-1 * 0+0
Wis Prof Item

Religion I:i;l E

+4+ 0+ 0

Dex Prof Item

’Traits and Notes

Weapon Proficiencies

Unarmed Simple Mart|a| Advanced Other

Critical Specializations
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CHARACTER SHEET Flayer N Spend1torera acheck
Spend All to avoid death.
ANCESTRY BACKGROUND CLASS
Goblin Artisan Runesmith
Heritage and Traits Size Background Notes Class Notes
Dragonblood | Humanoid, Goblin/|Small Free Archetype
ATTRIBUTES
Strength Dexterity +2 |Constitution |44 |Intelligence | _1 |Wisdom +1 |Charisma
+2 OlPartial Boost +1 OPartial Boost 2 OPartial Boost 4 OlPartial Boost 1 OlPartial Boost 1 OPartial Boost
DEFENSES Hl‘l‘_ POINTS
Armor Class Shield Fortitude Reflex Will Maximum Current HP Temporary HP
Hardness Max HP BT 0
Csiiereliz) (+7 JE(C+2 E(4 ) 12 Dyine 0000
Armor Proficiencies Wounded
Unarmored nght Medlum Heavy |+2 5 |+1 3 | 1 S+ ¥ - —
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|10*+1 3 3| E,I E E EEA Defenses Notes
Base Dex" Prof Item L || R henyoural o coees aganct o oas oo you oot s concal cceass meqoad. Conditions
Use armor’s Dex cap if lower Will: When you roll a success against a fear effect, you get a critical success instead.
SKILLS n LANGUAGES PERCEPTION SPEED
. . + - Skill Notes
Acrobatics |4 E[+1- 3 - 0 - 0 |[SkilNotes Common I
KA o e o [ e | o (ERERE et
T 4 3 O including jewelry Daemo_mc " "Wis Prof Item
Arcanal +7 IE& Prof IIZ:)(ree;conlc Senses and Notes Special Movement
;| It Prof ltem | Orcish Precise: Darkvision
. v . . Imprecise: Hearing
Athletics[ +5 JHul*2+3 -0 0 :
LM Str  Prof Item Armor Vague: Smell
ot STRIKES
Crafting[ +7 |E [+4:3 - * | .
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Deception[ +1 |E§ 1+ 0 0| : [2-3- | & @8
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Medicine [ -1 |E§M | _
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REMINDERS
Proficiency Action Icons
Untrained +0 ¥ Single Action
Trained 2 + level ¥ Two-Action Activity
Expert 4 + level ¥ Three-Action Activity
Master 6 + level © Free Action
Legendary 8 + level " Reaction
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ANCESTRY AND GENERAL FEATS CLASS ABILITIES INVENTORY
Ancestry and Heritage Abilities Class Feats and Features Held Items Bulk
Draconic Exemplar Glyph Familiar Bedroll L
Invoke Rune Chalk x10 _
Trace Rune .
Ancestry Feat Runes Flint and Steel —
Junk Tinker Runic Repertoire Rations (1 week) x2 L
Shield Block Rope (50 ft.) L
Background Skill Feat Soap —
Specialty Crafting Torch x5 L
Waterskin L
Adventurer's Pack 1
Skill Feat Class Feat Artisan's Toolkit 2
Fist —
General Feat Class Feature Consumables Bulk
Skill Feat Class Feat
Ancestry Feat Boosts Class Feature
Skill Feat Class Feat
General Feat Class Feature
Skill Feat Class Feat Worn Items Invested | Bulk
Hide Armor 2
Wooden Shield 1
Ancestry Feat Class Feature
Skill Feat Boosts | Class Feat
General Feat Class Feature
Skill Feat Class Feat
Ancestry Feat Class Feature
Skill Feat Class Feat
General Feat Boosts | Class Feature
BULK

Skill Feat

Class Feat

Bulk Light Items 10 light Bulk items = 1 Bulk
Encumbered Bulk 5 + Str

«l% IB Maximum Bulk 10 + Str

Ancestry Feat

Class Feature

Skill Feat

Class Feat

General Feat

Class Feature

Skill Feat

4404404444404 0000 004

Boosts

Class Feat

Maximum Invested 10

WEALTH
c@sp‘G@Pp‘
Gems and Artwork Price = Bulk

Page Two—Abilities and Inventory

©2023 Paizo Inc., Paizo, Pathfinder, and the Pathfinder logo are registered trademarks of Paizo Inc. Permission granted to photocopy for personal use only.




