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STR 0STRENGTH 10
DEX +2/+3DEXTERITY 15/17
CON +1CONSTITUTION 12
INT +6INTELLIGENCE 22
WIS +1WISDOM 12
CHA +3CHARISMA 16

+1(CONSTITUTION) +6
Elven Immunities: +2 vs. enchantments, Righteous medal
of clarity : +2 sacred bonus vs. insanity or confusion effects,
Righteous medal of vigor : +2 sacred bonus vs. death
effects

= +3FORTITUDE +1+11

+3(DEXTERITY) +3
Elven Immunities: +2 vs. enchantments, Righteous medal
of clarity : +2 sacred bonus vs. insanity or confusion effects,
Righteous medal of vigor : +2 sacred bonus vs. death
effects

= +3REFLEX +1+10

+1(WISDOM) +6
Elven Immunities: +2 vs. enchantments, Righteous medal
of clarity : +2 sacred bonus vs. insanity or confusion effects,
Righteous medal of vigor : +2 sacred bonus vs. death
effects

= +3WILL +1+11

Elven Immunities Immunity to Disease
Elven Immunities - Sleep Immunity to Fear (Ex)

Energy Resistance, Fire (9)

23 +5 +2+3 +2=
10 18

+1
17

AC
Armor DeflecDex Dodge

Flat-Footed AC

MiscNaturShield Size

Touch AC

Total

Ability Modifier TemporaryScore

Lawful Good Humanoid (Elf, Human); Deity: Shelyn; Age:
24 ; Height: 5' 8" ; Weight: 140 lb.; Eyes: Blue; Hair:
Auburn; Skin: Tanned

Male half-elf (Spireborn) paladin (oath of the
mendevian crusade, virtuous bravo) 9/gestalt 9/evoker
(admixtureAPG{/sup - CL9 - CR 27

+9 +9= --+0

26 +9 +3= 10 -+0

CM Bonus
BAB MiscSizeStrength

CM Defense
BAB Dexterity SizeStrength

Caleth Aranor

+9 110

+7

Base Attack HP
Damage / Current HP

Initiative

Speed 30 ft

AbilityBase MiscSaving Throw NotesResist TempTotal

TempSkill Name RanksTotal Ability

Acrobatics 1+4 DEX (3)
Appraise 2+11 INT (6)
Bluff -+3 CHA (3)
Climb 1+1 STR (0)

Craft (alchemy) 3+12 INT (6)
Diplomacy 5+11 CHA (3)
Disguise -+3 CHA (3)
Escape Artist 2+5 DEX (3)
Fly 2+8 DEX (3)

Handle Animal 1+7 CHA (3)
Heal 3+7 WIS (1)
Intimidate -+3 CHA (3)
Knowledge (arcana) 3+12 INT (6)
Knowledge (dungeoneering) 2+11 INT (6)
Knowledge (engineering) 3+12 INT (6)
Knowledge (geography) 1+10 INT (6)
Knowledge (history) 2+11 INT (6)
Knowledge (local) 2+11 INT (6)
Knowledge (nature) 1+10 INT (6)
Knowledge (nobility) 1+10 INT (6)
Knowledge (planes) 6+17 INT (6)
Knowledge (religion) 3+12 INT (6)
Linguistics 3+15 INT (6)
Perception 9+12 WIS (1)
Profession (herbalist) 5+9 WIS (1)
Ride 1+7 DEX (3)

Sense Motive 2+6 WIS (1)
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Experience & Wealth
Current Cash: 1,200 gp, 2 sp, 4 cp

Crit: 19-20/×2
Rng: 10'

Light, P/S

Main hand: +12/+7, 1d4+9
Precision
Main w/ offhand: +6/+1, 1d4+9
Precision
Main w/ light off: +8/+3, 1d4+9
Precision
Offhand: +4, 1d4+9 Precision

Dagger

Ranged: +12, 1d4+9 Precision
Ranged w/ offhand: +6, 1d4+9
Precision
Ranged w/ light off: +8, 1d4+9
Precision
Ranged offhand: +4, 1d4+9
Precision

TempSkill Name Ranks
Skills

Total Ability

Spellcraft 5+14 INT (6)
Stealth -+3 DEX (3)

Survival -+1 WIS (1)
Swim -+0 STR (0)

Use Magic Device 3+6 CHA (3)

Activated Abilities & Adjustments
Enduring Armor +5 (Su): Enduring Armor
Spell DC, All Spells: +2

