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	Character
	
	Race
	
	Class
	
	

	 Neutral Good
	
	
	
	2
	
	1000/3000
	
	-
	
	

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

	 Male
	
	 22
	
	 M
	
	 5’9”
	
	 140 lbs
	
	 Copper
	
	 Black
	
	 Blue
	
	 Right

	Gender
	
	Age
	
	Size
	
	Height
	
	Weight
	
	Skin
	
	Hair
	
	Eyes
	
	Handedness

	 Son of a tradesmen (merchant)
	
	 Of mixed Zakharan-Mahasarpan ancestry

	
	
	

	Past
	
	Nationality / Region

	
	
	

	
	
	

	Appearance
	
	Clothing

	
	
	

	
	
	

	Personality / Behavior
	
	Notes

	ABILITY SCORES
	
	SAVING THROWS
	
	HIT POINTS
	14/14

	
	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
	
	10
	0
	
	
	
	
	FORT
	(CON)
	3
	=
	0
	+
	3
	+
	
	+
	
	+
	
	
	100
	
	200
	
	500

	DEX
	
	16
	+3
	
	
	
	
	REF
	(DEX)
	3
	=
	0
	+
	3
	+
	
	+
	
	+
	
	
	1 x MAX LOAD
	
	2 x MAX LOAD
	
	5 x MAX LOAD

	CON
	
	16
	+3
	
	
	
	
	WILL
	(WIS)
	4
	=
	3
	+
	1
	+
	
	+
	
	+
	
	
	LOAD
	
	SPEED
	MAX 

LOAD
	MAX DEX
	CHK PEN
	RUN

	INT
	
	16
	+3
	
	
	
	
	SAVING THROW MODIFIERS
	
	
	
	L
	30
	33
	-
	-
	X4

	WIS
	
	12
	+1
	
	
	
	
	
	
	SPEED
	
	M
	20
	66
	+3
	-3
	X4

	CHA
	
	18
	+4
	
	
	
	
	
	
	
	
	H
	15
	100
	+1
	-6
	X3

	

	ARMOR CLASS
	13
	=
	10
	+
	
	+
	
	+
	3
	+
	
	+
	
	
	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
	
	
	
	
	
	
	
	
	

	
	0
	
	10
	
	AC MODIFIERS
	
	
	
	
	
	
	
	
	

	
	ARCANE SPELL FAIL
	
	FLAT FOOTED
	
	 
	
	 
	
	
	
	
	
	
	

	
	0
	
	13
	
	
	
	
	
	
	
	
	
	
	

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

	
	ATTACK BONUS MODIFIERS

	INITIATIVE
	3
	=
	3
	+
	
	
	ATTACK BONUSES
	
	BASE ATTACK BONUS
	+1
	
	

	
	INITIATIVE MODIFIERS
	
	DEX MOD
	
	MISC MOD
	
	TOTAL 

ATTACK BONUS
	
	BASE

ATTACK BONUS
	
	ABI MOD
	
	SIZE MOD
	
	MISC MOD
	
	TEMP MOD
	
	

	
	
	MELEE
	(STR)
	1
	=
	1
	+
	0
	+
	
	+
	
	+
	
	
	

	
	
	RANGED
	(DEX)
	4
	=
	1
	+
	3
	+
	
	+
	
	+
	
	
	

	
	
	GRAPPLE
	(STR)
	1
	=
	1
	+
	0
	+
	
	+
	
	+
	
	
	Action Points

	
	RAY
	(DEX)
	4
	=
	1
	+
	3
	+
	
	+
	
	+
	
	
	

	WEAPONS
	ATTACK BONUS
	DAMAGE
	CRITICAL
	RANGE
	SIZE
	TYPE
	WGT

LBS
	NOTES & RELATED FEATS

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	

	WEAPON PROFICIENCIES
	( ALL SIMPLE ( ALL MARTIAL
	
	COMBAT NOTES

	 
	
	 

	
	
	

	
	
	


	SKILLS
	
	SKILL POINTS PER LEVEL
	3
	+ 3
	6
	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 (
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Knowledge: Local
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Autohypnosis
	
	
	=
	
	+
	
	+
	
	WIS
	(
	
	
	Knowledge: Nature
	
	
	
	
	
	
	
	
	INT
	(

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

	
	Bluff (
	
	9
	=
	5
	+
	4
	+
	
	CHA
	(
	
	
	Knowledge: Psionics
	
	
	=
	
	+
	
	+
	
	INT
	(

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

	
	Concentration (
	
	8
	=
	5
	+
	3
	+
	
	CON
	(
	
	
	Knowledge: The Planes
	
	4
	=
	1
	+
	3
	+
	
	INT
	(

	
	Craft (   __________________
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Listen (
	
