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STR -1
STRENGTH

9

DEX +2
DEXTERITY

14

CON 0
Lifebound: +2 bonus to stabilize

CONSTITUTION
10

INT +2
INTELLIGENCE

14

WIS 0
WISDOM

10

CHA +4
CHARISMA

18

(CONSTITUTION)
+1

Lifebound: +2 vs. death effects, negative energy effects,
negative levels

=FORTITUDE +1

+2
(DEXTERITY)

+1
Lifebound: +2 vs. death effects, negative energy effects,
negative levels

=REFLEX +3

(WISDOM)
+3½

Lifebound: +2 vs. death effects, negative energy effects,
negative levels

=WILL +3

Crit: 19-20/×2
Rng: 10'

Light, P/S

Main hand: +4, 1d4-1

Dagger

Ranged: +4, 1d4-1

Crit: ×2
Light, B

Main hand: +0, 1d3-1

Light shield bash

19 +5 +2= 10

17

+1+1

12

AC

Armor DeflecDex Dodge

Flat-Footed AC

MiscNaturShield Size

Touch AC

Total

Ability Modifier TemporaryScore

Lawful Evil Humanoid (Samsaran); Deity: Calistria; Age: 74;
Height: 6' 1"; Weight: 155 lb.

Male middle-aged samsaran unchained summoner 3 -
CR 2

+1 +2= ---1

13 +2 +2= 10 --1

CM Bonus

BAB MiscSizeStrength

CM Defense

BAB Dexterity SizeStrength

Bygmalion

+2¼ 18

+2

Base Attack HP

Damage / Current HP

Initiative

Speed 30 ft

AbilityBase MiscSaving Throw NotesResist TempTotal

TempSkill Name RanksTotal Ability

Acrobatics -+2 DEX (2)

Appraise -+2 INT (2)

Bluff -+4 CHA (4)

Climb --1 STR (-1)

Diplomacy -+4 CHA (4)

Disguise -+4 CHA (4)

Escape Artist -+2 DEX (2)

Fly -+2 DEX (2)

Heal -+0 WIS (0)

Intimidate -+4 CHA (4)

Knowledge (arcana) 1+6 INT (2)

Knowledge (dungeoneering) 1+6 INT (2)

Knowledge (engineering) 1+6 INT (2)

Knowledge (history) 1+6 INT (2)

Knowledge (local) 1+6 INT (2)

Knowledge (nature) 1+6 INT (2)

Knowledge (nobility) 1+6 INT (2)

Knowledge (planes) 1+6 INT (2)

Knowledge (religion) 1+6 INT (2)

Perception -+0 WIS (0)

Ride -+2 DEX (2)

Sense Motive -+0 WIS (0)

Spellcraft 1+6 INT (2)

Stealth -+2 DEX (2)

Survival -+0 WIS (0)

Swim --1 STR (-1)

Use Magic Device 1+8 CHA (4)

Feats

When you wear a type of armor with which you are proficient, the armor check
penalty for that armor applies only to Dexterity- and Strength-based skill checks.

Armor Proficiency (Light)

As a swift action, melee attacks with hands deal +1d6 dam of chosen energy for
1 rd.

Draconic Heritage (chromatic, Electricity, 7/day)

Proficient with all simple weapons.
Simple Weapon Proficiency - All

Can use Dex to attack with light and certain other weapons. Shields give ACP
penalty to attack rolls.

Weapon Finesse

Traits

Gain benefits of 8 hours of sleep in 2 hours.
Awakened from Stasis (Apostae)

You become sickened for 1 round anytime you receive magical healing.
Blighted Physiology (Numeria)

You carry a non-masterwork simple or martial weapon that has been passed
down from generation to generation in your family (pay the standard gp cost for
the weapon). You gain proficiency with that specific weapon.