Feats
Armor Proficiency (Light)
Armor Proficiency (Medium)
Bladed Brush
Buckler Proficiency
Creative Destruction (Su)
Elemental Focus (Cold)
Martial Weapon Proficiency - All
Scribe Scroll
Simple Weapon Proficiency - All
Skill Focus (Linguistics)
Spell Focus (Evocation)
Spell Focus [Mythic, Evocation]
Spell Penetration
Varisian Tattoo (Evocation)
Weapon Focus (Glaive)
Wizard Weapon Proficiencies

Traits
Demon Eradicator (Mendev)
Riftwarden Orphan (1/day)

Crit: 19-20/×2
Rng: 10'

Light, P/S

Main hand: +12/+7, 1d4+9
Precision
Main w/ offhand: +6/+1, 1d4+9
Precision
Main w/ light off: +8/+3, 1d4+9
Precision
Offhand: +4, 1d4+9 Precision

Dagger

Ranged: +12, 1d4+9 Precision
Ranged w/ offhand: +6, 1d4+9
Precision
Ranged w/ light off: +8, 1d4+9
Precision
Ranged offhand: +4, 1d4+9
Precision

Crit: ×3
2-hand, S, Reach

Both hands: +15/+10,
1d10+2+9 Precision

Radiance

Crit: 19-20/×3
2-hand, S, Reach

Both hands: +17/+12,
1d10+4+9 Precision plus 2d6
vs. Evil Outsider

Radiance with bane/keen

Crit: 19-20/×2
Light, P

Main hand: +12/+7, 1d6+9
Precision
Main w/ offhand: +6/+1, 1d6+9
Precision
Main w/ light off: +8/+3, 1d6+9
Precision
Offhand: +4, 1d6+9 Precision

Short sword

Crit: 19-20/×2
Light, P

Main hand: +12/+7, 1d6+9
Precision
Main w/ offhand: +6/+1, 1d6+9
Precision
Main w/ light off: +8/+3, 1d6+9
Precision
Offhand: +4, 1d6+9 Precision

Short sword

Crit: ×3
Rng: 60'

2-hand, P

Shortbow
Ranged, both hands: +12/+7, 1d6
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Total Weight Carried: 70.1/100 lbs,
Encumberance Ignored
(Light: 33 lbs, Medium: 66 lbs, Heavy: 100 lbs)

Gear

+1 holy arrows x50 0.15 lbs
Amulet of natural armor +1 -
Arrows x40 0.15 lbs
Backpack (22 @ 23 lbs) <In: Bag of holding I (2 @
25 lbs)>

2 lbs
Bag of holding I (2 @ 25 lbs) 15 lbs
Bandolier (5 @ 0 lbs) -
Bedroll <In: Backpack (22 @ 23 lbs)> 5 lbs
Belt of incredible dexterity +2 1 lb
Belt pouch (15 @ 5 lbs) 0.5 lbs
Campfire bead <In: Bag of holding I (2 @ 25 lbs)> -
Cloak of resistance +1 1 lb
Dagger <In: Wrist sheath, spring loaded (1 @ 1 lbs)> 1 lb
Dagger <In: Wrist sheath, spring loaded (1 @ 1 lbs)> 1 lb
Flint and steel x2 <In: Belt pouch (15 @ 5 lbs)> -
Ink, black <In: Backpack (22 @ 23 lbs)> -
Inkpen <In: Backpack (22 @ 23 lbs)> -
Intensified metamagic rod (lesser, 3/day) <In: Belt
pouch (15 @ 5 lbs)>

5 lbs
Iron spike x5 <In: Backpack (22 @ 23 lbs)> 1 lb
Knight's pennon of battle 1 lb
Mess kit <In: Backpack (22 @ 23 lbs)> 1 lb
Money <In: Belt pouch (15 @ 5 lbs)> -
Paper x2 -
Potion of cure light wounds x7 <In: Belt pouch (15 @ 5
lbs)>

-
Potion of cure serious wounds x2 <In: Belt pouch (15 @
5 lbs)>

-
Potion of restoration, lesser <In: Belt pouch (15 @ 5
lbs)>

-
Radiance 4 lbs
Radiance with bane/keen 4 lbs
Ranged piton <In: Backpack (22 @ 23 lbs)> 1 lb
Righteous medal of clarity -
Righteous medal of vigor -
Ring of protection +2 -
Scroll case (empty) 0.5 lbs
Short sword 2 lbs
Short sword 2 lbs
Shortbow 2 lbs
Slaying arrow (Human) 0.1 lbs
Soap x2 <In: Backpack (22 @ 23 lbs)> 0.5 lbs
Spell component pouch 2 lbs
Tabard 1 lb
Terendelev's scales (Resistance) <In: Belt pouch (15 @
5 lbs)>

