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	Character
	
	Race
	
	Class
	
	

	
	
	
	
	1
	
	1468/1000
	
	
	
	

	Alignment
	
	Deity
	
	Level
	
	Experience
	
	Penalty
	
	Character Record Sheet © J. Hirvonen

	 Male
	
	 32
	
	 M
	
	 3’3”
	
	 43lbs
	
	 Woody Brown
	
	 Fair/Trimmed Beard
	
	 Blue
	
	 Right

	Gender
	
	Age
	
	Size
	
	Height
	
	Weight
	
	Skin
	
	Hair
	
	Eyes
	
	Handedness

	
	
	

	
	
	

	Past
	
	Nationality / Region

	 Short cut hair, well trimmed beard.
	
	 Leather and earth tones prefered, along with fine emroidery and gems.

	
	
	

	Appearance
	
	Clothing

	
	
	

	
	
	

	Personality / Behavior
	
	Notes

	ABILITY SCORES
	
	SAVING THROWS
	
	HIT POINTS
	5/5

	
	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
	
	14
	2
	
	
	
	
	FORT
	(CON)
	1*
	=
	0
	+
	1
	+
	
	+
	2*
	+
	
	
	131.25
	
	262.5
	
	656.25

	DEX
	
	17
	3
	
	
	
	
	REF
	(DEX)
	3*
	=
	0
	+
	3
	+
	
	+
	2*
	+
	
	
	1 x MAX LOAD
	
	2 x MAX LOAD
	
	5 x MAX LOAD

	CON
	
	12
	1
	
	
	
	
	WILL
	(WIS)
	3*
	=
	1
	+
	2
	+
	
	+
	2*
	+
	
	
	LOAD
	
	SPEED
	MAX 

LOAD
	MAX DEX
	CHK PEN
	RUN

	INT
	
	18
	4
	
	
	
	
	SAVING THROW MODIFIERS
	
	20.5
	
	L
	20
	43.5
	-
	-
	-

	WIS
	
	13
	1
	
	
	
	
	 * +2 Bonus Save vs Illusions
	
	SPEED
	
	M
	15
	87


	+3
	-3
	x4

	CHA
	
	14
	2
	
	
	
	
	
	
	20
	
	H
	15
	131.25
	+1
	-6
	x3

	

	ARMOR CLASS
	14
	=
	10
	+
	
	+
	
	+
	3
	+
	1
	+
	
	
	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
	
	 None
	
	
	
	
	
	
	

	
	0
	
	11
	
	AC MODIFIERS
	
	
	
	
	
	
	
	
	

	
	ARCANE SPELL FAIL
	
	FLAT FOOTED
	
	 +4 Dodge vs Giants
	
	
	
	
	
	
	
	
	

	
	0
	
	14
	
	
	
	
	
	
	
	
	
	
	

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

	
	ATTACK BONUS MODIFIERS

	INITIATIVE
	3
	=
	3
	+
	
	
	ATTACK BONUSES
	
	BASE ATTACK BONUS
	+0
	
	 +1 Gnomish Bonus vs

	
	INITIATIVE MODIFIERS
	
	DEX MOD
	
	MISC MOD
	
	TOTAL 

ATTACK BONUS
	
	BASE

ATTACK BONUS
	
	ABI MOD
	
	SIZE MOD
	
	MISC MOD
	
	TEMP MOD
	
	 Kobolds, Goblins, 

	
	
	MELEE
	(STR)
	3
	=
	0
	+
	2
	+
	1
	+
	
	+
	
	
	 Hobgoblins, Bugbears

	
	
	RANGED
	(DEX)
	4
	=
	0
	+
	3
	+
	1
	+
	
	+
	
	
	

	
	
	
	
	
	=
	
	+
	
	+
	
	+
	
	+
	
	
	

	
	
	
	
	=
	
	+
	
	+
	
	+
	
	+
	
	
	 Small +1 Size Bonus

	WEAPONS
	ATTACK BONUS
	DAMAGE
	CRITICAL
	RANGE
	SIZE
	TYPE
	WGT

LBS
	NOTES & RELATED FEATS

	 Dagger
	+3
	1d3+2
	19-20x2
	10
	S
	P/S
	1
	

	 Throwing Daggers x4
	+4
	1d3+2
	19-20x2
	10
	S
	P
	2
	 Can throw 2 per round from primary hand (2 at a time)

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	

	WEAPON PROFICIENCIES
	( ALL SIMPLE ( ALL MARTIAL
	
	COMBAT NOTES

	 Club,Dagger,Crossbow (light & heavy), Quarterstaff
	
	 +1 Gnomish Bonus vs Kobolds, Goblins, Hobgoblins, Bugbears

	 (Gnomish Hooked Hammer is treated as Martial Weapon)
	
	

	
	
	


