	 cleric
	
	 Human
	
	 Cleric (Sightless)
	
	[image: image15.png]2nd-Level Cleric Spells

Addiction. Subject becomes addicted 1o drug.

Boneblast. 13 Con dmage to subject.

Dance of Ruin. Nondemons take 2d20 points of
damage.

Darkbolt. Deals 1ds damage/2 levels and stuns 1 round,

Sap Strength. Subject hecomes exhausted.

Spider Legs. Caster grows long spider legs that have a speed
of 30 . and move on vertical surfaces.

Spores of the Vrock. All within § ft.take 1d8 damage and
142 damage each round thereafter for 10 rounds.

Wave of Grief. All within cone take 3 penalty on attacks,
saves, and checks.

Wither Limb. Caster reduces subject’s speed to 5 ft. or
‘makes it impossible for subject to use objects or cast
somatic spells





	Character
	
	Race
	
	Class
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	 Raughir
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	Alignment
	
	Deity
	
	Level
	
	Experience
	
	Penalty
	
	Character Record Sheet © J. Hirvonen

	 M
	
	 20
	
	 M
	
	 5’6”
	
	 120lbs
	
	 Gaunt
	
	 Pitch Black
	
	 Pale Grey
	
	 Right

	Gender
	
	Age
	
	Size
	
	Height
	
	Weight
	
	Skin
	
	Hair
	
	Eyes
	
	Handedness

	
	
	 Uruadum / Dogon Saunri

	
	
	

	Past
	
	Nationality / Region

	
	
	

	
	
	

	Appearance
	
	Clothing

	
	
	

	
	
	

	Personality / Behavior
	
	Notes

	ABILITY SCORES
	
	SAVING THROWS
	
	HIT POINTS
	22/22

	
	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
	
	14
	2
	
	
	
	
	FORT
	(CON)
	4
	=
	3
	+
	1
	+
	
	+
	
	+
	
	
	175
	
	350
	
	875

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

	CON
	
	12
	1
	
	
	
	
	WILL
	(WIS)
	7
	=
	3
	+
	4
	+
	
	+
	
	+
	
	
	LOAD
	
	SPEED
	MAX 

LOAD
	MAX DEX
	CHK PEN
	RUN

	INT
	
	16
	3
	
	
	
	
	SAVING THROW MODIFIERS
	
	66
	
	L
	30
	58
	-
	-
	-

	WIS
	
	18
	4
	
	
	
	
	
	
	SPEED
	
	M
	20
	116
	+3
	-3
	x4

	CHA
	
	16
	3
	
	
	
	
	
	
	30
	
	H
	20
	175
	+1
	-6
	x3

	

	ARMOR CLASS
	17
	=
	10
	+
	5
	+
	1
	+
	1
	+
	
	+
	
	
	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
	
	 Chainshirt, Masterwork
	M
	+4
	+4
	-1
	-
	30
	25

	
	-
	
	15
	
	AC MODIFIERS
	
	 Light Steel Shield, Masterwork
	S
	+1
	-
	0
	-
	-
	6

	
	ARCANE SPELL FAIL
	
	FLAT FOOTED
	
	
	
	 Dastana
	-
	+1
	-
	-1
	-
	-
	2

	
	-1
	
	11
	
	
	
	
	
	
	
	
	
	
	

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

	
	ATTACK BONUS MODIFIERS

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

	
	INITIATIVE MODIFIERS
	
	DEX MOD
	
	MISC MOD
	
	TOTAL 

ATTACK BONUS
	
	BASE

ATTACK BONUS
	
	ABI MOD
	
	SIZE MOD
	
	MISC MOD
	
	TEMP MOD
	
	

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

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

	
	
	
	
	
	=
	
	+
	
	+
	
	+
	
	+
	
	
	

	
	
	
	
	=
	
	+
	
	+
	
	+
	
	+
	
	
	

	WEAPONS
	ATTACK BONUS
	DAMAGE
	CRITICAL
	RANGE
	SIZE
	TYPE
	WGT

LBS
	NOTES & RELATED FEATS

	 Shortspear (Melee/Ranged)
	+4/+3
	1d6+2
	X2
	20
	M
	P
	3
	

	 Light Mace, Masterwork +1
	+5
	1d6+2
	X2
	-
	M
	B
	4
	 Masterwork Quality Gives +1 Att non-magical bonus

	 Punch Dagger
	+3
	1d4+2
	X3
	-
	S
	P
	1
	 Can not be thrown

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	 Hand Cross Bow, Masterwork
	
	
	
	
	
	
	
	 Bolts 20

	

