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	Character
	
	Race
	
	Class
	
	

	LG
	
	The Maker
	
	2
	
	1000/3000
	
	
	
	

	Alignment
	
	Deity
	
	Level
	
	Experience
	
	Penalty
	
	Character Sheet © J. Hirvonen, Vardaen & TetNak

	Male
	
	130
	
	M
	
	5’7”
	
	125
	
	Pale
	
	Silver
	
	Green
	
	Right

	Gender
	
	Age
	
	Size
	
	Height
	
	Weight
	
	Skin
	
	Hair
	
	Eyes
	
	Handedness

	See Selroth: A History
	
	 Alaxyor

	
	
	

	Past
	
	Nationality / Region

	Pale skin, with stark green eyes and an aquiline nose. Short silver hair.
	
	Normal cloth tunic.

	
	
	

	Appearance
	
	Clothing

	Passive personality, but not shy. Gentle and protective of friends. 
	
	Has taken a Vow of Poverty, but doesn’t have a feat slot for it yet, so has no

	
	
	 Benefits from it.

	Personality / Behavior
	
	Notes

	ABILITY SCORES
	
	SAVING THROWS
	
	HIT POINTS
	26/26 

	
	SCORE
	MOD
	
	TEMP SCORE
	TEMP MOD
	
	TOTAL
	
	BASE SAVE
	
	ABI MOD
	
	MAGIC MOD
	
	MISC MOD
	
	TEMP MOD
	
	LIFT OVER HEAD
	LIFT OFF GROUND
	
	PUSH / DRAG

	STR
	
	18
	+4
	
	
	
	
	FORT
	(CON)
	+6
	=
	3
	+
	3
	+
	
	+
	
	+
	
	
	300
	
	600
	
	1500

	DEX
	
	12
	+1
	
	
	
	
	REF
	(DEX)
	+1
	=
	0
	+
	1
	+
	
	+
	
	+
	
	
	1 x MAX LOAD
	
	2 x MAX LOAD
	
	5 x MAX LOAD

	CON
	
	16
	+3
	
	
	
	
	WILL
	(WIS)
	+3
	=
	0
	+
	3
	+
	
	+
	
	+
	
	
	LOAD
	
	SPEED
	MAX 

LOAD
	MAX DEX
	CHK PEN
	RUN

	INT
	
	12
	+1
	
	
	
	
	SAVING THROW MODIFIERS
	
	Light
	
	L
	30
	100
	-
	-
	X4

	WIS
	
	16
	+3
	
	
	
	
	
	
	SPEED
	
	M
	20
	200
	+3
	-3
	X4

	CHA
	
	14
	+2
	
	
	
	
	
	
	30 ft
	
	H
	15
	300
	+1
	-6
	X3

	

	ARMOR CLASS
	11
	=
	10
	+
	0
	+
	0
	+
	1
	+
	0
	+
	0
	
	ARMOR & PROTECTION
	TYPE
	ARMOR BONUS
	MAX DEX
	CHECK PEN
	SPELL FAIL
	SPEED
	WGT

LBS

	
	NORMAL
	
	ARMOR BONUS
	
	SHIELD BONUS
	
	DEX MOD
	
	SIZE MOD
	
	MISC MOD
	
	None
	-
	-
	-
	-
	-
	-
	-

	
	0
	
	10
	
	AC MODIFIERS
	
	
	
	
	
	
	
	
	

	
	ARCANE SPELL FAIL
	
	FLAT FOOTED
	
	 Dex
	
	 
	
	
	
	
	
	
	

	
	0
	
	11
	
	
	
	
	
	
	
	
	
	
	

	
	ARMOR CHECK PEN
	
	VS TOUCH ATTACKS
	
	
	
	PROFICIENT WITH ( LIGHT ARMOR ( MEDIUM ARMOR ( HEAVY ARMOR ( SHIELDS

	
	ATTACK BONUS MODIFIERS

	INITIATIVE
	+1
	=
	1
	+
	0
	
	ATTACK BONUSES
	
	BASE ATTACK BONUS
	+2
	
	Strength

	
	INITIATIVE MODIFIERS
	
	DEX MOD
	
	MISC MOD
	
	TOTAL 

ATTACK BONUS
	
	BASE

ATTACK BONUS
	
	ABI MOD
	
	SIZE MOD
	
	MISC MOD
	
	TEMP MOD
	
	