	SKILLS
	
	SKILL POINTS PER LEVEL
	2
	+ INT MOD
	6
	CLASS SKILL MAX RANKS = CHARACTER LEVEL + 3

CROSS-CLASS SKILL MAX RANKS = (CHARACTER LEVEL + 3) / 2
	 4/2
	( CAN BE USED UNTRAINED   ( ARMOR CHECK PENALTY APPLIES
	

	

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

	
	Appraise (
	
	4
	=
	
	+
	4
	+
	
	INT
	(
	
	
	Knowledge (                          )
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Balance ((
	
	3
	=
	
	+
	3
	+
	
	DEX
	(
	
	
	Knowledge
	(                      )
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Bluff (
	
	2
	=
	
	+
	2
	+
	
	CHA
	(
	
	
	Knowledge
	(                      )
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Climb ((
	
	2
	=
	
	+
	2
	+
	
	STR
	(
	
	
	Listen (
	
	4
	=
	1
	+
	1
	+
	2●
	WIS
	(

	
	Concentration (
	
	5
	=
	4
	+
	1
	+
	
	CON
	(
	
	
	Move Silently ((
	
	5
	=
	2
	+
	3
	+
	
	DEX
	(

	
	Craft (   Alchemy
	
	
	=
	
	+
	4
	+
	2●
	INT
	(
	
	
	Open Lock
	
	
	=
	
	+
	
	+
	
	DEX
	(

	
	Craft (   __________________
	
	
	=
	
	+
	4
	+
	
	INT
	(
	
	
	Perform (
	
	2
	=
	
	+
	2
	+
	
	CHA
	(

	
	Craft (
	
	
	
	=
	
	+
	4
	+
	
	INT
	(
	
	
	Profession
	
	
	=
	
	+
	
	+
	
	WIS
	(

	
	Craft (
	
	
	
	=
	
	+
	4
	+
	
	INT
	(
	
	
	Profession
	
	
	
	=
	
	+
	
	+
	
	WIS
	(

	
	Decipher Script
	
	5
	=
	1
	+
	4
	+
	
	INT
	(
	
	
	Profession
	
	
	
	=
	
	+
	
	+
	
	WIS
	(

	
	Diplomacy (
	
	2
	=
	
	+
	2
	+
	
	CHA
	(
	
	
	Ride (
	
	2
	=
	
	+
	2
	+
	
	DEX
	(

	
	Disable Device
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Search (
	
	4
	=
	
	+
	4
	+
	
	INT
	(

	
	Disguise (
	
	2
	=
	
	+
	2
	+
	
	CHA
	(
	
	
	Sense Motive (
	
	0
	=
	
	+
	1
	+
	-1(
	WIS
	(

	
	Escape Artist ((
	
	3
	=
	
	+
	3
	+
	
	DEX
	(
	
	
	Slight of Hand (
	
	
	=
	
	+
	
	+
	
	DEX
	(

	
	Forgery (
	
	4
	=
	
	+
	4
	+
	
	INT
	(
	
	
	Spellcraft
	
	8*
	=
	4
	+
	4
	+
	+2(
	INT
	(

	
	Gather Information (
	
	3
	=
	
	+
	2
	+
	1(
	CHA
	(
	
	
	Spot (
	
	2
	=
	1
	+
	1
	+
	
	WIS
	(

	
	Handle Animal
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Survival (
	
	1
	=
	
	+
	1
	+
	
	WIS


	(

	
	Heal (
	
	1
	=
	
	+
	1
	+
	
	WIS
	(
	
	
	Swim ( (x2 Armor Check Penalty)
	
	2
	=
	
	+
	2
	+
	
	STR
	(

	
	Hide ((
	
	11
	=
	4
	+
	3
	+
	4*
	DEX
	(
	
	
	Tumble (
	
	
	=
	
	+
	
	+
	
	DEX
	(

	
	Intimidate (
	
	1
	=
	
	+
	2
	+
	-1(
	CHA
	(
	
	
	Use Magic Device
	
	
	=
	
	+
	
	+
	
	CHA
	(

	
	Jump ((
	
	2
	=
	
	+
	2
	+
	
	STR
	(
	
	
	Use Rope (
	
	3
	=
	
	+
	3
	+
	
	DEX
	(

	
	Knowledge (Arcane                )
	
	8
	=
	4
	+
	4
	+
	
	INT
	(
	
	
	______________________
	
	
	=
	
	+
	
	+
	
	
	(

	
	Knowledge (                          )
	
	
	=
	
	+
	4
	+
	
	INT
	(
	
	
	
	
	
	=
	
	+
	
	+
	
	
	
	
	(

	
	Knowledge (                          )
	
	
	=
	
	+
	4
	+
	
	INT
	(
	
	
	
	
	
	=
	
	+
	
	+
	
	
	
	
	(

	
	Knowledge (                          )
	
	
	=
	
	+
	4
	+
	
	INT
	(
	
	
	
	
	
	=
	
	+
	
	+
	
	
	
	
	(

	

