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EQUIPMENT

ITEM LOCATION wT ITEM LOCATION wT ITEM LOCATION WT
Hat of Disguise Head 0.3 | 1-H Shortspear Back Rig | 3.0 |--(Ankh, cont'd) 20 gp.
--1,800 gp. --Piercing Weapon Backpack Back 2.0
--Gives +10 to Disguise --1d6 Damage Waterskin Pack 4.0
Wand of Cure Light Belt Clip | 0.1 | --Crit: 20: x2 Damage Standard Rations, 1 Day | Pack 1.0
--50 Charges --1 gp. Coin Purse Belt 0.1
--1d8+1 per charge Heavy Steel Shield Left Hnd [15.0
--750 gp. --AC +2
Chainmail Shirt Torso |25.0 | --Armor Check: -2
--AC +4 --20 gp.
--Armor Check: -2 Cleric's Vestments Body 2.0
--Max Dex: +4 --Minimal (like Monk's)
--Speed: 30 ft. --5 gp.
--Type: Light Silver Holy Symbol
--100 gp. --Ankh (Smaller than Neck 0.1
CURRENT LOAD Medium most holy symbols) TOTAL WEIGHT CARRIED 52.4
MOVEMENT & LIFTING EXPERIENCE MONLY & GEMS
WALK HUSTLE RUN TOTAL EXPERIENCE cp—
MOVEMENT [ 30 || 60 || 120 | 3,000
=BASE SPEED =2 X BASESPEED =4 X BASE SPEED
LIFT OVER HEAD LIFT OFF GROUND PUSH OR DRAG SP— 5 (in purse)
LIFTING | 115 | 230 | | 575 | XPS NEEDED FOR NEXT LEVEL
Titony Thowmow emno HIT POINTS BY LEVEL °r
LOAD CAPACITY MAX DEX|ENCPEN| RUN
LGHT | to 38 Ibs. |NoRmAL|NoRMAL |NormaL| [ 1ST: Max (8);_2nd: Avg. (4); 3rd: Avg. (5);| | *F
weolum to 76 Ibs. 3 3 ) Pattern Continues: 4,5,4,5,4, etc. (Every
even level =4, every odd level = 5) GEMS —
HEAVY | to 115 Ibs. +1 -6 x3

SPECIAL ABILITIES & FEATS

Human: Nimbus of Light (BoED, pp. 44.)

You are cloaked in a radiant light that
marks you as a servant of the purest
ideals. All who look upon you know
without a doubt that you are a champion
of good and are favored by the powers
of the Upper Planes. The nimbus may
take the form of a cloud surrounding
your entire body, or it may appear as
beams of light around your head.

Benefit: Good creatures automatically
recognize the radiance surrounding you
as a sign of your purity and devotion to
the powers of good. You gain a +2
circumstance bonus on all Diplomacy
and Sense Motive checks made when
interacting with good creatures.

Your radiance sheds light as a common
lamp: bright light to a radius of 5 feet
and shadowy illumination to 10 feet. You
can extinguish this radiance at will and
reactivate it again as a free action.

1st Lvl: Holy Radiance (BoED, pp. 44.)
You can increase the intensity of the

light surrounding you to damage undead
creatures.

Holy Radiance (Cont'd):
Prerequisites: Cha 15, Nimbus of Light.

Benefit: At will, as a free action, you can
empower the radiance surrounding you
into a blazing glow that sheds bright light
in a 10-foot radius (and shadowy
illumination out to 20 feet). Undead
within 10 feet of you take 1d4 points of
damage per round they remain within
your halo.

DM Granted Feat: Extra Turning
(Benefit: Each time you take this feat,
you can use your ability to turn or
rebuke creatures four more times per
day than normal.)