Heirloom Weapon (Proficiency, Rapier)

Your starting cash increases to 900 gp.
Rich Parents
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Experience & Wealth
Experience Points: 5000/9,000
Current Cash: 155 gp

Total Weight Carried: 43.5/90 lbs, Encumberance
Ignored
(Light: 30 lbs, Medium: 60 lbs, Heavy: 90 lbs)

Gear

Artisan's outfit (Free) -
Dagger 1 lb
Darkwood buckler 2.5 lbs
Leather, arm piece 2 lbs
Light shield bash -
Masterwork hide shirt 18 lbs
Money -
Noble's outfit 10 lbs
Padded, torso piece 5 lbs
parchment mount -
parchment sentry skull -
Rapier 2 lbs
Signet ring -

Crit: 18-20/×2
1-hand, P

Main hand: +4, 1d6-1 plus 1d6
electricity
Both hands: +4, 1d6-1 plus 1d6
electricity

Rapier

Crit: ×2
Rng: 50'

1-hand, B

Sling

Ranged: +4, 1d4-1
Ranged, both hands: +4, 1d4-1

+1 Max Dex: -, Armor Check: -
Spell Fail: 5%, Shield

Darkwood buckler

+0 Max Dex: +6, Armor Check: -
Spell Fail: 10%, Light

Leather, arm piece

+3 Max Dex: +4, Armor Check: -
Spell Fail: 15%, Light

Masterwork hide shirt

+3 Max Dex: +8, Armor Check: -
Spell Fail: 5%, Light

Padded, torso piece

+1 Max Dex: +5, Armor Check: -
Spell Fail: 10%, Light

Studded leather, leg piece

Drawbacks

If your attachment is threatened, -1 Will &  -2 save vs. fear
Attached (Galatée)

Total Weight Carried: 43.5/90 lbs, Encumberance
Ignored
(Light: 30 lbs, Medium: 60 lbs, Heavy: 90 lbs)

Gear

Sling -
Studded leather, leg piece 3 lbs

Special Abilities

At 2nd level, a summoner can, as a standard action, share the senses of his
eidolon, hearing, seeing, smelling, tasting, and touching everything the eidolon
does. He can use this ability a number of rounds per day equal to his summoner
level. There is no maximum range to this effect, but the eidolon and the

Bond Senses (3 rounds/day) (Su)

A summoner begins play with the ability to summon to his side a powerful
outsider called an eidolon. The eidolon forms a link with the summoner, who,
forever after, summons an aspect of the same creature. An eidolon has the same
alignment as the summoner that calls it and can speak all of his languages.

Eidolon

A summoner and his eidolon share a mental link that allows for communication
across any distance (as long as they are on the same plane). This
communication is a free action, allowing the summoner to give orders to his
eidolon at any time. In addition, magic items interfere with the summoner's

Eidolon Link (Ex)

At 1st level, a spirit summoner begins play with a powerful outsider called an
eidolon. The eidolon’s form and abilities must be appropriate to his chosen spirit,
at the GM’s discretion—for example, a summoner with the flame spirit cannot
have an eidolon with ice or water abilities, a summoner with a heavens spirit

Eidolon Spirit Limitations

At 1st level, a summoner forms a close bond with his eidolon. Whenever the
eidolon takes enough damage to send it back to its home plane, as a reaction to
the damage, the summoner can sacrifice any number of hit points he has without
using an action. Each hit point sacrificed in this way prevents 1 point of damage

Life Link (Su)

Samsarans gain a +2 racial bonus on all saving throws to resist death effects,
saving throws against negative energy effects, Fortitude saves to remove
negative levels, and Constitution checks to stabilize if reduced to negative hit
points.

Lifebound (Ex)

A creature with low-light vision can see twice as far as a human in starlight,
moonlight, torchlight, and similar conditions of dim light. It retains the ability to
distinguish color and detail under these conditions.

Low-Light Vision

You can add spells from another spellcasting class to the spell list of your current
spellcasting class. You add a number of spells equal to 1 + your spellcasting
class’s key ability score bonus (Wisdom for clerics, and so on). The spells must
be the same type (arcane or divine) as the spellcasting class you’re adding them

Mystic Past Life (Summoner [Unchained, Spirit
Summoner])

Regardless of alignment, any cleric can release a wave of energy by channeling
the power of her faith through her holy (or unholy) symbol (see Channel Energy).
This energy can be used to cause or heal damage, depending on the type of
energy channeled and the creatures targeted.

Shaman/Summoner (Unchained, 5/day, DC 15) Channel
Positive Energy 2d6 (Su)

The summoner may cast a spell with a target of "You" on his eidolon (as a spell
with a range of touch) instead of on himself. A summoner may cast spells on his
eidolon even if the spells normally do not affect creatures of the eidolon's type
(outsider). Spells cast in this way must come from the summoner spell list. This

Share Spells with Eidolon (Ex)

Spell-Like Abilities
Comprehend Languages (1/day)

Deathwatch (1/day)

Stabilize (1/day)

Tracked Resources
Bond Senses (3 rounds/day) (Su)

Dagger
Draconic Heritage (chromatic, Electricity, 7/day)

Shaman/Summoner (Unchained, 5/day, DC 15) Channel Positive Energy 2d6 (Su)
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The power of dragons flows through your veins and you have
awakened its potential.