	SKILL MODIFIERS
	
	RACIAL TRAITS & CLASS FEATURES
	
	FEATS & BENEFITS
	
	LANGUAGES

	( +2 vs Illusion Spells
	
	 Illusionist: +1 Illusion Spell/Lv, +2 SpCf
	
	 Trait: Easy Going: +1 Gather Info, -1 Intim/Sense Motive
	
	 Common – Free

	( +1/-1 Easy Going 
	
	 Prohibited: Necromancy, Conjuration
	
	 Spell Focus: (Illusion) +1 DC vs my Illusions
	
	 Gnome – Free

	 * +4 Gnomish Racial Bonus
	
	 Variant Illusionist: Shadow Shaper*
	
	 Scribe Scroll: Can make scrolls
	
	 Draconic

	● +2 Gnomish Bonus
	
	 Trait: Spellgifted: Illusion +1 Caster Lv
	
	
	
	 Dwarven

	
	
	    -1 Caster Level Necro,Conjuration
	
	
	
	 Goblinoid

	
	
	 Low Light Vision: x2 Far as humans
	
	
	
	 Elven

	
	
	 +1 DC of Illusion for Gnomish
	
	
	
	

	
	
	 Spell Like Abilities: See Below
	
	
	
	

	

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

	 Backpack
	Back
	2
	
	 Extra Clothing – Pesant Outfit
	BP
	2
	
	
	Copper pieces
	8

	 Spellbook
	BP
	3
	
	 Extra Clothing – Scholar Outfit 
	BP
	6
	
	
	Silver pieces
	6

	 Rations x2 Days
	BP
	2
	
	
	
	
	
	
	Gold pieces
	

	 Waterskin
	BP
	4
	
	 Tindertwigs x4
	Belt P
	-
	
	
	Platinum pieces
	

	 Whetstone
	BP
	1
	
	 Sunrod 
	BP
	1
	
	
	

	 Flint & Steel
	BP
	-
	
	 Acid Flask 
	Belt P
	1
	
	
	

	 Scroll Case
	BP
	.5
	
	 Smokestick
	Belt P
	.5
	
	
	

	 Ink & Quil
	SC
	-
	
	
	
	
	
	
	

	 Paper x5 Sheets
	SC
	-
	
	
	
	
	
	
	

	 Thief Tools
	Hidden
	1
	
	
	
	
	
	
	

	 Belt Pouch
	Belt
	.5
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	 Armor and Weapon Weight
	3
	
	
	
	

	
	
	
	
	 Gear SubTotal
	17.5
	
	
	
	

	
	
	
	
	 Total Weight Carried
	20.5
	
	
	
	

	

	SPELLS PER DAY
	 DC: +4/+6
	0
	4+1
	1
	2+1
	2
	+1
	3
	+1
	4
	+1
	5
	
	6
	
	7
	
	8
	
	9
	

	 0th Level in Book: Resistance, Detect Poison, Detect Magic, Read Magic, Daze, Dancing Lights, Flare, Light, Ray of Frost, Ghost SoundIll, Mage Hand,

	 Mending, Message, Open/Close, Arcane Mark, Presditigitation

	 1st Level in Book: Color SprayIll, Disguise SelfIll, Silent ImageIll, VantriloquismIll, Sleep, Hold Portal, Identify

	


Prepared Spells: Spell DC 10 + 4 + Lvl of Spell (+2 if Illusion) All Illusions at +1 Caster Level

Ill for Specialist School, * Cast

	0 Level
	1st Level
	2nd Level

	Dancing Lights *
	Sleep 
	

	Flare *
	Silent Image Ill  
	

	Ghost Sound Ill * 
	Silent Image Ill *
	

	Daze *
	
	

	Ghost Sound Ill *
	
	


Spell Like Abilities: DC 12 as 1st Level Caster (Each Once Per Day)

Speak with Animals (burrowing mamals only, 1 minute duration)

Ghost Sound, Dancing Lights, Prestidigitation

[image: image2.png]‘Shadow Shaper: An illusionist using this variant has a special
bond with the Plane of Shadow, and gains several special abili-
ties as he advances in level.

Attstlevel, Hide is treated as a class skill for the illusionist.

At sthlevel,the illusionist may add his Intelligence modifier
(in addition to his Dexterity modifier) o his Hide skill checks.

Av10th level, the illusionist's illusions become infused with
shadow stuff from the Plane of Shadow, making them more
realistic and more likely to fool the senses. The save DCs of the
illusionist’s illusion spells increase by +1. This beneit stacks
with similar bonuses, such as from Spell Focus.

Attsthlevel, the llusionist can hide in plain sigh (s the ranger
ability, excep that the illusionist need not be in natural terrain).

At 20th level, the illusionist gains the ability to blend into
shadows. In any condition of illumination that would normally
grant the illusionist concealment, he instead gains total conceal-
ment (as if he were invisible).

Anillusionist using this variant does not gain bonus feats for
advancing as a wizard.




