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Staff +7 1d6 +3 10 Mana Points
Staff bonus +7 1d4 +3 Ancestral Reflexes: can use

Master of Astramancy:
Astramancy magic doesn't
require components and can
be cast with a bonus action
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Can speak orcish

Proficient with staff, can
perform a weaker attack with
a bonus action after using a
normal attack action

(1d4 +3 Bludgeoning damage)

Unarmed strikes: 1d4 +2

OTHER PROFICIENCIES & LANGUAGES
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functions as a +1 staff
) (1d6 +1) and allows
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check to regain all
lost Mana Points
once per short rest;
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reaction (&1MP) to reduce
the damage of any
non-energy based ranged
attack by 1d10 +2 dmg

Ancestral Swiftness: can
spend 1 Mana Point to make
2 unarmed strikes, disengage,
dodge, or dash as a bonus
action. Jump distance is
doubled for the turn.

Ancestor's Grace: can spend
reaction (&1MP) to reduce fall
damage by 50, and reduce
Dexterity save damage by half

Ancestor's Fury: (1MP) attack
twice with his standard action

Ancestor's Protection: can
spend 1MP to end any charm
or fear effect on self; immune
to disease/poison
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O concentration, 1 hour, self only

O Advantage on Constitution checks, +2d6 temporary HP

(@) Advantage on Strength checks, double carry capacity

(@) Advantage on Dexterity checks, no falling damage
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O concentration; 1 minute; double speed, +2 AC, and

O additional action to attack (once), dash, disengage, hide

0] Ancestor Spy (Detect Thoughts)

O concentration; 1 minute; hear surface thoughts,

(Q _target makes a DC 18 Wisdom save if you probe deeper
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Proficient with staff, can perform a weaker attack with a bonus action after using a normal attack action

(1d4 +3 Bludgeoning damage)



Unarmed strikes: 1d4 +2
	SP: 
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	Equipment: Staff of the Elder Tree

functions as a +1 staff

(1d6 +1) and allows Gro'shak to perform a DC 20 Wisdom check to regain all lost Mana Points once per short rest; standard action
	Features and Traits: 10 Mana Points



Ancestral Reflexes: can use reaction (&1MP) to reduce the damage of any non-energy based ranged attack by 1d10 +2 dmg



Ancestral Swiftness: can spend 1 Mana Point to make 2 unarmed strikes, disengage,

dodge, or dash as a bonus action. Jump distance is doubled for the turn.



Ancestor's Grace: can spend reaction (&1MP) to reduce fall damage by 50, and reduce Dexterity save damage by half



Ancestor's Fury: (1MP) attack twice with his standard action



Ancestor's Protection: can spend 1MP to end any charm or fear effect on self; immune to disease/poison
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