CHARACTER SKETCH ORIGIN AND APPEARANCE
Ethnicity Nationality Birthplace Age Gender & Pronouns | Height Weight
19 male, 4'6 72

Appearance g dark green goblin with a pure white hair and firey orange eyes. dry reddish skin
resembling scales can be seen under his eyes and knuckles. Sharp fanged teeth resembling
csnikes can he seen when he smiles

PERSONALITY
Attitude Deity or Philosophy
while skye is kept to himself, he can quickly lose
his patient from constant naaaina and demands.
Edicts Anathema
Likes
Dislikes
Catchphrases
CAMPAIGN NOTES
Notes Allies
Zohk - Malkus Generic Familiar
Oljinex - myself
G2 is marked with Zohk. Mark G1 with Atryl and pop both runes Enemies

Organizations

ACTIONS AND ACTIVITIES FREE ACTIONS AND REACTIONS

Name Actions  Traits Class Feat 1 Page #| |Name 0® Traits Feat 1 Page #
Invoke Rune > Invocation, Magical, Runesmi Shield Block @D General

Effects

. Trigger while you have your shield raised, you would take physical
You utter the names of up to two of your runes within 30 feet, and damage (bludgeoning, piercing, or slashing) from an attack.

each of which blazes with power, applying the effect in its Invocation| |Effects
entry. An invoked rune then fades away, its task completed. Though | |yqy snap your shield in place to ward off a blow. Your shield

\/nil ran invnlza 11in tn hain riinac with a cinnla Invnlea Riina artinn

nravinnte vini fram talzina an amanimt af damanna 1in ta tha chiald'a

Name Actions  Traits Class Feat 1 Page #| |Name 0¢  Traits Page #
Trace Rune >->> Concentrate, Magical, Manipt 02
Effects Trigger

Your fingers dance, glowing light leaving behind the image of a rune.
You apply one rune to an adjacent target matching the rune's Usage| |Effects

entry. You can have any number of runes traced at a time, but each
riine remaing anlv intil the end af vaiir next tiirn

Name Actions  Traits Page #| |Name o® Traits Page #
02
Effects Trigger
Effects
Name Actions  Traits Page #| |[Name OQ Traits Page #
02
Effects Trigger

Effects




MAGICAL TRADITION SPELL SLOTS

Art.:ane OFC.U": QOPrepared Caster Spells per Daym Ej Ej Ej Ej Ej Ej Ej Ej Ej

OSpontaneous Caster
Primal \J[J Divine SpellRank 1

SPELL STATISTICS Spells Remaining

SpeII Attack Spell DC
SPELLS
M Key Prof UEL Base Key Prof Name Actions  Rank Prep| |Name Actions  Rank Prep
CANTRIPS

Cantrips per Day E(:):] CantripRank | 1

1/2 your level rounded up

Name Actions Prep

FoOCUsS SPELLS

Focus Points () (OO0 Focus Spell Rank | 1

1/2 your level rounded up

Focus Pool Equals the number of focus spells you have (maximum 3).
Refocus Spend 10 minutes to regain 1 Focus Point.

Name Actions

INNATE SPELLS
Name Actions = Freq

RITUALS

Name Rank ' Cost| |Name Rank ' Cost
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	Character Name: Skye Flamebelch
	Player Name: 
	Ancestry: Goblin
	Background: Artisan
	Class: Runesmith
	Heritage and Traits: Dragonblood | Humanoid, Goblin, Dragonblood
	Size: Small
	Background Notes: 
	Class Notes: Free Archetype
	Hardness Max HP: 3
	Temporary HP: 0
	Current HP: 12
	B: On
	P: Off
	S: Off
	B_2: On
	P_2: Off
	S_2: Off
	B_3: Off
	P_3: Off
	S_3: Off
	B_4: Off
	P_4: Off
	S_4: Off
	B_5: Off
	P_5: Off
	S_5: Off
	Attitude: while skye is kept to himself, he can quickly lose his patient from constant nagging and demands.
Despite everything, he feels joy helping friends. He also enjoys fights, and is a big enthusiast to pit fights
	Deity or Philosophy: 
	Edicts: 
	Anathema: 
	Likes: 
	Dislikes: 
	Catchphrases: 
	Notes: Zohk - Malkus
Oljinex - myself