Prerequisite: Cha 13.

Benefit: Choose one type of dragon from the options presented below.
You gain the draconic heritage ability from your chosen dragon type.
The save DCs of any associated ability are equal to 10 + 1/2 your Hit
Dice + your Charisma modifier.

Special: You can take this feat only once. If you ever gain a bloodrager
or sorcerer bloodline, you must take draconic as your chosen bloodline
(or a bloodline tied to some other creature of the dragon type, as
approved by your GM).

Chromatic
While not all who carry the blood of chromatic dragons are evil, the
potency of their blood and the malevolence inherent in it can have
strong subconscious effects, tempting them to embrace their sinister
urges. Humanoids with blood empowered by chromatic dragons tend
toward muscular builds and can imbue their fists with the dragons’
energy.

Benefit: Choose acid, cold, electricity or fire when you take this feat;
the choice cannot be changed once made. As a swift action, you can
shroud your arms in your chosen element for 1 round. Unarmed strikes
with your arms or hands (or attacks with weapons held in those hands)
deal an additional 1d6 points of energy damage of the appropriate type.
You can use this ability a number of times per day equal to 3 + your
Charisma bonus.

Appears In: Legacy of Dragons

Draconic Heritage (chromatic, Electricity, 7/day) Feat

You are trained in using your agility in melee combat, as opposed to
brute strength.

Benefit: With a light weapon, rapier, whip, or spiked chain made for a
creature of your size category, you may use your Dexterity modifier
instead of your Strength modifier on attack rolls. If you carry a shield,
its armor check penalty applies to your attack rolls.

Special: Natural weapons are considered light weapons.

Weapon Finesse Feat

Although you were born and lived on Golarion, you recently awakened
in a strange vault with no memory of how you got there, surrounded by
sleeping creatures of every shape and size in smooth glass eggs, all
watched over by uncommunicative crablike automatons. As a side
effect of your stasis, you gain all the benefits of 8 hours of sleep in only
2 hours. This allows a spellcaster who must rest to prepare spells to do
so after only 2 hours, but does not allow a spellcaster to prepare spells
more than once per day.

Appears In: People of the Stars

Awakened from Stasis (Apostae) Trait

Exposure to the corruption that seeps through every drop of water and
grain of dirt in Numeria has altered your body. Horrific growths beneath
your skin provide you a +1 natural armor bonus to AC, but your body
does not work as a normal creature’s would. You become sickened for
1 round anytime you receive magical healing.

Appears In: People of the River

Blighted Physiology (Numeria) Trait

You carry a non-masterwork simple or martial weapon that has been
passed down from generation to generation in your family (pay the
standard gp cost for the weapon). You gain proficiency with that
specific weapon.

Appears In: Adventurer's Armory

Heirloom Weapon (Proficiency, Rapier) Trait

You were born into a rich family, perhaps even the nobility, and even
though you turned to a life of adventure anyway, you enjoyed a one-
time benefit to your initial finances.

Benefit: Your starting cash increases to 900 gp.

Note: You may need to go to the classes tab and reset your starting
cash after taking this trait.

Appears In: Character Traits Web Enhancement, Advanced Player's
Guide Traits

Rich Parents Trait

A summoner begins play with the ability to summon to his side a
powerful outsider called an eidolon. The eidolon forms a link with the
summoner, who, forever after, summons an aspect of the same
creature. An eidolon has the same alignment as the summoner that
calls it and can speak all of his languages. Eidolons are treated as
summoned creatures, except that they are not sent back to their home
plane until reduced to a number of negative hit points equal to or
greater than their Constitution score. In addition, due to its tie to its
summoner, an eidolon can touch and attack creatures warded by
protection from evil and similar effects that prevent contact with
summoned creatures.

A summoner can summon his eidolon in a ritual that takes 1 minute to
perform. When summoned in this way, the eidolon hit points are
unchanged from the last time it was summoned. The only exception to
this is if the eidolon was slain, in which case it returns with half its
normal hit points. The eidolon does not heal naturally. The eidolon
remains until dismissed by the summoner (a standard action). If the
eidolon is sent back to its home plane due to death, it cannot be
summoned again until the following day. The eidolon cannot be sent
back to its home plane by means of dispel magic, but spells such as
dismissal and banishment work normally. If the summoner is
unconscious, asleep, or killed, his eidolon is immediately banished.

