Jiri David

CHARACTER PLAYER

Garundi (Human) Medium Male 6'4" 190 Ibs  black dark brown  tawny
RACE & LA SIZE GENDER HEIGHT WEIGHT HAIR EYES SKIN

20 Lawful Neutral Pharasma Sethis, Osirion

AGE ALIGNMENT DEITY HOMELAND & BACKGROUND OCCUPATION

Common, Modern Osiriani, Ancient Osiriani, Celestial, Kelish
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RESISTANCES

ARMOR & WEAPONS

ARMOR NAME & DESCRIPTION ACBONUS MAX DEX PENALTY SPELLFAIL TYPE  WEIGHT
amor Studded leather 3 5 -1 0 Lt 20.0
SHIELD

WEAPON NAME & DESCRIPTION ATTACK MODIFIERS DAMAGE CRITICAL RANGE  TYPE  WEIGHT AMMO & NOTES
quarterstaff 1d6/1d6 20,x2 B 4.0
daggers 1d4 19-20,x2 | 10 P,S 1.0
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FEATS & SPECIAL ABILITIES FEATS & SPECIAL ABILITIES

NAME USES/DAY USED NAME USES/DAY USED

Jiri is a devoted, young priest in the Osiriani branch of the

Church of Pharasma. He is favored by the high priests to

ascend the ranks of the theocracy in due time.

EQUIPMENT & MAGIC ITEMS EQUIPMENT & MAGIC ITEMS

8 ITEM QTY / USES| WGT N/A WEIGHT 8 ITEM QTY / USES| WGT N/A WEIGHT

Holy Symbol of Pharasma - Spiral

The Bones Land in a Spiral (Holy Book of Pharasma)

WORN MAGIC ITEM EQUIPMENT BAGS & CONTAINERS

EQUIPMENT SLOTS FOR MAGIC ITEMS ® CONTAINER VOLUME/WElGHT L|M|T/NOTES WEIGHT
BELT:
BODY:
CHEST:
EYES:
reer CURRENCY TREASURE CARRIED
) CARRIED CARRIED WGT N/A STORED ® TREASURE WEIGHT
HANDS: PLATINUM
HEAD: GOLD
HEADBAND: SILVER
NECK: COPPER
LOADS & LIFT
RING: LIGHT MEDIUM HEAVY LIFT ABOVE LIFT OFF DRAG &
N LOAD LOAD LOAD HEAD GROUND PUSH
YT T | 5 | o7 | 100 160 | 200" | 500
ARMOR & MODIFIED
SHOULDERS: WEAPONS CURRENCY | EQUIPMENT MisC TOTAL 0 0 o 0 0 0
WRIST: 25.0 0.0 0.0 250 CURRENT LOAD LIGHT A Mebium O HEavy O
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BLOODLINES & PATRONS
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Lzz)ﬂ A Bleed - Cause a stabilized creaturrthE)&::sC::(:dying. Necsrzr(;);ncy o o - "
0 Create Water - Creates 2 gallons/level of pure water. Conjuration
0 Detect Magic - Detects spells and magic items within 60 ft. Divination
0 Detect Poison - Detects poison in one creature or object. Divination
0 Enhanced Diplomacy - Touched creature gains +2 on one Diplomacy or Intimidate check. | Divination
0 Guidance - Touched creature gains +1 on one attack roll, saving throw, or skill check. | Divination
0 Light - Object shines like a torch. Evocation
0 Mending - Makes minor repairs on an object. Transmutation
0 Purify Food and Drink - Purifies 1 cu. ft./level of food or water. Transmutation
0 Read Magic - Read scrolls and spellbooks. Divination
0 Resistance - Touched creature gains +1 on saving throws. Abjuration
0 Stabilize - Cause a dying creature to stabilize. Conjuration
0 Virtue - Touched creature gains 1 temporary hp. Transmutation
1 Cause Fear - One creature of 5 HD or less flees for 1d4 rounds. Necromancy
1 Comprehend Languages - You understand all spoken and written languages.| Divination
1 Bless - Allies gain +1 on attack rolls and saves against fear. Enchantment
1 Bless Water - Makes holy water. Transmutation
1 Command - One subject obeys selected command for 1 round. Enchantment
1 Cure Light Wounds - Cures 1d8 damage + 1/level (max +5). Conjuration
1 Detect Chaos/Evil/Good/Law - Reveals creatures, spells, or objects of selected alignment. | Divination
1 Doom - One subject takes —2 on attack rolls, damage rolls, saves, and checks. | Necromancy
1 Enhance Water - Turn water into alcohol. Transmutation
1 Inflict Light Wounds - Touch deals 1d8 damage +1/level (max +5). Necromancy
1 Know the Enemy - Gain +10 on a monster Knowledge check. Divination
1 Protection from Chaos/Evil/Good/Law - +2 to AC & saves + more vs selected alignment. | Abjuration
1 Remove Fear - Suppresses fear or gives +4 on saves against fear for one subject + one per four levels. |  Abjuration
1 Sanctify Corpse - Prevent a corpse from becoming an undead creature. Evocation
1 Summon Monster | - Summons extraplanar creature to fight for you. Conjuration
1 Touch of Truthtelling - As zone of truth, but others know the target is affected by the spell. | Enchantment
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