Valgrim Battlehorn, Son of Thurgrim Battlehorn
L6 Dwarf – Conjurer 3/Master Specialist 2/Paragnostic Apostle 1
Quote: "Come to me across the astral reaches!  You are called, come, obey my commands!"



STR    
10
(+0)
DEX   
14      
(+2)
CON  
16
(+3)
INT   
16       
(+3)
WIS  
10
(+0)
CHA  
12
(+1)

Saves:
Fort    
+4
Ref     
+3
Will   
+8

AL:
LG

Init: 
+2
Move: 
20’

BAB:  
+2 (melee +2, missile +4)

AC:     
17 (+4 mage armor, +2 Dex, +1 ring prot)

Action Points: 8
HP:     34 + 1d4
Languages: Common, Dwarven, Goblin, Giantish, Celestial, Infernal, Abyssal, Thassilonian


Skills:
Rank
Stat   Misc
Total
Appraise (Int)
0
+3

+3

Bluff (Cha)
9
+1

+10

Concent (Con)
9
+3

+12

Craft (Int)

  Drawing
3
+3
+2
+8

Dec Script (Int)
3
+3

+6

Kno (arc) (Int)
9
+3

+12

Kno (arch) (Int)
3
+3

+6

Kno (dungeon) (Int)
3
+3

+6

Kno (geog) (Int)
3
+3

+6

Kno (hist)
3
+3

+6

Kno (local)
3
+3

+6

Kno (nature)
9
+3

+12
Kno (royal)
3
+3

+6

Kno (relig)
9
+3

+12
Kno (planes)
9
+3

+12

Profession (Wis)

  Miner
3
+0

+3

Ride (Dex)
0
+2

+2

Search (Int)
3
+3

+6

Spot (Wis)
3
0

+3

Spellcraft (Int)
9
+3
+3
+15
Class Abilities:
Conjuration Specialization (-evoc, necro)

+1 Conj spell/day, +2 Spellcraft

Focused Specialist (CM, -illus)

-1 spell/level, +2 Conj spells/level

Rapid Summoning (UA, -familiar)

Summons as standard action

Enhanced Summoning (UA, -scroll, bonus feats)


Augment Summoning, more at higher lvl

Lore (CC)

Bardic knowledge d20 + 2 + INT bonus

Call of Worlds


Creatures summoned get fast healing 4

Racial Abilities:

Darkvision 60’

Stonecunning - +2 to Search stonework
+2 to Appraise, Craft stone or metal

Weapon Familiarity (dwarven waraxe, urgosh)
Stability - +4 vs. bull rush/trip
+2 to saves vs poison, spells
+1 to attack vs. orcs and goblins
+4 AC vs. giants
Feats: 
Spell Focus (Conjuration)

+1 to Conjuration save DCs

Augment Summoning 

Summoned creatures get +4 to STR and CON

Varisian Tattoo (Conjuration) 

Cast Conjurations at +1 CL
Acid Splash 3xday
Acidic Splatter (CM)

Reserve 1d6/SL acid orb 5’lvl 
+1 CL acid spells

Skill Trick: Collector of Stories (CSc)
+5 to Kno about critters (ID, powers)
Skill Focus (Spellcraft)


+3 to Spellcraft

Craft Wondrous Item

Attacks:

Att

Dmg

Crit

Special

Fist


+2

1d3

20(x2)

Nonlethal
Dagger, silver

+2

1d4-1

19-20(x2)
10ft.

Dagger, cold iron
+2

1d4

19-20(x2)
10ft.

Crossbow

+4

1d8

19-20(x2)
80ft.
Equipment:


· Ring of Protection +1

· Light Crossbow

· 20 bolts

· 10 silver bolts

· 10 cold iron bolts

· Silver dagger

· Cold iron dagger

· Silver mirror

· Monkey head (magical, screeches)

· Murder axe

· Spell Component Pouch

· Wizard’s Spellbook

· Book - Vital Pact
· Book – Valgrim’s Journal/Scrapbook
· Book – Lamashtu prayers (Abyssal)

· Book - Varisian history

· Book - Shoanti anthropology

· Book - Necromancy 

· Book – “The Syrpent’s Tane: Faery Tales of the Eldest”