The eidolon takes a form shaped by the summoner's desires. The
eidolon's Hit Dice, saving throws, skills, feats, and abilities are tied to
the summoner's class level and increase as the summoner gains
levels. In addition, each eidolon receives a pool of evolution points,
based on the summoner's class level, that can be used to give the
eidolon different abilities and powers. Whenever the summoner gains a
level, he must decide how these points are spent, and they are set until
he gains another level of summoner.

The eidolon's physical appearance is up to the summoner, but it always
appears as some sort of fantastical creature. This control is not fine
enough to make the eidolon appear like a specific creature. The
eidolon also bears a glowing rune that is identical to a rune that
appears on the summoner's forehead as long as the eidolon is
summoned. While this rune can be hidden through mundane means, it
cannot be concealed through magic that changes appearance, such as
alter self or polymorph (although invisibility does conceal it as long as
the spell lasts).

Some abilities, such as the Defending Eidolon feat, have different
effects if your eidolon is nearby or adjacent to you. Select the
appropiate checkbox to let Hero Lab know where your eidolon is
relative to you in this regard.

Eidolon Unknown

Bygmalion – Abilities & Gear
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Samsarans gain a +2 racial bonus on all saving throws to resist death
effects, saving throws against negative energy effects, Fortitude saves
to remove negative levels, and Constitution checks to stabilize if
reduced to negative hit points.

Lifebound (Ex) Racial Ability (Samsaran)

A creature with low-light vision can see twice as far as a human in
starlight, moonlight, torchlight, and similar conditions of dim light. It
retains the ability to distinguish color and detail under these conditions.

Low-Light Vision Racial Ability,Senses

You can add spells from another spellcasting class to the spell list of
your current spellcasting class. You add a number of spells equal to 1
+ your spellcasting class’s key ability score bonus (Wisdom for clerics,
and so on). The spells must be the same type (arcane or divine) as the
spellcasting class you’re adding them to. For example, you could add
divine power to your druid class spell list, but not to your wizard class
spell list because divine power is a divine spell. These spells do not
have to be spells you can cast as a 1st-level character. The number of
spells granted by this ability is set at 1st level. Changes to your ability
score do not change the number of spells gained. This racial trait
replaces shards of the past.

Note: The selector is for the class to whose spell list you will add
spells.

Appears In: Advanced Race Guide

Mystic Past Life (Summoner [Unchained, Spirit Summoner])Unknown

Regardless of alignment, any cleric can release a wave of energy by
channeling the power of her faith through her holy (or unholy) symbol
(see Channel Energy). This energy can be used to cause or heal
damage, depending on the type of energy channeled and the creatures
targeted.

A good cleric (or a neutral cleric who worships a good deity) channels
positive energy and can choose to deal damage to undead creatures or
to heal living creatures. An evil cleric (or a neutral cleric who worships
an evil deity) channels negative energy and can choose to deal
damage to living creatures or to heal undead creatures. A neutral cleric
of a neutral deity (or one who is not devoted to a particular deity) must
choose whether she channels positive or negative energy. Once this
choice is made, it cannot be reversed. This decision also determines
whether the cleric can cast spontaneous cure or inflict spells (see
spontaneous casting).

Channeling energy causes a burst that affects all creatures of one type
(either undead or living) in a 30-foot radius centered on the cleric. The
amount of damage dealt or healed is equal to 1d6 points of damage
plus 1d6 points of damage for every two cleric levels beyond 1st (2d6
at 3rd, 3d6 at 5th, and so on). Creatures that take damage from
channeled energy receive a Will save to halve the damage. The DC of
this save is equal to 10 + 1/2 the cleric's level + the cleric's Charisma
modifier. Creatures healed by channel energy cannot exceed their
maximum hit point total—all excess healing is lost. A cleric may
channel energy a number of times per day equal to 3 + her Charisma
modifier. This is a standard action that does not provoke an attack of
opportunity. A cleric can choose whether or not to include herself in this
effect. A cleric must be able to present her holy symbol to use this
ability.