	3
	=
	
	+
	1
	+
	2
	WIS
	(

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

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

	
	Craft (
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Perform (
	
	
	=
	
	+
	
	+
	
	CHA
	(

	
	Decipher Script
	
	4
	=
	1
	+
	3
	+
	
	INT
	(
	
	
	Perform (
	
	
	=
	
	+
	
	+
	
	CHA
	(

	
	Diplomacy (
	
	17
	=
	5
	+
	4
	+
	8¥¥
	CHA
	(
	
	
	Profession
	
	
	=
	
	+
	
	+
	
	WIS
	(

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

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

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

	
	Forgery (
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Search (
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Gather Information (
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Sense Motive (
	
	6
	=
	5
	+
	1
	+
	
	WIS
	(

	
	Handle Animal
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Slight of Hand (
	
	5
	=
	0
	+
	3
	+
	2¥
	DEX
	(

	
	Heal (
	
	
	=
	
	+
	
	+
	
	WIS
	(
	
	
	Spellcraft
	
	8
	=
	3
	+
	3
	+
	2¥
	INT
	(

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

	
	Intimidate (
	
	4
	=
	0
	+
	4
	+
	0¥
	CHA
	(
	
	
	Survival (
	
	
	=
	
	+
	
	+
	
	WIS


	(

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

	
	Knowledge: Arcana
	
	8
	=
	5
	+
	3
	+
	
	INT
	(
	
	
	Tumble (
	
	
	=
	
	+
	
	+
	
	DEX
	(

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

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

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

	
	Knowledge: History
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	
	
	
	=
	
	+
	
	+
	
	
	(

	

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

	 ¥ +2 Synergy Bonus
	
	 1* Skill Focus (Diplomacy), 2* Improved Enlightened Success, 3* Gen Familiar
	
	 Midani

	 1a* Fast Learner
	
	
	
	 Mahanagan

	 1* Skill Focus (Diplomacy)
	
	
	
	 Aquan

	 1c* Polite (+1 Dip, -2 Int)
	
	
	
	 Chun

	 3* Gen Familiar
	
	
	
	

	
	
	
	
	

	
	
	
	
	TRAITS

	
	
	
	
	 1c* Polite

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	

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

	
	
	
	
	
	
	
	
	
	Copper Pieces
	

	
	
	
	
	
	
	
	
	
	Silver Pieces
	

	
	
	
	
	
	
	
	
	
	Gold Pieces
	

	
	
	
	
	
	
	
	
	
	Platinum Pieces
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	 Armor and Weapon Weight
	

	
	
	
	
	
	
	
	
	 Gear SubTotal Weight
	

	
	
	
	
	
	
	
	
	 Total Weight Carried
	

	SPELLS PER DAY
	
	0
	5
	1
	4
	2
	0
	3
	0
	4
	0
	5
	0
	6
	0
	7
	0
	8
	0
	9
	0

	SPELLS USED
	
	0
	0
	1
	0
	2
	0
	3
	0
	4
	0
	5
	0
	6
	0
	7
	0
	8
	0
	9
	0

	SPELLS KNOWN
	
	0
	6
	1
	3
	2
	0
	3
	0
	4
	0
	5
	0
	6
	0
	7
	0
	8
	0
	9
	0

	DCs
	
	0
	14
	1
	15
	2
	
	3
	
	4
	
	5
	
	6
	
	7
	
	8
	
	9
	


SPELLS KNOWN:

0th: Detect Magic, Disrupt Undead, Flare, Light, Mage Hand, Touch of Fatigue

1st: Color Spray, Magic Missile, Shield

SPELLS IDENTIFIED:

0th: All Arcane from PHB

1st: All Arcane from PHB

FEATS & BENEFITS:

1* Skill Focus (Diplomacy) (1st Lvl Character) +3 to Diplomacy

2* Improved Enlightened Success (1st Lvl Human) - You can now gain Enlightened Success* with all arcane spells. For each full 5 points over the success of which you make on diplomacy check to fetch spells is reduce by one increament of the time it takes your Gen to find the desired spell. For Known Spells this means the rounds are reduced and for unknown spells the minutes are reduced, to a minimum of 1.

In addition on a failed check with Known Spells, your gen is only detained if you fail the check by 10 or more.

Special: This rule does not apply to fetching divine spells. Asking the Genie to impart the power of the gods can not be rushed or hurried.

Normal: Normally you can only gain Enlightened Success with Known Spells, and your gen is detained on a fail check by 5 or more.