· Pony (Buster)

· Hat of Disguise

· Healing Potion
· Varisian Idol

· Artisan’s Tools (Drawing)

· Bag of Mining Tools

· Barrel of Dwarven Ale

· Saddlebags of Food

· Cash: 
3385.75 gp
Journal Contents:

Tsuto’s Paperwork (copy)

Picture: Fearless Quasit Wranglers

Picture: Statue of Fierce Lady, Robed Man w/Glaive

Dissection report: Quasit

Dissection report: Vargouille

Attack plan: Sandpoint

Lyrie’s papers/books (+2 to Kno:Hist on Thassilonian)

Dissection Report: Tentamort

Dissection Report: Yeth Hound

Nualia’s notes & journals

Picture: Hulmar as scarecrow

Picture: Foxglove mansion: Window w/monsters drawn into 7 sides box

Picture: Foxglove mansion: Window w/animals

Picture: Foxglove mansion: Window w/glaive woman & guy

Picture: Foxglove mansion: Window w/Vorell drinking green drink, becoming lich

Pictures: Foxglove family

Ship charts

Letter to Aldern Foxglove
Skinsaw: Maps, sketches of rock formations
Skinsaw: Alchymic school of magic

Skinsaw: Sea charts

Picture: Skinsaw: Ice city painting
XP: 
18,357
Next:
21,000
Spells:

L0: 3 + 3
L1: 3 + 3
L2: 3 + 3 
L3: 2 + 3
L0 (DC 13)
Abjur 

Resistance: Subject gains +1 on saving throws for 1 minute.
Conj (DC 14, +1 CL)
Acid Splash: Orb deals 1d3 acid damage, 25’ + 5’/2 levels (+1 CL)
Caltrops: Creates caltrops in 5-ft.-by-5-ft. square, +5-ft. square/2 levels beyond 1st (max 5)
Div 

Detect Poison: Detects poison in one creature or small object
Detect Magic: Detects spells and magic items within 60 ft
Read Magic: Read scrolls and spellbooks
Ench 

Daze: Humanoid creature of 4 HD or less loses next action (Will)
Trans 

Mage Hand: 5-pound telekinesis
Mending: Makes minor repairs on an object
Message: Whispered conversation at distance
Open/Close: Opens or closes small or light things
Amanuensis: Copy nonmagical text
Launch Bolt: Launches a crossbow bolt up to 80 ft
Launch Item: Hurls Fine item up to Medium range
Repair Minor Damage: Repairs 1 point of damage to any construct
Stick: Glues an object weighing 5 pounds or less to another object
Univ 

Arcane Mark: Inscribes a personal rune (visible or invisible)
Prestidigitation: Performs minor tricks
L1 (DC 14)
Abjur 

Protection from Evil: +2 AC, saves, no mind control, no summoned creatures, 1 min/lvl
Conj (DC 15, +1 CL)
Summon Monster I: Summon 1 I critter for 1 rnd/lvl
Mage Armor: +4 AC, 1 hr/lvl
Grease: 10 ft square of Reflex save (No SR) or fall, Balance 10 to traverse, 1 rnd/lvl
Benign Transposition: Swap 2 willing creatures within 120 ft.
Div

Identify: 100 gp to ID a magical item

Ench


Charm Person: Humanoid becomes friendly 1 hr/lvl (Will)
Trans

Enlarge Person: Humanoid grows one size category for 1 min/level
L2 (DC 15)
Conj (DC 16, +1 CL)

Acid Arrow: ranged touch 400’ for 2d4 acid + same next round (No SR) (+1 CL)

Cloud of Bewilderment: 10’ cube of gas, nauseates while in +1d4+1 rounds (Fort, No SR)

Glitterdust: 10’ radius, blinds (Will, No SR) and shows invis 1r/lvl

Summon Monster II: Summon 1 II critter or 1d3 I’s


Summon Swarm: Summon swarm for concentration +2r

Web: 20’ radius spread of webs

Trans 


Spider Climb: 10 min/level


Cat’s Grace: +4 Dex for 1 min/level


Fox’s Cunning: +4 Int for 1 min/level
L3 (DC 16)
Conj (DC 17, +1 CL)

Summon Monster III: Summon 1 III critter, 1d3 II’s, or 1d4+1 I’s.

