Valgrim Battlehorn, Son of Thurgrim Battlehorn
L13 Dwarf – Conjurer 3/Master Specialist 2/Paragnostic Apostle 1/Malconvoker 7
Quote: "Come to me across the astral reaches!  You are called, come, obey my commands!"



STR    
10
(+0)
DEX   
14      
(+2)
16 (+3)
CON  
16
(+3)  
20 (+5)
INT   
18       
(+4)
24 (+7)
WIS  
10
(+0)
CHA  
12
(+1)
16 (+3)

Saves:
Fort    
+6 (+12)
Ref     
+5 (+10)
Will   
+13 (+17)

AL:
LG

Init: 
+2 (+5)
Move: 
20’ (30’)
BAB:  
+5 (melee +5, missile +8)

AC:     
22 (+5 armor, +3 Dex, +2 ring prot, +2 natural), touch 15
SR:
18
Action Points (Eb p.45): 11 (2d6): 
HP:     75 (101):
Languages: Common, Dwarven, Goblin, Giantish, Celestial, Infernal, Abyssal, Thassilonian
Skills:
Rank
Stat   Misc
Total
Appraise (Int)
0
+4
+3
+7
Bluff (Cha)
16
+1
+8
+25
Concent (Con)
16
+3
+2
+21
Craft (Int)

  Drawing
6
+4
+3
+13
Dec Script (Int)
6
+4
+3
+13
Diplomacy (Cha)
6
+1
+5
+12
Disguise (Cha)
6
+1
+5
+12
Kno (arcane) (Int)
16
+4
+3
+23
Kno (arch) (Int)
6
+4
+3
+13
Kno (dungeon) (Int)
16
+4
+3
+23
Kno (geog) (Int)
6
+4
+3
+13
Kno (history) (Int)
16
+4
+3
+23
Kno (local) (Int)
16
+4
+3
+23
Kno (nature) (Int)
16
+4
+3
+23
Kno (royal) (Int)
6
+4
+3
+13
Kno (religion) (Int)
16
+4
+3
+23
Kno (planes) (Int)
16
+4
+3
+23
Profession (Wis)

  Miner
6
+0

+6
Ride (Dex)
0
+3

+3
Search (Int)
6
+4
+3
+13
Spot (Wis)
6
0

+6
Spellcraft (Int)
16
+4
+6
+26
Class Abilities:
Conjuration Specialization (-evoc, -necro)

+1 Conj spell/level, +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 p.96)

Bardic knowledge d20 + 2 + INT bonus

Call of Worlds (CC p.95)

Creatures summoned get fast healing 5
Deceptive Summons (CSc)

Bluff to double duration (don’t fail by 5!)


Fury: +2 dmg, +2 hp/HD
Resist: +2 Will save, +2 CL resist dispel

Fiendish Legion (CSc)

Summon 1 more of any evil creature

Deceitful Bargaining


Bluff gives -5 penalty on Cha check on calls

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

Spell Focus (Enchantment)

+1 to Enchantment save DCs

Augment Summoning 

Summoned creatures get +4 to STR, 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, Bluff)


+3 to Spellcraft and Bluff
Craft Wondrous Item
Craft Magic Arms and Armor

Attacks:

Att

Dmg

Crit

Special

Warhammer

+2

1d8+1

20 (x3)

Adamantine
Fist


+5

1d3

20(x2)

Nonlethal
Dagger, silver

+5

1d4-1

19-20(x2)
10ft.

Dagger, cold iron
+5

1d4

19-20(x2)
10ft.

Ray (ranged touch)
+8

varies

20(x2)

varies
Equipment:


· Adamantine warhammer +1, Domineering (+2 morale vs transmute, -2 Diplo, bane vs transm/shapech, absorb 3 trans/day)
· Ring of Protection +2
· Ring of Mighty Summons (max hp/HD, half duration)

· Amulet of Health +4, Natural Armor +2
· Headband of Intellect +6 /Persuasion (+6 Int, +3 Cha-based skill checks)

· Robe of the Archmagi (+5 AC, SR 18, +4 resist, +2 overcome SR)

· Cloak of Charisma +4
· Belt of Battle (+2 init, extra actions)

· Bracers of the Entangling Blast (spell half damage; entangled 1d3 rounds and dmg=1/spell level per round)
· Gloves of Dexterity +2

· Boots of Striding and Springing

· Fogcutting Lenses (see though fog, -4/20% miss outside fog)

· Feather fall token

· Dispelling Cord (3x day +2 Dispel checks)

· Artificer’s Monocle

· Monkey head (magical, screeches)

· Heward’s Handy Haversack

· Hat of Disguise

· Chime of Opening (10)

· Eversmoking Bottle

· Everfull mug

· Everlasting rations

· Silver dagger

· Cold iron dagger

· Silver mirror

· Spell Component Pouch

· Varisian scroll (can put elemental templates instead of celestial/fiendish on summons, Manual of the Planes p. 192.)

