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PICK POCKET O pexx] 4 1 -5
PROFESSION ( )y @ wis | 3 3
READ LIPS O nT) 2 1
RIDE m O pex|] 8 1 7
SCRY B O nT) 2 1
SEARCH m O nT) 2 1
SENSE MOTIVE m O wis| 3 3
SPELLCRAFT O nT) 2 1
SPOT m O ws| 3 3
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EQUIPMENT

ITEM LOCATION | wT ITEM LOCATION | wT ITEM LOCATION [ wT
CURRENT LOAD TOTAL WEIGHT CARRIED
MOVEMENT/LIFTING EXPERIENCE MONLY & GEMS
MOVEMENT RATE MOVEMENT RATE TOTAL EXPERIENCE cP— 16
WALK (= BASE) 20 HOUR WALK 2 Miles 9135
HUSTLE 40 HOUR HUSTLE 4 Miles SP— 64
RUN (X3) 60 DAY WALK 16 Miles XPS NEEDED FOR NEXT LEVEL
RUN (X4) 80 SPECIAL - 10,000 P 134
LOAD WEIGHT CARRIED | MAX DEX [ CHK PEN [ RUN 260 520 PP— 70
LIGHT Up To 86 Ibs. | NorMAL | NORMAL | NORMAL | | |FT OVER HEAD LIFT OFF GROUND
MEDIUM 87-173 Ibs. +3 3 X4 B o GEMS — Fijve sapphires worth
HEAVY 174-260 Ibs. + -6 x3 PUSH OR DRAG 200gp each.
=5 X MAX LOAD
CLASS & RACIAL ABILITIES FEATS

Class Abilities - Fighter

Wpn Proficiency: All Simple & Martial
Armor Proficiency: All Armor & Shields

Bonus Feat: Quick Draw

Class Abilities - Cleric

Divine Spells

Domain: Good: Cast Spells at +1 Level
Domain: Healing: Cast Spells at +1 Le\
Domain Spells

Spontaneous Casting

Turn Undead

Class Abilities - Paladin
Aura of Courage

Detect Evil
Divine Grace
Divine Health

Lay on Hands: 4 Points

Smite Evil

Racial Abilities - Human
Bonus Feat: First Level
Bonus Skill Points: 4 at First Level
Bonus Skill Points: 1 Each Level
Favored Class: Any

LANGUAGES

Elven

Common

Improved Initiative - Human Bonus
Mounted Combat - Third Level

Quick Draw - Fighter Bonus

Weapon Focus: Longsword - First Level
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MAGIC ITEMS
Ring of Sustenance
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CHARACTER DESCRIPTION
CHARACTER NAME Sjr Daniel Drakheim AGE 23 SEX Male

DESCRIPTION BIRTH DATE Ches 1, 134 size Medium

Daniel Drakheim is a well-muscled and good-looking man in his early twenties. |

tanned skin and black hair over blue eyes has attracted more than one woman t-—=<"T 62 WEIGHT 182

side, until they discover he bides by his Order's belief in chastity... HAIR Black EYES Blue
SKIN Tanned HANDEDNESs  Right

PERSONALITY CHARACTER SKETCH

Daniel is a good-natured yet quiet man. He does not talk of himself or his past often, t
rather enjoys spending time getting to know the people wherever he goes... and has devel
rather distinguished taste for the finer drinks available during his travels! Daniel has nevel
one to actively atempt to convert folk to his faith, rather he feels that others should discove
deity without outside pressure. However, if his words of Faith serve to spark interest in Ta
Daniel will gladly spend hours discussing his religion. Since joining the Order, he has felt.
caged in his assignment to Seadale. He's looking for a little excitement in his life...

QUOTE(S)

CONTACTS/FRIENDS

Faithblade Sigmund of Tantras
Clerics of Duty's Hall in Cormyr
The Order of the Golden Lion

ENEMIES
Those who worship the Black Hand.
(Unknown until the end, this includes his brother, David Drakheim)

BACKGROUND & NOTES

Daniel was born the second son to Markus and Arathyra Drakheim on the first of Ches, 1346 Dalereckoning. Theirs was a sn
merchant family of Arabel, third cousins by marriage to the famous Truesilvers of Cormyr. Markus ran a small but profitable scribi
service, providing a comfortable living for his family.