	WEAPON PROFICIENCIES
	( ALL SIMPLE ( ALL MARTIAL
	
	COMBAT NOTES

	
	
	

	
	
	

	
	
	


	SKILLS
	
	SKILL POINTS PER LEVEL
	2
	+ INT MOD
	6
	CLASS SKILL MAX RANKS = CHARACTER LEVEL + 3

CROSS-CLASS SKILL MAX RANKS = (CHARACTER LEVEL + 3) / 2
	5/2
	( CAN BE USED UNTRAINED   ( ARMOR CHECK PENALTY APPLIES
	

	

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

	
	Appraise (
	
	3
	=
	
	+
	3
	+
	
	INT
	(
	
	
	Knowledge (History                )
	
	4
	=
	1
	+
	3
	+
	
	INT
	(

	
	Balance ((
	
	-1
	=
	
	+
	1
	+
	-2
	DEX
	(
	
	
	Knowledge
	(The Rift/Planes)
	
	7
	=
	4
	+
	3
	+
	
	INT
	(

	
	Bluff (
	
	3
	=
	
	+
	3
	+
	
	CHA
	(
	
	
	Knowledge
	(                      )
	
	
	=
	
	+
	3
	+
	
	INT
	(

	
	Climb ((
	
	0
	=
	
	+
	2
	+
	-2
	STR
	(
	
	
	Listen (
	
	4
	=
	
	+
	4
	+
	
	WIS
	(

	
	Concentration (
	
	7
	=
	6
	+
	1
	+
	
	CON
	(
	
	
	Move Silently ((
	
	-1
	=
	
	+
	1
	+
	-2
	DEX
	(

	
	Craft (   __________________
	
	
	=
	
	+
	3
	+
	
	INT
	(
	
	
	Open Lock
	
	
	=
	
	+
	1
	+
	
	DEX
	(

	
	Craft (   __________________
	
	
	=
	
	+
	3
	+
	
	INT
	(
	
	
	Perform (
	
	3
	=
	
	+
	3
	+
	
	CHA
	(

	
	Craft (
	
	
	
	=
	
	+
	3
	+
	
	INT
	(
	
	
	Profession
	
	
	=
	
	+
	4
	+
	
	WIS
	(

	
	Craft (
	
	
	
	=
	
	+
	3
	+
	
	INT
	(
	
	
	Profession
	
	
	
	=
	
	+
	4
	+
	
	WIS
	(

	
	Decipher Script
	
	
	=
	
	+
	3
	+
	
	INT
	(
	
	
	Profession
	
	
	
	=
	
	+
	4
	+
	
	WIS
	(

	
	Diplomacy (
	
	9*
	=
	6
	+
	3
	+
	(2)*
	CHA
	(
	
	
	Ride (
	
	1
	=
	
	+
	1
	+
	
	DEX
	(

	
	Disable Device
	
	
	=
	
	+
	3
	+
	
	INT
	(
	
	
	Search (
	
	1
	=
	
	+
	3
	+
	-2
	INT
	(

	
	Disguise (
	
	3
	=
	
	+
	3
	+
	
	CHA
	(
	
	
	Sense Motive (
	
	
	=
	
	+
	4
	+
	
	WIS
	(

	
	Escape Artist ((
	
	-1
	=
	
	+
	1
	+
	-2
	DEX
	(
	
	
	Slight of Hand (
	
	
	=
	
	+
	1
	+
	-2
	DEX
	(

	
	Forgery (
	
	3
	=
	
	+
	3
	+
	
	INT
	(
	
	
	Spellcraft
	
	8
	=
	5
	+
	3
	+
	2
	INT
	(

	
	Gather Information (
	
	3
	=
	
	+
	3
	+
	
	CHA
	(
	
	
	Spot (
	
	2
	=
	
	+
	4
	+
	-2
	WIS
	(

	
	Handle Animal
	
	
	=
	
	+
	3
	+
	
	CHA
	(
	
	
	Survival (
	
	4
	=
	
	+
	4
	+
	
	WIS


	(

	
	Heal (
	
	5
	=
	1
	+
	4
	+
	
	WIS
	(
	
	
	Swim ( (-1 for each 5 lbs. of gear)
	
	2
	=
	
	+
	2
	+
	
	STR
	(

	
	Hide ((
	
	-1
	=
	
	+
	1
	+
	-2
	DEX
	(
	
	
	Tumble (
	
	
	=
	
	+
	1
	+
	-2
	DEX
	(

	
	Intimidate (
	
	3*
	=
	
	+
	3
	+
	(2)*
	CHA
	(
	
	
	Use Magic Device
	
	
	=
	
	+
	3
	+
	2sc
	CHA
	(

	
	Jump ((
	
	0
	=
	
	+
	2
	+
	-2
	STR
	(
	
	
	Use Rope (
	
	1
	=
	
	+
	1
	+
	
	DEX
	(

	
	Knowledge (Religon                )
	
