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	One Unique  Thing 3: to gain inside information on the
	One Unique  Thing 4: Elf Queen's plans.
	ATTACK: +2
	HIT: 2d4
	MISS: 2
	Icon Relationships 1: 2 Positive Dwarf King
	Icon Relationships 2: 1 Positive Elf Queen
	Icon Relationships 3: 
	Icon Relationships 4: 
	ATTACK_2: +1
	HIT_2: 2d4-1
	MISS_2: 0
	Backgrounds 2: 3 Religious Community Leader
	Backgrounds 3: 
	Backgrounds 4: 
	Backgrounds 5: 
	powers  spells 3:      miss = lvl dmg
	powers  spells 4: Spirits of the Righteous: 1/Fight +6 vs MD
	powers  spells 5:      4d6+4 holy dmg & wounded ally +4 AC
	powers  spells 6:      miss: wounded nearby ally +2 AC
	powers  spells 7: Shield of Faith: 1/Day quick
	powers  spells 8:      Power: 1 near ally +2 AC for battle
	powers  spells 9:      Broad: 3 near ally +1 AC for battle
	powers  spells 10: Bless: 1/Day quick
	powers  spells 11:      Power: 1 near ally +2 atks for battle
	powers  spells 12:      Broad: 3 near allys +1 atks for battle
	equipment GP 3: Prayer mat, Writing Tools, 12 candles
	equipment GP 4: Deep earth stone (Dwarven keepsake)
	equipment GP 5: 2 scroll cases, Elven lore encyclopedia
	equipment GP 6: 
	magic items 3: 
	magic items 4: 
	magic items 5: 
	magic items 6: 
	magic items 7: 
	magic items 8: 
	magic items 9: 
	magic items 10: 
	magic items 11: 
	Ability Score Bonus: Off
	undefined: Off
	Extra Magic Item: 
	undefined_2: 
	undefined_3: 
	undefined_4: 
	Feat: Off
	Skills 1: Off
	Hit Points: Off
	Racial Power 2: 
	Racial Power 1: Teleport: 1/Fight teleport nearby
	One Unique  Thing 2: had you polymorphed into an elf
	One Unique  Thing 1: As a dwarven spy, The Dwarf King
	Backgrounds 1: 4 Elven Religious Historian
	Backgrounds 0: 5 Spy for the Dwarf King
	equipment GP 2: Travel papers for Elven and Dwarven lands
	equipment GP 1: Chainmail, Elf Queen Holy Symbol, Buckler,
	magic items 2:      near ally spends free recovery
	magic items 1: CURE WOUNDS: 1/Day quick
	Text48: 
	0: Knowledge: 1/day take 20 on lore check
	1: Heal nearby allies
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 
	10: 

	Text49: 
	0: Heal: 2/fight 1/round quick nearby=recovery
	1: Ritual Magic: use any spell as a ritual

	Text50: 
	0: Domain: (Knowledge) +4 background in lore
	1: Domain: (Community)  1/Fight +2 allies w/broad
	2: Domain: (Justice) bless an ally when crit
	3: 
	4: 

	Text51: 
	0: Invoc: at start, d6, when esc=d6 let ally reroll w/+2
	1: Invoc: crits against allies deal normal dmg
	2: Invoc: all allies deal 3x level on miss
	3: 
	4: 

	Text52: 
	0: 0
	1: 1
	2: -1
	3: 4
	4: 4
	5: 0

	Text53: 
	0: 2
	1: 3
	2: 1
	3: 6
	4: 6
	5: 2

	Text54: 18
	Text55: 13
	Text56: 17
	Text57: 
	Text58: 32
	Text59: 
	Text60: 8
	Text61: 2d8
	Text62: 1
	Text63: 
	Text65: Cleric
	Text64: Sebastian Everday
	Text66: High Elf
	Text67: 2
	Text68: 25
	powers  spells 2:      1 Near Enemy: 1d6+4 holy dmg
	powers  spells 22: Javelin of Faith: At-Will +6 vs PD
	Text1: 
	0: 10
	1: 12
	2: 8
	3: 18
	4: 18
	5: 10