	
	
	MELEE
	(STR)
	+6
	=
	2
	+
	4
	+
	0
	+
	0
	+
	
	
	

	
	
	RANGED
	(DEX)
	+3
	=
	2
	+
	1
	+
	0
	+
	0
	+
	
	
	

	
	
	GRAPPLE
	(STR)
	+6
	=
	2
	+
	4
	+
	0
	+
	0
	+
	
	
	Taint

	
	
	
	
	=
	
	+
	
	+
	
	+
	
	+
	
	
	.2/10

	WEAPONS
	ATTACK BONUS
	DAMAGE
	CRITICAL
	RANGE
	SIZE
	TYPE
	WGT

LBS
	NOTES & RELATED FEATS

	Quarterstaff
	+6
	1d6+6
	20/x2
	-
	M
	B
	4
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	

	WEAPON PROFICIENCIES
	( ALL SIMPLE ( ALL MARTIAL
	
	COMBAT NOTES

	 
	
	 

	
	
	

	
	
	


	SKILLS
	
	SKILL POINTS PER LEVEL
	2
	+ INT MOD
	1
	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 NAME
	SKILL MOD
	
	RANKS
	
	ABI MOD
	
	MISC MOD
	KEY ABILITY
	CLASS

SKILLS


	
	SKILL NAME
	
	SKILL MOD
	
	RANKS
	
	ABI MOD
	
	MISC MOD
	KEY ABILITY
	CLASS

SKILLS



	
	Appraise (
	
	+1
	=
	
	+
	1
	+
	
	INT
	
	
	
	Knowledge: Local
	
	
	=
	
	+
	
	+
	
	INT
	

	
	Autohypnosis
	
	
	=
	
	+
	
	+
	
	WIS
	
	
	
	Knowledge: Nature
	
	
	
	
	
	
	
	
	INT
	

	
	Balance ((
	
	+1
	=
	
	+
	1
	+
	
	DEX
	
	
	
	Knowledge: Nobility
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Bluff (
	
	+2
	=
	
	+
	2
	+
	
	CHA
	
	
	
	Knowledge: Psionics
	
	
	=
	
	+
	
	+
	
	INT
	

	
	Climb ((
	
	+4
	=
	
	+
	4
	+
	
	STR
	
	
	
	Knowledge: Religion
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Concentration (
	
	+8
	=
	5
	+
	3
	+
	
	CON
	(
	
	
	Knowledge: The Planes
	
	
	=
	
	+
	
	+
	
	INT
	

	
	Craft (Carpentry) (   __________________
	
	+4
	=
	3
	+
	1
	+
	
	INT
	(
	
	
	Listen (
	
	+5
	=
	
	+
	3
	+
	2
	WIS
	

	
	Craft (   __________________
	
	+1
	=
	
	+
	1
	+
	
	INT
	(
	
	
	Move Silently ( (
	
	+1
	=
	
	+
	1
	+
	
	DEX
	

	
	Craft (
	
	+1
	=
	
	+
	1
	+
	
	INT
	(
	
	
	Open Locks
	
	
	=
	
	+
	
	+
	
	DEX
	

	
	Craft (
	
	+1
	=
	
	+
	1
	+
	
	INT
	(
	
	
	Perform (
	
	+2
	=
	
	+
	2
	+
	
	CHA
	

	
	Decipher Script
	
	
	=
	
	+
	
	+
	
	INT
	
	
	
	Perform (
	
	+2
	=
	
	+
	2
	+
	
	CHA
	

	
	Diplomacy (
	
	+6
	=
	2
	+
	2
	+
	2
	CHA
	(
	
	
	Profession
	
	
	=
	
	+
	
	+
	
	WIS
	(

	
	Disable Device
	
	
	=
	
	+
	
	+
	
	INT
	
	
	
	Profession
	
	
	=
	
	+
	
	+
	
	WIS
	(

	
	Disguise (
	
	+2
	=
	
	+
	2
	+
	
	CHA
	
	
	
