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18 Str
10 Dex
12 Con
12 Int
16 Wis
18 Cha

+9 Base +3 Wis +0 Misc=PERCEPTION E**+12
+9 Base +1 Con +0 Misc=FORTITUDE E**+10
+7 Base +0 Dex +0 Misc=REFLEX T**+7
+9 Base +3 Wis +0 Misc=WILL E**+12
+17 Base +0 Dex +7 Misc=AC T**24

AC: +7, Max Dex: +0, Armor Check: -, Speed: -5
+1 full plate (Trained)

Traits: bulwark

AC: +4, Max Dex: +1, Armor Check: -, Speed: -
Breastplate (Trained)

Traits: versatile P

(2d12+4 P/S, Crit 4d12+8 P/S)Melee: +12/+7/+2
+1 striking greatsword (Trained)

Special Abilities

Actions fundamentally opposed to your deity's alignment or ideals are anathema to
your faith.

Anathema

You can see in the dark (black and white only).
Darkvision

Through your deity’s blessing, you gain additional spells that channel either the life
force called positive energy or its counterforce, negative energy. When you
prepare your spells each day, you can prepare additional heal or harm spells,
depending on your deity. The divine font spell your deity provides is listed in the
Divine Font entry for your deity on pages 437–440; if both are listed, you can
choose between heal or harm. Once you choose, you can’t change your choice
short of an ethical shift or divine intervention.

Healing Font: You gain additional spell slots each day at your highest level of
cleric spell slots. You can prepare only heal spells (page 343) in these slots, and
the number of slots is equal to 1 plus your Charisma modifier.

Harmful Font: You gain additional spell slots each day at your highest level of
cleric spell slots. You can prepare only harm spells (page 343) in these slots, and
the number of slots is equal to 1 plus your Charisma modifier.

Divine Font (Heal, 5/day)

See in dim light as if it were normal light.
Low-Light Vision

You’ve learned to cast some of your spells more flexibly. For each spell level you
have access to, choose one spell of that level to be a signature spell. You don’t
need to learn heightened versions of signature spells separately; instead, you can
heighten these spells freely. If you’ve learned a signature spell at a higher level
than its minimum, you can also cast all its lower-level versions without learning
those separately. If you swap out a signature spell, you can choose a replacement
signature spell of the same spell level at which you learned the previous spell. You
can also retrain specifically to change a signature spell to a different spell of that
level without swapping any spells; this takes as much time as retraining a spell
normally does.

Signature Spells

Feats

Gain a 1st-level class feat for your class.
Natural Ambition [Ancestry Feats]

You gain darkvision.
Orc Sight [Ancestry Feats]

You gain the basic spellcasting benefits (page 219). Each time you gain a spell
slot of a new level from the sorcerer archetype, add a spell of the appropriate spell
level to your repertoire: a common spell of your bloodline’s tradition, one of your
bloodline’s granted spells, or another spell you have learned or discovered.

Basic Sorcerer Spellcasting [Class Feats]

Deity: Gorum; Age: 18; Height: 5' 8"; Weight: 190 lb.;
Eyes: Black; Hair: Dark Brown; Skin: Grey
Speed: 20 ft., Languages: Common, Orcish

CN Male half-orc local scion cleric 5
Chaotic, Human, Humanoid, Medium, Neutral, Orc

Focus Points
2

Magog

1
3

Hero Points
53

Hit Points

Player: Graham

Skills
U**Acrobatics Dex+0
T**Arcana Int+8
T**AthleticsStr+11
T**Breachill Lore Int+8
E**Crafting Int+11
U**DeceptionCha+4
T**Diplomacy Cha+11
E* IntimidationCha+13
T**MedicineWis+10
U**Nature Wis+3
U**Occultism Int+1
U**PerformanceCha+4
T**ReligionWis+10
T**Society Int+8
U**Stealth Dex+0
U**Survival Wis+3
U**ThieveryDex+0

Feats

Choose a bloodline. You become trained in the bloodline’s two skills; for each
of these skills in which you were already trained, you become trained in a skill
of your choice.