· Mokmurien’s Spellbooks – All L6/L7 PH Spells

· Boccob’s Blessed Book

· Book – Valgrim’s Journal/Scrapbook
· Potion: Cure Moderate x2
· Potion: Invisibility x2
· Potion: Sanctuary x2

· Wand: Acid Arrow x43
· Wand: Shield x44
· Wand: Erase x43
· Wand: Ray of Stupidity x50

· Scroll: Contact Outer Plane

· Scroll: Minor Glove of Invulnerability, Globe of Invulnerability
· Scroll: See Invisible
· Scroll: Blink

· Scroll: Fly

· Varisian Idol x10 (+2 hp/HD)
· Artisan’s Tools (Drawing)

· Climber’s Kit

· Vraxeris’ Quill

· Skinsaw Murder axe

· Cash: 104 gp 

At Fort Ranek:

· Ring of Protection +1

· Robe of Runes (+4 INT, 4 levels of spells recovered/day, +2 DC and to hit for 1r after recovery)

· Circlet of Brilliant Persuasion (+2 Int, +3 Cha checks)

· Cloak of Resistance +1

· Wizard’s Spellbook (443 pp)

· Flesh sample (for cloning)

· Light Crossbow

· 20 bolts

· 10 silver bolts

· 10 cold iron bolts

· Book - Vital Pact
· Book – Lamashtu prayers (in Abyssal)

· Book - Varisian history

· Book - Shoanti anthropology

· Book - Necromancy 

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

· Books (Mokmurian) – Spellcraft
· Books (Vraxeris) -  Work on Improved Clone

· Books - Peacock Spirit 

· Pony (Buster)

· Bag of Mining Tools

· Barrel of Dwarven Ale

· Saddlebags of Food

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

Dissection Report: Tentamort

Dissection Report: Yeth Hound

Dissection Report: Glabrezu

Dissection Report: White Dragon

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
Picture: Xenalia
Picture: Lucretia

Petter’s Poetry

Miriana the Swamp Nymph Erotica

Map – Viperwall levels

Map – Riddleport smuggler tunnels

Map – Lurkwood paths

Picture: Black Magga

Picture: Barl Breakbones on his throne
Picture: Blue dragon skeleton

Picture: Xanesha
Picture: Genevieve De Guare

Sea Charts: Unknown locale

Sheet music

Sketches – 7 Thassilonian “holy” symbols corresponding to the seven Runelords
Demented giant killing scrolls (500 gp)

Picture: Runeslave Cauldron

Picture: 6 idols
Copy: Scribbler’s scribbling + translation

Pictures: Runeforge & environs
Books (Lyrie) - +2 to Kno:Hist on Thassilonian

Books (Orecon) – +5 on checks re: transmutation, constructs
Books (Vraxeris) -  +2 know (rel) on undead
Books (Vraxeris) -  +5 know (arc/rel) on undead, necromancy

Book – The Eidolon
Book – Silas Vekker’s Journal, including the location of Xin-Shalast

XP: 
88,225
Next:
91,000
Magic: CL 12
Spells Per Level:

L0: 3 + 3
L1: 5 + 3
L2: 5 + 3 
L3: 5 + 3 
L4: 3 + 3
L5: 3 + 3 
L6: 2 + 3
L0 (DC 17): 3 + 3
Abjur 

□□□
Resistance: Subject gains +1 on saving throws for 1 minute.
Conj (DC 18, +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 (DC 18)
□□□
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 18): 5 + 3
Abjur 

□□□
Alarm


□□□
Endure Elements


□□□
Hold Portal
□□□
Protection from Evil: +2 AC, saves, no mind control, no summoned creatures, 1 min/lvl
□□□
Shield: +4 AC 1 rnd/level

Conj (DC 19, +1 CL)
□□□
Benign Transposition: Swap 2 willing creatures within 120 ft.
□□□
Grease: 10 ft square of Reflex save (No SR) or fall, Balance 10 to traverse, 1 rnd/lvl

□□□
Mage Armor: +4 AC, 1 hr/lvl

□□□
Mount


□□□
Obscuring Mist

□□□
Summon Monster I: Summon 1 I critter for 1 rnd/lvl

□□□
Unseen Servant
Div

□□□
Comprehend Languages

□□□
Detect Secret Doors

□□□
Detect Undead

□□□
Identify: 100 gp to ID a magical item

□□□
True Strike: +20 on your next attack roll

Ench (DC 19)
□□□
Charm Person: Humanoid becomes friendly 1 hr/lvl (Will)
□□□
Hypnotism