Shaman/Summoner (Unchained, 5/day, DC 15) Channel Positive Energy 2d6 (Su)Class Ability (Shaman,Summoner (Unchained))

At 2nd level, a summoner can, as a standard action, share the senses
of his eidolon, hearing, seeing, smelling, tasting, and touching
everything the eidolon does. He can use this ability a number of rounds
per day equal to his summoner level. There is no maximum range to
this effect, but the eidolon and the summoner must be on the same
plane. The summoner can end this effect as a free action.

Bond Senses (3 rounds/day) (Su)Class Ability (Summoner (Unchained))

A summoner and his eidolon share a mental link that allows for
communication across any distance (as long as they are on the same
plane). This communication is a free action, allowing the summoner to
give orders to his eidolon at any time. In addition, magic items interfere
with the summoner's connection to his eidolon. As a result, the
summoner and his eidolon share magic item slots. For example, if the
summoner is wearing a ring, his eidolon can wear no more than one
ring. In case of a conflict, the items worn by the summoner remain
active, and those used by the eidolon become dormant. The eidolon
must possess the appropriate appendages to utilize a magic item.

Eidolon Link (Ex) Class Ability (Summoner (Unchained))

At 1st level, a spirit summoner begins play with a powerful outsider
called an eidolon. The eidolon’s form and abilities must be appropriate
to his chosen spirit, at the GM’s discretion—for example, a summoner
with the flame spirit cannot have an eidolon with ice or water abilities, a
summoner with a heavens spirit cannot have a fiend-like eidolon, and
so on. The summoner can use temporary effects (such as evolution
surge) to alter the eidolon into an inappropriate form, but cannot use
permanent effects (such as transmogrify) to do so. This ability alters
the eidolon class feature.

Eidolon Spirit Limitations Class Ability (Summoner (Unchained))

At 1st level, a summoner forms a close bond with his eidolon.
Whenever the eidolon takes enough damage to send it back to its
home plane, as a reaction to the damage, the summoner can sacrifice
any number of hit points he has without using an action. Each hit point
sacrificed in this way prevents 1 point of damage dealt to the eidolon.
This can prevent the eidolon from being sent back to its home plane.

In addition, the eidolon and the summoner must remain within 100 feet
of one another for the eidolon to remain at full strength. If the eidolon is
beyond 100 feet but closer than 1,000 feet, its current and maximum hit
point totals are reduced by 50%. If the eidolon is more than 1,000 feet
away but closer than 10,000 feet, its current and maximum hit point
totals are reduced by 75%. If the eidolon is more than 10,000 feet
away, it is immediately returned to its home plane. Current hit points
lost in this way are not restored when the eidolon gets closer to its
summoner, but its maximum hit point total does climb to the levels
indicated and eventually returns to normal.

Life Link (Su) Class Ability (Summoner (Unchained))

The summoner may cast a spell with a target of "You" on his eidolon
(as a spell with a range of touch) instead of on himself. A summoner
may cast spells on his eidolon even if the spells normally do not affect
creatures of the eidolon's type (outsider). Spells cast in this way must
come from the summoner spell list. This ability does not allow the
eidolon to share abilities that are not spells, even if they function like
spells.

Share Spells with Eidolon (Ex) Class Ability (Summoner (Unchained))

Bygmalion – Abilities & Gear
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Languages
Common Samsaran

Spells & Powers

Summoner (Unchained, Spirit Summoner) spells known
(CL 3rd; concentration +7)
Melee Touch +4 Ranged Touch +4
1st (4/day)—enlarge person (DC 15), force armor, mage
armor, magic mouth (DC 15), snowballUW

0th (at will)—acid splash, detect magic, light, lightning
sand (DC 14), mage hand, spider's thread (DC 14)

Companions
Galatée CR –
Female biped
LE Medium outsider (kyton)
Init +4; Senses darkvision 60 ft.; Perception +3
—————
Defense
—————
AC 22, touch 14, flat-footed 18 (+4 Dex, +6 natural, +2
shield)
hp 22 (3d10)
Fort +3, Ref +5, Will +2
Defensive Abilities evasion; Resist cold 5
—————
Offense
—————
Speed 30 ft.
Melee heavy shield bash +1 (1d4+2) or