3rd Lvl: Combat Expertise (Max: +5)
\War Domain: Weapon Prof, Shortspear

\War Domain: Weapon Focus,
Shortspear (+1 To Hit)

LANGUAGES

Khemitian (Egyptian)
Common (Harqual)
Anorian

Dwarven
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PSIONIC COMBAT

SPELLS & POWERS

Turn Undead (Slot on character sheet
is not set up for Glory Domain, nor
does it add in the base 3 pts.):

Times Per Day:
3+ Cha (3) + Feat (4) =10/ Day

Turning Check:
1d20 + Cha (3) + Glory (2) = 1d20+5

Turning Damage:
2d6 + Glory (1d6) + Cleric Level (3) +
Cha (3) = 3d6+6

CLERIC DOMAINS: War & Glory

Spells in Memory:

O-Level:

1. Detect Magic

2. Detect Poison

3. Purify Food & Drink
4. Read Magic

1st Level:

Bless (+1 to hit / +1 to save vs. Fear for

all allies within 50' for 30 rounds.)

Divine Favor x1 (+2 To Hit / Dam for
10 rounds)

Shield of Faith x1 (+2 Deflection AC for
30 rounds) requires bit of parchment

D: Disrupt Undead x1 (Ranged touch
deals 1d6 damage)

2nd Level:

Hold Person x1

Lesser Restoration x1

D: Magic Weapon (+1 to hit and
damage magical enhancement for 30
rounds)
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CHARACTER DESCRIPTION

CHARACTER NAME Quaen "Kane" Horuk Rah AGE 18 SEX Male
DESCRIPTION BIRTH DATE 741 N.C. | size Medium
"Kane" is a man of Khemitian descent, and is a disciple of Jalivier, the Master of | HEIGHT 6'0" WEIGHT 184 Ibs.
the Sun, Scourge of the Undead, Bringer of Light. He wears a chainmail shirt, HAIR  Raven Black EYES Green
and carries a shortspear, although he is often disguised as something different. [ ¢, n Dark Brown HANDEDNESs  Right

CHARACTER SKETCH
PERSONALITY

QUOTE(S)

CONTACTS/FRIENDS

ENEMIES

BACKGROUND & NOTES

In the picture above, the Egyptian Warrior is wearing woven (reed) shirt, skirt, and waist-shield. Quaen's shirt and skirt are both
chainmail, and he wears the reed waist shield, although | have combined all of these into "Chainmail Shirt," i.e., his appearance
is cosmetic. For all intensive purposes, the skirt and the waist shield are part of the chain shirt's AC rating. Also, rather than the
traditional wood shield with leather cover, Quaen's shield is made of steel. However, he does carry his shortspear into battle
using the technique above, which leaves one hand free to cast spells. The rest of the time, his spear is carried on his back, with
a leather belt rig.

Background:

Kane was born in Khemit, and he and family were brought to the Lands of Harqual when he was around eight years old. The
nearby Mor's End accepted many of the newcomers to the continent. (Cauldron was less accepting at that time.) When Mor's
End fell to the Infernals of Flamerule, many from the city were forced to flee. At that point, Cauldron's leadship had changed for
the better, so many from Mor's End were allowed to relocate to the Dominion of Cauldron around 752 N.C.

Kane lived in Mor's End for 3 years before his family had to relocate to Cauldron City. Bast's Temple of the Cat helped many of
Kane's people, but he chose Jalivier instead. (Or maybe Jalivier chose him.) So, as he's grown up, he's witnessed a lot of
turmoil.

Description:

This cheerful, enthusiastic, dark-skinned Khemitian man is still quite young, looking to be around the age of 20; the Ankh of
Jalivier that he wears on a chain around his neck marks him as a Cleric of the Sun-god, and he carries himself with an air of
confidence. He is dressed in a chainmail shirt, which is longer than most, coming to about 3 inches above his knees, almost like
a dress. (He refers to it as a "chainmail shendyt.") He also wears a (mainly decorative) sewn, reed waist shield, and carries a
shortspear in a leather back-rig. Lastly, he carries a large, round, steel shield, the front of which bears the symbol of Jalivier. On
his head, he wears a loose-fitting, flowy, chainmail coif, which looks as if it might be a tad big for him. He is tall for a member of
his kind (6'0") but he still has the lean, thin body of a teenager. He looks to be fit and healthy, but only of average strength.
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	temp: 
	Str: 
	Str Mod: 
	Dex: 
	Dex Mod: 
	Con: 
	Con Mod: 
	Int: 
	Int Mod: 
	Wis: 
	Wis Mod: 
	Cha: 
	Cha Mod: 

