Kensington Daniels

Zandstra

Low-Light Vision

Player Name Character Name & Pathfinder Society Character Code VISION
Elf Medium  5ft1lin 111 lbs Black/Green
Race Faction Size Height Weight Hair/Eyes
5th Cleric/3rd Rogue Chaotic Neutral Calistria 124 years Female
Level/Class Alignment Deity Gender CharaCter Generator
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SPECIAL PROPERTIES Elven, Common, Draconic
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PROTECTION ABILITIES

ARMOR TYPE ARMOR BONUS MAX DEX BONUS Elf Traits (Core 22)

+2 Leather Light ¢ Elven Immunities: Elves are immune to magic sleep effects and

SPELL FAILURE SPEED EE SPECIAL PROPERTIES

get a +2 racial saving throw bonus against enchantment spells
and effects.

¢ Elven Magic: Elves receive a +2 racial bonus on caster level

SHIELD SHIELD BONUS VA DEX WEIGHT CHECK PENALTY SPELL TAILURE checks made to overcome spell resistance. In addition, elves

SPECIAL PROPERTIES

receive a +2 racial bonus on Spellcraft skill checks made to

identify the properties of magic items.
* Keen Senses: Elves receive a +2 racial bonus on Perception
skill checks.*

OTHER POSSESSIONS * Weapon Familiarity: Elves are proficient with longbows
uan B LOCATION WeT_1 quaw L LOCATION wer (including composite longbows), longswords, rapiers, and
1 |+1 Flaming Longsword Carried 4 K i .
- shortbows (including composite shortbows), and treat any
1 |[+1 Shortbow, composite (+1) Carried 2 . L .
- - weapon with the word “elven” in its name as a martial weapon.
1 |Masterwork Sling Carried 0 . . X i .
- e Low-Light Vision: You can see twice as far in conditions of
10 |Arrows Carried 1.5 o
- dim light.
1 |Thieves' tools, masterwork | Bandolier 2 .
Traits
1 |Bandolier Carried 0 .
- e Sacred Conduit (APG 329): Whenever you channel energy, you
2 |Potion of Cure Serious Wounds (CL: 5) Bandolier 0 i i
- - gain a +1 trait bonus to the save DC of your channeled
1 |Potion of Fly (CL: 5) Bandolier 0
- energy.*
1 |Handy Haversack Carried 5 L . .
- e Youthful Mischief (EoG 15): You gain a +1 trait bonus on
1 |Wand of Magic Missle (30 charges) Bandolier 0

Reflex saves*.

Class Features

e Armor and Shield Proficiency: You are proficient in Light and

Medium Armor. You are proficient with shields (excluding

tower shields.) *

* Weapon Proficiency: You are proficient with all Simple

weapons. Additionally you are proficient with the following

weapons: Crossbow, hand; Longbow; Longsword; Rapier; Sap;
Shortbow; Sword, short; Whip
e Aura (Core 39): A cleric of a chaotic, evil, good, or lawful

deity has a particularly powerful aura corresponding to the
deity’s alignment

e Favored Weapon (Core 39): You gain proficiency with the
favored weapon of your deity (whip)

e Channel Energy (Su): You can release a wave of positive energy

which either heals 3d6 of damage to living creatures or

damages undead creatures (Will Save DC 15). You can use this
abilty 5 times a day.

® Spontaneous Casting (Core 41): You can channel stored spell
energy into cure spells.

