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	Character
	
	Race
	
	Class
	
	

	Lawful Good
	
	Mahabhalla
	
	6
	
	17674/21000
	
	0
	
	

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

	Female
	
	23
	
	M
	
	5’8”
	
	125lbs
	
	Tanned
	
	Black
	
	Brown
	
	Right

	Gender
	
	Age
	
	Size
	
	Height
	
	Weight
	
	Skin
	
	Hair
	
	Eyes
	
	Handedness

	Is the grandaughter of Baldev, and daughter of Tushar Prasad.
	
	 Bhalluka/House Prasad

	Raised as a Devapala with a mix of her family’s Kshaitrya/Brahmin heritag
	
	

	Past
	
	Nationality / Region

	
	
	Pious clothing for a Devapala, either her battle armor or simple robes.

	
	
	

	Appearance
	
	Clothing

	
	
	Is Shamad’s cohort.

	
	
	

	Personality / Behavior
	
	Notes

	ABILITY SCORES
	
	SAVING THROWS
	
	HIT POINTS
	57/57

	
	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
	
	16
	+3
	
	18
	+4
	
	FORT
	(CON)
	+6
	=
	5
	+
	1
	+
	
	+
	
	+
	
	
	130
	
	460
	
	1150

	DEX
	
	14
	+2
	
	16
	+3
	
	REF
	(DEX)
	+5
	=
	2
	+
	2
	+
	
	+
	
	+
	
	
	1 x MAX LOAD
	
	2 x MAX LOAD
	
	5 x MAX LOAD

	CON
	
	12
	+1
	
	
	
	
	WILL
	(WIS)
	+10
	=
	5
	+
	3
	+
	
	+
	
	+
	
	
	LOAD
	
	SPEED
	MAX 

LOAD
	MAX DEX
	CHK PEN
	RUN

	INT
	
	10
	0
	
	
	
	
	SAVING THROW MODIFIERS
	
	70
	
	L
	20
	76
	-
	-
	X4

	WIS
	
	17
	+3
	
	
	
	
	 8* Strength of Mind
	
	SPEED
	
	M
	20
	153
	+3
	-3
	X4

	CHA
	
	10
	0
	
	
	
	
	
	
	20
	
	H
	15
	230
	+1
	-6
	X3

	

	ARMOR CLASS
	17
	=
	10
	+
	5
	+
	0
	+
	2
	+
	
	+
	
	
	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
	
	 Serpentscale Mail, MW
	M
	+5
	+4
	-3
	20
	20
	25

	
	20%
	
	15
	
	AC MODIFIERS
	
	
	
	
	
	
	
	
	

	
	ARCANE SPELL FAIL
	
	FLAT FOOTED
	
	 9* Dodge
	
	 
	
	
	
	
	
	
	

	
	-3
	
	12
	
	
	
	
	
	
	
	
	
	
	

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

	
	ATTACK BONUS MODIFIERS

	INITIATIVE
	2
	=
	2
	+
	
	
	ATTACK BONUSES
	
	BASE ATTACK BONUS
	4
	
	

	
	INITIATIVE MODIFIERS
	
	DEX MOD
	
	MISC MOD
	
	TOTAL 

ATTACK BONUS
	
	BASE

ATTACK BONUS
	
	ABI MOD
	
	SIZE MOD
	
	MISC MOD
	
	TEMP MOD
	
	

	
	
	MELEE
	(STR)
	7
	=
	+4
	+
	3
	+
	
	+
	
	+
	
	
	

	
	
	RANGED
	(DEX)
	6
	=
	+4
	+
	2
	+
	
	+
	
	+
	
	
	

	
	
	GRAPPLE
	(STR)
	7
	=
	+4
	+
	3
	+
	
	+
	
	+
	
	
	Action Points

	
	RAY
	   (DEX)
	6
	=
	+4
	+
	2
	+
	
	+
	
	+
	
	
	