□□□
Sleep
Trans

□□□
Animate Rope

□□□
Enlarge Person: Humanoid grows one size category for 1 min/level

□□□
Erase: Erase, 1d20+CL vs 15 for magical

□□□
Expeditious Retreat


□□□
Feather Fall


□□□
Jump


□□□
Magic Weapon
□□□
Ray of Clumsiness: close ray gives 1d6 + ½ levels (max 5) Dex penalty

□□□
Reduce Person: Humanoid shrinks one size category for 1 min/level

L2 (DC 19): 5 + 3
Abj


□□□
Arcane Lock


□□□
Obscure Object


□□□
Protection from Arrows


□□□
Resist Energy

Conj (DC 20, +1 CL)
□□□
Acid Arrow: ranged touch 400’ for 2d4 acid + same next round (No SR) (+1 CL)
□□□
Baleful Transposition: Med range, swap two creatures, Will negates

□□□
Blood Money (-1 STR, material component, spend xp = gpv/25)

□□□
Cloud of Bewilderment: SpC 48 - 10’ cube of gas, nauseate while in +1d4+1 rounds (Fort, No SR)
□□□
Fog Cloud
□□□
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

Div


□□□
Detect Thoughts


□□□
Locate Object


□□□
See Invisibility

Ench (DC 20)
□□□
Daze Monster

□□□
Ray of Stupidity: close ray does 1d4+1 Int damage
□□□
Tasha’s Hideous Laughter

□□□
Touch of Idiocy
Trans 

□□□
Alter Self


□□□
Bear’s Endurance


□□□
Blood Money (see below)


□□□
Bull’s Strength

□□□
Cat’s Grace: +4 Dex for 1 min/level

□□□
Darkvision

□□□
Eagle’s Splendor: +4 Cha for 1 min/level

□□□
Fox’s Cunning: +4 Int for 1 min/level

□□□
Knock


□□□
Levitate

□□□
Owl’s Wisdom: +4 Wis for 1 min/level

□□□
Pyrotechnics


□□□
Rope Trick

□□□
Snake’s Swiftness


□□□
Whispering Wind
□□□
Spider Climb: 10 min/level

L3 (DC 20): 5 + 3
Abj
□□□
Dispel Magic: 1d20+CL to dispel

□□□
Explosive Runes

□□□
Magic Circle Against Evil

□□□
Nondetection


□□□
Protection from Energy
Conj (DC 21, +1 CL)
□□□
Acid Breath: 15’ cone for 1d6 acid/lvl (Ref half) (+1 CL)

□□□
Phantom Steed


□□□
Sepia Snake Sigil


□□□
Sleet Storm


□□□
Stinking Cloud
□□□
Summon Monster III: Summon 1 III critter, 1d3 II’s, or 1d4+1 I’s.
□□□
Swipe (see below)
Div


□□□
Arcane Sight


□□□
Clairaudience/Clairvoyance


□□□
Tongues

Ench (DC 21)

□□□
Deep Slumber


□□□
Heroism


□□□
Hold Person


□□□
Rage


□□□
Suggestion

Trans
□□□
Blink: vanish/reappear for 1 rnd/lvl


□□□
Flame Arrow

□□□
Fly: Fly 60’ 1 min/level


□□□
Gaseous Form

□□□
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


□□□
Magic Weapon, Greater


□□□
Secret Page

□□□
Shrink Item: Object shrinks to 1/16 size
□□□
Slow: Will save or partial actions, penalties on 1 creature/level, 1 rnd/level, close range.


□□□
Water Breathing
L4 (DC 21): 3 + 3
Abj

□□□
Dimensional Anchor: Med ray stops extraplanar travel 

□□□
Fire Trap

□□□
Globe of Invulnerability

□□□
Remove Curse

□□□
Stoneskin

Conj (DC 22, +1 CL)
□□□
Dimension Door: teleport 400 ft + 40 ft/level


□□□
Evard’s Black Tentacles

□□□
Leomund’s Secure Shelter

□□□
Minor Creation
□□□
Orb of Acid: Close range acid orb, ranged touch, 1d6/CL plus sick 1r, no SR, Fort half

□□□
Solid Fog: 20’r cloud, move only 5’ in it, concealed, -2 to attacks, 1 min/lvl.

