In 1348DR on the edge of Forgotten Forest, a Human woman approached the Greycloak Hills. The Elven patrol spotted her just after sunrise, but none approached, choosing instead to discover the agenda of their interloper. From their viewpoints, the woman appeared to be bruised and bleeding, her common garments torn and ragged. She carried with her a bag, a medium-sized burlap bag, in which she tightly gripped with both hands. Within moments she collapsed, but still with the instinct to protect her bag when she fell. The Elven patrol rushed to her aid, but alas her wounds more than her spirit could bear. Her last words, "The child..." Startled and stunned the leader of the patrol grabbed and opened the bag. What he found stole his breath, even if only for mere moments. Before him was a human-looking child, with minor elven features, and a slight bluish tint to his skin. The baby was breathing, but non-reactive. They grabbed the woman's lifeless body and the child and hurried back to Greycloak Village.
 

Trenari, a priestess of Selune, cure the child of its injuries. She then spoke with the dead woman's spirit to discover that the child's father was none other than Luirlan Duirsar, the son of Lord Erlan Duirsar. Luirlar was intending to take Gwynnestri as a bride in a few years time, and Trenari knew that such news would cause a scandal that would forever corrupt the royal line. In the interest of the village and of the child, she decided not to share the information with anyone. It is a secret that remains to this day.
 

She placed the baby with Sa'el Therash, a bowyer/fletcher. Before residing himself to bow making, Sa'el was a grand archer in the Evereskan Legion. He traveled to the Greycloak Hills with Lord Duirsar some years back to help expand the Evereskan forces as well as protect the sacred grounds. Trenari told Sa'el that Selune suggested she place the child with him, and to make sure he teaches him well. Sa'el was respected by many and at 182 years of age was willing to take on the burden of a child. He and Trenari decided that the child be named Caerik Therash.
 

Sa'el took Caerik in and loved him as his own. Over the years, Sa'el taught his son the fine art of bow making, archery, and hunting. He often took his son to Forgotten Forest to introduce the boy to nature, and to teach him to live off the land. They always prayed together to the Keen Eye for a bountiful hunt. Sa'el was very clear on the difference between hunting for nourishment, and hunting for sport. He taught Caerik that nature is to be cherished and protected, not pillaged or destroyed. Sa'el, a follower of Selune, never pressured Caerik into anyone deity, but instead educated him on all of the Elven gods. Of the deities of the elven pantheon, Caerik favored Solonor Thelandria. He had the beliefs and goals the same as Caerik, thus the match was perfect. Upon reaching the age of 18, Sa'el and Caerik worked together to craft a masterwork mighty composite longbow. Upon completion, Caerik quickly took the Bow as his favored weapon. He hunted daily and honed his skills as an archer.
 

Sa'el told Caerik of the old Elven ways. Told him of Evermeet and the history there. He told him of his home in Evereska, and how he served there for many years. He spoke of Cormanthor and the Mythal that once was, and the damage and destruction that was brought to that forest. Upon learning this, Caerik was very intrigued at the concept of a Mythal and the destruction it caused, and wanted to check out Myth Drannor first hand. With a heavy heart his father said goodbye as he left the Greycloaks to make his way east.
 

On his journey, Caerik joined up with the Dreaming Wind Caravan in Corm Orp in hopes of making safe passage to the Dalelands.
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Caerik Therash - Male Half-Elf (Moon) Rgr3/Clr2. Medium-size humanoid (Half-Elf); HD 3d10 plus 2d8 plus 5; hp 41; Init +7; Spd 30 ft; AC 18 (touch 13, flat-footed 14); Atk +7 melee (1d8+4/19-20 x2 masterwork longsword, primary hand; 1d6+4/19-20 x2 masterwork short sword, off hand) or +8 ranged (1d8+4/20 x3 mighty composite longbow); SA two weapon fighting, turn undead 4/day; AL CG; SV Fort +9, Ref +4, Will +6; Str 18, Dex 16, Con 13, Int 14, Wis 15, Cha 12. Height: 5’5”, weight: 124lbs, eyes: green, hair: brown, age: 22.

Skills and Feats: Animal Empathy +2, Appraise* +2, Balance* +3, Bluff* +1, Climb* +4, Concentration +3, Craft (Bow making) +7, Diplomacy +2, Disguise* +1, Escape Artist* +3, Forgery* +2, Gather Information* +1, Handle Animal +2, Heal +4, Hide +7, Intimidate* +1, Intuit Direction +5, Jump +4, Knowledge (Arcana) +3, Knowledge (Nature) +4, Knowledge (Religion) +3, Listen +5, Move Silently +7, Profession (Herbalist) +6, Ride +4, Scry* +2, Search +5, Sense Motive* +2, Spot +7, Swim* +4, Use Rope +4, Wilderness Lore +7; Survivor (bonus regional feat), Alertness, Improved Initiative, Point Blank Shot (Bonus Domain Feat), Weapon Focus (Longbow, Bonus Domain Feat), Two Weapon Fighting (In light or no armor, class feat), Ambidexterity (In light or no armor, class feat), Track (Class feat), Simple and Martial Weapons (Class feat), All Armor and Shields (Class feat).

*untrained

Cleric Spells per Day: 4/3+1. Base DC = 12 + spell level. Domains: Elf (Free point blank shot feat), War (Free weapon focus, longbow). Typical readied spells: Detect Magic, Purify Food and Drink, Read Magic, Resistance, True Strike (domain), Divine Favor, Shield of Faith, Summon Monster I.

Favored Enemy: Caerik has selected Drow as his favored enemies. He gains a +1 bonus on his Bluff, Listen, Sense Motive, Spot, and Wilderness Lore checks when using these skills against this enemy. He also gets the same bonus on melee weapon damage rolls against Drow and ranged weapon damage rolls if the target is within 30 feet.
Half-Elf Traits: Caerik is immune to magic sleep spells and effects. He has a +2 racial bonus on saves against enchantment spells or effects and a +1 racial bonus on Listen, Spot, and Search checks (already figured into the statistics given above). He also has low-light vision that allows him to see twice as far as a human in low-light conditions).

Possessions: Masterwork Mighty Composite Longbow, self-made; masterwork longsword; masterwork short sword; +1 studded leather armor; masterwork buckler; 

