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Iron Defense: Your armor equals 3 as long as you are unarmored. Tenacious: +1 to all skills and Initiative. O Staff - Damage: 1d8 + STR - Type: Bludgeoning - Properties: 2-handed -
(Equipped) - A long wooden staff, simple but effective in trained hands.

Swift Fists: Your unarmed strikes are not subject to disadvantage imposed by |Ancient Knowledge: Advantage on all Lore checks related to knowledge
Rushed Attacks (see pg. 13 of the Core Rules), and their damage is 1d4 + 1. |about items, facts, or events that happened more than 100 years ago. Sandals - Simple leather sandals for warm weather travel.

Focus: Whenever you spend time meditating alone in a windy place during a |=== INVENTORY ===
Safe Rest, you may choose different Zephyr options available to you.
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Swift Fists: Your unarmed strikes are not subject to disadvantage imposed by Rushed Attacks (see pg. 13 of the Core Rules), and their damage is 1d4 + 1.

Focus: Whenever you spend time meditating alone in a windy place during a Safe Rest, you may choose different Zephyr options available to you.
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Ancient Knowledge: Advantage on all Lore checks related to knowledge about items, facts, or events that happened more than 100 years ago.
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Sandals - Simple leather sandals for warm weather travel.


