Elle
a aussi révélé un aspect glaçant de sa propre personnalité.

Potion de soin

Équipement standard

Renforts d'Armure : +1 DEF PHY

Elixir INT

2 parchemins mystérieux de la Tour de Mornh

Compagnons : Bruenor le Guérisseur nain, 

Lughdash le Combattant demi orc, 

Longilus Le Manipulateur humain, 
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Arcane Mystic
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Lightning, Earth, Wind

Arcane Shield C - MA - SUPPORT

The character can create an Arcane Shield at a cost of 1 MP, reducing all damage
taken by 1d12 for 3 turns. Only the character casting the ability can benefit from the
Arcane Shield. 

❏ LVL 3: Reduces damage taken by 1d20.

❏ LVL 5: Reduces damage taken by 2d20 and increases cost to 2 MP.

❏ LVL 7: Reduces damage taken by 3d20.

Magic Projectile C - A - MAG (INT) - 50m

The character can launch a Magic Projectile, dealing 1d6+1 magical damage for 1
PM. 

■ LVL 2: Damage increases to 2d6+1.

❏ LVL 4: Damage increases to 2d6+3, cost increases to 2 MP.

❏ LVL 6: Damage increases to 2d8+5.

Teleportation PC - M - SUPPORT

The character can teleport instantly without suffering an attack of opportunity to a
visible location within a 10 meter radius for 1 MP. 

❏ LVL 3: Increases the range to 15 meters.

❏ LVL 5: Can teleport an ally in contact with him, the cost increases to 2 MP.

❏ LVL 7: Increases range to 20 meters and can teleport two allies in contact with
him, cost increases to 3 MP.

Arcane Regeneration C - MA - SUPPORT

The character regains 1d4 mana points (MP). 

Limitation: 2 / Day

■ LVL 3: Regeneration increases to 2d4 MP.

❏ LVL 5: Regeneration increases to 2d6 MP.

❏ LVL 7: Regeneration increases to 2d8 MP.

Arcane Explosion C - MA - MAG (INT)

The character can create an Arcane Explosion, dealing 1d4 magical damage to all
enemies within a 5-meter radius for a cost of 1 MP. The character makes a single
magic attack test compared to the MAG Def of each enemy in the area. 

Cooldown: 1 round(s)

❏ LVL 2: Damage increases to 2d4, cost increases to 2 MP.

❏ LVL 4: Damage increases to 2d6, cost increases to 3 MP.

❏ LVL 6: Damage increases to 2d8, cost increases to 4 MP.

Temporal Distortion C - MA - SUPPORT

The character can create a temporal distortion around an ally or themselves for a cost
of 3 MP and for 1 full round. When an opponent attacks, they must make 2 attack
tests and keep the lower result. If the adversary's action fails, the temporal distortion
immediately dissipates. 

Cooldown: 2 round(s)

■ LVL 2: The temporal distortion dissipates after 1 full round or 2 failed adversary
attacks.

■ LVL 4: The temporal distortion lasts for 2 full rounds, and the cost increases to 4
MP.

❏ LVL 6: The temporal distortion lasts for 2 full rounds or dissipates immediately
after 4 failed adversary attacks, and the cost increases to 5 MP.

Energy Siphon C - A - MAG (INT)

The character can drain the magical energy from an enemy for a cost of 1 MP,
dealing 1d4 magical damage and absorbing 1d4-1 MP from the targeted enemy. 

Cooldown: 1 round(s)

❏ LVL 2: Damage increases to 1d6+1, and MP theft to 1d4+1.

❏ LVL 4: Damage increases to 2d6+1, cost increases to 2 MP, and MP theft to
2d4+1.

❏ LVL 6: Damage increases to 2d8+1, cost increases to 3 MP, and MP theft to
2d6+1.

Protection Screen C - MA - SUPPORT

The character can create a Protection Screen around an ally for a cost of 1 MP,
increasing their Def MAG. For 2 rounds, the ally gains a +1 bonus to their Def MAG. 

Cooldown: 2 round(s)

❏ LVL 3: The Def MAG bonus increases to +2.

❏ LVL 5: The Def MAG bonus increases to +3, cost increases to 2 MP.

❏ LVL 7: The Def MAG bonus increases to +4, cost increases to 3 MP.
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