-
Torch x10 <In: Backpack (22 @ 23 lbs)> 1 lb
Trail rations x5 1 lb
Traveler's outfit (Free) -
Traveling spellbook 1 lb
Traveling spellbook 1 lb
Wand of bless weapon (CL 3rd, 18 charges) <In:
Bandolier (5 @ 0 lbs)>

-
Wand of daylight (CL 4th, 24 charges) <In: Bandolier (5
@ 0 lbs)>

-

Crit: ×2
Light, B, Nonlethal

Main hand: +9/+4, 1d3
nonlethal
Main w/ offhand: +3/-2 , 1d3
nonlethal
Main w/ light off: +5/+0, 1d3
nonlethal
Offhand: +1, 1d3 nonlethal

Unarmed strike
Total Weight Carried: 70.1/100 lbs,
Encumberance Ignored
(Light: 33 lbs, Medium: 66 lbs, Heavy: 100 lbs)

Gear

Wand of dimension door (9 charges) -
Wand of hold person (10 charges) -
Wand of magic missile (CL 4th, 11 charges) <In:
Bandolier (5 @ 0 lbs)>

-
Wand of magic missile (CL 6th, 31 charges) <In:
Bandolier (5 @ 0 lbs)>

-
Wand of spiritual weapon (CL 4th, 8 charges) <In:
Bandolier (5 @ 0 lbs)>

-
Wardstone shard 0.5 lbs
Waterskin 4 lbs
Wrist sheath, spring loaded (1 @ 1 lbs) 1 lb
Wrist sheath, spring loaded (1 @ 1 lbs) 1 lb

Special Abilities
Admixture
Amazing Initiative (1/round) (Ex)
Anchoring Aura (DC 17) (Su)
Arcane Reservoir +2 DC or CL (12/day) (Su)
Arcane Surge (Su)
Aura of Courage +4 (10 ft.) (Su)
Aura of Good (Ex)
[N/A] Bane (Evil Outsider)
Bravo's Finesse (Ex)
Deed: Dodging Panache +3 (Ex)
Deed: Menacing Swordplay (Ex)
Deed: Opportune Parry and Riposte (Ex)
Deed: Precise Strike +9 (Ex)
Deed: Swashbuckler Initiative (Ex)
Dimensional Slide (90 feet) (Su)
Divine Bond (Su)
Divine Bond (Weapon +2, 9 mins, 2/day) (Sp)
Elemental Manipulation (9 rounds/day) (Su)
Elf Blood
Enduring Armor +5 (Su)
Hard to Kill (Ex)
Holy Vessel (Su)
Intense Spells (+4 damage) (Su)
Lay on Hands (4d6 hit points, 7/day) (Su)
Legendary Power (2/day)
[N/A] Legendary Power (2/day)
Legendary Surge (+1d6 to Attack Rolls - All, Combat
Maneuver Checks)[N/A] Legendary Surge (+1d6 to Attack Rolls - All,
Combat Maneuver Checks)Low-Light Vision
Mythic Bond
[N/A] Mythic Bond
Mythic Power (7/day, Surge +1d6)
Paladin Channel Positive Energy 5d6 (3/day, DC 17) (Su)
Panache (Ex)
School Understanding (3 rounds)
Smite Evil (3/day) (Su)
Spireborn
Surge (1d6) (Su)
Versatile Evocation (9/day) (Su)

Spell-Like Abilities
Dancing Lights (3/day)
Detect Evil (At will) (Sp)
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Tracked Resources
+1 holy arrows

Amazing Initiative (1/round) (Ex)
Arcane Reservoir +2 DC or CL (12/day) (Su)

Arrows

Dagger
Dagger
Divine Bond (Weapon +2, 9 mins, 2/day) (Sp)
Elemental Manipulation (9 rounds/day) (Su)

Heroism (1/day)
Intensified metamagic rod (lesser, 3/day)
Lay on Hands (4d6 hit points, 7/day) (Su)

Legendary Power (2/day)
Mythic Power (7/day, Surge +1d6)
Paladin Channel Positive Energy 5d6 (3/day, DC 17) (Su)

Panache Pool (3/day)
Potion of cure light wounds
Potion of cure serious wounds
Potion of restoration, lesser
Resist Energy (electricity or cold, 3/day)
Riftwarden Orphan (1/day)
Slaying arrow (Human)
Smite Evil (3/day) (Su)
Torch
Trail rations
Versatile Evocation (9/day) (Su)
Wand of bless weapon (CL 3rd, 18 charges)

