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	Character
	
	Race
	
	Class
	
	

	Lawful Good
	
	
	
	4
	
	6900/10000
	
	-
	
	

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

	Male
	
	19
	
	M
	
	6’0”
	
	170lbs
	
	
	
	Blonde
	
	Blue
	
	 

	Gender
	
	Age
	
	Size
	
	Height
	
	Weight
	
	Skin
	
	Hair
	
	Eyes
	
	Handedness

	
	
	 

	
	
	

	Past
	
	Nationality / Region

	
	
	

	
	
	

	Appearance
	
	Clothing

	Freedom League
	
	

	
	
	

	Faction
	
	Notes

	ABILITY SCORES
	
	SAVING THROWS
	
	HIT POINTS
	44/44

	
	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)
	7
	=
	4
	+
	3
	+
	
	+
	
	+
	
	
	175
	
	350
	
	875

	DEX
	
	14
	+2
	
	
	
	
	REF
	(DEX)
	3
	=
	1
	+
	2
	+
	
	+
	
	+
	
	
	1 x MAX LOAD
	
	2 x MAX LOAD
	
	5 x MAX LOAD

	CON
	
	16
	+3
	
	
	
	
	WILL
	(WIS)
	8
	=
	4
	+
	4
	+
	
	+
	
	+
	
	
	LOAD
	
	SPEED
	MAX 

LOAD
	MAX DEX
	CHK PEN
	RUN

	INT
	
	10
	0
	
	
	
	
	SAVING THROW MODIFIERS
	
	61
	
	L
	30ft
	58
	-
	-
	-

	WIS
	
	19
	+4
	
	
	
	
	
	
	SPEED
	
	M
	20ft
	116
	
	
	

	CHA
	
	16
	+3
	
	
	
	
	
	
	20ft
	
	H
	15ft
	175
	
	
	

	

	ARMOR CLASS
	17
	=
	10
	+
	5
	
	
	
	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
	
	 Breastplate
	M
	5
	3
	-4
	25%
	20ft
	30

	
	25%
	
	15
	
	AC MODIFIERS
	
	
	
	
	
	
	
	
	

	
	ARCANE SPELL FAIL
	
	FLAT FOOTED
	
	
	
	 
	
	
	
	
	
	
	

	
	-4
	
	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
	3
	
	

	
	INITIATIVE MODIFIERS
	
	DEX MOD
	
	MISC MOD
	
	TOTAL 

ATTACK BONUS
	
	BASE

ATTACK BONUS
	
	ABI MOD
	
	SIZE MOD
	
	MISC MOD
	
	TEMP MOD
	
	

	
	
	MELEE
	(STR)
	5
	
	3
	
	2
	
	
	+
	
	+
	
	
	

	
	
	RANGED
	(DEX)
	5
	
	3
	
	2
	
	
	+
	
	+
	
	
	

	
	
	
	
	
	=
	
	+
	
	+
	
	+
	
	+
	
	
	

	
	
	
	
	=
	
	+
	
	+
	
	+
	
	+
	
	
	

	WEAPONS
	ATTACK BONUS
	DAMAGE
	CRITICAL
	RANGE
	SIZE
	TYPE
	WGT

LBS
	NOTES & RELATED FEATS

	 Jovar, Masterwork
	+6
	2d6 + 3
	18-20/x2
	-
	M
	S
	13
	 +1 Masterwork, 2-handed only

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	

	WEAPON PROFICIENCIES
	( ALL SIMPLE ( ALL MARTIAL
	
	COMBAT NOTES

	 All Simple, Exotic (Jovar), Light & Medium Armor, Shields
	
	

	   (Except Tower)
	
	

	
	
	


	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
	CLASS
	
	
	
	SKILL MOD
	
	RANKS
	
	ABI MOD
	
	MISC MOD
	KEY ABILITY
	CLASS

	
	Appraise (
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Knowledge (History                )
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Balance ((
	
