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THAT’S YOUR BEST SHOT?
Racial Power

Once per battle as a free action after you have been hit by
an enemy attack, you can heal using a recovery.
If the escalation die is less than 2, you only get half the
usual healing from the recovery. Unlike other recoveries
that might allow you to take an average result, you have to
roll this one!

Note that you can’t use this ability if the attack drops you
to 0 hp or below. You’ve got to be on your feet to sneer at
their attack and recover.

HEAL

Close-quarters spell

Special: You can use this spell twice per battle.
Quick action to cast (1/round)

Target: You or one ally you are next to
Effect: The target can heal using a recovery.

Adventurer Feat: The target can now be a nearby ally
instead of an ally you are next to.

DOMAIN: HEALING

Class Talent

When you cast a spell that lets you or an ally heal using a
recovery, the target also adds hit points equal to double
your level to the recovery.

Invocation of Healing: This battle, you gain an additional
use of the heal spell. The first heal spell you cast after
using this invocation allows the target to heal using a
free recovery instead of spending a recovery.

Adventurer Feat: When you cast a spell that allows an ally
to heal using a recovery, you can let them use one of
your recoveries instead. (If you also have the Protection/
Community domain, any nearby ally can expend the
recovery instead of you.)

DOMAIN: STRENGTH

Class Talent

You can wield heavy/martial weapons without an attack
penalty.

Invocation of Strength: This battle, you and your nearby
allies deal triple damage instead of double damage on
critical hits with melee attacks.



DOMAIN: JUSTICE

Class Talent

Once per turn when an enemy scores a critical hit against
you or one of your nearby allies or drops you or one of
your nearby allies to 0 hp or below, you gain an attack-
reroll blessing. Immediately choose a nearby ally and give
them the blessing as a free action; you can’t hold on to it.
An ally with this blessing can use it to reroll an attack as a
free action this battle. An ally can only have one such
blessing on them at a time.

Invocation of Justice/Vengeance: This battle, add double
your level to the miss damage of your attacks and the
attacks of your nearby allies. (For example, your basic
melee attack as a cleric will deal triple your level as miss
damage while this invocation is active.)

JAVELIN OF FAITH

Ranged Spell - 1st Level

At-Will

Target: One nearby enemy
Attack: Wisdom + Level vs. PD
Hit: 1d6 + Wisdom holy damage.
Miss: Damage equal to your level.

CURE WOUNDS

Ranged Spell - 1st Level

Daily
Quick action to cast

Effect: You or a nearby ally can heal using a free recovery.

SHIELD OF FAITH

Ranged Spell - 1st Level

Daily
Quick action to cast

Effect: You can cast this spell for power or for broad effect.
Cast for power: One nearby ally gains a +2 bonus to AC this
battle.
Cast for broad effect: Choose up to three nearby creatures



SPIRITS OF THE RIGHTEOUS

Ranged Spell - 1st Level

Once per battle

Target: One nearby enemy
Attack: Wisdom + Level vs. MD

Miss: Your nearby ally with the fewest hit points gains a +2
bonus

Hit: 4d6 + Wisdom holy damage, and your nearby ally with
the fewest hit points gains a +4 bonus to AC until the end
of your next turn. property

BLESS

Ranged Spell - 1st Level

Daily

Effect: You can cast this spell for power or for broad effect.
Cast for power: One nearby ally gains a +2 attack bonus
until the end of the battle.

Cast for broad effect: Choose up to three nearby creatures
(including you); each target gains a +1 attack bonus until
the end of the battle.