Wand of daylight (CL 4th, 24 charges)

Wand of dimension door (9 charges)

Wand of hold person (10 charges)
Wand of magic missile (CL 4th, 11 charges)

Tracked Resources
Wand of magic missile (CL 6th, 31 charges)

Wand of spiritual weapon (CL 4th, 8 charges)

Languages
Abyssal Dwarven
Azlanti Elven

Celestial Hallit
Common Infernal
Daemonic

Spells & Powers
Evoker (Exploiter Wizard) spells memorized (CL 9th;
concentration +17)
Melee Touch +9 Ranged Touch +12
5th—cone of cold (DC 26), dismissal (DC 23)
4th—dimension door (2), greater invisibility
3rd—fireballM (DC 23), haste, communal spider climb UC,
vampiric touch
2nd—blur, glitterdust (DC 20), invisibility, knock ,
communal protection from chaos UC, scorching ray
1st—keep watch , magic missile , shocking grasp M (4)
0th (at will) —arcane mark , detect magic , drenchUM (DC
18), light, message, read magic
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Background
Caleth Aranor was never meant to be ordinary. Even his
birth seemed like a riddle half-told and half-forgotten.

He came into the world beneath a sky that refused to
settle, clouds dragging themselves across the firmament
like torn veils. The midwife who first washed him noticed
the mark immediately: a spiraling sigil etched faintly
across his shoulder blade, as if inked by unseen hands. It
was not a scar, nor a tattoo, but something deeper.
Something remembered. His foster parents would later
whisper its name in careful tones: the Seeker’s Spiral, a
sign tied to the Riftwardens, those secretive guardians
who meddled where reality thinned

.

His true parents had been among them.

They never returned.

Less than a month after Caleth’s birth, they vanished into
the Worldwound on a mission no one would explain. The
official word was “lost.” Caleth never believed that. Lost
implied chance. His instincts whispered something
sharper, more deliberate. Someone—or something—had
ended them. And somewhere beyond the horizon of his
life, that ending still breathed.

A Child Between Worlds

Caleth was raised in Kenabres by a human family who
treated him with earnest kindness, though never quite
understanding him. He grew tall and fine-featured, his
elven heritage sharpening his gaze and softening his
years, but it was his distance that unsettled people. Even
as a child, he watched rather than joined, listened rather
than spoke. Other children played; Caleth studied the
patterns in their games.

He learned early to imitate humanity, the way one might
learn a language: carefully, deliberately, never quite
natively.

Magic came to him like a second pulse. Cantrips slipped
from his fingers before he understood their structure.
Books—arcane, obscure, sometimes dangerous—felt less
like lessons and more like reunions. When he later
discovered the techniques of arcane exploitation, bending
magical theory with instinct and will, it felt less like
innovation and more like remembering something he had
never been taught.

Yet magic was only half the story.

The Seer’s Shadow

There was an old figure in Kenabres, known simply as theLantern Seer. Some called them a fraud. Others crossedthe street to avoid their gaze. Caleth did neither. Helistened.The Seer spoke of futures not as fixed roads, but asbranching rivers—some dammed, some poisoned, somerushing toward catastrophe. Under their guidance, Calethbegan to see flashes himself: a city burning under ableeding sky, a blade wreathed in radiance, a shadow thatwore a man’s shape but cast none of its own.These visions did not frighten him.They organized him.Where others lived day to day, Caleth began to liveahead. He planned, prepared, calculated. Every actionbecame a piece on a board only he could see. If doomwas coming—and he believed it was—then he wouldmeet it not with hope, but with readiness.The Secret That Hunts HimThere is a name Caleth does not speak.Years ago, before he fully understood the weight ofconsequence, his caution failed him. Whether throughinaction or cold calculation, he allowed something terribleto happen—something that cost another person dearly.The details remain buried beneath layers of rationalizationand silence, but the truth gnaws at him in quiet moments.This is the paradox at his core: a man who plans forevery future, yet cannot undo a single past decision.It is also why he holds himself to an unyielding standardnow.A Knight in Measured LightCaleth’s path to becoming a paladin was not born fromzeal, but from necessity. If the world was tipping towardruin, then it required not just power, but principle. Notblind faith, but disciplined conviction.As a Virtuous Bravo, he does not embody the thunderous,unbending ideal many expect of paladins. Instead, he isprecise. Calculated. His courage is not loud, but exacting,expressed through perfect timing, deliberate strikes, andunwavering control. Where others charge, he positions.Where others rage, he decides.To some, this makes him seem distant, even cold.To others, it makes him terrifyingly reliable.The Wanderer of Empty ConnectionsCaleth has known many companions, and many fleetingromances, but none have endured. There is always adistance he cannot close, a part of himself alreadystanding in some future moment, measuring outcomes.People sense it.They drift away.He tells himself this is acceptable. Attachments complicateplans. Plans, after all, are what will save lives when thestorm finally breaks.And yet…There are moments when he watches others laugh,unburdened by tomorrow, and feels something in himselfgo quiet.The Road to the WorldwoundNow, the threads of his life tighten.The mark on his back burns more often. His visionssharpen. The Worldwound calls—not as a place, but asan answer.Somewhere within that scar upon reality lies the truth ofhis parents’ fate.Somewhere, the one responsible still walks.And somewhere, in the convergence of divine purposeand arcane mastery, Caleth Aranor will become either theblade that severs the coming darkness… or the mind thatfails to stop it.He intends, with ruthless certainty, that it will be theformer.