	WEAPONS
	ATTACK BONUS
	DAMAGE
	CRITICAL
	RANGE
	SIZE
	TYPE
	WGT

LBS
	NOTES & RELATED FEATS

	 Vita
	+8/+7
	1d8 + 3
	X3
	20ft
	M
	P
	6
	

	 Tulwar
	+7
	1d6 + 3
	18-20/x2
	-
	M
	   P
	4
	

	 Kriss
	+7/+6
	1d4 + 3
	19-20/x2
	10ft
	M
	S
	1
	

	 Shortbow
	+6
	1d6
	X3
	60ft
	M
	P
	2
	 Quiver: 14/15, Masterwork: 5/5, 3lbs

	 Ki Frenzy (Vita)
	+5/+5
	1d8 + 3
	X3
	20ft
	M
	P
	-
	 Ki Frenzy

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	

	WEAPON PROFICIENCIES
	( ALL SIMPLE ( ALL MARTIAL
	
	COMBAT NOTES

	 All Simple & Martial, All Armor (No Shields)
	
	 1* Ki Frenzy: 4/4, 3* Power Attack: -6 att / +6 dmg

	
	
	

	
	
	


	SKILLS
	
	SKILL POINTS PER LEVEL
	3
	+ 0
	3
	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 (
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Knowledge: Psionics
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Climb ((
	
	
	=
	
	+
	
	+
	
	STR
	(
	
	
	Knowledge: Religion
	
	9
	=
	9
	+
	0
	+
	
	INT
	(

	
	Concentration (
	
	11
	=
	9
	+
	2
	+
	
	CON
	(
	
	
	Knowledge: The Planes
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Craft (   __________________
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Listen (
	
	
	=
	
	+
	
	+
	
	WIS
	(

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

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

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

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

	
	Diplomacy (
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Profession
	
	
	=
	
	+
	
	+
	
	WIS
	(

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

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

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

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

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

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

	
	Heal (
	
	9
	=
	6
	+
	3
	+
	
	WIS
	(
	
	
	Spellcraft
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Hide ((
	
	
	=
	
	+
	
	+
	
	DEX
	(
	
	
	Spot (
	
	
	=
	
	+
	
	+
	
	WIS
	(

	
	Intimidate (
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Survival (
	
	
	=
	
	+
	
	+
	
	WIS


	(

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

	
	Knowledge: History
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Khana-Jangi
	
	3
	=
	3
	+
	0
	+
	
	CHA
	(

	

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

	 ¥ +2 Synergy Bonus
	
	 1* Ki Frenzy, 2* Weapon Focus (Vita), 3* Power Attack, 4* Cleave, 5* Deflect Arrows
	
	 Common

	
	
	 6* Diehard, 7* Extra Rage (Frenzy), 8* Strength of Mind, 9* Dodge
	
	

	 1a* Fast Learner
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	TRAITS

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	

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

	 MW rucksack, hide & heavy cord^
	worn
	3
	
	 Ointment of Healing: 1d8+2 (2 d)
	rksak
	-
	
	
	Copper Pieces
	

	
	
	
	
	 Waterskin
	Rksak
	4
	
	
	Silver Pieces
	

	 MW Healer’s Kits (14 d) (20 d)
	rksak
	2
	
	 Gravebane, flask @
	rksak
	1
	
	
	Gold Pieces
	

	 Traveler’s Outfit
	worn
	1
	
	 Fleetfoot, vial* @
	rksak
	-
	
	
	Platinum Pieces
	

	 Tanglefoot bag* (in outer pouch)
	rksak
	4
	
	 Alchemical components, unusual @
	Qtrs
	.5
	
	 Crushed Diamonds 
	5

	 Twine, 50’ roll*
	rksak
	-
	
	 Alchemical components, rare @
	Qtrs
	.5
	
	 Strand of Prayer Beads
	*

	 Flint & Steel
	rksak
	-
	
	 Potion Cure Serious Wds 3d8+3 (3)
	rksak
	-
	
	
	

	 Stonebreaker acid, flask (2) @
	rksak
	2
	
	 Holy symbol, wooden
	worn
	-
	
	
	

	 Tindertwigs (10)
	rksak
	-
	
	 Holy water, flask 4 @
	rksak
	4
	
	
	

	 Smoke stick
	rksak
	.5
	
	 Whetstone
	rksak
	1
	
	
	

	 Candles, insectbane* (5)
	rksak
	-
	
	 Scroll cache pouch
	worn
	1
	
	
	

	 Candle, focusing*
	Qtrs
	1
	
	
	
	
	
	
	

