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	Character
	
	Race
	
	Class
	
	

	Nuetral Good
	
	
	
	1
	
	2075/1000
	
	
	
	

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

	Male
	
	19
	
	Md
	
	5’11”
	
	245
	
	Fair
	
	Auburn
	
	Light Blue
	
	Left

	Gender
	
	Age
	
	Size
	
	Height
	
	Weight
	
	Skin
	
	Hair
	
	Eyes
	
	Handedness

	
	
	

	
	
	

	Past: Barbarian by birth, Ranger by choice. He believes his training at Shei-Salom is one small part of a larger destiny. If he is to be the hero in the stories told to children, he will be the first of his clan that will travel to Unjakkar. Unfortnately, there are as many ends to that tale as there are storytellers.
	
	Nationality / Region: He grew up in Opkator midway between the sea and the mountains. The words of his father echo in his head, ”Kiron, you are not the sharpest tool in the shed but by my hand you will be the deadliest." With his urging and council support, I have been selected for this training. 

	Appearance: He has auburn hair and blue eyes. He is large for a human... but typical in size for his clan. He stands 5'11” and fills his height solidly. If you could see his skin under the heavy clothes, you'd notice he doesn't get much sun.
	
	Clothing: His clothing is simple, functional and warm. He wears armor under his winter clothing. His outer cloak is light gray. His sword is across his back, out of the way. His backpack is heavily loaded... and often dropped at the first hint of danger. Most of the time you’ll see him using his spear as a walking stick. Under detailed inspection you notice no buttons, only laces for closures.

	Personality / Behavior: 
	
	Notes:

	ABILITY SCORES
	
	SAVING THROWS
	
	HIT POINTS
	6/9

	
	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
	
	17
	+3
	
	
	
	
	FORT
	(CON)
	3
	=
	2
	+
	1
	+
	0
	+
	
	+
	
	
	260
	
	520
	
	1300

	DEX
	
	18
	+4
	
	
	
	
	REF
	(DEX)
	6
	=
	2
	+
	4
	+
	0
	+
	
	+
	
	
	1 x MAX LOAD
	
	2 x MAX LOAD
	
	5 x MAX LOAD

	CON
	
	13
	+1
	
	
	
	
	WILL
	(WIS)
	3
	=
	0
	+
	3
	+
	0
	+
	
	+
	
	
	LOAD
	
	SPEED
	MAX 

LOAD
	MAX DEX
	CHK PEN
	RUN

	INT
	
	14
	+2
	
	
	
	
	SAVING THROW MODIFIERS
	
	95
	
	L
	30ft
	86
	-
	-
	-

	WIS
	
	16
	+3
	
	
	
	
	
	
	SPEED
	
	M
	20ft
	173
	+3
	-3
	x4

	CHA
	
	10
	0
	
	
	
	
	
	
	
	
	H
	
	260
	+1
	-6
	x3

	

	ARMOR CLASS
	17
	=
	10
	+
	3
	+
	0
	+
	4
	+
	0
	+
	0
	
	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
	
	Studded Leather Armor
	
	3
	5
	-1
	15%
	-
	20

	
	15%
	
	13
	
	AC MODIFIERS
	
	
	
	
	
	
	
	
	

	
	ARCANE SPELL FAIL
	
	FLAT FOOTED
	
	
	
	
	
	
	
	
	
	
	

	
	-1
	
	13
	
	
	
	
	
	
	
	
	
	
	

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

	
	ATTACK BONUS MODIFIERS

	INITIATIVE
	4
	=
	4
	+
	0
	
	ATTACK BONUSES
	
	BASE ATTACK BONUS
	1
	
	

	
	INITIATIVE MODIFIERS
	
	DEX MOD
	
	MISC MOD
	
	TOTAL 

ATTACK BONUS
	
	BASE

ATTACK BONUS
	
	ABI MOD
	
	SIZE MOD
	
	MISC MOD
	
	TEMP MOD
	
	

	
	
	MELEE
	(STR)
	4
	=
	1
	+
	3
	+
	0
	+
	
	+
	
	
	

	
	
	RANGED
	(DEX)
	5
	=
	1
	+
	4
	+
	0
	+
	
	+
	
	
	

	
	
	
	
	
	=
	
	+
	
	+
	
	+
	
	+
	
	
	

	
	
	
	
	=
	
	+
	
	+
	
	+
	
	+
	
	
	

	WEAPONS
	ATTACK BONUS
	DAMAGE
	CRITICAL
	RANGE
	SIZE
	TYPE
	WGT

LBS
	NOTES & RELATED FEATS

	Bastard Sword (1 handed)
	4
	d10+3
	19-20/x2
	
	M
	S
	6
	 

	Long Spear (2 handed)
	4
	d8+3
	X3
	
	M
	P
	9
	

	Throwing Axe (*Thrown)
	4 *5
	D6 +3
	X2
	10’
	M
	S
	2
	

	
	
