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STR +2
STRENGTH

14

DEX +2
DEXTERITY

14

CON +3
CONSTITUTION

16

INT +3
INTELLIGENCE

16

WIS +4
WISDOM

18

CHA +1
CHARISMA

12

+3(CONSTITUTION) +6=FORTITUDE 20

+2(DEXTERITY) +2=REFLEX 15

+4(WISDOM) +6=WILL 21

Damage Reduction (2/adamantine)

Crit: ×2
1-hand, B

Main hand: +9/+4, 1d8+3
Both hands: +9/+4, 1d8+4

+1 heavy mace

Crit: ×2
Light, B

Main hand: +3, 1d4+1

Slam (Warforged)

+8 Max Dex: +1, Armor Check: -5
Spell Fail: 35%, Heavy, Slows

Adamantine Body

21 +8 +1=

20

+2

11

AC

Armor DeflecDex Dodge

Flat-Footed AC

MiscNaturShield Size

Touch AC

Total

Ability Modifier TemporaryScore

Lawful Neutral Construct (Living); Deity: Wee Jas; Age: 1
No Gender warforged cleric of Wee Jas 8 - CR 7

+8 +6= --+2

20 +6 +2= 10 -+2

CM Bonus

BAB MiscSizeStrength

CM Defense

BAB Dexterity SizeStrength

Maerk the Red

+6 71

+2

Base Attack HP

Damage / Current HP

Initiative

Speed 30 / 20 ft

AbilityBase MiscSaving Throw NotesResist TempTotal

TempSkill Name RanksTotal Ability

Speed greater/less than 30 ft.: -4 to jump

Acrobatics --5 DEX (2)

Appraise -+3 INT (3)

Bluff -+1 CHA (1)

CL vs SR -+3 INT (3)

Climb --5 STR (2)

Combat Casting: +4 bonus when casting defensivley or grappled.

Concentration: Cleric -+12

Diplomacy 4+8 CHA (1)

Disguise -+1 CHA (1)

Escape Artist --5 DEX (2)

Fly --5 DEX (2)

Heal 6+13 WIS (4)

Intimidate -+1 CHA (1)

Knowledge (arcana) 4+10 INT (3)

Knowledge (history) 4+10 INT (3)

Knowledge (planes) 4+10 INT (3)

Knowledge (religion) 4+10 INT (3)

Linguistics 4+10 INT (3)

Perception -+6 WIS (4)

Ride --5 DEX (2)

Sense Motive 6+15 WIS (4)

Spellcraft 4+10 INT (3)

Stealth --5 DEX (2)

Survival -+4 WIS (4)

Swim --5 STR (2)

Feats
Alertness
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Experience & Wealth
Current Cash: 668 gp

Total Weight Carried: 71.4/175 lbs, Medium Load
(Light: 58 lbs, Medium: 116 lbs, Heavy: 175 lbs)

Gear

+1 heavy mace 8 lbs
Adamantine Body -
Backpack (15 @ 43.36 lbs) 2 lbs
Bedroll <In: Backpack (15 @ 43.36 lbs)> 5 lbs
Belt pouch (13 @ 2.5 lbs) 0.5 lbs
Candle x10 <In: Belt pouch (13 @ 2.5 lbs)> -
Flint and steel <In: Belt pouch (13 @ 2.5 lbs)> -
Heavy shield bash -
Heavy steel shield 15 lbs
Holy symbol, wooden (Wee Jas) -
Holy text (Mysterium) <In: Backpack (15 @ 43.36 lbs)> 1 lb
Money <In: Backpack (15 @ 43.36 lbs)> 13.36 lbs
Rope <In: Backpack (15 @ 43.36 lbs)> 10 lbs
Soap <In: Belt pouch (13 @ 2.5 lbs)> 0.5 lbs
Spell component pouch <In: Belt pouch (13 @ 2.5 lbs)> 2 lbs
Torch x10 <In: Backpack (15 @ 43.36 lbs)> 1 lb
Wand of cure moderate wounds -
Waterskin <In: Backpack (15 @ 43.36 lbs)> 4 lbs