G2 is marked with Zohk. Mark G1 with Atryl and pop both runes
	Allies: Generic Familiar
	Enemies: 
	Organizations: 
	freeac: Off
	reactio: On
	freeac_2: Off
	reactio_2: Off
	freeac_3: Off
	reactio_3: Off
	freeac_4: Off
	reactio_4: Off
	Magical Tradition: Off
	DEXTERITY: +1
	AC: 17
	SHIELD: +2
	HP: 12
	MAX HP: 12
	LIGHT TRAINED: Yes
	LIGHT EXPERT: Off
	LIGHT MASTER: Off
	MEDIUM TRAINED: Yes
	MEDIUM EXPERT: Off
	MEDIUM MASTER: Off
	MEDIUM LEGENDARY: Off
	HEAVY TRAINED: Off
	HEAVY EXPERT: Off
	HEAVY MASTER: Off
	FORTITUDE: +7
	REFLEX: +4
	FORTITUDE TRAINED: Yes
	FORTITUDE EXPERT: Yes
	FORTITUDE MASTER: Off
	REFLEX EXPERT: Off
	REFLEX MASTER: Off
	WILL TRAINED: Yes
	WILL EXPERT: Yes
	WILL MASTER: Off
	WILL LEGENDARY: Off
	PROFICIENCY: 5
	CONSTITUTION: +2
	WISDOM: -1
	PROFICIENCY3: 5
	WILL: +4
	WOUNDED: 
	RESISTANCE AND IMMUNITIES: 
	CONDITIONS: 
	UNARMORED TRAINED: Yes
	UNARMORED LEGENDARY: Off
	UNARMORED EXPERT: Off
	UNARMORED MASTER: Off
	ACROBATICS: +4
	ACROBATICS TRAINED: Yes
	ACROBATICS LEGENDARY: Off
	ACROBATICS EXPERT: Off
	ACROBATICS MASTER: Off
	ARCANA TRAINED: Yes
	ARCANA EXPERT: Off
	ARCANA MASTER: Off
	ARCANA: +7
	ATHLETICS: +5
	CRAFTING: +7
	DECEPTION: +1
	DIPLOMACY: +1
	INTIMIDATION: +4
	LORE1: +7
	LORE2: 
	MEDICINE: -1
	NATURE: -1
	OCCULTISM: +7
	PERFORMANCE: +1
	RELIGION: -1
	SOCIETY: +4
	STEALTH: +4
	SURVIVAL: +2
	PROFICIENCY2: 3
	ITEM2: *
	ATHELETICS TRAINED: Yes
	ATHELETICS EXPERT: Off
	CRAFTING TRAINED: Yes
	CRAFTING EXPERT: Off
	ATHELETICS MASTER: Off
	ATHELETICS LEGENDARY: Off
	DECEPTION TRAINED: Off
	DECEPTION EXPERT: Off
	DECEPTION MASTER: Off
	DECEPTION LEGENDARY: Off
	DIPLOMACY TRAINED: Off
	DIPLOMACY EXPERT: Off
	DIPLOMACY MASTER: Off
	DIPLOMACY LEGENDARY: Off
	INTIMIDATION TRAINED: Yes
	INTIMIDATION EXPERT: Off
	INTIMIDATION MASTER: Off
	INTIMIDATION LEGENDARY: Off
	LORE1 TRAINED: Yes
	LORE1 EXPERT: Off
	LORE1 LEGENDARY: Off
	LORE1 MASTER: Off
	LORE2 TRAINED: Off
	LORE2 EXPERT: Off
	LORE2 MASTER: Off
	LORE2 LEGENDARY: Off
	MEDECINE TRAINED: Off
	MEDICINE EXPERT: Off
	MEDICINE MASTER: Off
	MEDICINE LEGENDARY: Off
	NATURE TRAINED: Off
	NATURE EXPERT: Off
	NATURE MASTER: Off
	NATURE LEGENDARY: Off
	OCCULTISM TRAINED: Yes
	PERFORMANCE TRAINED: Off
	OCCULTISM EXPERT: Off
	OCCULTISM MASTER: Off
	OCCULTISM LEGENDARY: Off
	RELIGION TRAINED: Off
	RELIGION EXPERT: Off
	RELIGION MASTER: Off
	RELIGION LEGENDARY: Off
	SOCIETY TRAINED: Off
	SOCIETY EXPERT: Off
	SOCIETY MASTER: Off
	SOCIETY LEGENDARY: Off
	STEALTH TRAINED: Yes
	STEALTH EXPERT: Off
	STEALTH MASTER: Off
	STEALTH LEGENDARY: Off
	SURVIVAL TRAINED: Yes
	SURVIVAL EXPERT: Off
	SURVIVAL MASTER: Off
	SURVIVAL LEGENDARY: Off
	THIEVERY TRAINED: Off
	THIEVERY EXPERT: Off
