Agrij Agranni









PC #2

Race:
Dwarf

Class:
Cleric/Fighter
Level:
12/3

Alignment: NG

Deity: Maruk

Core Abilities

Ability
Score
Modifier

Strength
16 (20)
+5

Dexterity
10
-

Constitution
16
+3

Intelligence
12
+1

Wisdom
16
+3

Charisma
14
+2

Saving Throws

Type
Base

Save
Ability

Modifier
Misc.
Total

Reflex (Dex)
+5
-
+2
+7

Fortitude (Con)
+11
+3
+2
+16

Will (Wis)
+9
+3
+2
+14

Save Notes: additional +2 vs. poison, additional +2 vs. spells 

Armor Class

Total
Base
Armor

Bonus
Shield

Bonus
Dexterity

Modifier
Size

Modifier
Misc.

Modifier

24
10
+10
+4
-
-
-

Flat-footed
25

Touch
10
Gauntlets: Yes

Hit Points




    Initiative Modifier


 Experience 

Maximum
Current

Total
= Dex.

Mod.
+ Misc.

Mod.

Current
Goal

116


+0
-
-

105,000
120,000

Melee Attack Modifiers (Grapple: +17)




   
Ranged Attack Modifiers
Total

Base

Attack
STR

Mod.
Size

Mod.
Misc.

Mod.

Total

Base

Attack
DEX

Mod.
Size

Mod.
Misc.

Mod.

+17/+12/+7
+12/+7/+2
+5
-
-

+12/+7/+2
+12/+7/+2
-
-
-

Weapons Chart

Weapon


Attack
Damage
Crit
Range
Size
Type

+3 thundering dwarven waraxe
+21/+16/+11
1d10+8
x3
-
M
S

+2 heavy crossbow (with masterwork bolts)
+15
1d10+2
19-20/x2
120 ft
M
P

Masterwork cold-iron light hammer
+18/+13/+8
1d4+6
x2
20 ft
M
B

+2 heavy shield of bashing
+14
1d8+7
x2
-
M
B

Character Skills









Skill
Total
= Ability 

Mod.  
+ Rank
+ Misc. Mod.

Skill
Total
= Ability 

Mod.  
+ Rank
+ Misc. Mod.

Climb
-2
+5
-
-7

Spellcraft
+9
+1
+8
-

Concentration
+15
+3
+12
-

Spot
+3
+3
-
-

Craft (weaponsmith)
+12
+1
+6
+5

Swim
+8
+5
+3
-

Heal
+17
+3
+10
+4







Jump
+8
+5
+3
-







Knowledge (religion)
+13
+1
+12
-







Listen
+3
+3
-
-







Search
+1
+1
-
-







Heroic Feats








Languages

Cleave
Self-Sufficient

Common

Combat Casting
Skill Focus (craft: weaponsmith)

Dwarven

Great Cleave
Weapon Focus (dwarven waraxe)

Elven

Improved Bull Rush




Improved Shield Bash




Power Attack




Armor Type & Modifiers

Armor

Type
Shield

Type
Armor

Bonus
Shield

Bonus
Check

Penalty
Speed
Weight
Spell

Failure

+3half-plate
+2 heavy shield
+11
+4
-7
20
65
-

Carrying Capacity

Light Load
< 133 lbs
Medium Load
134 – 266 lbs
Heavy Load
267 – 400 lbs

Lift Over Head/Carry
400 lbs
Lift to Knees
800 lbs
Drag
2000 lbs

Equipment 

Description
Qty.
x Unit Weight
= Total Weight
Cumulative Weight
Location

+3 half-plate and +2 heavy shield
1
65
65
65
Worn

+3 dwarven waraxe
1
8
8
73
Hand

+2 heavy crossbow
1
8
8
81
Back

20 silver bolts
1
2
2
83
Quiver

Masterwork cold-iron light hammer
1
2
2
85
Belt

Staff of life
1
5
5
90
Back

Backpack
1
2
2
92
Back

Scroll case
4
0.5
2
94
Backpack

Ink, pen, parchment (5)
1
-
-
94
Backpack

Chalk
5
-
-
94
Backpack

Holy water
5
1
5
99
Backpack

Silver holy symbol
1
1
1
100
Neck

Healer’s kit
2
1
2
102
Backpack

20 masterwork bolts
1
2
2
104
Quiver















Total Equipment Weight 
104 lbs
Total PC Weight
299 lbs

Magic items








        Potions

 +3 half plate
Belt of Giant Strength +4

Cure Critical Wounds (x2)

+2 heavy shield of bashing
Scroll with Neutralize Poison

Heroism

Rod of life (25 charges) (as staff)
Scroll with Restoration (x2)

Magic Weapon (+3)

Cloak of resistance +2
Scroll with Remove Paralysis (x2)

Remove Curse

Wand of Cure serious wounds (10th level) (10 charges)
Scroll with Bull’s Strength, Mass



Money and Valuables:

15 pp

Special Abilities (Class abilities, Race abilities, etc.):

Racial Traits:

   Darkvision 60 ft.

   Stonecunning

   Weapon Familiarity

   Stability (+4 vs. bull rush)

   +2 to Fort saves vs. poison

   +2 to saves vs. spells

   +1 to hit orcs and goblins
   +4 dodge bonus vs. giant type

   +2 to Appraise checks

   +2 to craft checks with stone or metal

Class Ability:

     Turn undead (6/day, +2 to attempt (Knowledge: religion) )

Physical Attributes

Age:
99
Height:
4’4”
Weight:
195 lbs

Hair:
Brown-Gray
Eyes:
Gray
Sex:
Male

Agrij – Personality

Agrij is a grizzled aging dwarf with a carefully braided beard and numerous battle scars. He is a dedicated battle priest of Maruk, the dwarven Father of Battle. He has seen more wars than he has children and all the death he has witnessed has given him a pessimistic, dour view of life. Despite this, he knows the Father needs him to fight more battles to protect those who can not protect themselves and he is happiest when he is in combat. 

Agrij bears a special hatred for the undead and although the Father has given him the power to hold these abominations at bay, he prefers to introduce them to the business end of his waraxe. Sometimes, however, he must hold them at bay and let others battle for him. He prefers spells that wage combat, but also considers healing a friend important in the heat of battle. 

Agrij – Spell List

Domains: 
War (weapon focus – waraxe)



Strength (feat of strength: +12 Str 1/day for 1 round)

6/6+1/5+1/5+1/3+1/3+1/2+1
Save DC 13+spell level

(* indicates Domain spell)

Spell Level
Spell Name
# Available

0
Create Water
(

0
Detect Magic
(  ( 

0
Detect Poison
(  (

0
Read Magic
(

1
Enlarge Person *
(

1
Doom
(  (

1
Magic Weapon
(

1
Divine Favor
(  (

1
Shield of Faith
(

2
Bull’s Strength *
(

2
Remove Paralysis
(

2
Bull’s Strength
(

2
Lesser Restoration
(  (

2
Spiritual Weapon (waraxe)
(

3
Magic Vestment *
(

3
Dispel Magic
(  (

3
Searing Light
(

3
Stone Shape
(

3
Meld into Stone
(

4
Divine Power *
(

4
Neutralize Poison
( 

4
Restoration
(  (

5
Righteous Might *
(

5
Disrupting Weapon
(

5
Spell Resistance
(

5
Flame Strike
(

6
Stone Skin *
(

6
Heal
(

6
Blade Barrier
(