□□□
Summon Monster IV: Summon 1 IV critter, 1d3 III’s, or 1d4+1 II’s

Div


□□□
Arcane Eye


□□□
Detect Scrying


□□□
Locate Creature


□□□
Scrying

Ench (DC 22)
□□□
Charm Monster

□□□
Crushing Despair: 30’ cone Will save or -2 on everything
□□□
Geas, lesser

□□□
Confusion: 15’r burst, Will save, get confoozled
Trans

□□□
Enlarge Person, Mass


□□□
Polymorph


□□□
Rary’s Mnemonic Enhancer


□□□
Reduce Person, Mass


□□□
Stone Shape
L5 (DC 22): 3 + 3
Abj


□□□
Break Enchantment


□□□
Covetous Aura (see below)


□□□
Dismissal


□□□
Mordenkainen’s Private Sanctum

Conj (DC 23, +1 CL)

□□□
Cloudkill


□□□
Dimension Shuffle (PHBII, 1 cr/lvl, will neg)


□□□
Leomund’s Secret Chest

□□□
Lesser Planar Binding: Traps creature of 6 HD or lesser till it performs a task


□□□
Major Creation

□□□
Monster Summoning V:  Summon 1 V critter, 1d3 IV’s, or 1d4+1 III’s

□□□
Mordenkainen’s Faithful Hound

□□□
Teleport: 100 mi/level, +1 Med creature/3 CLs.

□□□
Wall of Stone
Div


□□□
Prying Eyes


□□□
Rary’s Telepathic Bond


□□□
Contact Other Plane

Ench (DC 23)

□□□
Dominate Person


□□□
Feeblemind

□□□
Hold Monster: Medium range, Will save or paralyzed 1r/level, new save each round


□□□
Mind Fog: Will save or -10 to Will saves

□□□
Symbol of Sleep: Sleep all 10 HD or less
Trans

□□□
Animal Growth


□□□
Baleful Polymorph


□□□
Fabricate


□□□
Overland Flight: fly 1 hr/level

□□□
Passwall

□□□
Telekinesis: Long range, bull/trip/disarm/grapple CL+Int or toss CL items up to CLx25 lbs

□□□
Transmute Mud to Rock

□□□
Transmute Rock to Mud

Univ

□□□
Permanency
L6 (DC 23): 2 + 3
Abj


□□□
Antimagic Field: 10 min/level 10’ r antimagic

□□□
Dispel Magic, Greater: dispel with max +20 CL on checks, removes curses

□□□
Globe of Invulnerablity


□□□
Guards and Wards


□□□
Repulsion

Conj (DC 24, +1 CL)

□□□
Acid Fog


□□□
Acid Storm (1d6/CL in 20’ r, Ref half, no SR)


□□□
Freezing Fog: Solid fog + 1d6 damage + Reflex or fall

□□□
Planar Binding

□□□
Monster Summoning VI:  Summon 1 VI critter, 1d3 V’s, or 1d4+1 IV’s

□□□
Wall of Iron

Div

□□□
Analyze Dweomer


□□□
Legend Lore


□□□
True Seeing

Ench (DC 24)

□□□
Geas/Quest

□□□
Heroism, Greater


□□□
Suggestion, Mass: suggest 1 creature/level

□□□
Symbol of Persuasion: charm all monsters 

□□□
Unconscious Agenda (see below)

Trans


□□□
Bear’s Endurance, Mass


□□□
Bull’s Strength, Mass


□□□
Cat’s Grace, Mass


□□□
Control Water


□□□
Disintegrate


□□□
Eagle’s Splendor, Mass

□□□
Flesh to Stone


□□□
Fox’s Cunning, Mass


□□□
Mordenkainen’s Lucubriation


□□□
Move Earth


□□□
Owl’s Wisdom, Mass


□□□
Stone to Flesh


□□□
Tenser’s Transformation
Unique Spells

Swipe
School conjuration (teleportation); Level assassin 3, cleric 2, sorcerer/wizard 3
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Target one held item
Duration instant
Saving Throw none; Spell Resistance no
By flicking a finger in the appropriate direction and proclaiming ownership, you attempt to magically wrest an item from the target’s grip and summon it to your hand. To claim an object held by an opponent, you must make an opposed grapple check against the target. Size modifiers are not factored into this grapple check and you use your Intelligence modifier rather than your Strength modifier to determine the outcome. Your target uses his Strength modifier as normal. If you fail, the target retains his item and the spell fails. If you succeed, the item teleports into one of your free hands or comes to rest at your feet.
If the item wrested from your target’s hands is a weapon, you can cause it to make a single melee attack against the target. This attack is made using your base attack bonus and, if it hits, deals damage normal for the weapon plus your Intelligence modifier.