¢ Domain Powers: You gain the following domain powers:

o Trickery Class Skills (Core 48): You gain Bluff, Disguise,
Stealth as a class skills.*

® Copycat (Core 48): You can create an illusory double of
yourself as a move action. This double functions as a
single Mirror Image and lasts for 6 rounds or until the
illusory duplicate is dispelled or destroyed. You can use
this ability 5 times per day.

o Bit of Luck (Core 45): You can touch a willing creature as
a standard action. For the next round, any time the

EXPERIENCE / LEVEL target rolls a d20, he may roll twice and take the more

Armor, Shield and Slotted Items| 16
odified by its locatio Total Weight Carried| 28.5

LILLLUDY  Headband of Inspired Wisdom +2 ‘ < Py ‘ ™ ‘ favorable result. You can use this ability 6 times a day.
urren
NECK * Sneak Attack (Core 68): If your target would be denied its
RING (LEFT) ‘ 9gth Level ‘ 24 ‘ Dexterity bonus or you are flanking the target, on a
RING (RIGHT) ENCUMBRANCE successful hit you deal an additional 2d6 points of damage.
SHOULDERS e Trapfinding (Core 68): You add +1 to Perception skill checks
WRIST | 3 86 130 | made to locate traps and to Disable Device skill checks*. You
Ty S oS can use Disable Device to disarm magic traps.
WEALTH [0 Ibs] e Evasion (Core 68): If you make a successful Reflex saving
S
| 130 | 260 | 650 throw against an attack that normally deals half damage on a
T T o successful save, you take no damage. A helpless character
Shouno * Denotes bonuses or penalties already included in the calculations

Character Code: YAPCG 8142




ABILITIES (continued) CLASS ABILITIES/MAGIC ITEMS

does not gain the benefit of evasion. Channel Energy (Su)
® Rogue Talents (Core 68): You have acquired new skills. Only ooooao /day
one talent can be applied to any one attack.
 Survivalist (Ex) (APG 131): You add Heal and Survival to
i k Copycat
your list of class skills.* OoOoooo 0
e Trap Sense (Ex) (Core 69): You get a +1 bonus to Reflex save /day
to avoid traps and a +1 Dodge Bonus to Armor Class on attacks
made by traps Bit of Luck
Feats ooooo O /day
e Alertness (Core 117): You get a +2 bonus on all Perception and
Sense Motive skill checks. Increases to +4 if you have 10 or L
Magic Missle
more ranks.* 00000 00000 00000 00000
« Improved Initiative (Core 127): You get a +4 bonus on OooooOO0 oOO0o00 charges
initiative checks.*
e Turn Undead (Core 136): You can, as a standard action, use one Arrows
of your uses of channel positive energy to cause all undead ooooao ooooao

within 30 feet of you to flee for 1 minute, as if panicked
(Will Save DC 14).

o Stealthy (Core 135): You get a +2 bonus on all Escape Artist
checks and a +2 bonus on all Stealth checks.*

¢ Armor Proficiency, Medium (Core 118): You are proficient
wearing medium armor.

e Armor Proficiency, Light (Core 118): You are proficient
wearing light armor.

e Shield Proficiency (Core 133): When you use a shield, the
shield's armor check penalty only applies to Strength- and
Dexterity-based skills.*

Magic Items

¢ Headband of Inspired Wisdom +2 (Core 516): The headband grants
the wearer an enhancement bonus to Wisdom of +2.*

¢ Handy Haversack (Core 516): Put whatever you want in this bag.
Retrieving the item is a move action.

Handwritten Notes

* Denotes bonuses or penalties already included in the calculations
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ABILITIES (continued) ABILITIES (continued)

* Denotes bonuses or penalties already included in the calculations
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ABILITIES (continued) ABILITIES (continued)

* Denotes bonuses or penalties already included in the calculations
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CONDITIONAL DIFIERS

AC:
¢ +1 dodge - vs traps (Trap Sense)

Perception:
® +1 - to locate traps (Trapfinding)

Reflex:
® +1 - vs traps (Trap Sense)

Saving Throws:
* +2 racial - vs enchantment spells and effects (Elven Immunities)

Spellcraft:
* +2 racial - to identify properties of magic items (Elven Magic)