(S) spiked chain +7 (1d6+2 plus 1d6 electricity)
Ranged shortbow +3 (1d6/×3)
—————
Statistics
—————
Str 14, Dex 19, Con 10, Int 10, Wis 8, Cha 14
Base Atk +3; CMB +5; CMD 19
Feats Draconic Heritage (chromatic), Weapon Finesse
Skills Acrobatics +8, Bluff +6, Disable Device +10, Heal
+13 (+14 circumstance to treat wounds or deadly wounds),
Knowledge (local) +1, Knowledge (planes) +4, Knowledge
(religion) +1, Perception +3, Sense Motive +3, Sleight of
Hand +5, Stealth +8; Racial Modifiers +8 Heal
Languages Common
Combat Gear healer's kit; Other Gear darkwood shield,
shortbow, spiked chain, explorer's outfit, masterwork
thieves' tools, surgeon's toolsUE
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Date (game world): 0000/00/00; Date (real world): 2018/04/27
XP Reward: 0 XP; Net Cash: 3000 gp

- no notes -

Title - Bygmalion (Adventure Journal)
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STR +2
STRENGTH

14

DEX +4
DEXTERITY

19

CON 0
CONSTITUTION

10

INT 0
INTELLIGENCE

10

WIS -1
WISDOM

8

CHA +2
CHARISMA

14

(CONSTITUTION)
+3½=FORTITUDE +3

+4
(DEXTERITY)

+1=REFLEX +5

-1
(WISDOM)

+3½=WILL +2

Energy Resistance, Cold (5)

Crit: ×2
1-hand, B

Main hand: +1, 1d4+2
Both hands: +1, 1d4+3

Heavy shield bash

Crit: ×3
Rng: 60'

2-hand, P

Shortbow

Ranged, both hands: +3, 1d6

Crit: ×2
1-hand, P, Disarm,

Trip

Main hand: +7, 1d6+2 plus 1d6
electricity
Both hands: +7, 1d6+3 plus 1d6
electricity

Spiked chain

22 +4= 10

18

+6+2

14

AC

Armor DeflecDex Dodge

Flat-Footed AC

MiscNaturShield Size

Touch AC

Total

Ability Modifier TemporaryScore

Lawful Evil Outsider (Kyton)
Female biped - CL3 - CR 3

+5 +3= --+2

19 +3 +4= 10 -+2

CM Bonus

BAB MiscSizeStrength

CM Defense

BAB Dexterity SizeStrength

Galatée

+3 22

+4

Base Attack HP

Damage / Current HP

Initiative

Speed 30 ft

AbilityBase MiscSaving Throw NotesResist TempTotal

TempSkill Name RanksTotal Ability

Acrobatics 1+8 DEX (4)

Appraise -+0 INT (0)

Bluff 1+6 CHA (2)

Climb -+2 STR (2)

Diplomacy -+2 CHA (2)

Disable Device 1+10 DEX (4)

Disguise -+2 CHA (2)

Escape Artist -+4 DEX (4)

Fly -+4 DEX (4)

Surgeon's tools: +1 circumstance to treat wounds or deadly wounds

Heal 1+13 WIS (-1)

Intimidate -+2 CHA (2)

Knowledge (local) 1+1 INT (0)

Knowledge (planes) 1+4 INT (0)

Knowledge (religion) 1+1 INT (0)

Perception 1+3 WIS (-1)

Ride -+4 DEX (4)

Sense Motive 1+3 WIS (-1)

Sleight of Hand 1+5 DEX (4)

Stealth 1+8 DEX (4)

Survival --1 WIS (-1)

Swim -+2 STR (2)

Feats

As a swift action, melee attacks with hands deal +1d6 dam of chosen energy for
1 rd.

Draconic Heritage (chromatic, Electricity, 5/day)

Can use Dex to attack with light and certain other weapons. Shields give ACP
penalty to attack rolls.

Weapon Finesse

Special Abilities

A creature with darkvision can see in total darkness, usually to a range of 60 feet.
Within this range the creature can see as clearly as a sighted creature could see
in an area of bright light. Darkvision is black and white only but otherwise like
normal sight.

Darkvision (60 feet)

A summoner and his eidolon share a mental link that allows for communication
across any distance (as long as they are on the same plane). This
communication is a free action, allowing the summoner to give orders to his
eidolon at any time. In addition, magic items interfere with the summoner's

Eidolon Link (Ex)

If exposed to any effect that normally allows you to attempt a Reflex saving throw
for half damage, you take no damage with a successful saving throw.

Evasion (Ex)

The summoner may cast a spell with a target of "You" on his eidolon (as a spell
with a range of touch) instead of on himself. A summoner may cast spells on his
eidolon even if the spells normally do not affect creatures of the eidolon's type
(outsider). Spells cast in this way must come from the summoner spell list. This

Share Spells with Eidolon (Ex)
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Experience & Wealth
Current Cash: You have no money!

