	Andrew Dresden
	
	Human
	
	Cleric/Archivist
	

	CHARACTER NAME
	
	RACE
	
	       CLASS
	
	

	Neutral Good
	
	
	
	1/4
	
	
	
	5
	
	

	ALIGNMENT 
	
	 DEITY
	
	 LEVEL
	
	 EXPERIENCE
	
	 Char LVL
	
	 CHARACTER CONCEPT

	Male
	
	21
	
	M
	
	5’10
	
	130
	
	Fair
	
	Blonde
	
	Blue
	
	

	GENDER
	
	AGE
	
	SIZE
	
	HEIGHT
	
	WEIGHT
	
	COMPLEXION
	
	HAIR
	
	EYES
	
	HANDEDNESS

	
	
	
	TOTAL
	

	ABILITY SCORES
	
	SAVING THROWS
	
	HIT POINTS
	25
	

	
	SCORE
	MOD
	
	TEMP SCORE
	TEMP MOD
	
	TOTAL
	
	BASE SAVE
	
	ABI MOD
	
	MAGIC MOD
	
	EPIC

SAVE
	
	TEMP MOD
	
	LIFT OVER HEAD
	LIFT OFF GROUND
	
	PUSH / DRAG

	STR
	
	14
	2
	
	
	
	
	FORT
	(CON)
	7
	=
	6
	+
	1
	+
	
	+
	
	+
	
	
	
	
	
	
	

	DEX
	
	10
	0
	
	
	
	
	REF
	(DEX)
	1
	=
	1
	+
	0
	+
	
	+
	
	+
	
	
	1 x MAX LOAD
	
	2 x MAX LOAD
	
	5 x MAX LOAD

	CON
	
	12
	1
	
	
	
	
	WILL
	(WIS)
	8
	=
	6
	+
	2
	+
	
	+
	
	+
	
	
	SR
	
	SPEED
	MAX 

LOAD
	MAX DEX
	CHK PEN
	RUN

	INT
	
	16
	3
	
	
	
	
	SAVING THROW MODIFIERS
	
	
	
	L
	
	
	NORM
	NORM
	NORM

	WIS
	
	15
	2
	
	
	
	
	
	
	DR
	
	M
	
	
	
	
	

	CHA
	
	12
	1
	
	
	
	
	
	
	
	
	H
	
	
	
	
	

	

	ARMOR CLASS
	18/15
	=
	10
	+
	5
	+
	3
	+
	
	+
	
	+
	
	
	ARMOR & PROTECTION
	TYPE
	ARMOR BONUS
	MAX DEX
	CHECK PEN
	SPELL FAIL
	SPEED
	WGT

LBS

	
	NORMAL
	
	ARMOR BONUS
	
	SHLD MOD
	
	DEX MOD
	
	SIZE MOD
	
	MISC MOD
	
	+1 ChainShirt/Leather Coat
	Light
	+4
	+2
	
	
	
	5

	
	
	
	
	
	MISC MOD DEFINED
	
	 +1 Large Dark Wood Shield
	
	+2
	
	
	
	
	

	
	ARCANE SPELL FAIL
	
	FLAT FOOTED
	
	NATURAL ARMOR = 
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	DEFLECTION BONUS = 
	
	
	
	
	
	
	
	
	

	
	ARMOR CHECK PEN
	
	TOUCH
	
	MISC =
	
	PROFICIENT WITH ALL SIMPLE/MARTIAL WEOPONS, ARMOR AND SHIELDS.

	
	ATTACK BONUS MODIFIERS

	INITIATIVE
	
	=
	
	+
	
	
	ATTACK BONUSES
	
	

	
	INITIATIVE MODIFIERS
	
	DEX MOD
	
	MISC MOD
	
	TOTAL 

ATTACK BONUS
	
	BASE

ATTACK BONUS
	
	ABI MOD
	
	SIZE MOD
	
	MISC MOD
	
	EPIC

ATK
	
	

	
	
	MELEE
	(STR)
	4
	=
	2
	+
	2
	+
	
	+
	
	+
	
	
	

	
	
	RANGED
	(DEX)
	4
	=
	
	+
	
	+
	
	+
	
	+
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	WEAPONS
	ATTACK BONUS
	DAMAGE
	CRITICAL
	RANGE
	SIZE
	TYPE
	WGT

LBS
	NOTES & RELATED FEATS

	GRAPPLE
	
	
	
	
	
	
	
	BAB+EAB+STR+SIZE+MISC

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	


	Race
	Class
	
	Description
	
	
	
	Spells

	
	Turn/Rebuke Undead
	
	8/day  +2,+2 +1 = +5 on checks
	
	
	
	0         4          3

	
	Scribe Scroll
	
	
	
	
	
	1        5         3 2   

	
	Dark Knowlede (tactics)
	
	
	
	
	
	2        4

	
	Lore Mastery
	
	+2 to Knowledge rolls
	
	
	
	3

	
	Still Mind
	
	+2 saves vs spells/effects of ench.
	