+2 Max Dex: -, Armor Check: -2
Spell Fail: 15%, Shield

Heavy steel shield

Feats
Armor Proficiency (Light)
Armor Proficiency (Medium)
Channel Ray (120 feet)
Channel Surge (2/day)
Combat Casting
Shield Proficiency
Simple Weapon Proficiency - All

Special Abilities
Adamantine Body
Aura (Ex)
Cleric Domain (Law)
Cleric Domain (Magic)
Consume
Die Hard
Fortification 25% (Ex)
Gnomish Spell (1/day) (Ex)
Hand of the Acolyte (7/day) (Su)
Magic Variant Channeling (±2 Sacred)
Magic Variant Channeling 4d6 plus 2 channel bonus (4/day,
Spontaneous Casting
Staff of Order (4 rounds, 1/day) (Su)
Warforged Immunity (Ex)
Warforged Vulnerabilities

Spell-Like Abilities
Dispelling Touch (1/day) (Sp)

Touch of Law (7/day) (Sp)

Tracked Resources
Channel Surge (2/day)

Tracked Resources
Gnomish Spell (1/day) (Ex)

Hand of the Acolyte (7/day) (Su)
Magic Variant Channeling 4d6 plus 2 channel bonus (4/day, DC 15) (Su)

Staff of Order (4 rounds, 1/day) (Su)

Torch
Wand of cure moderate wounds

Languages
Dwarvish Olman

Elvish Sharan
Gnomish Touv

Goblin Trade Tongue

Spells & Powers

Cleric spells memorized (CL 8th; concentration +12)
Melee Touch +8 Ranged Touch +8
4th—air walk, deathlessMA, healing flames (DC 18),
imbue with spell abilityD

3rd—agonizing rebukeARG (DC 17), daylight, dispel
magicD, life shield, locate object
2nd—align weapon (law only)D, bear's endurance,
eagle's splendor, ironskin, owl's wisdom
1st—bless, command (DC 15), comprehend languages,
detect evil, magic weapon, protection from chaosD

0th (at will)—detect magic, detect poison, guidance, light
[D] Domain spell; Domains Law, Magic

Sourcebooks Used
• Advanced Player's Guide Hero Points - Hero Points

(equipment)
• Advanced Race Guide - Agonizing Rebuke (spell)
• Cohorts and Companions - Channel Surge (feat)
• Eberron Campaign Setting - Adamantine Body (race

option); Consume (equipment); Die Hard (equipment);
Eberron Mechanic, Action Points (equipment);
Fortification (equipment); Warforged (race); Warforged
Immunity (equipment); Warforged Vulnerabilities
(equipment)

• Healer's Handbook - Healing Flames (spell)
• Liga - Olman (language); Sharan (language); Touv

(language)
• Monster Codex - Ironskin (spell)
• Mythic Adventures - Deathless (spell)
• Ranged Tactics Toolbox - Channel Ray (feat)
• Ultimate Equipment - Holy text (equipment)
• Ultimate Magic - Magic Variant Channeling (special

ability)
• Undead Slayer's Handbook - Life Shield (spell)
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You often notice things that others might miss.

Benefit: You get a +2 bonus on Perception and Sense Motive skill
checks. If you have 10 or more ranks in one of these skills, the bonus
increases to +4 for that skill.

Appears In: Not Consolidated Skills

Alertness Feat

You can focus your channeled energy on a single target.

Prerequisite: Channel energy class feature.

Benefit: When you channel energy, you can project a ray from your
holy symbol instead of creating a burst. You must succeed at a ranged
touch attack to hit an unwilling target; your target is then affected by the
channeled energy as normal and receives a saving throw. You need not
make an attack roll to affect a willing creature with the ray. The ray has
a range of 30 feet per channel energy die, and its save DC is increased
by 2.

Appears In: Ranged Tactics Toolbox

Channel Ray (120 feet) Feat

You are a mighty conduit of sacred or profane power.

Prerequisite: Channel energy or lay on hands class feature.

Benefit: When you channel energy or lay on hands, you may expend
two uses of the ability as a full-round action to increase the amount of
healing or damage you do by +50%.