Acid Breath: 15’ cone for 1d6 acid/lvl (Ref half) (+1 CL)
Trans

Blink: vanish/reappear for 1 rnd/lvl

Haste: 1creature/lvl 1 rnd/lvl  +1 att, +1 to hit,  +1 AC, +1 Ref

Keen Edge: Keen 1 weap or 50 projectiles 10 min/lvl
Shrink Item: Object shrinks to 1/16 size
Fly: Fly 60’ 1 min/level
Background
Valgrim was born of the Battlehorn clan in the iron-walled dwarven city of Janderhoff.  He had a normal dwarven childhood, but always showed more interest in the living parts of the natural world over the minerals that dwarves love so well.  He compulsively kept a sketchbook and journal that he used to record the appearance and behavior of every creature he came across.  In school, he also took naturally to the study of the arcane arts – not unknown among the dwarves, but usually seen as a path to manufacturing magical weapons and the like.  Valgrim specialized in summoning, and liked nothing more than summoning more and more bizarre creatures from across the planes in order to catalog them.  
The elders of the Battlehorn clan looked on this as a bizarre and potentially unsavory practice.  Rather than engage in continual conflict and debate about his calling, Valgrim left Janderhoff.  He knew that one of his uncles, Aesrick, had left Janderhoff for human lands after a similar “scandal” – he had preferred to work in wood rather than metal and stone.  Valgrim reasoned that outside Janderhoff, he’d get to study a much greater variety of creatures, and that his uncle might be sympathetic enough to his cause to help him get established in Sandpoint, the human town where he had settled.  

Despite his unusual interests, Valgrim is otherwise a dwarf’s dwarf – he strongly values Dwarven culture and traditions.  He worships Torag, and is a member of a scholarly group inside the church (the Paragnostic Assembly).  Though his travels have exposed him to a lot of the human world, he still solidly prefers dwarven food, drink, books, song, et al.  He tries to spread this appreciation to others that he meets.
On his way to Sandpoint, Valgrim traveled with a Varisian caravan.  In return for his actions in saving the caravan from a nighttime goblin attack, one of their elders inscribed him with a tattoo in ancient Thassilonian that, surprisingly, augmented his conjuring abilities.  He has started researching Varisian magical practice and ancient Thassilonian and would love to further his knowledge of these old ways.
Valgrim is a book hound.  Before leaving Janderhoff, he used Amanuensis to make a copy of one specific tome that the Paragnostic Assembly kept hidden away, the Vital Pact – a book advocating the summoning of evil creatures to battle evil creatures; fighting fire with fire so to speak.  So far he is only dabbling in the ideas the book presents, but that may change with time…

After a sudden goblin attack on Sandpoint, Valgrim heard that a group of new arrivals (mostly Shoanti, with one Chelaxian and one Varisian) had encountered a quasit somewhere beneath the town.  He immediately volunteered his knowledge about outsiders to the group and accompanied them to some catacombs beneath Sandpoint.  After conquering the quasit and other bizarre critters, he threw in his lot with the entertaining and highly skilled band in their effort to find out who or what is behind the attacks on Sandpoint.

After some horrific adventures, long travel, and a great deal of scholarly research, he has become convinced that there is no dishonor in deception used against evil creatures; indeed, it seems like a prudent approach.  His Hat of Disguise, Charm Person, and decent Bluff are preparation for his next step into becoming a true Malconvoker and bringing the power of the Pit to bear on other evil creatures.  His comrades are left a little confused by his behavior because he does not explain his ethics in depth to them (well, no one has really asked).  But how he reconciles this path with a lawful and good outlook is:

1. Only use deception on evil creatures, or as a “cover” to prevent detection when performing operations against evil creatures – never for personal gain.
2. Only summon evil creatures when fighting other evil creatures.  Against animals and even most humans he prefers to summon good creatures.
3. Do not use enchantments for personal gain – though using it against good targets is OK when otherwise they’d be in armed conflict.

4. Take a foe’s surrender when possible.  Do not slay a foe when it is no longer a threat. (Standard Dwarven doctrine is that there is no glory in this anyway.)