You cast spells like a sorcerer. You gain access to the Cast a Spell activity.
You gain a spell repertoire with two common cantrips from the spell list
associated with your bloodline, from the spells granted by your bloodline, or
any other cantrips of that tradition you learn or discover. You’re trained in spell
attack rolls and spell DCs for your tradition’s spells. Your key spellcasting
ability for sorcerer archetype spells is Charisma, and they are sorcerer spells
of your bloodline’s tradition. You don’t gain any other abilities from your choice
of bloodline.

Sorcerer Dedication [Class Feats]

Become trained in light, medium or heavy armor.
Armor Proficiency [General Feats]

Intimidation (Intimidating Prowess): +1 circumstance bonus when you
physically menace the target of your Coerce or Demoralize attempt.

Skill Modifiers
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Feats

Your deity bestows a special spell related to their powers. Select one domain—a
subject of particular interest to you within your religion—from your deity’s list. You
gain an initial domain spell for that domain, a spell unique to the domain and not
available to other clerics. Each domain’s theme and domain spells appear in Table
8–2: Domains on page 441.

Domain spells are a type of focus spell. It costs 1 Focus Point to cast a focus
spell, and you start with a focus pool of 1 Focus Point. You refill your focus pool
during your daily preparations, and you can regain 1 Focus Point by spending 10
minutes using the Refocus activity to pray to your deity or do service toward their
causes.

Focus spells are automatically heightened to half your level rounded up. Focus
spells don’t require spell slots, nor can you cast them using spell slots. Certain
feats can give you more focus spells and increase the size of your focus pool,
though your focus pool can never hold more than 3 Focus Points. The full rules
for focus spells appear on page 300.

Special You can select this feat multiple times, selecting a different domain each
time and gaining its domain spell.

Domain Initiate [Natural Ambition]

When you use the Coerce activity you can affect 2 targets Will DCs.
Group Coercion [Skill Feats]

+1 circumstance bonus to your Intimidation check when you can physically
menace the target.

Intimidating Prowess [Skill Feats]

Your shield absorbs damage up to the shield’s Hardness. You and the shield each
take any remaining damage.

Shield Block

+1 (+2 at master proficiency) circumstance bonus on Crafting checks to Craft
items of selected specialty.

Specialty Crafting (Smithing)

Focus Spells
Athletic Rush (3rd*)

Spells
Cleric Divine spells prepared (CL 5th)
3rd—searing light, sound burst
2nd—darkness, dispel magic, enlarge
1st—mending, true strike (2)
Cantrip (at will)—detect magic, guidance, read aura, shield,
sigil
Sorcerer spells known (CL 5th)
1st (1/day)—charm
Cantrip (at will)—electric arc, mage hand

Tracked Resources
☐☐Caltrops

☐☐☐☐☐Divine Font (Heal, 5/day)
☐☐☐☐☐Torch

Total Bulk Carried: 7.1, Unencumbered
Gear (Encum: 9 bulk, Over: 14 bulk)

+1 full plate 4
+1 striking greatsword 2
Backpack (16 @ 0.3 blk) -
Bandolier (empty) L
Bedroll L
Belt pouch (empty) -
Belt pouch (empty) -
Breastplate <In: Elsewhere (1 @ 3 blk)> 3
Caltrops x2 <In: Backpack (16 @ 0.3 blk)> 0.2
Chalk x10 <In: Backpack (16 @ 0.3 blk)> -
Flint and steel <In: Backpack (16 @ 0.3 blk)> -
Manacles, simple <In: Backpack (16 @ 0.3 blk)> -
Money -
Rations (1 week) x2 0.2
Religious symbol, wooden L
Rope (foot) x50 L
Soap <In: Backpack (16 @ 0.3 blk)> -
Torch x5 0.5
Waterskin <In: Backpack (16 @ 0.3 blk)> L

Experience & Wealth
Experience Points: 4,000 (6th @ 5,000)
Current Cash: 5 sp