	THIEVERY MASTER: Off
	PERCEPTION: +2
	PERCEPTION TRAINED: Yes
	PERCEPTION EXPERT: Off
	PERCEPTION MASTER: Off
	PERCEPTION WISDOM: -1
	PERCEPTION PROFICIENCY: 3
	SPEED: 25ft
	CLASS DC: 17
	CLASS DC KEY: +4
	CLASS DC PROFICIENCY: 3
	UNARMED TRAINED: Yes
	UNARMED EXPERT: Off
	UNARMED MASTER: Off
	UNARMED LEGENDARY: Off
	SIMPLE WEAPONS TRAINED: Yes
	SIMPLE WEAPONS EXPERT: Off
	SIMPLE WEAPONS MASTER: Off
	SIMPLE WEAPONS LEGENDARY: Off
	MARTIAL WEAPONS TRAINED: Yes
	MARTIAL WEAPONS EXPERT: Off
	MARTIAL WEAPONS MASTER: Off
	ADVANCED WEAPON TRAINED: Off
	ADVANCED WEAPON EXPERT: Off
	ADVANCED WEAPON MASTER: Off
	ADVANCED WEAPON LEGENDARY: Off
	OTHER WEAPONS TRAINED: Off
	OTHER WEAPONS EXPERT: Off
	OTHER WEAPONS MASTER: Off
	WISDOM STAT: -1
	CHARISMA STAT: +1
	INTELLIGENCE STAT: +4
	CONSTITUTION STAT: +2
	DEXTERITY STAT: +1
	STRENGTH STAT: +2
	MAXIMUM HIT POINTS: 16
	AC CALCULATION 3 ITEM: 3
	AC CALCULATION 2 PROFICIENCY: 3
	AC CALCULATION 1 DEXTERITY: +1
	LIGHT LEGENDARY: Off
	FORTITUDE LEGENDARY: Off
	REFLEX TRAINED: Yes
	REFLEX LEGENDARY: Off
	DEFENSE NOTES: Fort: When you roll a success against a fear effect, you get a critical success instead.
Reflex: When you roll a success against a fear effect, you get a critical success instead.
Will: When you roll a success against a fear effect, you get a critical success instead.
	ACROBATICS ARMOR: 0
	ACROBATICS ITEM: 0
	ACROBATICS PROFICIENCY: 3
	ACROBATICS DEXTERITY: +1
	ARCANA INTELLIGENCE: +4
	ARCANA PROFICIENCY: 3
	ARCANA ITEM: 0
	ATHLETICS STRENGTH: +2
	ATHLETICS ARMOR: 0
	ATHLETICS PROFICIENCY: 3
	ATHLETICS ITEM: 0
	CRAFTING INTELLIGENCE: +4
	CRAFTING MASTER: Off
	CRAFTING LEGENDARY: Off
	CRAFTING PROFICIENCY: 3
	CRAFTING ITEM: *
	DECEPTION CHARISMA: +1
	DECEPTION PROFICIENCY: 0
	DECEPTION ITEM: 0
	DIPLOMACY CHARISMA: +1
	DIPLOMACY PROFICIENCY: 0
	DIPLOMACY ITEM: 0
	INTIMIDATION CHARISMA: +1
	INTIMIDATION PROFICIENCY: 3
	INTIMIDATION ITEM: 0
	LORE CATAGORY 1: Guild
	LORE 1 INTELLIGENCE: +4
	LORE 1 PFOCIENCY: 3
	LORE 1 ITEM: 0
	LORE CATEGORY 2: 
	LORE CATEGORY 2 ITENLLIGENCE: 
	LORE 2 PROFICIENCY: 
	LORE 2 ITEM: 0
	MEDICINE WISDOM: -1
	MEDICINE PROFICIENCY: 0
	MEDICINE ITEM: 0
	NATURE WISDOM: -1
	NATURE PROFICIENCY: 0
	NATURE ITEM: 0
	OCCULTISM INTELLIGENCE: +4
	OCCULTISM PROFICIENCY: 3
	OCCULTISM ITEM: 0
	PERFORMANCE CHARISMA: +1
	PERFORMANCE PROFICIENCY: 0
	PERFORMANCE ITEM: 0
	RELIGION WISDOM: -1
	RELIGION PROFICIENCY: 0
	RELIGION ITEM: 0
	SOCIETY INTELLIGENCE: +4
	SOCIETY PROFICIENCY: 0
	SOCIETY ITEM: 0
	STEALTH DEXTERITY: +1
	STEALTH PROFICIENCY: 3
	STEALTH ITEM: 0
	STEALTH ARMOR: 0
	SURVIVAL WISDOM: -1
	SURVIVAL PROFICIENCY: 3
	SURVIVAL ITEM: 0
	THIEVERY: +1
	THIEVERY DEXTERITY: +1
