Frentiers @R | ]
NAME LEVEL CAPACITY

N\
EENEN,

e N N AT | QAT ciras )

RANK SCORE

RANK

\
/

SCORE

RANK SCORE RANK

/4 AN
+ a |

CURRENT MAXIMUM

®00000 O

\

STANDING VALUES

v | Ul |

I
/

GRADIENT

/4 N\
( )

eQQQQQ; e i
1 0000000000 [g \QHMWJEWHWJCML

* * * 3 action points, refresh at the start of your turn
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