While Daniel had always been a good natured and pleasant boy, his older brother David was quite the opposite. David was a
mischievous lad, getting into trouble frequently with his parents and tutors. As they grew, Daniel happily attended his swordsman
while David began hanging out with a crowd that his parents less than approved of.

Late one cold Nightal night in the Year of the Worm, Daniel was leaving a friends house after an evening of sparring when he
smoke rising from the street of his home. Running as fast as he could, Daniel discovered that which he feared most: his home en
flame. Three neighbors held him back before he could rush into the hellfire, while others ran with buckets of water to quench the

The remainder of the Drakheim family had been home that night. Neighbors attested that they had heard heated arguing betv
and David shortly before the flames erupted. Their disagreements had become more frequent as of late, the crowd that David ha
had been rumored to have ties to worshipers of the Black Lord.

Daniel blamed the loss of his beloved family on this gang, and swore it was his duty to right the injustice done to his parents.
so-called friends of David had fled the city when the local Purple Dragon garrison had sent a dispatch to investigate. Daniel atten
follow them, but he was a fighter, not a tracker.

Three months later, a tired and cold Daniel Drakheim seeking shelter, and hopefully a warm meal, knocked on the doors of tr
building standing off the road. He was welcomed inside Duty's Hall, and discovered it was a temple to Torm the Brave. Daniel fot
passion for the simple teachings the clerics offered at dinner that night, and bade them to teach him more.

Over the next few years, Daniel lived as an aspiring cleric at Duty's Hall. During the Time of Troubles however, things change
Gods walked the earth. They were cast from their domains because of the Black Hand. Daniel felt restless and confined in the tel
that he had to go out and help the world in the fight against the Banites. Saying his goodbyes, he picked up his long-forgotten sw
the temple forever.