	THIEVERY PROFICIENCY: 0
	THIEVERY ITEM: 0
	THIEVERY ARMOR: 0
	THIEVERY LEGENDARY: Off
	PERCEPTION LEGENDARY: Off
	PERCEPTION ITEM: 
	SKILL NOTES: Crafting: 1 circumstance bonus to Craft fine art, including jewelry
	SENSES AND NOTES: Precise: Darkvision 
Imprecise: Hearing 
Vague: Smell 
	LANGUAGES: Common
Goblin
Daemonic
Draconic
Fey
Orcish
	SPECIAL MOVEMENT: 
	MELEE STRIKE 1: Fist
	MELEE STRIKE 1 ATTACK BONUS: +5
	MELEE STRIKE 1 STRENGTH: +2
	MELEE STRIKE 1 PROFICIENCY: 3
	MELEE STRIKE 1 ITEM: 
	MELEE STRIKE 1 DAMAGE: 1d4 + 2 B
	MELEE STRIKE 2: Morningstar
	MELEE STRIKE 2 ATTACK BONUS: +5
	MELEE STRIKE 2 STRENGTH: +2
	MELEE STRIKE 2 PROFICIENCY: 3
	MELEE STRIKE 2 ITEM: 
	MELEE STRIKE 2 DAMAGE: 1d6 + 2 B
	MELEE STRIKE 3: 
	MELEE STRIKE 3 ATTACK BONUS: 
	MELEE STRIKE 3 ITEM BONUS: 
	MELEE STRIKE 3 STRENGTH: 
	MELEE STRIKE 3 PROFICIENCY: 
	MELEE STRIKE 3 DAMAGE: 
	RANGED STRIKE 4: 
	RANGED STRIKE 4 ATTACK BONUS: 
	RANGED STRIKE 4 DEXTERITY: 
	RANGED STRIKE 4 PROFICIENCY: 
	RANGED STRIKE 4 ITEM BONUS: 
	RANGED STRIKE 4 DAMAGE: 
	RANGED STRIKE 5: 
	RANGED STRIKE 5 ATTACK BONUS: 
	RANGED STRIKE 5 DEXTERITY: 
	RANGED STRIKE 5 PROFICIENCY: 
	RANGED STRIKE 5 ITEM: 
	RANGED STRIKE 5 DAMAGE: 
	MELEE STRIKE 1 TRAITS AND NOTES: Agile, Finesse, Nonlethal, Unarmed
	MELEE STRIKE 2 TRAITS AND NOTES: Versatile P
	MELEE STRIKE 3 TRAITS AND NOTES: 
	RANGED STRIKE 4 TRAITS AND NOTES: 
	RANGED STRIKE 5 TRAITS AND NOTES: 
	UNARMED, SIMPLE, ADVANCED, OTHER: 
	CRITICAL SPECIALIZATIONS: 
	CLASS DC ITEM: 0
	MARTIAL WEAPONS LEGEANDARY: Off
	OTHER WEAPONS LEGENDARY: Off
	ANCESTRY & HERITAGE ABILITIES: Draconic Exemplar
	ANCESTRY FEAT: Junk Tinker
	CLASS FEATS & FEATURES: Glyph Familiar
Invoke Rune
Trace Rune
Runes
Runic Repertoire
Shield Block
	BACKGROUND SKILL FEAT: Specialty Crafting
	XP: 0
	LEVEL: 1
	SKILL FEAT 5-1: 
	CLASS FEAT 1-1: 
	HELD1: Bedroll
	HELD BULK 1: L
	HELD 2: Chalk x10
	HELD BULK 2: —
	HELD 3: Flint and Steel
	HELD BULK 3: —
	HELD 4: Rations (1 week) x2
	HELD BULK 4: L
	HELD 5: Rope (50 ft.)
	HELD BULK 5: L
	HELD 6: Soap
	HELD BULK 6: —
	HELD 7: Torch x5
	HELD BULK 7: L
	HELD 8: Waterskin
	HELD BULK 8: L
	HELD BULK 9: 1
	HELD BULK 10: 2
	HELD 11: Fist
	HELD BULK 11: —
	CONSUMABLES 2: 
	CONSUMABLES 1: 
	CONSUMABLES BULK 2: 
	CONSUMABLES 3: 
	CONSUMABLES BULK 3: 
	CONSUMABLES 4: 
	CONSUMABLES BULK 4: 
	CONSUMABLES 5: 
	CONSUMABLES BULK 5: 
	CONSUMABLES 6: 
	CONSUMABLES BULK 6: 
	CONSUMABLES 7: 
	CONSUMABLES BULK 7: 
	CONSUMABLES 8: 
	CONSUMABLES BULK 8: 
	CONSUMABLES 9: 
	CONSUMABLES BULK 9: 
	CONSUMABLES 10: 
	CONSUMABLES BULK 10: 
	CONSUMABLES 11: 
	CONSUMABLES BULK 11: 
	WORN 1: Hide Armor
	WORN 2: Wooden Shield
	WORN 3: 
	WORN 4: 
	WORN 5: 
