
CHARACTER NAME PLAYER REGION

CLASS RACE GENDER ALIGNMENT DEITY

SIZE TYPE AGE HEIGHT WEIGHT EYES HAIR

CONDITIONAL MODIFIERS
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4 Medium Humanoid (Elf) 0

Xen'drik

Ex-Druid Elf(High) Female Chaotic Good
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Gems

Art 22+

CP 19-21

10-12PP

16-18SP

GP 210 13-15

7-9

LIFT OVER 
HEAD

LIFT OFF 
GROUND

PUSH 
DRAG

MONEY

2d6

1-3 If your cleric level is double 
the HD of the undead or 

more, the undead are 
destroyed/commanded 

rather than turned/rebuked. 
Dispelling rebuking/turning 
works like turning/rebuking, 

but you must equal or 
exceed the check result of 

the cleric who 
rebuked/turned.

230 575 Up to 0

4-6

115

2d6
Turning/Re

buking 
Most Powerful Undead

Affected(Max HD) # of HD Turned/Rebuked

LIGHT 
LOAD

Used

MED LOAD
HEAVY 
LOAD

Turning/Rebuking 
Check Modifier39–76 77–115

Times/Day
1–38

CARRYING INFO TURN/REBUKE ATTEMPTS

11 38 76

Elven

Common
Druidic

TOTAL WEIGHT CARRIED 35

NOTES LANGUAGES

Potion of Shillelagh
Potion of Cure Light Wounds (2)
Cloak of Resistance +1 1
MW Scimitar 4
Amulet of Natural Armor +1

ITEM Wgt ITEM Wgt

15%
SPECIAL PROPERTIES

OTHER POSSESSIONS

Heavy wooden shield +2 10 –2
SHIELD/PROTECTIVE ITEM ARMOR BONUS WEIGHT CHECK PENALTY SPELL FAILURE

+0 15% 30 20

+4 +5
ACP SPELL FAILURE SPEED WEIGHT SPECIAL PROPERTIES

Xen'drik Expeditions 6000/10000
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 light and medium armor, and all shields(except tower shields) (but cannot 
wear any armor made of metal)
• Proficient with Club, Dagger, Dart, Longbow, Composite Longbow,
  Longsword, Quarterstaff, Rapier, Scimitar, Shortbow, Composite Shortbow,
  Shortspear, Sickle, Sling, Spear.
• Restricted Spells: cannot cast Lawful or Evil spells.
• Spontaneous Casting: Can spontaneously cast summon nature's ally
  spells, by sacrificing a pre-prepared spell of equal or higher level.
• Animal Companion(Ex): You have selected a Wolf as your animal
  companion.
• Nature Sense(Ex): You gain a +2 bonus on Knowledge(nature) and
  Survival checks.
• Wild Empathy(Ex): You can make a check(1d20+6) to improve the
  attitude of an animal. You must be within 30 feet of the animal, and it
  generally takes one minute to perform the action.
• Woodland Stride(Ex): You can move through natural thorns, briars, etc. at
  full speed and without suffering damage or impairment. Magically
  overgrown areas still hamper you.
• Trackless Step(Ex): You leave no trail in natural surroundings, and cannot
  be tracked unless you choose to.
• Resist Nature's Lure(Ex): +4 to saving throws against the spell-like abilities
  of fey creatures.
–– FEATS ––
• Action Surge (ECS 50)
• Warden Initiate (ECS 62)

ARMOR/PROTECTIVE ITEM TYPE ARMOR BONUS MAX DEX BONUS

+1 Studded Leather Light



Ally spells last an additional round. 

under the effect of the Magic Fang  spell for the

duration of the adventure. All Summon Nature's 

Both miniatures are required for the miniature unlock.

The PC's animal companion is treated as being

DRAGON QUEEN 18/60) & Timber Wolf Lesser Restoration

(DEATHKNELL 27/60)

Miniature Unlock: Kindred Spirits

Miniatures: Warden of the Wood (WAR OF THE Level 2: Bull's Strength, Flaming Sphere,

Level 1: Charm Animal, Cure Light Wounds,

Goodberry, Produce Flame

Level 0: Cure Minor Wounds, Detect Magic,

    15           2             2                1 Guidance, Know Direction, Light

SPECIAL ABILITIES/FEATS ADDITIONAL NOTES

Save DC     Level      Spells/day      Bonus Spells Typical Spells:
    13           0             5                -

    14           1             3                1