Spell Sheet

Spells per day

2 3 4 5 6 7 8 9

0 1
Character Name: Zandstra Class: Cleric (5th)
Concentration Check: 1420 +8
Prepared Spells Level Spell Name D School Range Save
conjuration (healing)
1 Cure Light Wounds | 14 Area Comp  Casting Time Duration
_
Prepared Spells Level Spell Na D School Range Save
I N
1 Disguise Self 14 Area Comp  Casting Time Duration
__
Prepared Spells Level Spell Na D School Range Save
_
1 True Strike 14 Area Comp  Casting Time Duration
__
Prepared Spells Level Spell Name D School Range Save
Cure Moderate conjuration (healing)
2 Wounds 15 Area Comp Casting Time Duration
_
Prepared Spells Level Spell Name D! Nelglele]] Range Save
2 Invisibility 15 Area Comp  Casting Time Duration
_
Prepared Spells Level Spell Name D! Nelglele]] Range Save
_
2 Augury 15 Area Comp Casting Time Duration
__
Prepared Spells Level Spell Name D! Nelglele]] Range Save
Cure Serious conjuration (healing)
3 Wounds 16 Area Comp Casting Time Duration
_
Prepared Spells Level Spell Name D! Nelglele]] Range Save
3 Locate Object 16 Area Comp  Casting Time Duration
Prepared Spells Level Spell Name D! Nelglele]] Range Save
| evoaation | personal | |
3 Borrow Fortune 16 Area Comp  Casting Time Duration SR
L1 V| dimmed Jumnconsseeed |
Prepared Spells Level Spell Name DC Nelglele]] Range Save
Area Comp  Casting Time Duration SR
N N A N
Prepared Spells Level Spell Name DC Nelglele]] Range
Area Comp  Casting Time Duration SR
N N A N
Prepared Spells Level Spell Name DC School Range
Area Comp  Casting Time Duration SR
N N A N
Prepared Spells Level Spell Name DC School Range
... [ |
Area Comp Casting Time Duration

Description

When laying your hand upon a living creature, you channel positive energy that cures 1d8+5 points of damage.
Since undead are powered by negative energy, this spell deals damage to them instead. An undead creature can
apply spell resistance, and can attempt a Will save to take half damage.

Description

You make yourself--including clothing, armor, weapons, and equipmen--look different. You cannot change your
creature type (although you can appear as another subtype). If you use this spell to create a disguise, you get a
+10 bonus on the Disguise check. A creature that interacts with the glamer gets a Will save to recognize it as an
illusion.

Description

You gain temporary, intuitive insight into the immediate future during your next attack. Your next single attack
roll (if it is made before the end of the next round) gains a +20 insight bonus. Additionally, you are not affected
by the miss chance that applies to attackers trying to strike a concealed target.

Description

When laying your hand upon a living creature, you channel positive energy that cures 2d8+5 points of damage.
Since undead are powered by negative energy, this spell deals damage to them instead. An undead creature can
apply spell resistance, and can attempt a Will save to take half damage.

Description

The creature or object touched becomes invisible. If the recipient is a creature carrying gear, that vanishes, too.
Items dropped or put down by an invisible creature become visible; items picked up disappear if tucked into the
clothing or pouches worn by the creature. Light, however, never becomes invisible.

Description

An augury can tell you whether a particular action will bring good or bad results for you in the immediate future.

Description

When laying your hand upon a living creature, you channel positive energy that cures 3d8+5 points of damage.
Since undead are powered by negative energy, this spell deals damage to them instead. An undead creature can
apply spell resistance, and can attempt a Wil save to take half damage.

Description

You sense the direction of a well-known or clearly visualized object. You can search for general items, in which
case you locate the nearest of its kind if more than one is within range. Attempting to find a certain item requires
a specific and accurate mental image.

Description

When you make a d20 roll, you may choose to immediately cast this spell to reroll that die before success or
failure is known, keeping the more favorable result. For the next two rounds following your casting of the spell,
you must roll two dice each time a d20 roll is called for, keeping the less favorable result.

Description

Description

Description

Description
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