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ANCESTRY AND GENERAL FEATS CLASS ABILITIES INVENTORY
Ancestry and Heritage Abilities Class Feats and Features Held Items Bulk
Versatile Human Defensive Advance Steel Shield 1
Guardian's Armor Backpack 0
Taunt
Ancestry Feat Intercept Attack Bedroll L
General Training Ever Ready Chalk (10) 0
Flint and Steel 0
Background Skill Feat Rope L
Battle Medicine Rations (2) 0.2
Torch (5) 0.5
Waterskin L
Skill Feat Class Feat Taunting Strike Soap 0
Godless Healing Medic Dedication Healer's Toolkit 1
Medic Dedication
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CHARACTER SKETCH

ORIGIN AND APPEARANCE

Prerequisites: trained in Medicine. Requirements: You're holding or
wearing a healer's toolkit. You can patch up wounds, even in
combat. Attempt a Medicine check with the same DC as for Treat

\A/niinde and ractnra tha rarracnnndinn amaniint nf P thic Anacn't

Name Actions  Traits Page #

Defensive Advance 2 Flourish, Guardian

Effects
With the protection of your shield, you dive into battle! You Raise
your Shield and Stride. If you end your movement within melee

reach of at least one enemy, you can make a melee Strike against
that enemv_Yaii can 1ise Defencive Advance while Rurrowina

Name Actions  Traits Page #
Taunt 1 Concentrate, Guardian
Effects

With an attention-grabbing gesture, noise, cutting remark, or
threatening shout, you attempt to draw an enemy to you instead of
your allies. Taunt gains the auditory trait, visual trait, or both,

Aonandina an hnwrvni draw tha tarnat'c attantinn. Evian mindlace

Name Actions  Traits Page #
Taunting Strike 1 Flourish, Guardian
Effects

The force of your blow causes your enemy to focus their attention on
you. Make a Strike. Regardless of whether the Strike hits, you Taunt
the target. Your Taunt gains the visual trait.

Ethnicity Nationality Birthplace Age  Gender & Pronouns  Height Weight
25 male
Appearance
PERSONALITY
Attitude Deity or Philosophy
Not set
Edicts Anathema
Likes
Dislikes
Catchphrases
CAMPAIGN NOTES
Notes Allies
Enemies
Organizations
ACTIONS AND ACTIVITIES FREE ACTIONS AND REACTIONS
Name Actions  Traits Page #| |[Name OQ Traits Page #
Battle Medicine 1 General, Healing, Manipulate Intercept Attack @D Guardian
Effects Trigger

An ally within 10 feet of you takes physical damage.

