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BINARY:

A EVICS

AEVIC FORMS

AEVIC TARGETING: Forms have no touch or distance limit. Choose a target you can see anywhere on the battlefield. Reviving someone is a separate

natural ability and requires adjacency.

PROTECTION & RESTORATION

UTILITY & MANIPULATION

HEAL 1w

Restore 2d3 Health to a living target. May restore a living creature at
0 Health in the same activation.

WARD 2

Create a protective Aevic barrier granting +1 AC for 3 rounds.

FORTIFY 1E

Grant a target 1d3 temporary Health. Temporary Health from Fortify
can stack.

REPULSION FIELD XX

Project a repulsive Aevic force that physically pushes a creature or
object away by 1 hex for each Aevic pearl expended.

ENERGY & CONTROL

AEVUM BLAST X

Project Aevic energy at a target. Make a spell attack against AC; on
a hit, deal 1d6 damage.

GRASP X
Manipulate or retrieve an unattended object at a distance.

BIND X

Hold a creature in place for one round; it can still act.

PULSE 1X
Burst of force pushes a nearby creature or object.

LIGHT PEARL 1A

Hovering physical pearl, torch-equivalent light. Move it within reach;
dismiss/remanifest during the same exploration at no extra cost.
Expires after one exploration.

VEIL 1A
Briefly obscure a person or small area.

WHISPER 1A

Send a short silent message to someone you can see.

SHAPE XX

Choose and expend Aevic pearls in any combination; describe the
intended effect. The GM adjudicates what is possible and its scale.

COST: E Earth - W Water - A Aether - X any
humour - XX variable expenditure, GM
adjudicates.