Daniel Drakheim championed the cause of Torm the True for the next few years, making his way accross the Dalelands and
Reach to the new center of Torm's religion, Tantras. Here he performed missions for the Temple of Torm's Coming for several ye
Excelling at his duties at the Temple, he was knighted Sir Daniel Drakheim of the Order of the Golden Lion on the 2nd of Eleasia:
the Banner. Sworn to uphold the Penance of Duty, Sir Drakheim was sent to Seadale to spread the word of Torm the True...
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	Character Name: Sir Daniel Drakheim
	Player Name: Brett Lambrix
	Class: Paladin / Fighter / Cleric
	Level: 2 / 1 / 1
	Race: Human
	Deity: Torm the True
	Origin: Arabel, Cormyr
	Nationality: Seadalian
	Str: 17
	Con: 17
	Int: 12
	Wis: 17
	Dex: 13
	Cha: 15
	Residence: Morpheus' Cross
	Die Type: d10/d10/d8
	Dex Mod: 1
	Wis AC Mod: 0
	Size Mod: 0
	Natural Mod: 0
	Misc Mod: 0
	Shield Mod: 2
	Armor Mod: 8
	Hit Points: 39
	AC: 21
	Con Mod: +3
	Wis Mod: 3
	Dmg Red: -
	AC Flat-footed: 20
	AC vs Touch: 11
	Miss Chance: 0
	Base AC 10: 10
	Max Dex Bonus: 1
	Armor Chk Pen: -5
	Arcane Spell Failure: 0
	Spell Resistance: 0
	Armor Worn: Full Plate, Masterwork
Large Steel Shield, Masterwork
	Temp Fort Mod: 0
	Misc Fort Mod: 2
	Magic Fort Mod: 0
	Base Fort Mod: 7
	Total Fort Mod: 12
	Temp Refl Mod: 0
	Misc Refl Mod: 2
	Magic Refl Mod: 0
	Base Refl Mod: 0
	Total Refl Mod: 3
	Temp Will Mod: 0
	Misc Will Mod: 2
	Magic Will Mod: 0
	Base Will Mod: 2
	Total Will Mod: 7
	Temp Init Mod: 0
	Base Init Mod: 0
	Total Init Mod: +5
	Misc Init Mod: 4
	Str Mod: +3
	Misc Melee Mod: 0
	Temp Melee Mod: 0
	Size Melee Mod: 0
	Size Init Mod: 0
	Temp Missile Mod: 0
	Misc Missile Mod: 0
	Size Missile Mod: 0
	Base Melee Mod: 3
	Base Missile Mod: 3
	Total Melee Mod: +6
	Total Missile Mod: +4
	Save Modifiers: Divine Grace
	Proficiencies: All Simple and Martial Weapons
	Combat Modifiers: 
	CC1: Yes
	Int Mod: 1
	Cha Mod: 2
	CC2: Off
	CC3: Yes
	CC4: Yes
	CC5: Yes
	CC6: Off
	CC7: Off
	CC8: Off
	CC9: Off
	CC10: Off
	CC11: Yes
	CC12: Yes
	CC13: Yes
	CC14: Yes
	CC15: Off
	CC16: Off
	CC17: Off
	CC18: Yes
	CC19: Yes
	CC20: Yes
	CC21: Yes
	CC22: Off
	CC23: Off
	CC24: Off
	CC25: Yes
	CC26: Yes
	CC27: Yes
	CC28: Yes
	CC29: Yes
	CC30: Yes
	CC31: Yes
	CC32: Off
	CC33: Off
	CC34: Off
	CC35: Off
	CC36: Yes
	CC37: Yes
	CC38: Off
	CC39: Yes
	CC40: Off
	CC41: Yes
	CC42: Off
	CC43: Yes
	CC44: Yes
	CC45: Off
	CC46: Off
	CC47: Off
	CC48: Off
	CC49: Off
	Craft: 
	Knowledge1: Religion: Torm
	Knowledge2: Arcana
	Knowledge3: 
	Knowledge4: 
	Perform1: 
	Perform2: 
	Perform3: 
	Profession1: 
	Extra Skill 1: 
	Extra Skill 2: 
	Extra Skill 3: 
	Extra Skill 4: 