Total Weight Carried: 28/175 lbs, Encumberance
Ignored
(Light: 58 lbs, Medium: 116 lbs, Heavy: 175 lbs)

Gear

Darkwood shield 5 lbs
Explorer's outfit 8 lbs
Healer's kit 1 lb
Heavy shield bash -
Money -
Shortbow 2 lbs
Spiked chain 5 lbs
Surgeon's tools 5 lbs
Thieves' tools, masterwork 2 lbs

+2 Max Dex: -, Armor Check: -
Spell Fail: 15%, Shield

Darkwood shield

Tracked Resources
Draconic Heritage (chromatic, Electricity, 5/day)

Healer's kit

Languages
Common
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The power of dragons flows through your veins and you have
awakened its potential.

Prerequisite: Cha 13.

Benefit: Choose one type of dragon from the options presented below.
You gain the draconic heritage ability from your chosen dragon type.
The save DCs of any associated ability are equal to 10 + 1/2 your Hit
Dice + your Charisma modifier.

Special: You can take this feat only once. If you ever gain a bloodrager
or sorcerer bloodline, you must take draconic as your chosen bloodline
(or a bloodline tied to some other creature of the dragon type, as
approved by your GM).

Chromatic
While not all who carry the blood of chromatic dragons are evil, the
potency of their blood and the malevolence inherent in it can have
strong subconscious effects, tempting them to embrace their sinister
urges. Humanoids with blood empowered by chromatic dragons tend
toward muscular builds and can imbue their fists with the dragons’
energy.

Benefit: Choose acid, cold, electricity or fire when you take this feat;
the choice cannot be changed once made. As a swift action, you can
shroud your arms in your chosen element for 1 round. Unarmed strikes
with your arms or hands (or attacks with weapons held in those hands)
deal an additional 1d6 points of energy damage of the appropriate type.
You can use this ability a number of times per day equal to 3 + your
Charisma bonus.

Appears In: Legacy of Dragons

Draconic Heritage (chromatic, Electricity, 5/day) Feat

You are trained in using your agility in melee combat, as opposed to
brute strength.

Benefit: With a light weapon, rapier, whip, or spiked chain made for a
creature of your size category, you may use your Dexterity modifier
instead of your Strength modifier on attack rolls. If you carry a shield,
its armor check penalty applies to your attack rolls.

Special: Natural weapons are considered light weapons.

Weapon Finesse Feat

A creature with darkvision can see in total darkness, usually to a range
of 60 feet. Within this range the creature can see as clearly as a
sighted creature could see in an area of bright light. Darkvision is black
and white only but otherwise like normal sight.

Darkvision (60 feet) Racial Ability,Senses

You have the specified Energy Resistance against Cold attacks.
Energy Resistance, Cold (5) Unknown

A summoner and his eidolon share a mental link that allows for
communication across any distance (as long as they are on the same
plane). This communication is a free action, allowing the summoner to
give orders to his eidolon at any time. In addition, magic items interfere
with the summoner's connection to his eidolon. As a result, the
summoner and his eidolon share magic item slots. For example, if the
summoner is wearing a ring, his eidolon can wear no more than one
ring. In case of a conflict, the items worn by the summoner remain
active, and those used by the eidolon become dormant. The eidolon
must possess the appropriate appendages to utilize a magic item.

Eidolon Link (Ex) Class Ability (Eidolon Benefits)

If exposed to any effect that normally allows you to attempt a Reflex
saving throw for half damage, you take no damage with a successful
saving throw.

Evasion (Ex) Class Ability (Eidolon Benefits)

The summoner may cast a spell with a target of "You" on his eidolon
(as a spell with a range of touch) instead of on himself. A summoner
may cast spells on his eidolon even if the spells normally do not affect
creatures of the eidolon's type (outsider). Spells cast in this way must
come from the summoner spell list. This ability does not allow the
eidolon to share abilities that are not spells, even if they function like
spells.

Share Spells with Eidolon (Ex) Class Ability (Eidolon Benefits)

Galatée – Abilities & Gear
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Date (game world): 0000/00/00; Date (real world): 2018/04/27
XP Reward: 0 XP; Net Cash:

- no notes -

Title - Galatée (Adventure Journal)