	
	
	4

	
	
	
	
	
	
	
	5

	
	Domains: Knowledge
	
	+1 caster level for all divination
	
	
	
	6

	
	                 Protection
	
	
	
	
	
	7


	SKILLS
	
	SKILL POINTS PER LEVEL
	56
	+ INT MOD

(+1 HUMAN)
	
	CLASS SKILL MAX RANKS = CHARACTER LEVEL + 3

CROSS-CLASS SKILL MAX RANKS = (CHARACTER LEVEL + 3) / 2
	
	( CAN BE USED UNTRAINED   ( ARMOR CHECK PENALTY APPLIES
	

	

	
	SKILL MOD
	
	RANKS
	
	ABI MOD
	
	MISC MOD
	KEY ABILITY
	SYN
	
	
	
	SKILL MOD
	
	RANKS
	
	ABI MOD
	
	MISC MOD
	KEY ABILITY
	SYN

	
	Appraise (
	
	
	=
	
	+
	3
	+
	
	INT
	
	
	
	Listen (
	
	
	=
	
	+
	2
	+
	
	WIS
	

	
	Balance ((
	
	
	=
	
	+
	
	+
	
	DEX
	
	
	
	Move Silently ((
	
	
	=
	
	+
	
	+
	
	DEX
	

	
	Bluff (
	
	
	=
	
	+
	1
	+
	
	CHA
	
	
	
	Open Lock
	
	
	=
	
	+
	
	+
	
	DEX
	

	
	Climb ((
	
	
	=
	
	+
	2
	+
	
	STR
	
	
	
	Perform
	
	
	=
	
	+
	
	+
	
	CHA
	

	
	Concentration (
	
	
	=
	3
	+
	
	+
	
	CON
	
	
	
	Perform
	
	
	=
	
	+
	
	+
	
	CHA
	

	
	Craft Stone/Metal Items (
	
	
	=
	
	+
	3
	+
	
	INT
	
	
	
	Perform
	
	
	=
	
	+
	
	+
	
	CHA
	

	
	Craft (
	
	
	=
	
	+
	3
	+
	
	INT
	
	
	
	Profession
	
	
	=
	
	+
	
	+
	
	WIS
	

	
	Craft (
	
	
	=
	
	+
	3
	+
	
	INT
	
	
	
	Profession
	
	
	=
	
	+
	2
	+
	
	WIS
	

	
	Decipher Script
	
	
	=
	
	+
	
	+
	
	INT
	
	
	
	Ride (
	
	
	=
	
	+
	
	+
	
	DEX
	

	
	Diplomacy (
	
	
	=
	5
	+
	1
	+
	
	CHA
	2
	
	
	Search (
	
	
	=
	3
	+
	3
	+
	
	INT
	

	
	Disable Device
	
	
	=
	
	+
	
	+
	
	INT
	
	
	
	Sense Motive (
	
	
	=
	5
	+
	2
	+
	
	WIS
	

	
	Disguise (
	
	
	=
	
	+
	
	+
	
	CHA
	
	
	
	Sleight of Hand (
	
	
	=
	
	+
	
	+
	
	DEX
	

	
	Escape Artist ((
	
	
	=
	
	+
	
	+
	
	DEX
	
	
	
	Spellcraft
	
	
	=
	5
	+
	3
	+
	
	INT
	2

	
	Forgery (
	
	
	=
	
	+
	3
	+
	
	INT
	
	
	
	Spot (
	
	
	=
	1
	+
	2
	+
	
	WIS
	

	
	Gather Information 
	
	
	=
	3
	+
	1
	+
	
	CHA
	
	
	
	Survival (
	
	
	=
	
	+
	2
	+
	
	WIS
	

	
	Handle Animal
	
	
	=
	
	+
	1
	+
	
	CHA
	
	
	
