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	Character
	
	Race
	
	Class
	
	

	Neutral Good
	
	Eitri and Brokk
	
	1
	
	0/1000
	
	0
	
	

	Alignment
	
	Deity
	
	Level
	
	Experience
	
	Penalty
	
	Character Sheet © J. Hirvonen, Vardaen & TetNak

	Male
	
	
	
	M
	
	4’ 4”
	
	175lbs
	
	Pale
	
	Black
	
	Brown
	
	Right

	Gender
	
	Age
	
	Size
	
	Height
	
	Weight
	
	Skin
	
	Hair
	
	Eyes
	
	Handedness

	
	
	 

	
	
	

	Past
	
	Nationality / Region

	Long hair/beard, both braided.
	
	Heavily clothed in furs and traveling gear.  Typically wearing chain mail.

	
	
	

	Appearance
	
	Clothing

	Gruff and Grumpy
	
	

	
	
	

	Personality / Behavior
	
	Notes

	ABILITY SCORES
	
	SAVING THROWS
	
	HIT POINTS
	9/9

	
	SCORE
	MOD
	
	TEMP SCORE
	TEMP MOD
	
	TOTAL
	
	BASE SAVE
	
	ABI MOD
	
	MAGIC MOD
	
	MISC MOD
	
	TEMP MOD
	
	LIFT OVER HEAD
	LIFT OFF GROUND
	
	PUSH / DRAG

	STR
	
	16
	+3
	
	
	
	
	FORT
	(CON)
	3
	=
	0
	+
	3
	+
	
	+
	
	+
	
	
	230
	
	460
	
	1150

	DEX
	
	14
	+2
	
	
	
	
	REF
	(DEX)
	2
	=
	0
	+
	2
	+
	
	+
	
	+
	
	
	1 x MAX LOAD
	
	2 x MAX LOAD
	
	5 x MAX LOAD

	CON
	
	16
	+3
	
	
	
	
	WILL
	(WIS)
	2
	=
	2
	+
	0
	+
	
	+
	
	+
	
	
	LOAD
	
	SPEED
	MAX 

LOAD
	MAX DEX
	CHK PEN
	RUN

	INT
	
	16
	+3
	
	
	
	
	SAVING THROW MODIFIERS
	
	108
	
	L
	20
	76
	-
	-
	X4

	WIS
	
	10
	0
	
	
	
	
	 5* Poison Resistance, 6* Magic Resistance
	
	SPEED
	
	M
	20
	153
	+3
	-3
	X4

	CHA
	
	18
	+4
	
	
	
	
	
	
	20
	
	H
	20
	230
	+1
	-6
	X3

	

	ARMOR CLASS
	19
	=
	10
	+
	5
	+
	2
	+
	2
	+
	
	+
	
	
	ARMOR & PROTECTION
	TYPE
	ARMOR BONUS
	MAX DEX
	CHECK PEN
	SPELL FAIL
	SPEED
	WGT

LBS

	
	NORMAL
	
	ARMOR BONUS
	
	SHIELD BONUS
	
	DEX MOD
	
	SIZE MOD
	
	MISC MOD
	
	 Chainmail
	M
	+5
	+2
	-5
	30
	20
	40

	
	45%
	
	17
	
	AC MODIFIERS
	
	 Hvy Steel Shield
	S
	+2
	-
	-2
	15
	-
	15

	
	ARCANE SPELL FAIL
	
	FLAT FOOTED
	
	 8* Giant Training
	
	 
	
	
	
	
	
	
	

	
	-7
	
	12
	
	
	
	
	
	
	
	
	
	
	

	
	ARMOR CHECK PEN
	
	VS TOUCH ATTACKS
	
	
	
	PROFICIENT WITH ( LIGHT ARMOR ( MEDIUM ARMOR ( HEAVY ARMOR ( SHIELDS

	
	ATTACK BONUS MODIFIERS

	INITIATIVE
	2
	=
	2
	+
	
	
	ATTACK BONUSES
	
	BASE ATTACK BONUS
	0
	
	

	
	INITIATIVE MODIFIERS
	
	DEX MOD
	
	MISC MOD
	
	TOTAL 

ATTACK BONUS
	
	BASE

ATTACK BONUS
	
	ABI MOD
	
	SIZE MOD
	
	MISC MOD
	
	TEMP MOD
	
	

	
	
	MELEE
	(STR)
	3
	=
	0
	+
	3
	+
	
	+
	
	+
	
	
	

	
	
	RANGED
	(DEX)
	2
	=
	0
	+
	2
	+
	
	+
	
	+
	
	
	

	
	
	GRAPPLE
	(STR)
	3
	=
	0
	+
	3
	+
	
	+
	
	+
	
	
	Action Points

	
	RAY
	(DEX)
	2
	=
	0
	+
	2
	+
	
	+
	
	+
	
	
	