	Dex Mod: 1
	Con Mod: 1
	Wis Mod: 3
	Str Mod: 0
	Size Mod: 
	wpn: 
	name: 
	1: 1-H Shortspear
	2: 
	3: 
	4: 
	5: 

	bon: 
	1: 3
	2: 
	3: 
	4: 
	5: 

	dam: 
	1: 1d6
	2: 
	3: 
	4: 
	5: 

	crit: 
	1: 20: 2d6
	2: 
	3: 
	4: 
	5: 

	range: 
	1: 20
	2: 
	3: 
	4: 
	5: 

	type: 
	1: P
	2: 
	3: 
	4: 
	5: 

	size: 
	1: M
	2: 
	3: 
	4: 
	5: 

	notes: 
	1: w/ Combat Expertise: +1 To Hit
	2: 
	3: 
	4: 
	5: 


	Int Mod: 2
	Cha Mod: 3
	equip: 
	left: 
	1: Hat of Disguise
	loc: 
	1: Head
	2: 
	3: 
	4: Belt Clip
	5: 
	6: 
	7: 
	8: Torso
	9: 
	10: 
	11: 
	12: 
	13: 
	14: 

	wt: 
	1: 0.25
	2: 
	3: 
	4: 0.063
	5: 
	6: 
	7: 
	8: 25
	9: 
	10: 
	11: 
	12: 
	13: 
	14: 

	2: --1,800 gp.
	3: --Gives +10 to Disguise
	4: Wand of Cure Light
	5: --50 Charges
	6: --1d8+1 per charge
	7: --750 gp.
	8: Chainmail Shirt
	9: --AC +4
	10: --Armor Check: -2
	11: --Max Dex: +4
	12: --Speed: 30 ft.
	13: --Type: Light
	14: --100 gp.

	ctr: 
	1: 1-H Shortspear
	loc: 
	1: Back Rig
	2: 
	3: 
	4: 
	5: 
	6: Left Hnd
	7: 
	8: 
	9: 
	10: Body
	11: 
	12: 
	13: 
	14: Neck
	15: 

	wt: 
	1: 3
	2: 
	3: 
	4: 
	5: 
	6: 15
	7: 
	8: 
	9: 
	10: 2
	11: 
	12: 
	13: 
	14: .05
	15: 

	2: --Piercing Weapon
	3: --1d6 Damage
	4: --Crit: 20: x2 Damage
	5: --1 gp.
	6: Heavy Steel Shield
	7: --AC +2
	8: --Armor Check: -2
	9: --20 gp.
	10: Cleric's Vestments
	11: --Minimal (like Monk's)
	12: --5 gp.
	13: Silver Holy Symbol
	14: --Ankh (Smaller than
	15:   most holy symbols)

	right: 
	1: --(Ankh, cont'd) 20 gp.
	loc: 
	1: 
	2: Back
	3: Pack
	4: Pack
	5: Belt
	6: 
	7: 
	8: 
	9: 
	10: 
	11: 
	12: 
	13: 
	14: 

	wt: 
	1: 
	2: 2
	3: 4
	4: 1
	5: 0.05
	6: 
	7: 
	8: 
	9: 
	10: 
	11: 
	12: 
	13: 
	14: 

	2: Backpack
	3: Waterskin
	4: Standard Rations, 1 Day
	5: Coin Purse
	6: 
	7: 
	8: 
	9: 
	10: 
	12: 
	11: 
	13: 
	14: 


	abilities: 
	feats: Holy Radiance (Cont'd):

Prerequisites: Cha 15, Nimbus of Light.

Benefit: At will, as a free action, you can empower the radiance surrounding you into a blazing glow that sheds bright light
in a 10-foot radius (and shadowy illumination out to 20 feet). Undead within 10 feet of you take 1d4 points of damage per round they remain within your halo.

DM Granted Feat: Extra Turning (Benefit: Each time you take this feat, you can use your ability to turn or rebuke creatures four more times per day than normal.)
	class: Human: Nimbus of Light (BoED, pp. 44.)

You are cloaked in a radiant light that marks you as a servant of the purest ideals. All who look upon you know without a doubt that you are a champion of good and are favored by the powers
of the Upper Planes. The nimbus may take the form of a cloud surrounding your entire body, or it may appear as beams of light around your head.

