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Most Powerful Undead 

Affected(Max HD)

Used
Turning/Rebuking 

Check Modifier
Times/Day

buking 

Check

If your cleric level is 

double the HD of the 

undead or more, the 

undead are 

destroyed/commanded 

rather than 

turned/rebuked. Dispelling 

rebuking/turning works like 

turning/rebuking, but you 

must equal or exceed the 

check result of the cleric 

who rebuked/turned.

2d6Up to 0

1-3

10-12

4-6

# of HD Turned/Rebuked

750

HEAVY 

LOAD

50

MED LOAD

LIGHT 

LOAD

100 150

Goblin TURN/REBUKE ATTEMPTS

Draconic

Dwarven

CARRYING INFO

4TOTAL WEIGHT CARRIED

LANGUAGES

Common

NOTES

Orc

0

0(none) (0 GP)

(none) (0 GP)

Feet Slot

Body Slot

(none) (0 GP)

Magic Items Equipped by Slot

1

Arm Slot

(none) (0 GP) 0

Ring Slot (LH)

(none) (0 GP)

Ring Slot (RH)

2

SHIELD/PROTECTIVE ITEM SPELL FAILUREARMOR BONUS WEIGHT CHECK PENALTY

Wgt

Stone of Alarm

Bag of Tricks, Gray

ITEM

SPECIAL PROPERTIES

Wgt

Shoulder Slot

Hand Slot

(none) (0 GP) 0

1

0(none) (0 GP)

Bracers of armor (+2) (4000 GP)

Head Slot

SPECIAL PROPERTIES

ACP SPELL FAILURE SPEED WEIGHT

OTHER POSSESSIONS
ITEM

10,000 /

ARMOR/PROTECTIVE ITEM TYPE ARMOR BONUS

Dredmor 15,000

SPECIAL ABILITIES

–– RACIAL ABILITIES ––

× Constitution+2, Charisma-2

× Base land speed of 20 feet.

× Darkvision 60 feet.

× +2 racial bonus on Fortitude saves against poison.

× Stonecunning: +2 racial bonus on checks to notice unusual stonework.

   Can find such by passing within 10 feet, and can find stonework traps as a

   rogue can. Can intuit depth. 

× Weapon Familiarity: You treat dwarven waraxes and dwarven urgroshes

   as martial weapons, rather than exotic weapons.

× Stability: Dwarves are exceptionally stable on their feet. A dwarf gains a

   +4 bonus on ability checks made to resist being bull rushed or tripped

   when standing on the ground.

× +2 racial bonus on saving throws against spells and spell-like effects

× +1 racial bonus on attack rolls against orcs and goblinoids

× +4 dodge bonus against creatures of the giant type.

× +2 racial bonus on Appraise and Craft checks that deal with stone or metal.

× Favored Class: Fighter

–– CLASS ABILITIES ––

× Proficient with Club, Heavy Crossbow, Light Crossbow, Dagger,

   Quarterstaff.

× Familiar: You have called a Bat as a magical companion.

   × Alertness: While the familiar is within arms reach; you gain the Alertness

      feat(+2 to Spot & Listen checks).

× Diviner: You are specialized in the school of Divination. You can prepare

   one additional Divination spell per spell level each per day. You gain a +2

   bonus to Spellcraft checks to learn spells from this school. Illusion spells

   are prohibited to you.

–– FEATS ––

× Eschew Materials(PH 94) : Cast spells without material components.

× Brew Potion(PH 89) : Create magic potions.

× Craft Magic Arms and Armor(PH 92) : Create magic weapons, armor, and

   shields.

× Scribe Scroll(PH 99)² : Create magic scrolls.

Torso Slot

(none) (0 GP) 0

Face Slot

MAX DEX BONUS

Cloak of resistance (+1) (1000 GP)

0

Waist Slot

(none) (0 GP) 0

(none) (0 GP)

Neck Slot