	Extra Skill 5: 
	Alchemy Ranks: 
	Alchemy Misc: 
	An Emp Ranks: 
	An Emp Misc: 
	Alchemy Total: 1
	An Emp Total: 2
	Appraise Total: 1
	Appraise Ranks: 
	Appraise Misc: 
	Balance Misc: -5
	Balance Ranks: 
	Balance Total: -4
	Bluff Misc: 
	Bluff Ranks: 
	Bluff Total: 2
	Climb Misc: -5
	Climb Ranks: 
	Climb Total: -2
	Conc Total: 5
	Conc Ranks: 2
	Conc Misc: 
	Craft Total: 1
	Craft Ranks: 
	Craft Misc: 
	Dec Scr Misc: 
	Dec Scr Ranks: 
	Dec Scr Total: 1
	Diplomacy Ranks: 4
	Diplomacy Misc: 
	Diplomacy Total: 6
	Dis Dev Total: 1
	Dis Dev Ranks: 
	Dis Dev Misc: 
	Disguise Total: 2
	Disguise Ranks: 
	Disguise Misc: 
	Esc Art Misc: -5
	Esc Art Ranks: 
	Esc Art Total: -4
	Forgery Total: 1
	Forgery Ranks: 
	Forgery Misc: 
	Gat Inf Total: 2
	Gat Inf Ranks: 
	Gat Inf Misc: 
	Han Ani Total: 4
	Han Ani Ranks: 2
	Han Ani Misc: 
	Heal Total: 10
	Heal Ranks: 7
	Heal Misc: 
	Hide Total: -4
	Hide Ranks: 
	Hide Misc: -5
	Inn Total: 3
	Inn Ranks: 
	Inn Misc: 
	Intim Total: 2
	Intim Ranks: 
	Intim Misc: 
	Int Dir Total: 3
	Int Dir Ranks: 
	Int Dir Misc: 
	Jump Total: -2
	Jump Ranks: 
	Jump Misc: -5
	Know1 Total: 5
	Know1 Ranks: 4
	Know1 Misc: 
	Know2 Total: 1
	Know2 Ranks: 
	Know2 Misc: 
	Know3 Misc: 
	Know3 Ranks: 
	Know3 Total: 1
	Know4 Total: 1
	Know4 Ranks: 
	Know4 Misc: 
	Listen Misc: 
	Listen Ranks: 
	Listen Total: 3
	Mov Sil Total: -4
	Mov Sil Ranks: 
	Mov Sil Misc: -5
	Ope Loc Total: 1
	Ope Loc Ranks: 
	Ope Loc Misc: 
	Perform Misc: 
	Perform Ranks: 
	Perform Total: 2
	Pic Poc Total: -4
	Pic Poc Ranks: 
	Pic Poc Misc: -5
	Prof Total: 3
	Prof Ranks: 
	Prof Misc: 
	Read Lips Misc: 
	Read Lips Ranks: 
	Read Lips Total: 1
	Ride Total: 8
	Ride Ranks: 7
	Ride Misc: 
	Scry Total: 1
	Scry Ranks: 
	Scry Misc: 
	Search Total: 1
	Search Ranks: 
	Search Misc: 
	Spellcraft Misc: 
	Spellcraft Ranks: 
	Spellcraft Total: 1
	Sen Mot Total: 3
	Sen Mot Ranks: 
	Sen Mot Misc: 
	Spot Total: 3
	Spot Ranks: 
	Spot Misc: 
	Swim Misc: 
	Swim Ranks: 
	Swim Total: 3
	Tum Total: -4
	Tum Ranks: 
	Tum Misc: -5
	Use Mag Dev Misc: 
	Use Mag Dev Ranks: 
	Use Mag Dev Total: 2
	Use Rope Misc: 
	Use Rope Ranks: 
	Use Rope Total: 1
	Wil Lor Misc: 
	Wil Lor Ranks: 
	Wil Lor Total: 3
	Skill1 Ability: 
	Skill1 Total: 0
	Skill1 Ability Mod: 
	Skill1 Ranks: 
	Skill1 Misc: 
	Skill2 Ability: 
	Skill2 Total: 0
	Skill2 Ability Mod: 
	Skill2 Ranks: 
	Skill2 Misc: 
	Skill3 Ability: 
	Skill3 Misc: 
	Skill3 Ranks: 
	Skill3 Ability Mod: 
	Skill3 Total: 0
	Skill4 Misc: 
	Skill4 Ranks: 
	Skill4 Ability Mod: 
	Skill4 Total: 0
	Skill4 Ability: 
	Skill5 Misc: 
	Skill5 Ranks: 
	Skill5 Ability Mod: 
	Skill5 Total: 0
	Skill5 Ability: 
	Alignment: Lawful Good
	wpn: 
	name: 
	1: Longsword +2
	2: 
	3: 
	4: 
	5: 