Benefit: Good creatures automatically recognize the radiance surrounding you as a sign of your purity and devotion to
the powers of good. You gain a +2 circumstance bonus on all Diplomacy and Sense Motive checks made when interacting with good creatures.
Your radiance sheds light as a common lamp: bright light to a radius of 5 feet and shadowy illumination to 10 feet. You can extinguish this radiance at will and reactivate it again as a free action.

1st Lvl: Holy Radiance (BoED, pp. 44.)

You can increase the intensity of the light surrounding you to damage undead creatures.
	feats2: 3rd Lvl: Combat Expertise (Max: +5)

War Domain: Weapon Prof, Shortspear

War Domain: Weapon Focus, 
  Shortspear (+1 To Hit)
	languages: Khemitian (Egyptian)
Common (Harqual)
Anorian
Dwarven

	total: 
	load: Medium
	weight: 
	carried: 52.413


	move: 
	hustle: 60
	run: 
	x4: 120

	base: 30
	modified: 

	load: 
	light: 38.166666666666664
	med: 76.33333333333333

	experience: 
	needed: 6,000
	total: 3,000

	lift: 
	off: 
	ground: 230

	push: 575
	over: 
	head: 115


	money: 
	cp: 
	sp: 5 (in purse)
	gp: 
	pp: 
	gems: 

	Mult4: 4
	Mult5: 5
	HP By Level: 1st: Max (8); 2nd: Avg. (4); 3rd: Avg. (5);Pattern Continues: 4,5,4,5,4, etc. (Every even level =4, every odd level = 5)
	spell: 
	savedc: 
	0: 13
	1: 14
	2: 15
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 

	number: 
	0: 4
	1: 2+1
	2: 1+1
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 

	bonus: 
	1: 1
	2: 1
	3: 1
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 

	known: 
	0: 
	9: 
	1: List
	2: List
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	save: 
	dc: 
	mod: 
	ability: 
	misc: 



	henchmen: 
	notes: 
	4: 
	1: 
	2: 
	3: 

	name: 
	1: 
	2: 
	3: 
	4: 

	race: 
	1: 
	2: 
	3: 
	4: 

	lvl: 
	1: 
	2: 
	3: 
	4: 

	hp: 
	1: 
	2: 
	3: 
	4: 

	init: 
	1: 
	2: 
	3: 
	4: 

	spd: 
	1: 
	2: 
	3: 
	4: 

	ac: 
	1: 
	2: 
	3: 
	4: 

	atk: 
	1: 
	2: 
	3: 
	4: 

	str: 
	1: 
	2: 
	3: 
	4: 

	dex: 
	1: 
	2: 
	3: 
	4: 

	con: 
	1: 
	2: 
	3: 
	4: 

	int: 
	1: 
	2: 
	3: 
	4: 

	wis: 
	1: 
	2: 
	3: 
	4: 

	cha: 
	1: 
	2: 
	3: 
	4: 


	spells: 
	1: Turn Undead (Slot on character sheet is not set up for Glory Domain, nor does it add in the base 3 pts.):

Times Per Day:
3 + Cha (3) + Feat (4) = 10 / Day

Turning Check:
1d20 + Cha (3) + Glory (2) = 1d20+5

Turning Damage:
2d6 + Glory (1d6) + Cleric Level (3) + Cha (3) = 3d6+6

CLERIC DOMAINS: War & Glory


	2: Spells in Memory:

0-Level:
1. Detect Magic
2. Detect Poison
3. Purify Food & Drink
4. Read Magic

1st Level:
Bless (+1 to hit / +1 to save vs. Fear for all allies within 50' for 30 rounds.)
Divine Favor x1 (+2 To Hit / Dam for
   10 rounds)
Shield of Faith x1 (+2 Deflection AC for
   30 rounds) requires bit of parchment
D: Disrupt Undead x1 (Ranged touch
   deals 1d6 damage)

2nd Level:
Hold Person x1
Lesser Restoration x1
D: Magic Weapon (+1 to hit and damage magical enhancement for 30 rounds)

	Turn Undead Times Per Day: 3
	Mult3: 
	Turn Undead Level Mod: 
	Turn Undead Misc Mod: 
	Turn Undead Damage: 
	psionics: 
	known: 
	0: 
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 