	9
	=
	6
	+
	3
	+
	
	INT
	(
	
	
	______________________
	
	
	=
	
	+
	
	+
	
	
	(

	
	Knowledge (Undead                )
	
	8
	=
	5
	+
	3
	+
	
	INT
	(
	
	
	
	
	
	=
	
	+
	
	+
	
	
	
	
	(

	
	Knowledge (Anatomy              )
	
	4
	=
	1
	+
	3
	+
	
	INT
	(
	
	
	
	
	
	=
	
	+
	
	+
	
	
	
	
	(

	
	Knowledge ( Arcana                )
	
	4
	=
	1
	+
	3
	+
	
	INT
	(
	
	
	
	
	
	=
	
	+
	
	+
	
	
	
	
	(

	

	SKILL MODIFIERS
	
	RACIAL TRAITS & CLASS FEATURES
	
	FEATS & BENEFITS
	
	LANGUAGES

	* +2 Dip/Intim vs Evil 
	
	 Fast Learner: +1 Feat, +1 Skill Points
	
	 Disciple of Darkness (+1 Luck on 1 roll/day)
	
	 Uruadumic

	@ -2 Spot, Search
	
	 Rebuke Undead 6/day +2 on Check
	
	 Evil Brand +2 Dip and Intim vs Evil Creature
	
	 Durnalian

	
	
	 Domains: Undead - (Dragon #312)
	
	
	
	 Drakklothian

	
	
	 +2 Turn Checks 
	
	
	
	 Rift Speak

	
	
	 Darkness - Gain Blind-Fight Feat (BoVD)
	
	
	
	

	
	
	 Willing Deformity -1 Spot, Search,
	
	
	
	

	
	
	   See Invisibility 1 min/day
	
	
	
	

	
	
	
	
	
	
	

	

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

	 Backpack
	Back
	2
	
	 Holy Symbol of Ruaghir (Silver)
	Chest
	-
	
	
	Copper pieces
	3

	 Rations 9 Days
	BP
	9
	
	 
	
	
	
	
	Silver pieces
	4

	 Candles x5
	BP
	-
	
	 Smokesticks x2
	Belt P
	1
	
	
	Gold pieces
	57

	 Scroll Case
	BP
	1
	
	 Alcehmist Fire x2
	Belt P
	2
	
	
	Platinum pieces
	

	 Paper x5
	SC
	-
	
	 Acid Flask x2
	Belt P
	2
	
	
	

	 Ink & Pen
	SC
	-
	
	 Everburning Torch x1
	BP
	1
	
	
	

	 Flint and Steel
	BP
	-
	
	 Unholy Water Flask
	Belt P
	1
	
	
	

	 Whetstone
	BP
	1
	
	
	
	
	
	
	

	 Belt Pouch
	Belt
	.5
	
	 Scrolls: Protection From Good,
	
	
	
	
	

	 Lockpicks
	BPouch
	.5
	
	 Doom, Cause Fear, Sorrow(BoVD)
	SC
	-
	
	
	

	 Wineskin (full) Generally Dropped
	Back
	4
	
	 
	
	
	
	
	

	 Drakkarian Greenleaf x2 1d6 Dmg P
	BPouch
	-
	
	
	
	
	
	
	

	 Akarian Cacoon x4 1d4Dmg P
	BPouch
	-
	
	
	
	
	
	
	

	 Vial Premade Poison x4 2d6
	BPouch
	-
	
	
	
	
	
	
	

	 Vial of Sweet Liquid 4
	BPouch
	-
	
	 Armor/Weapon Weight
	
	41
	
	
	

	
	
	
	
	 Gear Sub Total
	
	25
	
	
	

	
	
	
	
	 Total Weight Carried
	
	66
	
	
	

	

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

	 Domains: Undead & Darkness Save vs My Spells: 15 + Spell Level: Other Spells DC 14 + Spell LV

	

	

	


Dharack’s Prepared Spells:

(d) for Domain, * Cast

	0 Level
	1st Level
	2nd Level

	No Light 
	Bless 
	Hold Person

	Slash Tongue
	Heartache 
	Spores of the Vrock

	Detect Magic
	Cure Light Wounds 
	Dark Bolt (d)

	Read Magic
	Chill Touch (d) 
	

	
	
	


[image: image2.png]\Undead Domain
“The Undead domain is he province of
clerics with a bent for necromancy.
Wb the Death domain focuses on the
power of Ife and deah, this one
involves the creation and control of
undead creatures. Clerics with ths
domain can, n fte, become lords of
he walking dead.