Covetous Aura
School abjuration; Level sorcerer/wizard 5
Casting Time 1 standard action
Components V, S
Range personal
Area 25-ft.-radius emanation centered on you
Duration 1 round/level (D)
Saving Throw none; Spell Resistance no
Anytime a harmless (so noted by a spell’s saving throw description) spell of 3rd level or lower is cast within the covetous aura’s area of effect, you may choose to immediately gain the benefit of that spell as if it had also targeted you. The intended target still gains the effect of the spell. You gain the benefits of this duplicated spell only if the caster is in range of the covetous aura.

Unconscious Agenda
School enchantment (compulsion) [language-dependent, mind affecting]; Level bard 6, sorcerer/wizard 6
Casting Time 10 minutes
Components V
Range Close (25 ft. + 5 ft./2 levels)
Target One humanoid
Duration One week/level or until discharged (D)
Saving Throw Will negates; Spell Resistance yes
This spell plants a subconscious directive in the target’s mind that forces him to act as you dictate when specific circumstances arise. The target humanoid can be either conscious or unconscious, but must understand your language. Upon casting this spell you must state a course of action you wish the target to take. This course of action must be described in 20 words or fewer. You must then state the condition under which you wish the target to take this action, also describing it in 20 or fewer words.
Actions or conditions more elaborate than 20 words cause the spell to fail. Unconscious agenda cannot compel a target to kill himself, though it can compel him to perform exceedingly dangerous acts, face impossible odds, or undertake almost any other course of activity. You cannot issue new commands to the target after the spell is cast.
If the target fails his save against this spell, he is not compelled to act in any way, has no knowledge of the details of the spell affecting him, and has no memory of the last 10 minutes (although he might come to notice the missing time or the presence of the caster). He can function as he wishes until the events you detailed as the condition take place. Upon experiencing the prerequisite condition, the target is forced to perform the course of action you described as per the spell dominate person. For the next hour, the target acts as you dictated, doing all it can to fulfill your command. If, at the end of the hour, the target still has not completed your command, the target is released from the enchantment and the spell ends. Once the course of action is completed the spell ends. The target has full memory of acts performed during this hour.
For example, a wizard might cast unconscious agenda upon a farmer, giving him the order “murder the king” to be acted upon “when you hear church bells strike noon.” Thus, the next time the target hears church bells strike noon, the enchantment activates and for the next hour he does all he can to murder the king in the most effective way possible, with the spell ending either when the king is dead or the hour passes. How the target acts is wholly relative to the individual and the circumstances. This could lead the target to perform an assassination attempt or, if he’s some distance away from where he thinks the king is, ride for one hour at full speed towards the land’s capital.
It’s difficult to detect an unconscious agenda. Casting detect magic on someone affected by this spell only reveals an aura of enchantment magic if the caster of detect magic has a higher caster level then the caster of unconscious agenda. Even if the spell is detected, it can only be removed by break enchantment, limited wish, remove curse, miracle, or wish. Dispel magic does not affect unconscious agenda.

Blood Money
School transmutation; Level sorcerer/wizard 2
Casting Time 1 standard action
Components V, S
Range 0 ft.
Effect 1 material component
Duration Instantaneous
As part of this spell’s casting, you must cut yourself, releasing a steady stream of blood that causes you to take 1 point of Strength damage. Where your blood falls, it transforms into one material component of your choice, chosen from the list of spells you currently have prepared. Even components with gp values can be created, but creating them requires an additional sacrifice of 1 XP for each 25 gp of the component’s value.
For example, a sorcerer with the spell stoneskin prepared could cast blood money to create the 250 gp worth of diamond dust required by that spell, taking 1 point of Strength damage and permanently losing 10 XP in the process. (To cast stoneskin, of course, he must still either supply his own piece of granite or cast this spell again.)
Materials created by this spell can be sold as normal. See page 112 of the PH for details.

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.)
Valgrim is very happy to serve the Lord of Fort Rannek – he was very upset when Lord Benk died at the hands of ogres, and prioritizes his magic to help out Lord Dillon.  Although Lord Dillon tends to not be too appreciative because summoned demons tend to want to torment the party cleric.  Alas.
As a powerful malconvoker, Valgrim is feeling mighty and even wonders about the process to becoming a true Runelord, possibly in Karzoug’s place.  

The Vekker brothers’ fate in the mountains near Xin-Shalast touched Valgrim and he made sure to write up a lengthy tale about their goals, adversity, fall, and redemption as a tale for other dwarves to learn from.  As he visits all these libraries and sites of forgotten lore, and as he becomes more and more experienced, he’s starting to focus a little less on discovering other lore and more on recording what he finds for others.   

