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	Character
	
	Race
	
	Class
	
	

	Chaotic Evil
	
	Raughir
	
	2
	
	1792/3000
	
	
	
	

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

	Male
	
	22
	
	M
	
	5’7”
	
	140lbs
	
	Pale
	
	Black
	
	Coal
	
	Right

	Gender
	
	Age
	
	Size
	
	Height
	
	Weight
	
	Skin
	
	Hair
	
	Eyes
	
	Handedness

	Narian, haunted by twisted voices that only he hears and granted arcane
	
	

	powers by these voices. be they demon or Spirt he knows not.
	
	

	Past
	
	Nationality / Region

	Dark clothes, hooded cloak, Scythe Shortbow, quiver tied to his backpack
	
	Cloaked deeply in a Black Hooded cloak, dark grey/black pants and shirt

	
	
	Heavy black boots

	Appearance
	
	Clothing

	Always on edge thanks to the tormenting voices, brash, demeaning
	
	

	
	
	

	Personality / Behavior
	
	Notes

	ABILITY SCORES
	
	SAVING THROWS
	
	HIT POINTS
	5/13

	
	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
	
	11
	
	
	
	
	
	FORT
	(CON)
	3
	=
	0
	+
	+3
	+
	
	+
	
	+
	
	
	
	
	
	
	

	DEX
	
	17
	+3
	
	
	
	
	REF
	(DEX)
	4
	=
	0
	+
	+4
	+
	
	+
	
	+
	
	
	1 x MAX LOAD
	
	2 x MAX LOAD
	
	5 x MAX LOAD

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

LOAD
	MAX DEX
	CHK PEN
	RUN

	INT
	
	16
	+3
	
	
	
	
	SAVING THROW MODIFIERS
	
	
	
	L
	
	
	-
	-
	-

	WIS
	
	10
	
	
	
	
	
	
	
	SPEED
	
	M
	
	
	+3
	-3
	x4

	CHA
	
	18
	+4
	
	
	
	
	
	
	
	
	H
	
	
	+1
	-6
	x3

	

	ARMOR CLASS
	13
	=
	10
	+
	
	+
	
	+
	+3
	+
	
	+
	
	
	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
	
	
	
	
	
	
	
	
	

	
	
	
	10
	
	AC MODIFIERS
	
	
	
	
	
	
	
	
	

	
	ARCANE SPELL FAIL
	
	FLAT FOOTED
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	13
	
	
	
	
	
	
	
	
	
	
	

	
	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
	
	
	

	
	INITIATIVE MODIFIERS
	
	DEX MOD
	
	MISC MOD
	
	TOTAL 

ATTACK BONUS
	
	BASE

ATTACK BONUS
	
	ABI MOD
	
	SIZE MOD
	
	MISC MOD
	
	TEMP MOD
	
	

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

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

	
	
	
	
	
	=
	
	+
	
	+
	
	+
	
	+
	
	
	

	
	
	
	
	=
	
	+
	
	+
	
	+
	
	+
	
	
	

	WEAPONS
	ATTACK BONUS
	DAMAGE
	CRITICAL
	RANGE
	SIZE
	TYPE
	WGT

LBS
	NOTES & RELATED FEATS

	Masterwork Scythe
	+2
	2d4
	x4
	Melee
	
	S
	10
	+1 fromlevel bonus +1 from masterwork

	Shortbow
	+4
	1d6 +4
	x3
	60
	
	P
	2
	 20 Arrows in quiver

	Kukri
	+1
	1d4
	18-20/x2
	Melee
	S
	S
	2
	Concealed in Boot

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	

	WEAPON PROFICIENCIES
	( ALL SIMPLE ( ALL MARTIAL
	
	COMBAT NOTES

	Martial
	
	

	
	
	

	
	
	


	SKILLS
	   1
	SKILL POINTS PER LEVEL
	3
	+ 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 (
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Knowledge (                          )
	
	
	=
	
	+
	
	+
	
	INT
	(

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

	
	Bluff (
	
	9
	=
	5
	+
	4
	+
	
	CHA
	(
	
	
	Knowledge
	(                      )
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Climb ((
	
	
	=
	
	+
	
	+
	
	STR
	(
	
	
	Listen (
	
	
	=
	
	+
	
	+
	
	WIS
	(

	
	Concentration (
	
	8
	=
	5
	+
	3
	+
	8
	CON
	(
	
	
	Move Silently ((
	
	
	=
	
	+
	
	+
	
	DEX
	(

	
	Craft (   __________________
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Open Lock
	
	
	=
	
	+
	
	+
	
	DEX
	(

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

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

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

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

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

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

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

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

	
	Forgery (
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Spellcraft
	
	8
	=
	5
	+
	3
	+
	
	INT
	(

	
	Gather Information (
	
	7
	=
	3
	+
	4
	+
	
	CHA
	(
	
	
	Spot (
	
	
	=
	
	+
	
	+
	
	WIS
	(

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


	(

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

	
	Hide ((
	
	
	=
	
	+
	
	+
	
	DEX
	(
	
	
	Tumble (
	
	
	=
	
	+
	
	+
	
	DEX
	(

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

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

	
	Knowledge (    arcana             )
	
	8
	=
	5
	+
	3
	+
	
	INT
	(
	
	
	______________________
	
	
	=
	
	+
	
	+
	
	
	(

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

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

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

	

	SKILL MODIFIERS
	
	RACIAL TRAITS & CLASS FEATURES
	
	FEATS & BENEFITS
	
	LANGUAGES

	
	
	
	
	Martial Weapon Profficancy
	
	Uruadumic

	
	
	
	
	Combat Casting +4 to concentration checks
	
	Riftspawn

	
	
	
	
	                        When Defensive
	
	Drakkloth

	
	
	
	
	
	
	Grunling

	
	
	
	
	
	
	

	
	
	
	
	
	
	

	
	
	
	
	
	
	

	
	
	
	
	
	
	

	

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

	Backpack
	
	
	
	
	
	
	
	
	Copper pieces
	

	Quiver with 20 arrows
	
	
	
	
	
	
	
	
	Silver pieces
	

	Waterskin
	
	
	
	
	
	
	
	
	Gold pieces
	200

	7 Days Trail Rations
	
	
	
	
	
	
	
	
	Platinum pieces
	

	Bedroll
	
	
	
	
	
	
	
	
	

	sack
	
	
	
	
	
	
	
	
	

	Flint and Steel
	
	
	
	
	
	
	
	
	

	Hooded Lantern 5 pints of oil
	
	
	
	
	
	
	
	
	

	Spell component Pouch
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	

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

	Spells Known: 0th Level: Acid Splash, Detect Magic, Daze, Flare, Light; 1st Level: Charm Person, Magic Missile

	

	