Deites: Gods directly associared
with the undead and necromancy
should have access 10 fhis domain.

Granted Powers: You g a +2 com-
petence bonus on your urning checks
1o 1um or rebuke undead.




[image: image3.png]i —p i~

UNDEAD DOMAIN SPELLS

il Toueh: One fouch/lovel dels 16 damage and possibly 1 St domage.
Command Undead: Undead creature obeys your commands.

Animate Dead: Creates uead selefons and ombies,

Halt Undead: mmobikzes undead for 1 round/level

Slay Living: Touch aack ki subjct

reate Undead: Create ghous, ghsts, munies, o mohvgs

Undaath 10 Death: Dsirys da/evel HO of undead (mex 2004).

reate Grester Undead: Creste shadows, wraihs,species, or devoures,
Wi o the Banshee:Kis one creature/ove.

e




[image: image4.png]Darkness Domain
Deities: Graz', The Xammus.
Granted Power: Character gains the Blind-Fight fear.

Darkness Domain Spells

1 Darkvision. See 60 in tot darkness

2 Darkbolt. Deals 145 darmage/2 levels and stuns 1 round.

3 Deeper Darkness. Object sheds dbrolute darkness in
st radius.

+ Damning Darkness. Darkness deals cither 246 o 146
damage perround

5 Bards Black Tentacles. 144 +1/level tenvacls grapple
candomly within 15 .

& Wall of Force. Wall manifess 1s opague black wall, is
immune to damage.

7 Shadow Walk Step into shadow to travel rapidly

& Unterdark. 100 level adiusof dackness thatevl cres
tures can see throngh.

9 Sereen. lusion hides area from vision, serying



[image: image5.png]CLERIC SPELLS
O-Level Cleric Spells
No Light. Prevents normal light from illuminaing.
Preserve Organ. Protects one detached organ from decay
for 24 hours.
Slash Tongue. Subject akes 1 penalty on atacks, saves
and checks or t round.

Ist-Level Cleric Spells

‘Angry Ache, Subject akes -2 penalty on atack rolls

Drug Resistance. Subject s immune to adiction.

Extract Drug, Creates drug from inanimate object.

Heartache. Subject helplss for t round.

Sacrificial Skill. Caster gains +5 bonus on Knowledge
(religion) checks made during sacrifce

Slow Consumption. Caster absorbs health and sustennce.
from helpless subject

Sorrow. Subject takes 3 penalty on attacks, saves, and
checks

Spider Hand. Caster's hand begomes 2 Small monstous
spider.

Stupor. One helpless subjectis putn asate thatallows him.
10 be moved but take no other actions.

Suspend Discase. Keeps diseae from harming creature for
24 hours,

Tongue of Baalzebul. Caster gains +2 bonus on Bluff,
Diplomacy, and Gatbee Information checks




Undead Domain – Dragon Issue #312

Darkness Domain & List of Spells – Book of Vile Darkness

RP Notes: He proclaims, "I hear the Jackals as they march. Their taste for blood cannot be quenched. Their hunger cannot be satisfied! Their obedience to the master knows no equal!"
The Book of the Damned

No Light - "Acerbus comburo lux lumen. Umbras deprehendo nos." – Darkness comsume the light of day. Shadows overtake us.

Slash Tongue – ”Profatus contra gandis diabolus dominus domnoet dolor oportet frequento tui lingua!” -  Speak out against the great devil master and pain shall visist your tongue!

Hide from Undead – ” Vacuus ossis contineo haud animus. Vacuus capitis contineo haud oculus. Econtra lacuna tu I appareo!”  –Empty bones hold no soul. Empty heads hold no eyes. The same as empty space to you I become.

Heartache – ” Moeror supervenio tu!” – Sorrow overtake you!

Cure Light Wounds – ”Convalesco Raughir emanio venio hunc vulnus. Caruncula pario caruncula, ossis pario ossis, cruor pario cruor.” – Strength of Raughir flow into this wound. Flesh to spawn flesh, bone to spawn bone, blood to spawn blood.

Sorrow – ”Quoque infelicitas, secus miserabilis!”  –Too bad, so sad!

Bless – ”Abrogo animus absit damnod penetro tui viscus ac idoneus ivi tu imperv  frendo hostes hostium’s ossis  pulvis!” –Take the courage of the damed into your heart and the worthy of you shall grind the enemy's bones to dust!
Chill Touch – ”Frigus pulso letifer!” – The cold touch of death-dealing! 