	
	
	
	
	
	
	

	Short Bow
	5
	d6
	X3
	60’
	M
	P
	2
	

	Unarmed
	
	d3
	X2
	
	
	B
	
	

	

	WEAPON PROFICIENCIES
	( ALL SIMPLE ( ALL MARTIAL
	
	COMBAT NOTES

	 All simple & martial weapons.  Light armor, & shields (not
	
	

	 Tower).  Bastard Sword (Exotic)
	
	

	
	
	


	SKILLS
	
	SKILL POINTS PER LEVEL
	
	+ INT MOD
	
	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 MOD
	
	RANKS
	
	ABI MOD
	
	MISC MOD
	KEY ABILITY
	CROSS CLASS
	
	
	
	SKILL MOD
	
	RANKS
	
	ABI MOD
	
	MISC MOD
	KEY ABILITY
	CROSS CLASS

	
	Appraise (
	
	2
	=
	
	+
	2
	+
	
	INT
	(
	
	
	Knowledge ( )
	
	
	=
	
	+
	2
	+
	
	INT
	(

	
	Balance ((
	
	3
	=
	
	+
	4
	+
	-1
	DEX
	(
	
	
	Knowledge ( )
	
	
	=
	
	+
	2
	+
	
	INT
	(

	
	Bluff (
	
	0
	=
	
	+
	0
	+
	
	CHA
	(
	
	
	Knowledge ( )
	
	
	=
	
	+
	2
	+
	
	INT
	(

	
	Climb (( (+2 bonus w/rope)
	
	6
	=
	4
	+
	3
	+
	-1
	STR
	(
	
	
	Listen (
	
	7
	=
	4
	+
	3
	+
	
	WIS
	(

	
	Concentration (
	
	1
	=
	
	+
	1
	+
	
	CON
	(
	
	
	Move Silently ((
	
	7
	=
	4
	+
	4
	+
	-1
	DEX
	(

	
	Craft (   Bowmaking
	
	2
	=
	1
	+
	2
	+
	
	INT
	(
	
	
	Open Lock
	
	
	=
	
	+
	4
	+
	
	DEX
	(

	
	Craft (   Trap Making
	
	3
	=
	1
	+
	2
	+
	
	INT
	(
	
	
	Perform  (
	
	0
	=
	
	+
	0
	+
	
	CHA
	(

	
	Craft (
	
	
	2
	=
	
	+
	2
	+
	
	INT
	(
	
	
	Profession (Sailor)
	
	4
	=
	1
	+
	3
	+
	
	WIS
	(

	
	Craft (
	
	
	2
	=
	
	+
	2
	+
	
	INT
	(
	
	
	Profession (Fisher)
	
	4
	=
	1
	+
	3
	+
	
	WIS
	(

	
	Decipher Script
	
	
	=
	
	+
	2
	+
	
	INT
	(
	
	
	Profession
	
	
	=
	
	+
	3
	+
	
	WIS
	(

	
	Diplomacy (
	
	0
	=
	
	+
	0
	+
	
	CHA
	(
	
	
	Ride (
	
	5
	=
	1
	+
	4
	+
	
	DEX
	(

	
	Disable Device
	
	
	=
	
	+
	2
	+
	
	INT
	(
	
	
	Search (
	
	2
	=
	
	+
	2
	+
	
	INT
	(

	
	Disguise (
	
	0
	=
	
	+
	0
	+
	
	CHA
	(
	
	
	Sense Motive (
	
	3
	=
	
	+
	3
	+
	
	WIS
	(

	
	Escape Artist ((
	
	3
	=
	
	+
	4
	+
	-1
	DEX
	(
	
	
	Slight of Hand (
	
	
	=
	
	+
	4
	+
	
	DEX
	(

	
	Forgery (
	
	2
	=
	
	+
	2
	+
	
	INT
	(
	
	
	Spellcraft
	
	
	=
	
	+
	2
	+
	
	INT
	(

	
	Gather Information (
	
	0
	=
	
	+
	0
	+
	
	CHA
	(
	
	
	Spot (
	
	4
	=
	1
	+
	3
	+
	
	WIS
	(

	
	Handle Animal
	
	2
	=
	2
	+
	0
	+
	
	CHA
	(
	
	
	Survival ( (+2 bonus in Nature)
	
	7
	=
	4
	+
	3
	+
	
	WIS
	(

	
	Heal (
	
	5
	=
	2
	+
	3
	+
	
	WIS
	(
	
	
	Swim ( (-1 for each 5 lbs. of gear)
	