	bon: 
	1: +9
	2: 
	3: 
	4: 
	5: 

	dam: 
	1: 1d8+5
	2: 
	3: 
	4: 
	5: 

	crit: 
	1: x2
	2: 
	3: 
	4: 
	5: 

	range: 
	1: 19-20
	2: 
	3: 
	4: 
	5: 

	type: 
	1: S
	2: 
	3: 
	4: 
	5: 

	size: 
	1: M
	2: 
	3: 
	4: 
	5: 

	notes: 
	1: Feat: Weapon Focus (Longsword)
	2: 
	3: 
	4: 
	5: 


	temp: 
	Str: 
	Dex: 
	Con: 
	Int: 
	Wis: 
	Cha: 
	Str Mod: 
	Dex Mod: 
	Con Mod: 
	Int Mod: 
	Wis Mod: 
	Cha Mod: 

	equip: 
	left: 
	1: 
	2: 
	8: 
	loc: 
	1: 
	2: 
	3: 
	4: 
	5: 
	7: 
	6: 
	8: 
	9: 
	10: 
	11: 
	12: 

	wt: 
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 
	10: 
	11: 
	12: 

	3: 
	4: 
	5: 
	6: 
	7: 
	9: 
	10: 
	11: 
	12: 

	ctr: 
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 
	10: 
	11: 
	loc: 
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 
	10: 
	11: 
	12: 
	13: 

	wt: 
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 
	10: 
	11: 
	12: 
	13: 

	12: 
	13: 

	right: 
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 
	10: 
	11: 
	12: 
	loc: 
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 
	10: 
	11: 
	12: 

	wt: 
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 
	10: 
	11: 
	12: 



	total: 
	weight: 
	carried: 

	load: 

	move: 
	base: 20
	hustle: 40
	run: 
	x3: 60
	x4: 80

	hour: 
	walk: 2 Miles
	hustle: 4 Miles

	day: 16 Miles
	special: -

	load: 
	light: Up To 86 lbs.
	med: 87-173 lbs.
	hvy: 174-260 lbs.

	lift: 
	over: 
	head: 260

	off: 
	ground: 520

	push: 1300

	experience: 
	total: 9,135
	needed: 10,000

	money: 
	cp: 16
	sp: 64
	gp: 134
	pp: 70
	gems: Five sapphires worth 200gp each.

	abilities: 
	class: Class Abilities - Fighter
   Wpn Proficiency: All Simple & Martial
   Armor Proficiency: All Armor & Shields
   Bonus Feat: Quick Draw

Class Abilities - Cleric
   Divine Spells
   Domain: Good: Cast Spells at +1 Level
   Domain: Healing: Cast Spells at +1 Level
   Domain Spells
   Spontaneous Casting
   Turn Undead

Class Abilities - Paladin
   Aura of Courage
   Detect Evil
   Divine Grace
   Divine Health
   Lay on Hands: 4 Points
   Smite Evil
	feats: Improved Initiative - Human Bonus
Mounted Combat - Third Level
Quick Draw - Fighter Bonus
Weapon Focus: Longsword - First Level
	feats2: Racial Abilities - Human
   Bonus Feat: First Level
   Bonus Skill Points: 4 at First Level
   Bonus Skill Points: 1 Each Level
   Favored Class: Any
	languages: Common
Elven

	spells: 
	1: Domain: Good
   Power: Cast good spells at +1 caster level.
   Spell: Protection From Evil

Domain: Healing
   Power: Cast healing spells at +1 caster lvl.
   Spell: Cure Light Wounds

Commonly Prepared Spells
   0 - Create Water
   0 - Guidance
   0 - Light
   1 - Command
   1 - Divine Favor
   1 - Protection From Evil (Domain)
	2: 

	items: 
	magic: Ring of Sustenance

	spell: 
	savedc: 
	1: 14
	0: 13
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 

	number: 
	0: 3
	1: 1
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 

	bonus: 
	7: 
	8: 
	9: 
	1: 1
	2: 
	3: 
	4: 
	5: 
	6: 

	known: 
	0: Domain
	1: 1
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 

	save: 
	dc: 
	mod: 3



	henchmen: 
	name: 
	1: 
	2: 
	3: 
	4: 

	race: 
	1: 
	2: 
	3: 
	4: 

	lvl: 
	1: 
	2: 
	3: 
	4: 

	hp: 
	1: 
	2: 
	3: 
	4: 

	init: 
	1: 
	2: 
	3: 
	4: 

	spd: 
	1: 
	2: 
	3: 
	4: 

	ac: 
	1: 
	2: 
	3: 
	4: 

	atk: 
	1: 
	2: 
	3: 
	4: 

	str: 
	1: 
	2: 
	3: 
	4: 

	notes: 
	1: 
	2: 
	3: 
	4: 

	dex: 
	1: 
	2: 
	3: 
	4: 

	con: 
	1: 
	2: 
	3: 
	4: 

	wis: 
	1: 
	2: 
	3: 
	4: 

	cha: 
	1: 
	2: 
	3: 
	4: 