	Turn Undead Misc Damage Mod: 
	Psionics Power Points: 
	Psionics Free Manifestations: 
	psi: 
	check: 
	ego: 
	whip: Off

	id: 
	insin: Off

	mind: 
	blast: Off
	thrust: Off

	psychic: 
	crush: Off

	empty: 
	mind: Off

	intellect: 
	fortress: Off

	mental: 
	barrier: Off

	thought: 
	shield: Off

	tower: 
	of: 
	iron: 
	will: Off





	Character Name: Quaen "Kane" Horuk Rah
	description: 
	physical: "Kane" is a man of Khemitian descent, and is a disciple of Jalivier, the Master of the Sun, Scourge of the Undead, Bringer of Light. He wears a chainmail shirt, and carries a shortspear, although he is often disguised as something different.
	personality: 
	quotes: 
	friends: 
	enemies: 
	age: 18
	sex: Male
	dob: 741 N.C.
	size: Medium
	height: 6'0"
	weight: 184 lbs.
	hair: Raven Black
	eyes: Green
	skin: Dark Brown
	handedness: Right

	date: 
	created: 4-1-2017

	Left Equip Total Wt: 25.313
	Ctr Equip Total Wt: 20.05
	Right Equip Total Wt: 7.05
	Mult2: 2
	MultPoint3: 0.3333333333333333
	MultPoint6: 0.6666666666666666
	Load Light Text: to 38 lbs.
	Load Med Text: to 76 lbs.
	Load Heavy Text: to 115 lbs.
	Load Light After: 38
	Load Medium After: 76
	Lift Over Head After: 115
	Base Melee Class Mod 1: 2
	Base Melee Class Mod 4: 
	Base Melee Class Mod 2: 
	Base Melee Class Mod 3: 
	dm: Blezard / City of Shak
	notes: In the picture above, the Egyptian Warrior is wearing woven (reed) shirt, skirt, and waist-shield. Quaen's shirt and skirt are both chainmail, and he wears the reed waist shield, although I have combined all of these into "Chainmail Shirt," i.e., his appearance is cosmetic. For all intensive purposes, the skirt and the waist shield are part of the chain shirt's AC rating. Also, rather than the traditional wood shield with leather cover, Quaen's shield is made of steel. However, he does carry his shortspear into battle using the technique above, which leaves one hand free to cast spells. The rest of the time, his spear is carried on his back, with a leather belt rig.

Background:

Kane was born in Khemit, and he and family were brought to the Lands of Harqual when he was around eight years old. The nearby Mor's End accepted many of the newcomers to the continent. (Cauldron was less accepting at that time.) When Mor's End fell to the Infernals of Flamerule, many from the city were forced to flee. At that point, Cauldron's leadship had changed for the better, so many from Mor's End were allowed to relocate to the Dominion of Cauldron around 752 N.C.

Kane lived in Mor's End for 3 years before his family had to relocate to Cauldron City. Bast's Temple of the Cat helped many of Kane's people, but he chose Jalivier instead. (Or maybe Jalivier chose him.) So, as he's grown up, he's witnessed a lot of turmoil.

Description: 

This cheerful, enthusiastic, dark-skinned Khemitian man is still quite young, looking to be around the age of 20; the Ankh of Jalivier that he wears on a chain around his neck marks him as a Cleric of the Sun-god, and he carries himself with an air of confidence. He is dressed in a chainmail shirt, which is longer than most, coming to about 3 inches above his knees, almost like a dress. (He refers to it as a "chainmail shendyt.") He also wears a (mainly decorative) sewn, reed waist shield, and carries a shortspear in a leather back-rig. Lastly, he carries a large, round, steel shield, the front of which bears the symbol of Jalivier. On his head, he wears a loose-fitting, flowy, chainmail coif, which looks as if it might be a tad big for him. He is tall for a member of his kind (6'0") but he still has the lean, thin body of a teenager. He looks to be fit and healthy, but only of average strength.

	CharacterImage: 
	Proficiencies: 
	Player Name: Tellerian Hawke
	Class: Cleric
	Level: 3
	Race: Human (Egyptian Descent)
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