	WORN 6: 
	WORN 7: 
	WORN 8: 
	WORN 9: 
	WORN 10: 
	WORN 11: 
	WORN 12: 
	WORN 13: 
	WORN 14: 
	WORN 15: 
	WORN 16: 
	WORN 18: 
	WORN 19: 
	INVESTED 1: 
	INVESTED 2: 
	INVESTED 3: 
	INVESTED 4: 
	INVESTED 5: 
	INVESTED 6: 
	INVESTED 7: 
	INVESTED 8: 
	INVESTED 9: 
	INVESTED 10: 
	INVESTED 11: 
	INVESTED 12: 
	INVESTED 13: 
	INVESTED 14: 
	INVESTED 15: 
	INVESTED 16: 
	INVESTED 18: 
	INVESTED 19: 
	WORN BULK 1: 2
	WORN BULK 2: 1
	WORN BULK 3: 
	WORN BULK 4: 
	WORN BULK 5: 
	WORN BULK 6: 
	WORN BULK 7: 
	WORN BULK 8: 
	WORN BULK 9: 
	WORN BULK 10: 
	WORN BULK 11: 
	WORN BULK 12: 
	WORN BULK 13: 
	WORN BULK 14: 
	WORN BULK 15: 
	WORN BULK 18: 
	WORN BULK 19: 
	CONSUMABLES BULK 1: 
	BULK TOTAL: 7
	COPPER: 0
	SILVER: 55
	GOLD: 6
	PLATINUM: 0
	GEMS & ART 2: 
	PRICE 1: 
	PRICE 2: 
	PRICE 3: 
	PRICE 4: 
	ART BULK 1: 
	ART BULK 2: 
	ART BULK 3: 
	ART BULK 4: 
	GEMS & ART 1: 
	GEMS & ART 3: 
	GEMS & ART 4: 
	Appearance: a dark green goblin with a pure white hair and firey orange eyes. dry reddish skin resembling scales can be seen under his eyes and knuckles. Sharp fanged teeth resembling spikes can be seen when he smiles.
	ETHNICITY: 
	NATIONALITY: 
	BIRTHPLACE: 
	AGE: 19
	GENDER & PRONOUNS: male, 
	HEIGHT: 4'6
	WEIGHT: 72
	ACTION NAME 1: Invoke Rune
	TRAIT(S)1: Invocation, Magical, Runesmith
	PAGE1: 
	EFFECTS 1-1: You utter the names of up to two of your runes within 30 feet, and each of which blazes with power, applying the effect in its Invocation entry. An invoked rune then fades away, its task completed. Though you can invoke up to two runes with a single Invoke Rune action, creatures that would be affected by multiple copies of the same rune are affected only once, as normal for duplicate effects.
	REACTIONS SOURCE 1: Feat 1
	REACTIONS TRAITS 1: General
	REACTIONS PAGE 1: 
	REACTIONS TRIGGER 1-1: While you have your shield raised, you would take physical
	REACTIONS TRIGGER 1-2: damage (bludgeoning, piercing, or slashing) from an attack.
	REACTIONS EFFECTS 1-1: You snap your shield in place to ward off a blow. Your shield prevents you from taking an amount of damage up to the shield's Hardness. You and the shield each take any remaining damage, possibly breaking or destroying the shield.
	ACTION SOURCE 1: Class Feat 1
	ACTION SOURCE 2: Class Feat 1
	TRAIT(S)2: Concentrate, Magical, Manipulate, Runesmith
	ACTIONS COUNT 2: > - >>
	ACTIONS COUNT 1: >
	ACTION NAME 2: Trace Rune
	EFFECTS 2-1: Your fingers dance, glowing light leaving behind the image of a rune. You apply one rune to an adjacent target matching the rune's Usage entry. You can have any number of runes traced at a time, but each rune remains only until the end of your next turn.

