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Race Talent: Indomitable Will

Race Attribute: Low-light Vision

Race Attribute: Sense Inner Conflict

Race Attribute: Conflictborn

Ice’s Embrace 
Attribute

Gains Ice and Wind Resistance equal to their Level., any save 
made against Casters Ice Spells receive a -1 penalty to the roll.  

Elemental Bolt If the chosen element is the Elementalist’s Prime Element Spell deals damage equal 
to 5 + half the Elementalist’s Level, if not, the Spell does damage equal to 2 + 
half the Elementalist’s Level. MP:0

Ice Sheet
Save: Balance 

This Spell affects an area with a radius of 20 ft up to 25 ft away from the Elementalist for 
up to 5 rounds.  This area becomes slippery terrain; subjects who move through the affected
 area at faster than half SPD must make a BAL save or fall down. MP: 2

Aquatic Rejuvenation Water Energy to close wounds and restore Life Energy.  This Spell affects a subject 
within 5 ft.  that subject regains HP equal to 2 +the Elementalist’s Level.  MP: 2

Chill Limb 
Save: CON

Injects Ice Energy into another’s limbs, causing it to become NUMBED. This 
Spell affects one subject within 40 ft for 5 rounds. CON save or take Ice damage 
equal to the Elementalist’s Level MP:3

Fog affects a 50 ft radius and lasts for 5 rounds. The fog reduces vision to 
within 10 ft for those within the affected area and for those looking into it, 
and is unaffected by any wind, natural or otherwise.  MP:2

Static Charge 
Save: Magic

This Spell affects one subject within 30 ft.  If the subject is hit, they 
take Lightning damage equal to 6 + the Elementalist’s Level and must 
make a MAG save or drop any metal objects they are holding. MP: 2

Slab
creates a stone wall up to 5 ft high, 5 ft wide, and 1 ft thick within 15 ft of the Elementalist 
that must come out of a hard surface such as a wall, stone floor, or the ground; this lasts 
for up to 6 hours.  The wall has HP equal to 5 + the Elementalist’s Level, DR equal to the 
Elementalist’s SPR, and is immune to Lightning damage MP: 2

Ice Bridge Conjures a bridge of solid ice, strong enough to walk over.  This Spell creates an 
ice bridge that can be up to 10 ft per Level of the Elementalist and at least 1 foot thick; 
this bridge lasts for a number of minutes equal to the Elementalist’s Level. MP: 3

Lightning Bolt Creates a bolt of lightning that streaks from the Elementalist’s hand.  
This Spell attacks one subject up to 60 ft away.  If the attack is successful, that subject takes 
Lightning damage equal to 15 + the Elementalist’s Level.  MP: 5

Stone Skin protects from physical harm.  This Spell affects a subject within 15 ft and lasts a number 
of minutes equal to the Elementalist’s Level.  That subject gains bonus DR and Resistance 
to Slashing and Piercing damage equal to half the Elementalist’s SPR.  MP:5

Frozen Shackles 
Check: STR

Freezes another’s limbs or wings, preventing movement.  This Spell affects a subject 
within 80 ft who becomes IMMOBILIZED for 2 rounds.  If the subject is unable to break 
free by the end of this effect, the shackles shatter and inflict Ice damage equal to 8 +the 
Elementalist’s Level, and the subject gains FROST for 5 rounds without a save.  MP:2

Rope: 10ft

Small Torch x2 (10ft light radius)

1 32

Purple Crystal x3