	 Candle, restful*
	rksak
	1
	
	 Nycoptic Manuscripts
	scroll p
	.5
	
	
	

	 Sickle
	rksak
	2
	
	 ^ see Equipment notes
	
	
	
	 Armor and Weapon Weight
	41

	
	
	
	
	 *Arms and Equipment Guide
	
	
	
	 Gear SubTotal Weight
	29

	
	
	
	
	 @ - in separate protected pouches
	
	
	
	 Total Weight Carried
	70

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

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

	DCs
	
	0
	N/A
	1
	14
	2
	
	3
	
	4
	
	5
	
	6
	
	7
	
	8
	
	9
	

	DOMAINS
	
	 N/A


	SPELLS MEMORIZED

	
	1st
	2nd
	3rd
	4th

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	


	SPELLS MEMORIZED

	5th
	6th
	7th
	8th
	9th

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	


SPELLS KNOWN:

1st: Attraction, Bane, Bless, Detect Chaos/Law, Divine Favor, Doom, Endure Elements, Magic Weapon, Protection from Chaos, Resistance, Shield of Faith, Virtue, Weapon Bless

FEATS:

1* Weapon Focus (Vita) (1st Lvl Sohei)

2* Power Attack (1st Lvl Sohei)

3* Powre Attack (1st Lvl Human)

4* Cleave (1st Lvl Character)

5* Deflect Arrows (2nd Lvl Sohei)

6* Diehard (3rd Lvl Sohei)

7* Extra Rage (Frenzy) (3rd Lvl Character)

8* Strength of Mind (5th Lvl Sohei) – Immune to stun and sleep

9* Dodge (6th Lvl Character)

Void Use - As per the Rokugan d20 Setting Rule Book

You have the ability to spend and use void points, and you each begin with 2 void points.

On any d20 roll you may spend a void point to gain a +2 on the roll. You must declare this use before rolling. As a free action on your turn you may spend a void point to gain a +2 void bonus to your AC until the start of your next turn. You may not spend more than 1 void point on any roll per turn.

Void use requires a great deal of focus, so a frightened, raging or panicked character may not spend void for any reason.

All void points are recovered after 8 hours of restful sleep. They may also be gained after and hour of meditation and a concentration or autohypnosis check (DC 20)

Strand of Prayer Beads: (Bead of Healing, Bead of Karma, Bead of Warning): This normal looking strand of prayer beads is far more than that. The common red beads are set among three larger ornate beads that are evenly placed around the 12 inch strand. When one with a connection to the divine holds these beads, or wears them on their person, they might call on the divine power with great skill. Each of the three beads has different abilities, and the beads while found among the dead of Saurama are not attuned to The Destroyer, they simply augment the Brahmins own connection with which ever Deva they pray to. The three beads are as follows” (Activating any ability is a standard action or as per the spell).

The Bead of Karma – Useable 1/day. Lasts 10 mins. All divine spells cast are at +4 Caster Levels. 

The Bead of Healing – Usable 1/day. May cast  Cure Serious Wounds, Remove Blindness/Deafness or Remove Disease. 

The Bead of Warning – Useable 1/day. May cast Warning. 

Scroll Cache Pouch: This scroll satchel is designed to hold scrolls and parchments in such away as to make drawing them from it a snap. When a scroll is placed in the pouch properly, it can later be removed without placing the user at risk during a fight. This ‘quick draw’ feature is certainly desirable by any spell caster in combat. (Swift Action to draw scroll. No AoO to draw from this pouch. Full round action to place a scroll in the pouch. It can hold 12 scrolls.).

Nycoptic Manuscripts: Twin papyrus scrolls that are inscribed with ancient tales and cryptic prophecies by and anonymous and certainly insane author. Despite their dubious accuracy the manuscripts contain many useful descriptions of necromantic spells. Consulting these manuscripts while doing research on the subject would certainly be helpful; Grant +5 Bonus to Knowledge (arcana) checks relating to necromancy if the researcher has 1d4 rounds to consult the manuscripts.

Sharma’s Prayer Book: +1 Effective Level for Turn Undead; Cast 1/day Resistance, Cast as Reader’s Level as Scroll Once Total – Detect Undead (1st), Invisibility to Undead (1st). Gift from the Temple of Mahabhalla. 