History
Homeland: Town or Village
Parents: Both Dead
Siblings: None
Circumstance of Birth : Adopted Outside Your
RaceParent's Profession : Soldiers
Adopted: Raised by Civilized Humanoids
Childhood: Magical Gift
Influential Associate : The Seer
Moral Conflict : Negligence: 2
Subject: Soldier or warrior: 0
Motivation: Pressured or Manipulated: 2
Resolution: Secret Regret: -1
Romantic Relationships : Several Inconsequential
RelationshipsDrawback: The Future



Hero Lab and the Hero Lab logo are Registered Trademarks of LWD Technology, Inc. Free download at https://www.wolflair.com
Pathfinder® and associated marks and logos are trademarks of Paizo Inc.®, and are used under license.

Sourcebooks Used
• Advanced Class Guide - Dimensional Slide (special

ability); Exploiter Wizard (archetype); Potent Magic
(special ability); School Understanding (special ability)

• Advanced Player's Guide - Admixture (special ability);
Elemental Focus (feat)

• Advanced Player's Guide / Adventurer's Armory -
Traveling spellbook (equipment)

• Advanced Player's Guide / Adventurer's Armory /
Ultimate Equipment - Iron spike (equipment)

• Advanced Player's Guide / Ultimate Equipment -
Campfire bead (equipment); Intensified metamagic rod
(lesser) (equipment); Knight's pennon of battle
(equipment)

• Advanced Race Guide - Windy Escape (spell)
• Adventurer's Armory - Wrist sheath, spring loaded

(equipment)
• Bastards of Golarion / Heroes from the Fringe -

Spireborn (race option)
• Blood of the Ancients - Skim (spell)
• Champions of Balance - Creative Destruction (feat)
• Cheliax, Empire of Devils - Emergency Force Sphere

(spell)
• Demon Hunter's Handbook / Wrath of the Righteous

- Riftwarden Orphan (trait)
• Divine Anthology - Oath of the Mendevian Crusade

(archetype)
• Gestalt Variant Core - Gestalt (class)
• Heroes of the Darklands - Grasp (spell)
• Heroes of the High Court - Virtuous Bravo (archetype)
• Inner Sea Races / Inner Sea World Guide - Azlanti

(language); Hallit (language)
• Inner Sea World Guide / Rise of the Runelords

Anniversary Edition - Varisian Tattoo (feat)
• Knights of the Inner Sea - Demon Eradicator (Mendev)

(trait); Keep Watch (spell)
• Mythic Adventures - Arcane Surge (special ability);

Enduring Armor (special ability); Mythic Spellcasting
(special ability); Spell Focus (feat)

• Paizo Blog / Ultimate Magic - Drench (spell)
• Paths of the Righteous - Bladed Brush (feat)
• People of the North / Reign of Winter / Ultimate

Wilderness - Snowball (spell)
• Potions & Poisons - Phase Step (spell)
• Ranged Tactics Toolbox - Ranged piton (equipment)
• Ultimate Combat - Protection from Chaos, Communal

(spell); Resist Energy, Communal (spell); See Alignment
(spell); Spider Climb, Communal (spell)

• Ultimate Equipment - Bandolier (equipment); Mess kit
(equipment); Tabard (equipment)

• Ultimate Magic - Frigid Touch (spell)
• Wrath of the Righteous - Radiance (weapon);

Radiance with Bane/Keen (weapon); Righteous medal
of clarity (equipment); Righteous medal of vigor
(equipment); Terendelev's scales (Resistance)
(equipment); Wardstone shard (equipment)


