Katar Hol – Hsian (pronounced: shee-AN) (Hawkwing) Air Elemental Warlock
Race: Hsian
Sex: Male
Height: 6’
Age: 23
Eyes: Pale blue
Skin: Tan
Hair: White
Wings: White
Wingspan: 12”

Alignment: Unprincipled (Good – chaotic and freewheeling)
Birth: First born
Home: 

Description: Wears white clothing and robe. Wears diamond on silver jewelry. Has tattoo of symbol of ‘air’ on chest and sewn on robe in navy blue.

IQ: 4d6
(21)
ME: 3d6 (16)
MA: 2d6 (12)
PS: 3d6 (15)
PP: 3d6 (15)
PE: 4d6 (18)
PB: 3d6 (15)
Speed: [flying 6d6 (30) 20 mph] [walking 3d6 (16) 11 mph]
Hit Points: (18)
PPE: 2d4X10 + 20 + PE
(98)
ISP: (40)
SDC: 1d6 (6)
AR: (10) (soft leather armor worn under the robe)

Gold: 150
XP: 0

Bonuses:

OCC Save bonus: +6 vs elemental beings, +1 vs spell/wards, +1 vs possession, +2 vs horror.

IQ Skills bonus: +7%

Speed bonus: +1 number of attacks during flight.

ME Save bonus: +1 vs insanity, +1 vs Psionics

PE Save bonus: +6% vs coma/death
PE Save bonus: +2 vs magic/poison

MA bonus: Invoke trust/Intimidate - 20% 

PB bonus: Charm/Impress - 25%

Air Elemental Warlock OCC and Hsian RCC Skills:
Literacy: Hsian Language - Base: 96% (not spoken, but sung)
Literacy: Hsiao Language - Base: 96%

Literacy: Human Language - Base: 98%

Literacy: Elemental Language - Base: 92%

Sense Elemental Beings (120’) - Base: 25% + 5%/level

See Invisible Elementals (120’) - Base: 75%

Sense and recognize Warlocks and know their elemental force.

Sense coming of storms: hail, snow, rain, lightning, wind speed, etc. - Base: 30% + 5%/level

Wilderness: Aerial Navigation - Base: 41% + 9%/level

Wilderness: Land Navigation - Base: 41% + 4%/level

Wilderness: Track Animals - Base: 25% + 5%/level 

Wilderness: Wilderness Survival - Base: 35% + 5%/level
Science: Astronomy - Base: 65% + 20%

Science: Wind direction/speed - Base: 62% + 4%/level

Science: Contamination of air/hazard - Base: 30% + 5%/level

Science: Sense/Tell time by heavens - Base: 62% + 4%/level

Technical: Lore: Magic - Base: 35% + 5%/level.

Technical: Lore: Vampires - Base: 35% + 5%/level

Domestic: Sewing - Base: 50% + 5%/level

Domestic: Singing - Base: 45% + 5%/level

Domestic: Cooking - Base: 45% + 5%/level

Weapons Proficiencies: Staff
Weapons Proficiencies: Targeting/Missile Weapons - Small Crossbow

Physical: Hand to Hand: Basic

Physical: Athletics

Warlocks are able to hold breath for up to 10 minutes.
Hawkwings are able to fly, regardless of any weather condition.
Possessions

Clothing (2 sets)
Hooded robe
Bed roll

Back pack
Soaps (4)
Candles (4)
Incense sticks (4)
Charcoal sticks (4)
Herbs

Sewing kit
Flint/Tinderbox
Water skin
Large sack
Small sacks (4)
Small mirror
Items representing Air Elementals (4):

1) Necklace w/diamond, 2) Tattoo w/air symbol, 3) Robe w/air symbol, 4) Wooden cross w/air symbol
Weapons

Small crossbow (Range: 340’, Damage: 1d6 or 2d4)

Oaken Staff w/air symbol (Range: 0’, Damage: 2d6)

Knife (Range: 0’, Damage: 1d6)

MAGIC ABILITIES

Summon Elementals: 1 every 24 hours. It is emotionally and physically taxing. Symbol marked with charcoal or burning incense. 1-2 hours of concentration (or 2d6 minutes).

Chance of summoning: 5%/level, 10%/level at ley lines, 20%/level at nexus.

Releasing the Elemental: “I release you!”  

Psionics (Total ISP=40) Due to being a ‘Hawkwing’ Hsian:

Presence Sense: ISP=4
See Aura: ISP=6

See the Invisible: ISP=4 

Power Words/Symbols:

1) Simple Words:

Yin: A linking word, like “and”, “or”, “also”.
2) Elemental Words of Power:

Ariel-Rapere-kyn: earth.
Cherubot-kyn: air.
Seraph-mytyn: fire.
Tharsis-mycn: water.
3) Mystic Symbols:

Elemental symbols: earth, air, fire, water.

Stone symbols: water (emerald/pearl), earth (onyx/salt crystals), air (diamond/sapphire), fire (ruby/topaz), purity (silver), strength (iron)
Air Elemental Spells (Total PPE=98):

Level One

Cloud of Slumber: PPE=4, Range: 90’, 4 melee rounds/level (1 minute), (cloud (20x20x20 ft. max. size, up to 90’ away, induces slumber)

Cloud of Steam: PPE=4, Range: 90’, 4 melee rounds/level (1 minute), (cloud (30x30x30 ft. max. size, up to 90’ away, 2d6 SDC damage for each melee round (15 seconds) also temporarily blinds the character for 1d4 melee rounds. No initiative, -9 to strike, parry, and dodge. Can’t open their eyes, it hurts too much.)

Thunderclap: PPE=2, Range: 30‘ around the caster, makes the air vibrate. Intimidates. Creates horror factor 10+1 per every other level of caster. (HF: 10 at 1st and 2nd. 11 at 3rd and 4th. Gain initiative if opponent doesn’t save vs horror. Warlock has +1 to strike, parry, and dodge.) 

WARLOCK NOTES:
Warlocks are not political or religious. Religion: Elementalism (Deistic & Polytheistic) – 4 Elemental Lords (p. 158 old book). Elementals (p. 217-219 old book).

It is their birthright to be a Warlock, they are born a Warlock. It brings power, respect, & responsibility. It is their duty to use their power.

Warlocks are a universal fraternity. They show courtesy, politeness, and respect to each other, even before battle. They don’t understand loyalty to a party or group. They use the term “I must”, “I must pass”, etc.

When an elemental asks a Warlock to be released from servitude by a Summoner, Warlock, etc., a Warlock will try to release it. Holding an Elemental beyond a reasonable amount of time is not tolerated.