	Psicraft
	
	
	=
	
	+
	
	+
	
	INT
	

	
	Escape Artist ((
	
	+1
	=
	
	+
	1
	+
	
	DEX
	
	
	
	Ride (
	
	+1
	=
	
	+
	1
	+
	
	DEX
	(

	
	Forgery (
	
	+1
	=
	
	+
	1
	+
	
	INT
	
	
	
	Search (
	
	+3
	=
	
	+
	1
	+
	2
	INT
	

	
	Gather Information (
	
	+2
	=
	
	+
	2
	+
	
	CHA
	
	
	
	Sense Motive (
	
	+3
	=
	
	+
	3
	+
	
	WIS
	(

	
	Handle Animal
	
	
	=
	
	+
	
	+
	
	CHA
	
	
	
	Slight of Hand (
	
	
	=
	
	+
	
	+
	
	DEX
	

	
	Heal (
	
	+8
	=
	5
	+
	3
	+
	
	WIS
	(
	
	
	Spellcraft
	
	
	=
	
	+
	
	+
	
	INT
	

	
	Hide ((
	
	+1
	=
	
	+
	1
	+
	
	DEX
	
	
	
	Spot (
	
	+5
	=
	
	+
	3
	+
	2
	WIS
	

	
	Intimidate (
	
	+2
	=
	
	+
	2
	+
	
	CHA
	
	
	
	Survival (
	
	+3
	=
	
	+
	3
	+
	
	WIS


	

	
	Jump ((
	
	+4
	=
	
	+
	4
	+
	
	STR
	
	
	
	Swim ( x2 Armor Check Penalty
	
	+4
	=
	
	+
	4
	+
	
	STR
	

	
	Knowledge: Arcana
	
	
	=
	
	+
	
	+
	
	INT
	
	
	
	Tumble (
	
	
	=
	
	+
	
	+
	
	DEX
	

	
	Knowledge: Architecture
	
	
	=
	
	+
	
	+
	
	INT
	
	
	
	Use Magic Device
	
	
	=
	
	+
	
	+
	
	CHA
	

	
	Knowledge: Dungeon 
	
	
	=
	   
	+
	
	+
	
	INT
	
	
	
	Use Psionic Device
	
	
	=
	
	+
	
	+
	
	CHA
	

	
	Knowledge: Geography
	
	
	=
	
	+
	
	+
	
	INT
	
	
	
	Use Rope (
	
	+1
	=
	
	+
	1
	+
	
	DEX
	

	
	Knowledge: History
	
	
	=
	
	+
	
	+
	
	INT
	
	
	
	
	
	
	=
	
	+
	
	+
	
	
	

	

	SKILL MODIFIERS
	
	RACIAL TRAITS & CLASS FEATURES & FEATS & FLAW
	
	LANGUAGES

	 ¥ +2 Synergy Bonus
	
	Sacred Vow
	
	Common

	+2 sacred  bonus
	
	Immunity to Sleep; +2 versus Enchantment spells/effects.
	
	Alaxyor

	+2 Racial
	
	Low Light Vision
	
	Searsolan

	
	
	Aura of Good (2)
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	TRAITS

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	

	EQUIPMENT
	LOCATION
	WGT LBS
	
	EQUIPMENT
	LOCATION
	WGT LBS
	
	WEALTH & VALUABLES
	AMOUNT

	Traveller’s Outfit
	Body
	5
	
	
	
	
	
	
	Copper Pieces
	

	 Quarterstaff
	Hands
	4
	
	
	
	
	
	
	Silver Pieces
	

	Trail Rations (1 day)
	Pocket
	1
	
	
	
	
	
	
	Gold Pieces
	0

	
	
	
	
	
	
	
	
	
	Platinum Pieces
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	 Armor and Weapon Weight
	4

	
	
	
	
	
	
	
	
	 Gear SubTotal Weight
	6

	
	
	
	
	
	
	
	
	 Total Weight Carried
	10


”To live in a world where the absurd rules, where demons and death, disease and despair strike at hearts and souls without justice or reason, where the good die too early, or suffer too long is frightening. We live in a world where we seek blind solace in gods or spirits, thinking that our belief might shelter us from nonbeing. 

