Runepriest
“The divine runes of might are stronger than any steel, more dangerous than any spell.”
CLASS TRAITS
Role: Leader. The runes you invoke allow you to impart strength and vitality to your allies while leaving your enemies open to attack. Depending on your choice of class features and powers, you might lean toward either defender or controller as a secondary role.
Power Source: Divine. You are a master of divine runes, a powerful alphabet that formed the basis of the gods’ power. Other runic structures exist, but you have mastered the runes of the gods.
Key Abilities: Strength, Constitution, Wisdom

Armor Proficiencies: Cloth, leather, hide, chainmail, scale; light shields.
Weapon Proficiencies: Simple melee, simple ranged.
Bonus to Defense: +2 Will.

Hit Points at 1st Level: 12+ Constitution Score.
Hit Points per Level Gained: 5
Healing Surges per Day: 7+ Constitution Modifier.

Trained Skills: Religion. From the class skills list below, choose 3 more trained skills at 1st level.
Class Skills: Arcana (Int), Athletics (Str), Endurance (Con), Heal (Wis), History (Int), Insight (Wis), Religion (Int), Thievery (Dex).

Build Options: Defiant Runepriest, Wrathful Runepriest.
Class features: Rune Master, Rune of Mending, Runic Artistry.
Isolated in sacred forges and holy libraries, runepriests seek to unlock the secrets of the runes of divine power. Legend holds that the gods crafted a set of powerful runes, each imbued with a core of divine power, to help create the world and give it order. During the long war against the primordials, many of these runes were lost. Even the gods only dimly recall the runes of power. Somewhere in the forgotten depths of a dungeon or the isolated corner of the planes, those ancient runes wait to be discovered. A runepriest can learn much in the peaceful halls of a temple, but sooner or later he or she must put on armor and go forth to find or create a new rune, and in so doing earn a name among the masters of rune magic.

You learned the art of rune smithing from your master. Perhaps you sweated over a forge deep within a dwarven stronghold, crafting weapons and armor for the faithful as part of your apprenticeship. Or you might have helped inscribe runes in the living wood of the forest, crafting signs to warn of approaching enemies. Along the way, you learned how to take inscribed runes and turn them into words and signs of power that you can incorporate into your prayers. But now, the time for learning is at an end. Now is the time for adventure.

Merge the runes of power with your weapons and armor. Call to the gods and channel their might against your enemies. The runes are your weapons, and the gods’ foes await your judgment.
CREATING A RUNEPRIEST
Your choice of ability scores, powers, and Runic Artistry tradition suggests one of two builds based on the two most ancient runepriest traditions, the path of the Wrathful Hammer and the way of the Defiant Word. All runepriests use Strength for their attacks. Constitution increases the effect of certain runepriest powers, while Wisdom bolsters others.
DEFIANT RUNEPRIEST

A length of paper inscribed with runes might appear fragile, yet it hangs from the eaves of a temple day after day, shrugging off rain, snow, cold, and heat. The way of the Defiant Word holds that runes, wherever they are inscribed, provide strength not merely by the power they employ, but by binding together an object or a person and the concept held within a rune. As a defiant runepriest, you fight on the front lines, sustaining and aiding your allies with divine runes. You focus your efforts on the most dangerous enemies, using your magic to restrict their attacks and shield your allies from harm. Strength should be your highest ability score, followed by Wisdom. Choose the Defiant Word as your path of Runic Artistry, and select powers that don’t simply destroy your foes with brute force, but foil their efforts. These choices incline you toward controller as your secondary role.
    Class Feature: Defiant Word
    Suggested Feat: Rune of Hope
    Suggested Skills: Arcana, History, Insight, Religion
    Suggested At-Will Powers: word of binding, word of exchange
    Suggested Encounter Power: divine rune of thunder
    Suggested Daily Power: rune of the undeniable dawn
WRATHFUL RUNEPRIEST

Runepriests who follow the path of the Wrathful Hammer inscribe their runes in stone, metal, and ironwood, materials that can withstand the punishing forces that the runes channel. As a wrathful runepriest, you lead the attack against the forces of evil. Your place is at the forefront of any battle, using your hammer to smite your enemies. Strength should be your highest ability score, followed by Constitution. Choose the path of the Wrathful Hammer as your form of Runic Artistry, and select powers that inspire allies around you and wrap your foes in magic that punishes them for not following your edicts. These choices incline you toward defender as your secondary role.
    Class Feature: Wrathful Hammer
    Suggested Feat: Rune of Vengeance
    Suggested Skills: Athletics, Endurance, Heal, Religion
    Suggested At-Will Powers: word of diminishment, word of shielding
    Suggested Encounter Power: anvil of battle
    Suggested Daily Power: rune of endless fire
RUNEPRIEST CLASS FEATURES
RUNE MASTER
Some of your powers have the runic keyword. When you are going to use a runic power, you first choose one of the runes noted in the power—either the rune of destruction or the rune of protection—and then use the power, applying the chosen rune’s effects. The moment you choose the rune, you enter its rune state. You remain in that rune state until you enter another rune state or until the end of the encounter. Whenever you enter the rune state of the rune of destruction or the rune of protection, you gain an additional benefit. The benefit lasts while you’re in the rune state.

Rune of Destruction
Allies gain a +1 bonus to attack rolls against enemies that are adjacent to you or to any other runepriests who are in this rune state.

Rune of Protection
While adjacent to you, allies gain resist 2 to all damage. The resistance increases to 4 at 11th level and 6 at 21st level.

RUNE OF MENDING
You gain the rune of mending power. This rune restores your allies’ health and grants them additional power based on your rune state.

RUNIC ARTISTRY
Many runepriests follow one of the two major traditions of rune magic: the path of the Wrathful Hammer or the way of the Defiant Word. The two traditions use the same runes but differ in their practices and teachings.

Defiant Word
Whenever an enemy misses you with an attack, you gain a bonus to damage rolls against that enemy until the end of your next turn. The bonus equals your Wisdom modifier, regardless of the number of times the enemy misses you in a round.

Wrathful Hammer
You gain proficiency with military hammers and military maces. In addition, whenever an enemy deals damage to you with an attack, you gain a bonus to damage rolls against that enemy until the end of your next turn. The bonus equals your Constitution modifier, regardless of the number of times the enemy damages you in a round.

RUNEPRIEST OVERVIEW
Characteristics: You use melee attacks to harass your enemies and leave them vulnerable to your allies’ attacks. With your heavy armor and your ability to heal, you are ideally suited for standing on the front line.

Religion: Runepriests are found among the followers of all the gods, but they most commonly worship Corellon, Erathis, Ioun, or Moradin. Moradin is a patron of smiths and other artisans who seek to master a craft. Many runepriests create fine goods as they practice their ability to forge runes. Corellon attracts runepriests who view the inscribing of runes as an art. Ioun values the protective aspects of rune magic and the knowledge contained in the runes. Erathis favors inventors and others who seek knowledge, a perfect match for runepriests who seek to uncover or create new runes.

Races: Deva runepriests favor the way of the Defiant Word and create beautiful illuminated manuscripts of religious lore, building libraries that grow for generations in hidden corners of the Astral Sea. Elf runepriests also embrace this path, tending trees and other plants to grow in runic patterns to honor the gods. Dwarves, minotaurs, and goliaths commonly follow the path of the Wrathful Hammer. In great caverns, divine runes decorate dwarven chapels as well as secluded minotaur shrines. Goliath runepriests carve massive runes atop their holy peaks, marking the territory as warded by the gods and serving as landmarks for their people as they migrate from one mountain to the next.
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