3* Gen Familiar (1st Lvl Sha’ir) – 

WATER GEN (Samir):  

Alertness (Ex): While a familiar is within arm’s reach, the master gains the Alertness feat.

Improved Evasion (Ex): When subjected to an attack that normally allows a Reflex saving throw for half damage, a familiar takes no damage if it makes a successful saving throw and half damage even if the saving throw fails.

Share Spells: At the master’s option, he may have any spell (but not any spell-like ability) he casts on himself also affect his familiar. The familiar must be within 5 feet at the time of casting to receive the benefit. If the spell or effect has a duration other than instantaneous, it stops affecting the familiar if it moves farther than 5 feet away and will not affect the familiar again even if it returns to the master before the duration expires. Additionally, the master may cast a spell with a target of "You" on his familiar (as a touch range spell) instead of on himself. A master and his familiar can share spells even if the spells normally do not affect creatures of the familiar’s type (magical beast).

Empathic Link (Su): The master has an empathic link with his familiar out to a distance of up to 1 mile. The master cannot see through the familiar’s eyes, but they can communicate empathically. Because of the limited nature of the link, only general emotional content can be communicated. Because of this empathic link, the master has the same connection to an item or place that his familiar does.

SHA’IR:
Basic:
To retrieve an arcane spell the Sha’ir knows the gen must search for a number of rounds equal to 1d4 + Spell Level.

To retrieve an arcane spell the Sha’ir has identified but does not know, the gen must search for a number of minutes equal to  1d6 + Spell Level 
To retrieve a divine spell the Gen must search for a number of hours equal to 1d6 + Spell Level.  These Domains Only: Air, Chaos, Earth, Fire, Knowledge, Law, Luck, Sun and Water.

Gen’s cannot be recalled once sent.  To determine success roll a diplomacy check vs. DC 20.
· +1 bonus every Sha’ir Lvl

· +2 bonus if spell is from known category

· +2 DC per spell lvl

· +6 DC on divine unknown spells

· +1 DC increase per level of metamagic feat

· +2 DC for every attempt Gen makes for a failed attempt for the same spell in the same day.

A failure by 5 or more delays the gen from returning for 1d4 minutes additionally

Spells fetched are available for 1 hour/sha’ir lvl

Pertaining to Asking for Spells.
To cast a spell a Sha'ir must first send their Gen for the power from the elemental planes. Giving the order for a spell is a Swift Action if the Sha'ir's Gen is nearby. (Swift Actions were first introduced in the Minature's Handbook). A character can make one swift action per round and are limited to actions that take nearly no time, such as Free Actions. Some abilties, and new spells are Swift Actions as well.

If the gen is further away, or needs to be summoned from the planes, the action to summon the Gen is a Standard Action not subject to Attacks of Opportunity. The order for the spell must still be given before the Gen leaves to fetch the spell.

Pertaining to Fetching Spells.
The Gen is said to planeshift instantly after reciveing the order. That means on the first round of giving the order the Gen has already begun his search for the spell. The round in which the Gen shifts is considered the 1st round of searching. The Gen is then gone for subsequent rounds until its finished searching. It returns the round AFTER its finished searching and imparts the power to the Sha'ir to cast the spell on the round it returns. The Sha'ir may then begin casting. (ie. Orman is quested to get Sand Jambiya, and is successful. Its determined it will take 5 rounds of searching. Orman is gone on the round the spell is demanded (1), and gone for 4 more rounds. On round 6 he returns and Ka'im can then cast Sand Jamibya on round 6)

Pertaining to Successes.
A Sha'ir must send his Gen into the elemental planes to bargan for the power of his spells. This is done via a Diplomacy check on the Sha'ir's part. A new house rule named Enlightened Success now exsists. Whenever the Sha'ir sends for a spell and succeeds his Diplomacy rule by 5 or more its an Enlightened Success, showing his favor among the Genie, Enlightned nature, and glib tongued Gen. The results of this is that the time it takes the Gen to fetch the spell is reduced. For each 5 point increment that the roll succeeds by the time to fetch the spell is reduced by 1 increment to its minimum. (ie, Ka'im sends Orman for Magic Missle, and requires a 22 Diplomacy. He rolls a total (with all modifiers) a 34. He gains two Enlightened Successes. He then rolls the time it takes Orman to fetch the spell and gets 4 rounds. This is reduced by 2 down to 2 rounds (which is the minimum for this spell).)

NOTE: This rule does not apply to fetching divine spells. Asking the Genie to impart the power of the gods can not be rushed or hurried.