Yet death still comes to those who praise, and damnation comes even to the meek. Religion does not take the insecurity away, true religion gives us the courage to face the insecurity of the world. It gives us the courage to affirm ourselves and say ‘I AM’ in the face of the great negation of death and condemnation. True religion is to resign everything and yet believe that you have everything. It is to have nothing, and truly with your heart believe that having nothing makes life meaningful. 

To resign everything is to spite the negation, it is to spite death, disease and poverty. It is to spite sin, and spite itself and courageously say: ‘You cannot take everything away from me, because I am giving it up to gain it all. You cannot take that which is most precious, because that which is most precious is giving up all that you can take!’ 

This is true religion, and I resign myself to it. This is the religion of being.”

· Selroth Kyracor, a Vow of Life

”The Maker is beyond any spirit or god, the Maker is a being that is of being, it is the Ground of Being, the God beyond gods. It is the creative force that all of us are linked to. It is in the Ground of Being that we move and swim and exist. There is a greater, infinite whole of existence that we finite beings exist on. The Maker is the sentient manifestation of the Ground of Being, of the infinite realm of self-affirmation. 

The Corrupter is the sentient manifestation opposite the Maker. It is the manifestation of nonbeing, and of our finitude on all levels. Of our mortality, our sin, and our imperfection. As finite beings, as much as the Maker is a part of us, so is the Corrupter. If we had no nonbeing in us, we would be infinite, we would be as the Ground of Being. We are finite though, and therefore limited by nonbeing. 

How do we fight nonbeing? We cannot, for it is a part of our being as much as being is. We must embrace that it is a part of our lives. It is not something we should like, but it is there and it will never go away. We cannot fight it but we can overcome it. To do that is to have the courage to be in spite of that nonbeing. Do you run from death? Do you fight it with blades or your will? Do you simply ignore it? No, none of these things gives us power over it. One overcomes nonbeing not by running or fighting it, nor even by ignoring it, but instead to stride straight forward in spite of it. We must have the courage to be despite the Corrupter, death and all aspects of our finitude.”

· Selroth Kyracor

Selroth: A History


Selroth Kyracor was born to a middle class family of gray elves. His father was a merchant and his mother lived and worked at home, weaving and taking care of him, as he was the only child they had managed to bear. He grew it relatively sheltered,  not havin gto deal with impoverishment or starvation or other such tribulations.  He found him self very drawn to the study of religious texts, and religious life. As he matured, he tried to find a spiritual meaning worshipping gods or spirits. Years passed of contemplation and worship, but nothing felt meaningful to him.


One day he felt a great shift in his being. He felt a movement in the inner depths of his spirit upon reading a religious text about the Maker. While the Maker slumbered, Selroth felt a deep spiritual and almost personal connection with the great spirit. It was that day that demons from oblivion came and slaughtered his family and friends, and a good amount of his town. His home was in ruins, his belongings gone, and he had fled like a coward. Something must have been there to protect him, he thought, for it was unlikely that he would have escaped the grasp of the demons.  One of them had dug its claws into his calf, and he had felt the burning in his soul as he knew that the touch of damnation had tainted him. Yet he lived.


He managed to travel to a nearby town, and worked as a carpenter. He spent many hours thinking, and searching for a reason. A reason for why he had lived and they had died, or why they might have died period. He always remembered what he had felt, and what the connection he had felt with the Maker. 


 Then he felt an urging, and he left the town behind. He felt the need to go south. 


There he happened upon another town, this one slightly larger. He felt that he should stay here. He had no idea why, he merely felt called. He soon realized why though when he happened upon Kyrata Seltas. Kyrata was the head of a small group that worshipped the Maker.  Selroth found guidance and teaching and understanding, and most of all, spiritual meaning with Kyrata. Soon he felt that he needed to do more than contemplate, and pray and carve wood. So Selroth trained, and swore a vow to the Maker. He moved to the town nearest Oblivion and helped defend it against any evils that might prey upon it. He also preached there, although only a few felt moved to walk a similar path to Selroth.


In his fight against the evils of Oblivion, the wound on his leg took on a strange appearance, as months went by, the scar developed into a disgusting mark, developing into a form of The Mark. As it became clearer, Selroth felt weaker. One day, he did not wake up. At least not anywhere in Alaxyor…