	WEAPONS
	ATTACK BONUS
	DAMAGE
	CRITICAL
	RANGE
	SIZE
	TYPE
	WGT

LBS
	NOTES & RELATED FEATS

	 Warhammer
	+3
	1d8 + 3
	X3
	-
	M
	B
	5
	

	 Waraxe, Dwarven
	+3
	1d10 + 3
	X3
	-
	M
	S
	8
	

	 Axe, throwing (3)
	+2
	1d4 + 3
	X2
	10ft
	M
	S
	6
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	

	WEAPON PROFICIENCIES
	( ALL SIMPLE ( ALL MARTIAL
	
	COMBAT NOTES

	 Simple Weapons, Light & Medium Armor, Shields (Not
	
	 7* Goblinoid Training

	 Tower), Martial Weapons
	
	

	
	
	


	SKILLS
	
	SKILL POINTS PER LEVEL
	4
	+ 3
	7
	CLASS SKILL MAX RANKS = CHARACTER LEVEL + 3

CROSS-CLASS SKILL MAX RANKS = (CHARACTER LEVEL + 3) / 2
	
	( CAN BE USED UNTRAINED   ( ARMOR CHECK PENALTY APPLIES
	

	

	SKILL NAME
	SKILL MOD
	
	RANKS
	
	ABI MOD
	
	MISC MOD
	KEY ABILITY
	CLASS

SKILLS


	
	SKILL NAME
	
	SKILL MOD
	
	RANKS
	
	ABI MOD
	
	MISC MOD
	KEY ABILITY
	CLASS

SKILLS



	
	Appraise (
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Knowledge: Local
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Autohypnosis
	
	
	=
	
	+
	
	+
	
	WIS
	(
	
	
	Knowledge: Nature
	
	
	
	
	
	
	
	
	INT
	(

	
	Balance ((
	
	
	=
	
	+
	
	+
	
	DEX
	(
	
	
	Knowledge: Nobility
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Bluff (
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Knowledge: Psionics
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Climb ((
	
	
	=
	
	+
	
	+
	
	STR
	(
	
	
	Knowledge: Religion
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Concentration (
	
	7
	=
	4
	+
	3
	+
	
	CON
	(
	
	
	Knowledge: The Planes
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Craft (Armorsmith)   __________________
	
	7
	=
	4
	+
	3
	+
	
	INT
	(
	
	
	Listen (
	
	-4
	=
	0
	+
	0
	+
	-4
	WIS
	(

	
	Craft (Weaponsmith)  __________________
	
	7
	=
	4
	+
	3
	+
	
	INT
	(
	
	
	Move Silently ( (
	
	
	=
	
	+
	
	+
	
	DEX
	(

	
	Craft (
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Open Locks
	
	
	=
	
	+
	
	+
	
	DEX
	(

	
	Craft (
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Perform (
	
	
	=
	
	+
	
	+
	
	CHA
	(

	
	Decipher Script
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Perform (
	
	
	=
	
	+
	
	+
	
	CHA
	(

	
	Diplomacy (
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Profession
	
	
	=
	
	+
	
	+
	
	WIS
	(

	
	Disable Device
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Profession
	
	
	=
	
	+
	
	+
	
	WIS
	(

	
	Disguise (
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Psicraft
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Escape Artist ((
	
	
	=
	
	+
	
	+
	
	DEX
	(
	
	
	Ride (
	
	
	=
	
	+
	
	+
	
	DEX
	(

	
	Forgery (
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Search (
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Gather Information (
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Sense Motive (
	
	
	=
	
	+
	
	+
	
	WIS
	(

	
	Handle Animal
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Slight of Hand (
	
	
	=
	
	+
	
	+
	
	DEX
	(

	
	Heal (
	
	
	=
	
	+
	
	+
	
	WIS
	(
	
	
	Spellcraft
	
	9
	=
	4
	+
	3
	+
	2
	INT
	(

	
	Hide ((
	
	
	=
	
	+
	
	+
	
	DEX
	(
	
	
	Spot (
	
	-4
	=
	0
	+
	0
	+
	-4
	WIS
	(

	
	Intimidate (
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Survival (
	
	
	=
	
	+
	
	+
	
	WIS


	(

	
	Jump ((
	
	
	=
	
	+
	
	+
	
	STR
	(
	
	
	Swim ( x2 Armor Check Penalty
	
	
	=
	
	+
	
	+
	
	STR
	(

	
	Knowledge: Arcana
	
	7
	=
	4
	+
	3
	+
	
	INT
	(
	
	
	Tumble (
	
	
	=
	
	+
	
	+
	
	DEX
	(

	
	Knowledge: Architecture
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Use Magic Device
	
	10
	=
	4
	+
	4
	+
	2
	CHA
	(

	
	Knowledge: Dungeon
	
	
	=
	   
	+
	
	+
	
	INT
	(
	
	
	Use Psionic Device
	
	
	=
	
	+
	
	+
	
	CHA
	(

	
	Knowledge: Geography
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Use Rope (
	