Appears In: Cohorts and Companions

Channel Surge (2/day) Feat

You are adept at spellcasting when threatened or distracted.

Benefit: You get a +4 bonus on concentration checks made to cast a
spell or use a spell-like ability when casting on the defensive or while
grappled.

Combat Casting Feat

At the cost of mobility, a warforged character's body can be crafted with
a layer of adamantine that provides formidable protective armor and
some damage reduction.

The plating used to build a warforged provides a +8 armor bonus and
you gain damage reduction 2/adamantine. However, your base land
speed is reduced to 20 feet, and you are considered to be wearing
heavy armor. You have a +1 maximum Dexterity bonus to AC, a -5
armor check penalty, and an arcane spell failure chance of 35%.

This plating is not natural armor and does not stack with other effects
that give an armor bonus (other than natural armor). This composite
plating occupies the same space on the body as a suit of armor or a
robe, and thus a warforged cannot wear armor or magic robes.
Warforged can be enchanted just as armor can be. The character must
be present for the entire time it takes to enchant him.

Appears In: Eberron Campaign Setting

Adamantine Body Racial Ability

A warforged does not need to eat, sleep, or breathe, but he can still
benefit from the effects of consumable spells and magic items such as
heroes' feast and potions.

Appears In: Eberron Campaign Setting

Consume Racial Ability (Warforged)

You have Damage Reduction against all except Adamantine attacks.
Damage Reduction (2/adamantine) Unknown

A warforged responds slightly differently from other living creatures
when reduced to 0 hit points.  A warforged with 0 hit points is disabled,
just like a living creature. He can only take a single move action or
standard action in each round, but strenuous activity does not risk
further injury. When his hit points are less than 0 and greater than -10,
a warforged is inert. He is unconscious and helpless, and he cannot
perform any actions. However, an inert warforged does not lose
additional hit points unless more damage is dealt to him, as with a living
creature that is stable.

Appears In: Eberron Campaign Setting

Die Hard Racial Ability (Warforged)

When a critical hit or sneak attack is scored on a warforged, there is a
chance that the critical hit or sneak attack is negated and damage is
instead rolled normally.

Appears In: Eberron Campaign Setting

Fortification 25% (Ex) Racial Ability (Warforged)

Those who speak Gnomish gain a +1 to the DC of their illusions or
enchantment spells 1/day.

Gnomish Spell (1/day) (Ex) Racial Ability

Regardless of alignment, any cleric can release a wave of energy by
channeling the power of her faith through her holy (or unholy) symbol
(see Channel Energy). This energy can be used to cause or heal
damage, depending on the type of energy channeled and the creatures
targeted.

A good cleric (or a neutral cleric who worships a good deity) channels
positive energy and can choose to deal damage to undead creatures or
to heal living creatures. An evil cleric (or a neutral cleric who worships
an evil deity) channels negative energy and can choose to deal damage
to living creatures or to heal undead creatures. A neutral cleric of a
neutral deity (or one who is not devoted to a particular deity) must
choose whether she channels positive or negative energy. Once this
choice is made, it cannot be reversed. This decision also determines
whether the cleric can cast spontaneous cure or inflict spells (see
spontaneous casting).

Channeling energy causes a burst that affects all creatures of one type
(either undead or living) in a 30-foot radius centered on the cleric. The
amount of damage dealt or healed is equal to 1d6 points of damage
plus 1d6 points of damage for every two cleric levels beyond 1st (2d6 at
3rd, 3d6 at 5th, and so on). Creatures that take damage from
channeled energy receive a Will save to halve the damage. The DC of
this save is equal to 10 + 1/2 the cleric's level + the cleric's Charisma
modifier. Creatures healed by channel energy cannot exceed their
maximum hit point total—all excess healing is lost. A cleric may
channel energy a number of times per day equal to 3 + her Charisma
modifier. This is a standard action that does not provoke an attack of
opportunity. A cleric can choose whether or not to include herself in this
effect. A cleric must be able to present her holy symbol to use this
ability.

Magic Variant Channeling 4d6 plus 2 channe Class Ability (Cleric)

Immunity to poison, sleep effects, paralysis, disease, nausea, fatigue,
exhaustion, effects that cause the sickened condition, and energy drain.