Feat Collection

[image: image6.png]DISCIPLE OF DARKNESS (VILE]
‘The character formally supplicates himself 10 an archdevil
In teturn for this obedience, he gains a small measure of
power.

‘Benefit: Once per day; while performing an evil ac, the
character may cal upon his diabolic patron t0 add a +1 luck
bonus on any one die roll.

‘Special: Once a character akes this feat, he may not take
it sgain; he may not be the disciple of more than one devil
Nor may he take the Thrall to Demon fea.



[image: image7.png]EVIL BRAND (VILE]

“The character is physically marked forever as a servant of an
evil power greater than herself or as a villain who does not
care who knows that she secks only death, destruction, and
‘misery for others. The symbol is unquestionable in its per-
versity depicting s depravity o unthinkable thatll who sce
icknow bevonda doubi thatthe bearer s forever n the sway.
of the blackest powers.

Benefit: Evil creatures automatically recognize the
symbol now emblazoned upon the character asa sign of her
utter depravity or discipleship to 3 powerful patron,
although the specific identit of the parron is not revealed.
She gains 4 +2 circumstance bonus on Diplomacy and
Intimidate checks made against evil creatures.




Spell Collection
[image: image1.png]EONS
RAGONS



[image: image8.png]No Light
Transmuttion
Level: Bud 1,Clr 0, Sor/Wiz 0
Components: V. §
Casting Time: 1 action
Range: Close (25 ft.+ 5 /2 levels)
Area: 20-f-radius spread
Duration: 1 minute/level
Saving Throw: None
‘spell Resistance: No.

‘The caster creates an area o darkness.
Normallight sources cannot illumi-
nate the area,but darkvision allows 1
creature o see within the atea. Light
counters o light (and vice verss), lexv-
ing whatever light conditions nor-
mally prevail in the overlapping arcas
of the spells. Higherlevellight spells
counterand dispel o ight.

—



[image: image9.png]Slash Tonque
“Transmutaion [Evil
Level: Clr, Sor/Wiz 0
Components: ;S
Casting Time: 1 action
Range: Close (25 1.+ 5 ft/2 levels)
Target: One living crearure with a

tongue
Duration: 1 round
Saving Throw: Foritude negates
Spell Resistance: Yes

‘The subject’s tongue gets  thin cut.
“The subject rakes 1 point of dsmage
and takes 1 1 peralty on attack rols,
saving throws, sl checks, nd abilicy
checks on the fllowing round due to
the annoying pain.



[image: image10.png]Components: V, $, DF
Casting Time: 1 action

Range: Close (25 f. + 5 1/2 levels)
Target: One creature.

Duration: 1 round

Saving Throw: Will negares

Spell Resistance: es

The caster il the subject with heart.
wrenching sorrow that renders it
incapaciated for 1 round. The subject
cannot move or take actions and is
helpless for that round.




[image: image12.png]Heartache
Enchantment [Evil, Mind-Affecting]
Level: Clr 1, Mortal Hunter 1



[image: image11.png]Sorrow
Enchantment [Evil, Mind Affecting]
Level: Bed 1,Clr 1
Components: \§, M
Casting Time: 1 action
Range: Close (25 f.+ § /2 levels)
Target: One living creature
Duration: 1 round lovel
Saving Throw: Will negates
Spell Resistance: Yes

Grief and sadness overcome the sub-
ject. She takes a -3 morale penalty on
all attack rolls, saving throws, ability
checks, and skill checks.

Material Companent: A tear:




2nd Level

[image: image13.png]spores’ growth for its duration. Bless,
eutralize poison, or remove discase kills
the spores, as does sprinkling the
vietim with a vial of holy water
Arcane Material Component: The
feathers of an avian creature with an
Intelligence score of at least 3 (a
harpy, achaierai, or similar creature)



 

[image: image14.png]Spores of the Vrock
Conjuration (Creation) [Evil]
Level: Clr 2, Demonologist 1
Components: V, S, M/DF
CastingTime: 1 full round :
Area: 5-ft-radius, centered on

caster

Duration: Instantaneous
Saving Throw: Fortitude
negates

Spell Resistance: Yes

‘The caster summons a
mass of spores thar fill

the area around him.

“The spores deal 1d8 points
of damage to all crearures
within 5 feet other than
the caster. Then they
penetrate the skin and
grow, dealing an ad-
ditional 1d2 points of
damage each round for 10
rounds. At the end of this time, a

tangle of viny growths covers cach
subject. A delay poison spell stops the