	Swim ( (Double AC Penalty)
	
	
	=
	
	+
	2
	+
	
	STR
	

	
	Heal 
	
	
	=
	2
	+
	2
	+
	
	WIS
	
	
	
	Tumble (
	
	
	=
	
	+
	
	+
	
	DEX
	

	
	Hide ((
	
	
	=
	
	+
	
	+
	
	DEX
	
	
	
	Use Magic Device
	
	
	=
	
	+
	
	+
	
	CHA
	2

	
	Intimidate (
	
	
	=
	
	+
	
	+
	
	CHA
	
	
	
	Use Rope (
	
	
	=
	
	+
	
	+
	
	DEX
	

	
	Jump ((
	
	
	=
	
	+
	2
	+
	
	STR
	
	
	
	Speak Language 
	
	
	=
	
	+
	
	+
	
	
	

	
	Knowledge (arcana)
	
	
	=
	5
	+
	3
	+
	2
	INT
	
	
	
	
	
	
	=
	
	+
	
	+
	
	
	

	
	Knowledge (religion)
	
	
	=
	5
	+
	3
	+
	
	INT
	
	
	
	
	
	
	=
	
	+
	
	+
	
	
	

	
	Knowledge (nature)
	
	
	=
	5
	+
	3
	+
	
	INT
	
	
	
	
	
	
	=
	
	+
	
	+
	
	
	

	
	Knowledge (planes)
	
	
	=
	5
	+
	3
	+
	2
	INT
	
	
	
	
	
	
	=
	
	+
	
	+
	
	
	

	
	Knowledge (dungeering)
	
	
	=
	   5
	+
	3
	+
	
	INT
	
	
	
	
	
	
	=
	
	+
	
	+
	
	
	

	

	EQUIPMENT
	LOCATION
	WGT LBS
	
	WORN EQUIPMENT
	LOCATION
	WGT LBS
	
	VALUABLES
	AMOUNT

	+1 Mithril ChainShirt/Leather 
	2100
	10
	
	
	Head
	
	
	Gold Pieces Carried


	

	+1 Heavy Darkwood Shield  
	1257
	5
	
	
	Eyes
	
	
	Platinum Pieces Carried
	

	+1 ture hols symbol of Barrakus
	1500
	
	
	
	Neck
	
	
	Silver Pieces Carried
	

	
	
	
	
	
	Torso
	
	
	Copper Pieces Carried
	

	
	
	
	
	
	Body
	
	
	
	

	
	
	
	
	
	Waist
	
	
	Gold Pieces Stored
	

	
	
	
	
	
	Shoulders
	
	
	Platinum Pieces Stored
	

	
	
	
	
	
	Arms
	
	
	Silver Pieces Stored
	

	
	
	
	
	
	Hands
	
	
	Copper Pieces Stored
	

	
	
	
	
	
	Finger
	
	
	LANGUAGES
	

	
	
	
	
	
	Finger
	
	
	Common
	

	
	
	
	
	
	Feet
	
	
	
	

	
	
	
	
	
	RH Carry
	
	
	
	

	
	
	
	
	
	LH Carry
	
	
	
	

	
	
	
	
	
	No Space
	
	
	
	

	
	
	
	
	
	No Space
	
	
	Celestial
	

	
	
	
	
	
	No Space
	
	
	Abyssial
	

	
	
	
	
	
	No Space No Space
	
	
	Infernal
	


	FAMILIAR / MOUNT / COMPANION
	
	

	 
	
	
	
	
	
	
	
	
	
	All Simple Weapons
	

	 NAME
	
	RACE/SPECIES
	
	CLASS
	
	LEVEL
	
	Light, Medime,Heavy Armour
	

	
	STR
	
	
	HIT POINTS:
	
	  ARMOR CLASS:
	
	
	
	All Shields except Tower
	

	
	DEX
	
	
	
	
	
	
	
	

	
	CON
	
	
	
	ABILITIES / EQUIPMENT
	
	
	

	
	INT
	
	
	
	
	
	
	

	
	WIS
	
	
	
	
	
	
	

	
	CHR
	
	
	
	
	
	Practiced Turning (+4 to turning)
	

	
	
	
	
	
	
	
	Glorious Weapon
	

	
	
	
	
	
	
	
	Extra Turning (+4 turning attempt)
	