	int: 
	1: 
	2: 
	3: 
	4: 


	description: 
	physical: Daniel Drakheim is a well-muscled and good-looking man in his early twenties.  His tanned skin and black hair over blue eyes has attracted more than one woman to his side, until they discover he bides by his Order's belief in chastity...
	age: 23
	sex: Male
	dob: Ches 1, 1346
	size: Medium
	weight: 182
	height: 6'2"
	hair: Black
	skin: Tanned
	handedness: Right
	personality:       Daniel is a good-natured yet quiet man.  He does not talk of himself or his past often, but rather enjoys spending time getting to know the people wherever he goes... and has developed a rather distinguished taste for the finer drinks available during his travels!  Daniel has never been one to actively atempt to convert folk to his faith, rather he feels that others should discover their deity without outside pressure.  However, if his words of Faith serve to spark interest in Torm, Daniel will gladly spend hours discussing his religion.  Since joining the Order, he has felt a little caged in his assignment to Seadale.  He's looking for a little excitement in his life...
	quotes: "EEEEEEEEVIIIIIIIIILLLLLLLLL!!!!!!!!!!!"
	friends: Faithblade Sigmund of Tantras
Clerics of Duty's Hall in Cormyr
The Order of the Golden Lion
	enemies: Those who worship the Black Hand.
(Unknown until the end, this includes his brother, David Drakheim)
	eyes: Blue

	notes:       Daniel was born the second son to Markus and Arathyra Drakheim on the first of Ches, 1346 Dalereckoning. Theirs was a small merchant family of Arabel, third cousins by marriage to the famous Truesilvers of Cormyr. Markus ran a small but profitable scribing service, providing a comfortable living for his family. 
      While Daniel had always been a good natured and pleasant boy, his older brother David was quite the opposite. David was always a mischievous lad, getting into trouble frequently with his parents and tutors. As they grew, Daniel happily attended his swordsman classes while David began hanging out with a crowd that his parents less than approved of.
       Late one cold Nightal night in the Year of the Worm, Daniel was leaving a friends house after an evening of sparring when he noticed smoke rising from the street of his home. Running as fast as he could, Daniel discovered that which he feared most: his home engulfed in flame. Three neighbors held him back before he could rush into the hellfire, while others ran with buckets of water to quench the flames. 
      The remainder of the Drakheim family had been home that night. Neighbors attested that they had heard heated arguing between Markus and David shortly before the flames erupted. Their disagreements had become more frequent as of late, the crowd that David had fallen into had been rumored to have ties to worshipers of the Black Lord. 
      Daniel blamed the loss of his beloved family on this gang, and swore it was his duty to right the injustice done to his parents. The so-called friends of David had fled the city when the local Purple Dragon garrison had sent a dispatch to investigate. Daniel attempted to follow them, but he was a fighter, not a tracker. 
      Three months later, a tired and cold Daniel Drakheim seeking shelter, and hopefully a warm meal, knocked on the doors of the lone building standing off the road. He was welcomed inside Duty's Hall, and discovered it was a temple to Torm the Brave. Daniel found a great passion for the simple teachings the clerics offered at dinner that night, and bade them to teach him more. 
      Over the next few years, Daniel lived as an aspiring cleric at Duty's Hall. During the Time of Troubles however, things changed. The Gods walked the earth. They were cast from their domains because of the Black Hand. Daniel felt restless and confined in the temple, he felt that he had to go out and help the world in the fight against the Banites. Saying his goodbyes, he picked up his long-forgotten sword and left the temple forever. 
      Daniel Drakheim championed the cause of Torm the True for the next few years, making his way accross the Dalelands and the Dragon Reach to the new center of Torm's religion, Tantras. Here he performed missions for the Temple of Torm's Coming for several years. Excelling at his duties at the Temple, he was knighted Sir Daniel Drakheim of the Order of the Golden Lion on the 2nd of Eleasias, Year of the Banner. Sworn to uphold the Penance of Duty, Sir Drakheim was sent to Seadale to spread the word of Torm the True...
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