Effects
You fling yourself in the way of oncoming harm to protect an ally. Yol

nan Ctan hittvinis miiot and vinnir mavinmant adianant +a tha

Name o® Traits Page #

Shield Block @  General

Trigger \while you have your shield raised, you would take physical da

Effects

You snap your shield in place to ward off a blow. Your shield

nroaviante vini1 fram talzinn an amniint af damanao 1in tn tha chiald'e

Name o® Traits Page #
o2

Trigger

Effects

Name o® Traits Page #
o2

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:] Cantrip Rank

1/2 your level rounded up

Name Actions Prep

FoOCUsS SPELLS

Focus Points () (OO0 Focus Spell Rank

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: Zorak
	Player Name: 
	Ancestry: Human
	Background: Field Medic
	Class: Guardian
	Heritage and Traits: Versatile Human
	Size: 
	Background Notes: 
	Class Notes: 
	Hardness Max HP: 5
	Temporary HP: 
	Current HP: 
	B: Off
	P: Off
	S: Off
	B_2: Off
	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: 
	Deity or Philosophy: Not set
	Edicts: 
	Anathema: 
	Likes: 
	Dislikes: 
	Catchphrases: 
	Notes: 
	Allies: 
	Enemies: 
	Organizations: 
	freeac: Off
	reactio: On
	freeac_2: Off
	reactio_2: On
	freeac_3: Off
	reactio_3: Off
	freeac_4: Off
	reactio_4: Off
	Magical Tradition: Off
	DEXTERITY: 1
	AC: 19
	SHIELD: 2
	HP: 
	MAX HP: 20
	LIGHT TRAINED: Yes
	LIGHT EXPERT: Off
	LIGHT MASTER: Off
	MEDIUM TRAINED: Yes
	MEDIUM EXPERT: Off
	MEDIUM MASTER: Off
	MEDIUM LEGENDARY: Off
	HEAVY TRAINED: Yes
	HEAVY EXPERT: Off
	HEAVY MASTER: Off
	FORTITUDE: 9
	REFLEX: 5
	FORTITUDE TRAINED: Off
	FORTITUDE EXPERT: Yes
	FORTITUDE MASTER: Off
	REFLEX EXPERT: Off
	REFLEX MASTER: Off
	WILL TRAINED: Off
	WILL EXPERT: Yes
	WILL MASTER: Off
	WILL LEGENDARY: Off
	PROFICIENCY: 6
	CONSTITUTION: 3
	WISDOM: 0
	PROFICIENCY3: 6
	WILL: 6
	WOUNDED: 
	RESISTANCE AND IMMUNITIES: physical 2
	CONDITIONS: 
	UNARMORED TRAINED: Yes
	UNARMORED LEGENDARY: Off
	UNARMORED EXPERT: Off
	UNARMORED MASTER: Off
	ACROBATICS: 5
	ACROBATICS TRAINED: Yes
	ACROBATICS LEGENDARY: Off
	ACROBATICS EXPERT: Off
	ACROBATICS MASTER: Off
	ARCANA TRAINED: Off
	ARCANA EXPERT: Off
	ARCANA MASTER: Off
	ARCANA: 1
	ATHLETICS: 8
	CRAFTING: 1
	DECEPTION: 0
	DIPLOMACY: 4
	INTIMIDATION: 0
	LORE1: 5
	LORE2: 
	MEDICINE: 6
	NATURE: 0
	OCCULTISM: 1
	PERFORMANCE: 0
	RELIGION: 0
	SOCIETY: 1
	STEALTH: 5
	SURVIVAL: 4
	PROFICIENCY2: 4
	ITEM2: 0
	ATHELETICS TRAINED: Yes
	ATHELETICS EXPERT: Off
	CRAFTING TRAINED: Off
	CRAFTING EXPERT: Off
	ATHELETICS MASTER: Off
	ATHELETICS LEGENDARY: Off
	DECEPTION TRAINED: Off
	DECEPTION EXPERT: Off
	DECEPTION MASTER: Off
	DECEPTION LEGENDARY: Off
	DIPLOMACY TRAINED: Yes
	DIPLOMACY EXPERT: Off
	DIPLOMACY MASTER: Off
	DIPLOMACY LEGENDARY: Off
	INTIMIDATION TRAINED: Off
	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: Yes
	MEDICINE MASTER: Off
	MEDICINE LEGENDARY: Off
	NATURE TRAINED: Off
	NATURE EXPERT: Off
	NATURE MASTER: Off
	NATURE LEGENDARY: Off
	OCCULTISM TRAINED: Off
	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: 4
	PERCEPTION TRAINED: Yes
	PERCEPTION EXPERT: Off
	PERCEPTION MASTER: Off
	PERCEPTION WISDOM: 0
	PERCEPTION PROFICIENCY: 4
	SPEED: 30
	CLASS DC: 18
	CLASS DC KEY: 4
	CLASS DC PROFICIENCY: 4
	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: +0
	CHARISMA STAT: +0
	INTELLIGENCE STAT: +1
	CONSTITUTION STAT: +3
	DEXTERITY STAT: +1
	STRENGTH STAT: +4
	MAXIMUM HIT POINTS: 38
	AC CALCULATION 3 ITEM: 4
	AC CALCULATION 2 PROFICIENCY: 4
	AC CALCULATION 1 DEXTERITY: 1
	LIGHT LEGENDARY: Off