If you spend 2 actions to Trace a Rune, you draw the rune in the air, causing it to appear on a target within 30 feet.
	ACTIONS SOURCE 3: 
	PAGE3: 
	TRAIT(S)3: 
	ACTIONS COUNT 3: 
	ACTION NAME 3: 
	EFFECTS 3-1: 
	ACTIONS SOURCE 4: 
	PAGE4: 
	TRAIT(S)4: 
	ACTIONS COUNT 4: 
	ACTION NAME 4: 
	EFFECTS 4-1: 
	REACTIONS SOURCE 2: 
	REACTIONS PAGE 2: 
	REACTIONS TRIGGER 2-1: 
	REACTIONS TRIGGER 2-2: 
	REACTIONS EFFECTS 2-1: 
	REACTIONS SOURCE 3: 
	REACTIONS PAGE 3: 
	REACTION NAME 3: 
	REACTION NAME 2: 
	REACTION NAME 1: Shield Block
	REACTIONS TRAITS 3: 
	REACTIONS TRIGGER 3-1: 
	REACTIONS TRIGGER 3-2: 
	REACTIONS EFFECTS 3-1: 
	REACTIONS SOURCE 4: 
	REACTIONS PAGE 4: 
	REACTIONS TRAITS 4: 
	REACTION NAME 4: 
	REACTIONS TRIGGER 4-1: 
	REACTIONS TRIGGER 4-2: 
	REACTIONS EFFECTS 4-1: 
	SPELL ATTACK: 
	SPELL ATTACK TRAINED: Off
	SPELL ATTACK EXPERT: Off
	SPELL ATTACK MASTER: Off
	SPELL ATTACK KEY: 
	SPELL ATTACK PROFICIENCY: 
	SPELL SAVE DC KEY: 
	SPELL SAVE DC PROFICIENCY: 
	SPELLS PER DAY 1: 
	SPELLS PER DAY 2: 
	SPELLS PER DAY 3: 
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