Appears In: Eberron Campaign Setting

Warforged Immunity (Ex) Racial Ability (Living)

Maerk the Red – Abilities & Gear
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The unusual physical construction of warforged makes them vulnerable
to certain spells and effects that normally don't affect living creatures. A
warforged takes damage from heat metal and chill metal as if he were
wearing metal armor. Likewise, a warforged is affected by repel metal
or stone as if he were wearing metal armor. A warforged is repelled by
repel wood. The iron in the body of a warforged makes him vulnerable
to rusting grasp. The creature takes 2d6 points of damage from the
spell (Refl ex half; save DC 14 + caster's ability modifier). A warforged
takes the same damage from a rust monster's touch (Refl ex DC 17
half). Spells such as stone to flesh, stone shape, warp wood, and wood
shape affect objects only, and thus cannot be used on the stone and
wood parts of a warforged.

Appears In: Eberron Campaign Setting

Warforged Vulnerabilities Racial Ability (Warforged)

A cleric or warpriest of a chaotic, evil, good, or lawful deity has a
particularly powerful aura corresponding to the deity's alignment (see
detect evil on page 266 of the Core Rulebook for details).

Aura (Ex) Class Ability (Cleric)

At 8th level, you can use a targeted dispel magic effect as a melee
touch attack. You can use this ability once per day at 8th level and one
additional time per day for every four cleric levels beyond 8th.

Dispelling Touch (1/day) (Sp) Class Ability (Cleric)

You can cause your melee weapon to fly from your grasp and strike a
foe before instantly returning. As a standard action, you can make a
single attack using a melee weapon at a range of 30 feet. This attack is
treated as a ranged attack with a thrown weapon, except that you add
your Wisdom modifier to the attack roll instead of your Dexterity
modifier (damage still relies on Strength). This ability cannot be used to
perform a combat maneuver. You can use this ability a number of times
per day equal to 3 + your Wisdom modifier.

Hand of the Acolyte (7/day) (Su) Class Ability (Cleric)

Heal - Creatures gain a channel bonus on caster level checks and
concentration checks until the end of your next turn. Harm - All
creatures must make concentration checks (DC = channel energy DC
plus spell level) to use spells or spell-like abilities until the end of your
next turn.

Appears In: Ultimate Magic

Magic Variant Channeling (±2 Sacred) Class Ability (Cleric)

A good cleric (or a neutral cleric of a good deity) can channel stored
spell energy into healing spells that she did not prepare ahead of time.
The cleric can "lose" any prepared spell that is not an orison or domain
spell in order to cast any cure spell of the same spell level or lower (a
cure spell is any spell with "cure" in its name).

An evil cleric (or a neutral cleric of an evil deity) can't convert prepared
spells to cure spells but can convert them to inflict spells (an inflict spell
is one with "inflict" in its name).

A cleric who is neither good nor evil and whose deity is neither good nor
evil can convert spells to either cure spells or inflict spells (player's
choice). Once the player makes this choice, it cannot be reversed. This
choice also determines whether the cleric channels positive or negative
energy (see channel energy).

Spontaneous Casting Class Ability (Cleric)

At 8th level, you can give a weapon touched the axiomatic special
weapon quality for a number of rounds equal to 1/2 your cleric level.
You can use this ability once per day at 8th level, and an additional time
per day for every four levels beyond 8th.

Staff of Order (4 rounds, 1/day) (Su)Class Ability (Cleric,Razmiran 

You can touch a willing creature as a standard action, infusing it with
the power of divine order and allowing it to treat all attack rolls, skill
checks, ability checks, and saving throws for 1 round as if the natural
d20 roll resulted in an 11. You can use this ability a number of times per
day equal to 3 + your Wisdom modifier.

Touch of Law (7/day) (Sp) Class Ability (Cleric,Razmiran 
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Date (game world): 0000/00/00; Date (real world): 2021/07/17
XP Reward: 0 XP; Net Cash: -3000 gp

- no notes -

Title - Maerk the Red (Adventure Journal)