	FORTITUDE LEGENDARY: Off
	REFLEX TRAINED: Yes
	REFLEX LEGENDARY: Off
	DEFENSE NOTES: 
	ACROBATICS ARMOR: 0
	ACROBATICS ITEM: 0
	ACROBATICS PROFICIENCY: 4
	ACROBATICS DEXTERITY: 1
	ARCANA INTELLIGENCE: 1
	ARCANA PROFICIENCY: 0
	ARCANA ITEM: 0
	ATHLETICS STRENGTH: 4
	ATHLETICS ARMOR: 0
	ATHLETICS PROFICIENCY: 4
	ATHLETICS ITEM: 0
	CRAFTING INTELLIGENCE: 1
	CRAFTING MASTER: Off
	CRAFTING LEGENDARY: Off
	CRAFTING PROFICIENCY: 0
	CRAFTING ITEM: 0
	DECEPTION CHARISMA: 0
	DECEPTION PROFICIENCY: 0
	DECEPTION ITEM: 0
	DIPLOMACY CHARISMA: 0
	DIPLOMACY PROFICIENCY: 4
	DIPLOMACY ITEM: 0
	INTIMIDATION CHARISMA: 0
	INTIMIDATION PROFICIENCY: 0
	INTIMIDATION ITEM: 0
	LORE CATAGORY 1: Warfare
	LORE 1 INTELLIGENCE: 1
	LORE 1 PFOCIENCY: 4
	LORE 1 ITEM: 0
	LORE CATEGORY 2: 
	LORE CATEGORY 2 ITENLLIGENCE: 
	LORE 2 PROFICIENCY: 
	LORE 2 ITEM: 
	MEDICINE WISDOM: 0
	MEDICINE PROFICIENCY: 6
	MEDICINE ITEM: 0
	NATURE WISDOM: 0
	NATURE PROFICIENCY: 0
	NATURE ITEM: 0
	OCCULTISM INTELLIGENCE: 1
	OCCULTISM PROFICIENCY: 0
	OCCULTISM ITEM: 0
	PERFORMANCE CHARISMA: 0
	PERFORMANCE PROFICIENCY: 0
	PERFORMANCE ITEM: 0
	RELIGION WISDOM: 0
	RELIGION PROFICIENCY: 0
	RELIGION ITEM: 0
	SOCIETY INTELLIGENCE: 1
	SOCIETY PROFICIENCY: 0
	SOCIETY ITEM: 0
	STEALTH DEXTERITY: 1
	STEALTH PROFICIENCY: 4
	STEALTH ITEM: 0
	STEALTH ARMOR: 0
	SURVIVAL WISDOM: 0
	SURVIVAL PROFICIENCY: 4
	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: 0
	SKILL NOTES: 
	SENSES AND NOTES: 
	LANGUAGES: Common
	SPECIAL MOVEMENT: 
	MELEE STRIKE 1: Flail
	MELEE STRIKE 1 ATTACK BONUS: 8
	MELEE STRIKE 1 STRENGTH: 4
	MELEE STRIKE 1 PROFICIENCY: 4
	MELEE STRIKE 1 ITEM: 0
	MELEE STRIKE 1 DAMAGE: 1d6+4 B
	MELEE STRIKE 2: Mace
	MELEE STRIKE 2 ATTACK BONUS: 8
	MELEE STRIKE 2 STRENGTH: 4
	MELEE STRIKE 2 PROFICIENCY: 4
	MELEE STRIKE 2 ITEM: 0
	MELEE STRIKE 2 DAMAGE: 1d6+4 B
	MELEE STRIKE 3: Shield Boss
	MELEE STRIKE 3 ATTACK BONUS: 8
	MELEE STRIKE 3 ITEM BONUS: 0
	MELEE STRIKE 3 STRENGTH: 4
	MELEE STRIKE 3 PROFICIENCY: 4
	MELEE STRIKE 3 DAMAGE: 1d6+4 B
	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: Disarm, Sweep, Trip
	MELEE STRIKE 2 TRAITS AND NOTES: Shove
	MELEE STRIKE 3 TRAITS AND NOTES: Attached to Shield
	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: Versatile Human
	ANCESTRY FEAT: General Training
	CLASS FEATS & FEATURES: Defensive Advance
Guardian's Armor
Taunt
Intercept Attack
Ever Ready
	BACKGROUND SKILL FEAT: Battle Medicine
	XP: 
	LEVEL: 2
	SKILL FEAT 5-1: 
	CLASS FEAT 1-1: Taunting Strike
	HELD1: Steel Shield
	HELD BULK 1: 1
	HELD 2: Backpack
	HELD BULK 2: 0
	HELD 3: Bedroll
	HELD BULK 3: L
	HELD 4: Chalk (10)
	HELD BULK 4: 0
	HELD 5: Flint and Steel
	HELD BULK 5: 0
	HELD 6: Rope
	HELD BULK 6: L
	HELD 7: Rations (2)
	HELD BULK 7: 0.2
	HELD 8: Torch (5)
	HELD BULK 8: 0.5
	HELD BULK 9: L
	HELD BULK 10: 0
	HELD 11: Healer's Toolkit
	HELD BULK 11: 1
	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: Breastplate
	WORN 2: 
	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: 
	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: 8
	COPPER: 0
	SILVER: 11
	GOLD: 5
	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: 
	ETHNICITY: 
	NATIONALITY: 
	BIRTHPLACE: 
	AGE: 25
	GENDER & PRONOUNS: male
	HEIGHT: 
	WEIGHT: 
	ACTION NAME 1: Battle Medicine
	TRAIT(S)1: General, Healing, Manipulate, Skill
	PAGE1: 