	
	=
	
	+
	
	+
	
	DEX
	(

	
	Knowledge: History
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	
	
	
	=
	
	+
	
	+
	
	
	(

	

	SKILL MODIFIERS
	
	RACIAL TRAITS & CLASS FEATURES & FEATS & FLAW
	
	LANGUAGES

	 ¥ +2 Synergy Bonus
	
	 1* Darkvision, 2* Stonecunning, 3* Weapon Familiarity, 4* Stability, 


	
	 Norse

	
	
	 5* Poison Resistance, 6* Magic Resistance, 7* Goblinoid Training, 
	
	 Dwarf

	 2* Stonecunning
	
	 8* Giant Training, 9* Keen Apprasial, 10* Craft Ability, 11* Artificer Knowledge,
	
	 Giant

	 9* Keen Apprasial
	
	 12* Artisan Bonus, 13* Disable Trap, 14* Item Creation, 15* Scribe Scroll
	
	 

	 10* Craft Ability
	
	 16* Magical Aptitude, 17* Inattentive, 18* Martial Weapon Prof.
	
	

	 12* Artisan Bonus
	
	
	
	

	 17* Inattentive
	
	
	
	TRAITS

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	

	EQUIPMENT
	LOCATION
	WGT LBS
	
	EQUIPMENT
	LOCATION
	WGT LBS
	
	WEALTH & VALUABLES
	AMOUNT

	 Backpack
	Back
	2
	
	
	
	
	
	
	Copper Pieces
	8

	  Blanket, winter
	BP
	3
	
	
	
	
	
	
	Silver Pieces
	1

	  Flint and steel
	BP
	-
	
	
	
	
	
	
	Gold Pieces
	42

	  Hammer
	BP
	2
	
	
	
	
	
	
	Platinum Pieces
	

	  Lamp, common
	BP
	1
	
	
	
	
	
	
	

	  Oil (1-pint flask)
	BP
	1
	
	
	
	
	
	
	

	  Rations, trail (5)
	BP
	5
	
	
	
	
	
	
	

	  Whetstone
	BP
	1
	
	
	
	
	
	
	

	  Artisan’s tools, MW
	BP
	5
	
	
	
	
	
	
	

	 Bedroll
	Back
	5
	
	
	
	
	
	
	

	 Waterskin


	Belt
	4
	
	
	
	
	
	
	

	 Rope, silk
	Back
	5
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	 Armor and Weapon Weight
	74

	
	
	
	
	
	
	
	
	 Gear SubTotal Weight
	34

	
	
	
	
	
	
	
	
	 Total Weight Carried
	108

	INFUSIONS PER DAY
	
	1
	3
	2
	0
	3
	0
	4
	0
	5
	0
	6
	0
	7
	0
	8
	0
	9
	0

	INFUSIONS USED
	
	1
	0
	2
	0
	3
	0
	4
	0
	5
	0
	6
	0
	7
	0
	8
	0
	9
	0

	DCs
	
	1
	0
	2
	0
	3
	0
	4
	0
	5
	0
	6
	0
	7
	0
	8
	0
	9
	0

	CRAFT RESERVE
	
	20
	


FEATS & ABILITIES

1* Darkvision (Dwarf Ability) – Can see 60 ft in Darkness.

2* Stonecunning (Dwarf Ability) - +2 bonus to spot unusual stonework

3* Weapon Familiarity (Dwarf Ability) – Dwarven waraxe and urgroshes as martial

4* Stability (Dwarf Ability) +4 on ability checks made to resist bull rush or trip when standing on the ground.

5* Poison Resistance (Dwarf Ability) +2 vs. poison

6* Magic Resistance (Dwarf Ability) +2 vs. spells and spell-like affects

7* Goblinoid Training (Dwarf Ability) +1 vs. goblinoids on attack rolls

8* Giant Training (Dwarf Ability) +4 on AC vs. Giants

9* Keen Apprasial (Dwarf Ability) +2 on Appraise checks related to stone or metal.

10* Craft Ability (Dwarf Ability) +2 on craft checks that are related to stone or metal.

11* Artificer Knowledge (Artificer Lvl 1) + Artificer Lvl + INT Mod to detect whether a item has a magical aura

12* Artisan Bonus (Artificer Lvl 1) +2 on Use Magic Device to activate an item of a kind for which he has the prereq creation feat.

13* Disable Trap (Artificer Lvl 1) Search to locate traps when DC is higher than 20.

14* Item Creation (Artificer Lvl 1) May create magic item even if he does not have access to the spells used in the item

15* Scribe Scroll (Artificer Lvl 1) Can scribe scrolls

16* Magical Aptitude (1st Lvl Ch) +2 to spellcraft and use magical device

17* Inattentive (Flaw) - -4 spot/listen

