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Skills marked with ¹ can be used normally even if the character has zero (0) skill ranks.
Skills marked with  are cross-class skills.
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4'11" 103 lbs4 Medium Humanoid (Elf) 148

Cleric Elf(High) Male Neutral Good The Sovereign Host
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Art 22+

6
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4
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LIFT OVER 
HEAD

LIFT OFF 
GROUND

PUSH 
DRAG

MONEY

2d6+4

1-3 1 If your cleric level is double 
the HD of the undead or 
more, the undead are 
destroyed rather than 

turned. Dispelling rebuking 
works like turning, but you 
must equal or exceed the 
check result of the cleric 

who rebuked.

2

260 650 Up to 0

4-6

0130

2d6+4
Turning 
Check

Most Powerful Undead
Affected(Max HD) # of HD Turned

LIGHT 
LOAD

Used

MED LOAD
HEAVY 
LOAD

Turning Check 
Modifier +0

44–86 87–130
Times/Day 3

1–43

CARRYING INFO TURN ATTEMPTS

12 43 86

Common
Elven

TOTAL WEIGHT CARRIED 39

NOTES LANGUAGES

Candle
Chalk
Ink
Flint & steel
20  Arrows 3
Backpack 5

Spell Components 1
Potion of Cure Light Wounds (x2)

Holy Symbol - Wooden
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OTHER POSSESSIONS

Masterwork Buckler +1 5 +0
SHIELD/PROTECTIVE ITEM ARMOR BONUS WEIGHT CHECK PENALTY SPELL FAILURE

–1 20% 30 25

+5 +4
ACP SPELL FAILURE SPEED WEIGHT SPECIAL PROPERTIES

SPECIAL ABILITIES/FEATS
–– RACE ABILITIES ––
• +2 Dexterity, -2 Constitution
• Base land speed of 30 feet.
• Low-Light Vision
• Immunity to sleep effects
• +2 racial bonus on saving throws against Enchantment spells or
  effects.
• +2 racial bonus on Listen, Search, and Spot checks
• Automatic Searching: Passing within 5 feet of a secret or concealed
  door entitles you to a free Search check, as if you were actively
  looking for it
• Proficient with rapier, longsword, and all bows (except crossbows).
• Favored Class: Wizard
–– CLASS ABILITIES ––
• Proficient in all armor, and all shields(except tower shields)
• Proficient with all simple weapons, and with Longbow, Composite Longbow,
  Longsword, Rapier, Shortbow, Composite Shortbow.
• Aura of Good(Ex): You have a moderate aura of Good.
• Spontaneous Casting: Can spontaneously cast cure spells, by sacrificing
  a pre-prepared spell of equal or higher level.
• Restricted Spells: cannot cast Evil spells.
• Turn Undead(Su): Can turn undead 3 times per day. A turning
  check is made on 1d20; turning damage is equal to 2d6+4 on a
  successful check.
–– FEATS ––
• Point Blank Shot (PHB 98)
• Precise Shot (PHB 98)

ARMOR/PROTECTIVE ITEM TYPE ARMOR BONUS MAX DEX BONUS

+1 Chain shirt Light



effect which hamper movement and mobility.

Survival is added to your class skills). 

You must abide by the new roll.); Travel (For 1

round per day, you can ignore all magical

Domains: Luck (You have good fortune. Once

per day you can reroll any roll you have made.

2nd level spells:
Aid; Cure Moderate Wounds; Lesser restoration

must accept the result of the new roll. 

Once per adventure you may spend an action

point to reroll any ranged attack roll. You

Miniature: Steelheart Archer (WAR DRUMS 22/60)

Cure Light Wounds, Longstrider Miniature Unlock: Heroic Aim

Bless, Magic weapon, Protection from Evil, 
1st level spells:

Detect Magic, Read Magic

    13              1               3+1                1

0-level spells:     14              2               2+1                1
Cure Minor Wounds, Light; Resistance,

SPECIAL ABILITIES/FEATS ADDITIONAL NOTES

Typical Spells Save DC     Level     Spells/day     Bonus Spells

    12              0               5                    -


