Name: Roscoe Dillon


Race: Human



Alignment: C/G



Class/Level: Cleric 7, Warblade 1
God: Gorum (Strength, Battle, and Weapons)
Shoanti Tribe: Skull Clan (Skoan-Quah)
Age...: 20

Gender: Male
Height: 5’10”
Weight: 130

Size..: Medium
Eyes..: Green
Hair..: Red

Skin..: Tanned, approaching weathered

Carry: (PHB 162) 76/153/230 lbs
Languages: Common, Shoanti, Varisian
	STR
	14
	+2
	
	Name
	Total
	Base
	Natural
	Armor
	Shield
	Stat
	Misc
	Money

	DEX
	12
	+1
	
	AC
	19
	10
	
	7
	
	+1
	+1
	PP
	

	CON
	16
	+3
	
	Fort
	+10
	+7
	
	
	
	+3
	
	GP
	2375

	INT
	14
	+2
	
	Reflex
	+3/+5
	+2
	
	
	
	+1
	+2
	SP
	7

	WIS
	18
	+4
	
	Will
	+9
	+5
	
	
	
	+4
	
	CP
	7

	CHA
	16
	+3
	
	Init
	+1
	
	
	
	
	+1
	
	


	BAB...........:
	+6/+1
	Max HP..........:
	68

	Melee Attack..:
	+8/+3
	Wounds..........:
	

	Ranged Attack.:
	+7/+2
	Action Points...:
	9 (lvl/2 round down) + 5)(roll 2d6)

	Grapple.......:
	+8
	Act Points Used.:
	

	Power Points..:
	
	XP..............:
	30485

	PP Used.......:
	
	Touch AC........:
	12

	Speed.........:
	20’
	Flat-Footed AC..:
	18

	Armor: +1 Banded Mail +7/+1/-6
	Vision..........:
	


	Attack
	Attack
	Damage
	Critical
	Rng
	Type

	Greatsword
	+9/+4
	2d6+3
	19-20/*2
	--
	S

	+1 Bastard Sword (two-handed)
	+9/+4
	1d10+4
	19-20/*2
	--
	S

	+2 weapon damage v. undead
	
	+2
	
	
	

	Cold-Iron Morningstar
Silver Morning Star
	+8/+3
	1d8+3

1d8+2
	*2
	--
	B/P

	Silver Dagger
	+7/+1
	1d4+1
	19-20/*2
	--
	P/S

	Sling, 10 bullets & 7 cold-iron bullets
	+7/+1
	1d4
	*2
	50
	B

	+1 Ogre Hook with Human Bane
	+5/+0

+9/+4
	3d6+3
	19-20/*3
	--
	S


Skills (Points Available = 11 (4 + INT bonus + 1 (human) + 1 per even level)

(P)rimary (Rank = HD+3 = 11), (S)econdary (Rank = HD/2 = 4), X-Class (rank = 0)

	Ty
pe
	Skill
	Stat
	Skill

Pts
	Skill

Modifier

	S
	Balance
	DEX/+1
	0
	5

	S
	Climb (+2 for Climber Kit)
	STR/+2
	0
	6/8

	P
	Concentrate
	CON/+3
	1
	14

	S
	Craft (toys and puzzles) 
	INT/+2
	0
	6

	P
	Diplomacy
	CHA/+3
	1
	14

	P
	Heal (PG 75) (Skull Clan +2 Heal) (+2 for Healer’s Kit)
	WIS/+4
	1
	19

	P
	Intimidate 
	CHA/+3
	1
	14

	S
	Jump
	STR/+2
	0
	6

	P
	Know (religion)
	INT/+2
	1
	13

	P
	Knowledge (arcana)
	INT/+2
	1
	13

	S
	Knowledge (history)
	INT/+2
	0
	6

	S
	Knowledge (local)
	INT/+2
	0
	6

	P
	Knowledge (planes)
	INT/+2
	1
	13

	S
	Martial Lore (ToB 28)
	INT/+2
	0
	6

	S
	Prof (herbalist) 
	WIS/+4
	0
	8

	S
	Search
	INT/+2
	1
	6

	S
	Spot
	WIS/+4
	1
	8

	P
	Spellcraft
	INT/+2
	1
	13

	S
	Swim
	STR/+2
	0
	6

	S
	Tumble
	DEX/+1
	1
	12

	
	
	
	11
	


Maneuvers Known: 3
Readied: 3

Stance: 1

Diamond Mind, Iron Heart, Stone Dragon, Tiger Claw, and White Raven

	
	Discipline
	Type
	Name
	BoNS
	Description
	R
?
	U
?

	2
	Diamond 

Mind
	Counter
	Action Before Thought
	62
	Concentration check replaces Reflex save
	Y
	

	1
	Stone Dragon
	Strike
	Mountain Hammer
	84
	Standard action, single attack. Deals +2d6 and overcomes DR and hardness.
	Y
	

	2
	Iron Heart
	Strike
	Disarming Strike
	67
	With successful attack, attempt to disarm foe.
	Y
	

	1
	Stone Dragon
	Stance
	Stonefoot Stance
	85
	+2 Bonus to Strength Checks, +2 bonus to AC against larger foes
	
	


Weapon/Armor Proficiency: weapons (simple), armor (light/medium/heavy), shields.

Feats: 
· Totem Spirit (Skull Clan): +2 weapon damage against undead and +2 bonus on Heal checks
· War Domain (PHB 189): Free Martial Weapon Prof & Weapon Focus (Greatsword)
· Extra Turning (PHB 94): Use turn or rebuke creatures 4 more times per day than normal.

