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The Cosmic Channeler 
 
The Cosmic Channeler is a conduit for the awesome power of the universe itself. 
 
Inherent—Cosmic Power 
• You can borrow up to 1 Awesome Point from the DM per your level at any given time, paying them 

back as you get them. 
 
Limitation—Alien 
• You can do some freaky things, and once people see your power, they tend to fear you. 
• Awesome Points spent on cosmic Talents do not contribute towards leveling up. 
 

Levels Starting Equipment Attribute +/- Experience 
1st   Sparker 
2nd  Torch 
3rd   Blaze 
4th   Inferno 

Meditation beads, traveling 
clothes. 
 
Starting Coin: 1d12 silver. 

Up to 5: -2 
6-8: -1 
9-11: 0 

12-13: +1 
14-15: +2 
16-17: +3 
18-19: +4 

20: +5

      
      

Awesome Points 
used. 
 
Party levels up 
when everyone has 
spent 12 AP. 

 
Available Talents 
 
• Charge Up. Rested. No cross class. As a focus action, gain 1d5 Awesome Points from the DM, 

drawing energy in. As long as you have at least 1 AP, you can glow as bright as a torch at will. 
 
• Cosmic Strength. Constant ability. No cross class. Spend 1 Awesome Point to increase Brawn by a 

+4 bonus for 1 roll. Ignores 1 point of encumbrance per point spent. 
 
• Energy Bolts. Constant ability. No cross class. Spend 1 Awesome Point to fire energy as a ranged 

weapon, doing 2 wounds upon a successful hit.  
 
• Flight. Constant ability. No cross class. Spend 1 Awesome Point to fly for the duration of a fight, 

about 10 minutes of high speed, or an hour at cruising speed. Double normal speed. Carry 1 human-
size/weight passenger per extra Awesome Point spent, up to Encumbrance load. 

 
• Shrug it Off. Constant ability. No cross class.  Spend 1 Awesome Point to deflect 1 incoming 

wound, up to all wounds. 
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Alternative Adventuring Goals 
1. A cult worships you as a god. Better get a look at what you’re ruling. Pick a place to start conquest. 
2. Your first memories were in a monastery; the monks were silent, but kind. You need to see the world. 
3. Father was a god. You finally escaped the god’s followers, and refuse to be used by them. 
4. Prove that you are better than wizards in every way that matters. Anything they can do… 
5. Father was a demon. You grew up in isolation. Monster hunters got your family. Get them back. 
6. This is a trial period, a test. You may rejoin the divine cosmic power when you get the [magic stone.] 
7. Somehow you know it is your task to judge the world. When the time comes, choose wisely. 
8. You know the moment of your death, and the way it happens. Live every minute until then, deeply. 
9. What good is all this power without love? You cannot end yourself, but you seek death and release. 
10. Humans are so neat. You’d give anything to be really human. Until then, settle for being powerful. 