Prayer Book Spell List

O-level




Create Water – creates 2gallons/level of pure water

Cure Minor Wounds – cures 1 point of damage

Detect Magic – detects spells and magic items within 60’ feet

Detect Poison – detects poision in one creature or object

Guidance - + 1 on attack roll, skill check or saving throw

Inflict Minor Wounds – Touch attack for 1 point of damage

Light – creates light equal to one torch

Mending – makes minor repairs on an object

Purify Food and Drink – purifies 1cubic foot per level of food or water

Read Magic – read scrolls and spell books

Resistance – subject gains +1 on saving throws

Virtue – subject gains 1 temporary hit point
1st Level



Knowledge Domain – Detect Secret Doors

Protection Domain - Sanctuary



     
Cleric – Protection from Law - +2 on AC and saves, counter mind control, hedge outsiders


Cleric – Protection from Chaos - +2 on AC and saves, counter mind control, hedge outsiders



Cleric – Protection from Evil - 2 on AC and saves, counter mind control, hedge outsiders



Cleric – Detect Undead – reveals undead within 60 feet



Cleric – Bless – 



Druid – Speak with Animals – ability to communicate with animals



Paladin – Lesser Restoration – dispels magical ability penalty or restores 1d4 ability damage.



Ranger – Alarm – ward and an area for 2 hours/level



Paladin – Magic Weapon – weapon gains a + 1 bonus



Paladin – Divine Favor – you gain +1 to hit/damage for every three levels.l


Cleric – Identify



Shugenja – Sleep –puts 4hd of creaturs asleep


Shungenja – Burning Hands – 1d4 per level (5d4max)

2nd Level


Knowledge Domain – Detect Thoughts

Protection Domain – Shield Other



*Cleric – Aid - +1 on attack rolls and saves vs fear,1d8+1/level temporar hit points

*Cleric - Sound Burst – deals 1d8 sonic damage to subjects and may stun them

*Cleric – Luminous Armour – shimmering light around target grants +5 AC bonus, dispels magical

             darkness and imposes -4 on opponets melee attacks (exaltated deeds)
*Cleric – Elation – Allies gain +2 strength and +2 dexterity and +5 feet in speed (exalated deeds)

*Cleric – Remove Addiction – cures target of drug addictions (exalated deeds)

*Cleric – Wave of Grief – cone imposes -3 peanlty on attacks, checks and saves(completly divine)

*Cleric – Magic Missle – 1d4+1 damage, +1 misself for every 2 levels above 1st 5 max.
Druid – Barkskin – grants +2 or higher enhancement to natural armour


Ranger – Protection from Energy – aborbs 12points/level of one type of energy


Druid – Bramble - +1 to hit and +1damger per level (10max)



Druid  - Cat’s Grace –  subject gains +4 dexterity for 1 minute/level



Druid – Bull’s Strendth – subject gains +4 strenght for 1 minute/level



Paladin – Zone of Truth – subject’s within range cannot lie.



Druid – Delay poison – stops poison from harming subject for 1hour/level



Cleric – Detect Thoughts – allows listening to surface thoughts (Mind Domain)



Cleric – Auguary

3rd Level

Knowledge Domain – Clairaudience/Clairvoyance

Protection Domain – Protection from Energy



Ranger – Summon natur’s ally III – summons a nature animal to fight for you.    



Druid – Infestation of Maggots – touch attack deals 1d4 consituion damage per round (c. Divine)

4th Level


Knowledge Domain - Divination

Protection Domain – Spell Immunity



Cleric – Dismissal – forces a creature to return to his native plan (Exorcism Domain)
5th Level


Knowledge Domain – True Seeing

Protection Domain – Spell Resistance


Equipment


Bracer of Shield Storage – This bracer is crafted from mithril and leather and looks 
like a decorative generic bracer. The bracer functions simialr to a quiver of eholoa in
that is stores up to 5 shields which can summoned forth upon command. When 


Summoned the shield appears attached to the wears hand and ready for use.


Cost (1800gp)


Shield 1 = +1 large darkwood shield.


Shield 2 =  Large Steel Tower Shield

Shield 3 =  mediume steel shield


Shield 4 =  Small silver shield highly polished to reflect light with a small crystal orb in the center.

Shield 5 =


Scrolls


Barkskin 150gp

Lesser Restoration 150gp


Speak with Animals


Protection from Energy


Bramble


Cat’s Grace 150gp


Bull’s Strength 150gp


Delay Poison 100gp