· Disciple of the Sun (CD 84): Spend two turn undead attempts when you turn undead instead of one. If you do then you get destroy the undead instead of turning them.
· Quicken Turning (CD 84): Turning is a free action.

· Sacred Healing (CD 84): Fast Healing 3 for 1+CHAR Modifier rounds. Burns a turning.
Equipment: Explorer’s outfit, belt-pouch, backpack, chalk, water-skin, bedroll, trail rations (2), torches (2), 50’ rope, flint & steel, and small wood carving kit. Everburning Torch(2), Mirror belt-buckle. Small short bow (for a kid). Healer Kit(10), Climber Kit, Sunrod(10), Silver Holy Symbol (Mountain with two swords sticking out of it), Cold Weather outfit
Potion(s): Cure Light Wounds(1)
Wand(s): n/a
Scrolls: Endure Elements
Other Magic: 
Head: Phylactery of Undead Turning 

Neck: Sihedron Medallion (Caster level 5, +1 resistance to all ST, False Life once per day as free action (1d10+5 hp), Gentle Repose)

+1 large scythe for Ed

Party: Bruce (Yenneck, Human Ranger), Chuck (Ravno, Human Warsage), Ed (Arkel, Shoanti Fighter), Ernest (Valgrim, Dwarf Summoner), Matt (Veilin, Sun Tribe Shaonti), Patrick (Maru Maru, Human Monk), Tim (Gutterspike, Gnome).
Notes: 

· Shayliss Vinder. Parents Ven and Solsta Vinder own a General Store. Older sister Katrina was murdered.
· Sihedron symbol used by Skinsaw Men to mark their victims. Also, some folks willingly get it tattooed to mark themselves as gamblers of Lady Lacresha’s gambling barge.

· Shalaylou – female elf ranger. Hates goblins.

· Jakardose – a Black Arrow Ranger. Hates giants. Father figure to Shalaylou.

· Vale Temrose – another Black Arrow Ranger.

· Black Arrow Ranger fortress overrun thanks to the Black Arrow traitor Kaven. He was Lacresha’s lover; she convinced him to delay the southern patrol which allowed Lacresha and her ogres to overrun the fort. Lady Lacresha is a lamia. She was reported killed when her barge burned. She has since been killed by the PCs.

· Turtleback Ferry is our major town. Many inhabitants seem to have the Sihedron tattoo.

· Hucker Garaul: Hill Billy trap maker. Donkey-rats are Chuckles and Drooler. 3 SP/day.
Turn Undead (PG 159)
· Times per Day: 10 (3 + Charisma bonus + extra turning)
· Range: closest undead first, no more than 60’ away, and do not have total cover.

· Turning Check: d20 + 5 (2d6 + Charisma bonus + Glory Domain). Table 8-9.
Then add +4 levels to result (Phylactery of Undead Turning)
· Turning Damage: 3d6 + 10 (2d6 + cleric level + Charisma bonus + Glory Domain(+1d6)). Expend two turnings to destroy instead of turn.
Table 8–9: Turning Undead / Turning Check Most Powerful Undead Affected (Maximum HD)

0 or lower 

Cleric’s level – 4

13–15

 
Cleric’s level + 1

1–3 


Cleric’s level – 3

16–18 

Cleric’s level + 2
4–6 


Cleric’s level – 2

19–21

 
Cleric’s level + 3
7–9 


Cleric’s level – 1

22 or higher
Cleric’s level + 4

10–12 

Cleric’s level



	Level
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9

	Spells
	6
	4+1
	3+1
	2+1
	1+1
	
	
	
	
	

	Wisdom
	0
	1
	1
	1
	1
	
	
	
	
	

	ST
	14
	15
	16
	17
	18
	19
	20
	21
	22
	23


Difficulty Class = 10 + spell level + cleric’s wisdom

	0th
	1st
	2nd
	3rd
	4th

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	


	GLORY DOMAIN

Granted Power: Turn undead with a +2 bonus on the turning check and +1d6 on the turning damage roll.
Glory Domain Spells

1 Disrupt Undead: 1d6 damage to one undead.

2 Bless Weapon: Weapon strikes true against evil foes.

3 Searing Light: Ray deals 1d8/2 levels damage, more against undead.

4 Holy Smite: Damages and blinds evil creatures.

5 Holy Sword: Weapon becomes +5, deals +2d6 damage against evil.

6 Bolt of Glory: Positive energy ray deals extra damage to evil outsiders and undead.

7 Sunbeam: Beam blinds and deals 4d6 damage.

8 Crown of Glory: You gain +4 Charisma and inspire your allies.

9 Gate: Connects two planes for travel or summoning.
	WAR DOMAIN

Granted Power: Free Martial Weapon Prof with deity’s favored weapon and Weapon Focus with the deity’s favored weapon.

War Domain Spells

1 Magic Weapon: Weapon gains +1 bonus.

2 Spiritual Weapon: Magical weapon attacks on its own.

3 Magic Vestment: Armor or shield gains +1 enhancement per four levels.

4 Divine Power: You gain attack bonus, +6 to Str, and 1 hp/level.

5 Flame Strike: Smite foes with divine fire (1d6/level damage).

6 Blade Barrier: deals 1d6/level damage.

7 Power Word Blind: Blinds creature with 200 hp or less.

8 Power Word Stun: Stuns creature with 150 hp or less.

9 Power Word Kill: Kills creature with 100 hp or less.