	3
	=
	
	+
	3
	+
	
	STR
	(

	
	Hide ((
	
	8
	=
	4
	+
	4
	+
	
	DEX
	(
	
	
	Tumble (
	
	
	=
	
	+
	4
	+
	-1
	DEX
	(

	
	Intimidate (
	
	0
	=
	
	+
	0
	+
	
	CHA
	(
	
	
	Use Magic Device
	
	
	=
	
	+
	0
	+
	
	CHA
	(

	
	Jump ((
	
	2
	=
	
	+
	3
	+
	-1
	STR
	(
	
	
	Use Rope (
	
	5
	=
	1
	+
	4
	+
	
	DEX
	(

	
	Knowledge (Dungeoneering)
	
	
	=
	
	+
	2
	+
	
	INT
	(
	
	
	
	
	
	=
	
	+
	
	+
	
	
	(

	
	Knowledge (Geography)
	
	4
	=
	2
	+
	2
	+
	
	INT
	(
	
	
	
	
	
	=
	
	+
	
	+
	
	
	(

	
	Knowledge (Nature), +2 surival
	
	7
	=
	3
	+
	2
	+
	2
	INT
	(
	
	
	
	
	
	=
	
	+
	
	+
	
	
	(

	
	Knowledge (Psionics)
	
	
	=
	
	+
	2
	+
	
	INT
	(
	
	
	
	
	
	=
	
	+
	
	+
	
	
	(

	

	SKILL MODIFIERS
	
	RACIAL TRAITS & CLASS FEATURES
	
	FEATS & BENEFITS
	
	LANGUAGES

	Ranger: 36 = (6 + 2) x 4 + 4
	
	Simple & Martial Weapon Proficiency
	
	Point Blank Shot, Exotic Weapon Proficiency (Bastard Sword), Track (Ranger Bonus Feat)
	
	 Common

	Ranger Level: 8 = (6 + 2)
	
	Shield Proficiency (except tower shields)
	
	
	
	 Opkator (Tribal)

	
	
	Wild Empathy
	
	
	
	 Et-Seri (Shaman 

	
	
	Favored Enemy (Outsider-evil:+2)
	
	
	
	   Tongue)

	
	
	(Bluff, Listen, Sense Motive, Spot, Survival & Damage)
	
	
	
	

	
	
	
	
	
	
	

	
	
	
	
	
	
	

	
	
	
	
	
	
	

	

	EQUIPMENT
	LOCATION
	WGT LBS
	
	EQUIPMENT in/on Backpack
	LOCATION
	WGT LBS
	
	WEALTH & VALUABLES
	AMOUNT

	Studded Leather Armor
	Worn
	20
	
	Short Bow, Quiver, 20 Arrows
	back
	5
	
	
	Copper pieces
	

	Cold weather outfit (or in backpack)
	Worn
	7
	
	Blanket, winter
	bottom
	3
	
	
	Silver pieces
	

	Pouch, belt
	Worn
	1
	
	Throwing Axe (3)
	2-in/right
	6
	
	
	Gold pieces
	

	
	
	
	
	Grappling hook & 50’ knotted rope
	top
	9
	
	
	Platinum pieces
	

	Long Spear
	Carried
	9
	
	
	
	
	
	
	

	Bastard Sword (under backpack)
	Worn
	6
	
	Traveler’s Outfit
	in
	1
	
	
	

	Throwing Axe (worn on chest)
	Worn
	2
	
	Waterskin (2)
	in
	8
	
	
	

	Dagger
	Worn
	1
	
	Case, map or scroll (dry tinder)
	in
	0.5
	
	
	

	
	
	
	
	Rations, trail (5)
	in
	5
	
	
	

	Backpack (59.5 lbs when loaded)
	Worn
	2
	
	Hooded Lamp (filled)
	in
	3
	
	
	

	
	
	
	
	Oil (1-pt. flask) (2)
	in
	2
	
	
	

	
	
	
	
	Climber’s kit
	in
	5
	
	
	

	
	
	
	
	Bedroll
	in
	5
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	Sewing needle, Extra Bow String (2)
	pocket
	-
	
	
	

	
	
	
	
	Soap, Fishhook (3)
	pocket
	1
	
	
	

	
	
	
	
	Flint and steel, Whetstone
	pocket
	4
	
	
	


	Ranger Spells

	Spell Level
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9

	Earned
	
	-
	-
	-
	-
	-
	
	
	
	

	Bonus 
	
	1
	1
	0
	0
	0
	
	
	
	

	Total Spells per Day
	
	0
	0
	0
	0
	0
	
	
	
	

	Spell Save DC
	
	14
	15
	16
	17
	18
	
	
	
	


