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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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5'4" 145 lbs4 Medium Humanoid (Elf) 20

Covenant of Light
Cleric Half-Elf Male Neutral Good The Sovereign Host
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4
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LIFT OVER 
HEAD

LIFT OFF 
GROUND

PUSH 
DRAG

MONEY

2d6+6

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

200 500 Up to 0

4-6

0100

2d6+6
Turning 
Check

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

LIGHT 
LOAD

Used

MED LOAD
HEAVY 
LOAD

Turning Check 
Modifier +2

34–66 67–100
Times/Day 9

1–33

CARRYING INFO TURN ATTEMPTS

10 33 66

Elven

Common
Celestial

TOTAL WEIGHT CARRIED 51

NOTES LANGUAGES

Alchemist Fire (flask x2)
Potion of Shield of faith +2
Holy Water (2 Vials)
Cold Iron Crossbow Bolts (x20)
Holy Symbol - Wooden
Cleric's Vestments 6

ITEM Wgt ITEM Wgt

15%
SPECIAL PROPERTIES

OTHER POSSESSIONS

Masterwork Heavy steel shield +2 15 –1
SHIELD/PROTECTIVE ITEM ARMOR BONUS WEIGHT CHECK PENALTY SPELL FAILURE

–3 25% 20 30

+5 +3
ACP SPELL FAILURE SPEED WEIGHT SPECIAL PROPERTIES

Xen'drik Expeditions 6,000
SPECIAL ABILITIES/FEATS

–– RACE ABILITIES ––
• Base land speed of 30 feet.
• Low-Light Vision
• Immunity to sleep effects
• +2 racial bonus on saving throws against Enchantment spells or
  effects.
• +1 racial bonus on Listen, Search, and Spot checks
• +2 racial bonus on Diplomacy and Gather Information checks.
• Elven Blood: can use items keyed towards elves
• Base Outcast Rating: 1
• Favored Class: Any
–– CLASS ABILITIES ––
• Proficient in all armor, and all shields(except tower shields)
• Proficient with all simple weapons.
• 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 9 times per day. A turning
  check is made on 1d20+2; turning damage is equal to 2d6+6 on a
  successful check.
–– FEATS ––
• Combat Casting (PH 92)
• Extra Turning (PH 94)

ARMOR/PROTECTIVE ITEM TYPE ARMOR BONUS MAX DEX BONUS

+1 Scale mail Medium



moderate wounds, 

2nd level spells: result of this new roll. 
Aid, Hold person, Lesser restoration, Cure 

Once per day you may spend a turn attempt

to reroll a failed Will save. You must accept the

Miniature: Cleric of Syreth (WAR OF THE 

DRAGON QUEEN 03/60)

Miniature Unlock: Radiant Soul

Bless; Magic weapon; Protection from Evil; Remove Fear turned are destroyed instead). 
Cure light wounds

undead attempt. The greater turn undead functions

1st level spells: like a regular turn undead except that any undead

caster level); Sun (Once per day you may perform

a greater turning attempt in place of a regular turn

Domains: Healing (You cast healing spells a +1

     14             1           3+1                   1

0-level spells:      15             2           2+1                   1

Light; Reistance; Guidance; Detect magic; Read magic

SPECIAL ABILITIES/FEATS ADDITIONAL NOTES
Faction Bonus: Blessing of Light

5/day relieves fatigue, exhaustion, sickening Save DC    Level    Spells/day    Bonus Spells

and immediate new save against poison and disease      13             0           5                       -       