	EFFECTS 1-1: Prerequisites: trained in Medicine. Requirements: You're holding or wearing a healer's toolkit. You can patch up wounds, even in combat. Attempt a Medicine check with the same DC as for Treat Wounds and restore the corresponding amount of HP; this doesn't remove the wounded condition. As with Treat Wounds, you can attempt checks against higher DCs if you have the minimum proficiency rank. The target is then immune to your Battle Medicine for 1 day. This does not make them immune to, or otherwise count as, Treat Wounds.
	REACTIONS SOURCE 1: 
	REACTIONS TRAITS 1: Guardian
	REACTIONS PAGE 1: 
	REACTIONS TRIGGER 1-1:  An ally within 10 feet of you takes physical damage.
	REACTIONS TRIGGER 1-2: 
	REACTIONS EFFECTS 1-1: You fling yourself in the way of oncoming harm to protect an ally. You can Step, but you must end your movement adjacent to the triggering ally. You take the damage instead of the triggering ally. Apply your own immunities, weaknesses, and resistances to the damage, not the ally's. Special: You can extend this ability to an ally within 15 feet of you if the damage comes from your taunted enemy. If this ally is farther than you can Step to reach, you can Stride instead of Stepping; you still must end the movement adjacent to your ally.
	ACTION SOURCE 1: 
	ACTION SOURCE 2: 
	TRAIT(S)2: Flourish, Guardian
	ACTIONS COUNT 2: 2
	ACTIONS COUNT 1: 1
	ACTION NAME 2: Defensive Advance
	EFFECTS 2-1: With the protection of your shield, you dive into battle! You Raise your Shield and Stride. If you end your movement within melee reach of at least one enemy, you can make a melee Strike against that enemy. You can use Defensive Advance while Burrowing, Climbing, Flying, or Swimming instead of Striding if you have the corresponding movement type.
	ACTIONS SOURCE 3: 
	PAGE3: 
	TRAIT(S)3: Concentrate, Guardian
	ACTIONS COUNT 3: 1
	ACTION NAME 3: Taunt
	EFFECTS 3-1: With an attention-grabbing gesture, noise, cutting remark, or threatening shout, you attempt to draw an enemy to you instead of your allies. Taunt gains the auditory trait, visual trait, or both, depending on how you draw the target's attention. Even mindless creatures are drawn to your taunts. Choose an enemy within 30 feet to be your taunted enemy. If your taunted enemy takes a hostile action that includes at least one of your allies but doesn't include you, they take a -1 circumstance penalty to their attack rolls and DCs for that action, and they also become off-guard until the start of their next turn. Your enemy remains taunted until the start of your next turn, and you can have only one Taunt in effect at a time. Taunting a new enemy ends this effect on any current target.
	ACTIONS SOURCE 4: 
	PAGE4: 
	TRAIT(S)4: Flourish, Guardian
	ACTIONS COUNT 4: 1
	ACTION NAME 4: Taunting Strike
	EFFECTS 4-1: The force of your blow causes your enemy to focus their attention on you. Make a Strike. Regardless of whether the Strike hits, you Taunt the target. Your Taunt gains the visual trait.
	REACTIONS SOURCE 2: 
	REACTIONS PAGE 2: 
	REACTIONS TRIGGER 2-1:  While you have your shield raised, you would take physical damage (bludgeoning, piercing, or slashing) from an attack.
	REACTIONS TRIGGER 2-2: 
	REACTIONS EFFECTS 2-1: 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.
	REACTIONS SOURCE 3: 
	REACTIONS PAGE 3: 
	REACTION NAME 3: 
	REACTION NAME 2: Shield Block
	REACTION NAME 1: Intercept Attack
	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: 
	SPELLS PER DAY 4: 
	SPELLS PER DAY 5: 
	SPELLS PER DAY 6: 
	SPELLS PER DAY 7: 
	SPELLS PER DAY 8: 
	SPELLS PER DAY 9: 
	SPELLS PER DAY 10: 
	SPELLS REMAINING 2: 
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