	
	=
	
	+
	
	+
	
	DEX
	(
	
	
	Knowledge
	(The Rift/Planes)
	
	
	=
	
	+
	
	+
	
	INT
	(

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

	
	Climb ((
	
	
	=
	
	+
	
	+
	
	STR
	(
	
	
	Listen (
	
	4
	=
	
	+
	4
	+
	
	WIS
	(

	
	Concentration (
	
	10
	=
	7
	+
	3
	+
	
	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
	
	4
	=
	4
	+
	0
	+
	
	INT
	(

	
	Gather Information (
	
	
	=
	
	+
	
	+
	
	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)
	
	3
	=
	3
	+
	0
	+
	
	INT
	(
	
	
	______________________
	
	
	=
	
	+
	
	+
	
	
	(

	
	Knowledge (Religon)
	
	6
	=
	   6
	+
	0
	+
	
	INT
	(
	
	
	
	
	
	=
	
	+
	
	+
	
	
	
	
	(

	
	Knowledge (Planes)
	
	1
	=
	1
	+
	0
	+
	
	INT
	(
	
	
	
	
	
	=
	
	+
	
	+
	
	
	
	
	(

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

	

	SKILL MODIFIERS
	
	RACIAL TRAITS & CLASS FEATURES
	
	FEATS & BENEFITS
	
	LANGUAGES

	 Quick Learner, +1 SP per lvl
	
	
	
	 Extend Spell (Level 1 Feat)
	
	 Common

	
	
	
	
	 Exotic Weapon Prof (Jovar) (1st Level Bns Ft)
	
	

	
	
	
	
	 Toughness (3rd Level Feat)
	
	

	
	
	
	
	
	
	

	
	
	
	
	
	
	

	
	
	
	
	
	
	

	
	
	
	
	
	
	

	
	
	
	
	
	
	

	

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

	 Backpack
	Back
	2


	
	
	
	
	
	
	Platinum
	

	 Waterskin
	Belt
	5
	
	
	
	
	
	
	Gold
	335

	 Rations (2 days)
	BP
	2
	
	
	
	
	
	
	Silver
	

	 Bedroll
	BP
	5
	
	
	
	
	
	
	Copper
	

	 Flint & Steel
	BP
	-
	
	
	
	
	
	
	

	 Everburning Torch
	Back
	1
	
	
	
	
	
	
	

	 Divine Focus
	BP
	1
	
	
	
	
	
	
	

	 Manacles, Masterwork
	     BP
	2
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	

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

	Spells Known: 0th – 6, 1st – 3+d, 2nd – 1+d

	

	

	Eedd




Spells Known: Create Water, Cure Minor Wound, Detect Poison, Detect Magic, Purify Food & Drink, Read Magic, Enlarge Person, Cure Light Wounds, Divine Favor, Alter Self, Zone of Truth

Spells Memorized: DOES NOT NEED TO MEMORIZE

History:

The Faction War was an event that nearly destroyed Sigil, shaking the planes to their very foundations.  So unsurpsisingly, it was a formative time for those who lived through it.

Born and raised in the planar metropolis of Sigil, Garland Ferris was just eleven years old when the Lady of Pain ended the Faction War, but he felt much older.  His parents, Free Leaguers, died trying to save innocents caught in the crossfire in a battle between the Dustmen and the Harmonium.  His home was destroyed by Doomguard suicide bombers.   By the time the war was over, far too many of his friends had and acquaintances had died, either from fighting in the conflict or as casaulties caught in the middle.  When the Lady made her declaration, Garland left Sigil with members of the Freedom League, because he simply had nowhere else to go.

Years passed.  And though the League has been good to him, Garland's pain has never truly vanished.  He believes in their philosophy of personal independance, but also remembers what the War was like, with all the Factions acting however they wanted, and the destruction they wrought.  He knows that, while Freedom is a noble ideal, those who would be free have to be capable of accepting the responsibility that comes with it.  To that end, Garland has forged himself into a weapon.  When he developed the power to harness Divine Energy through sheer will, he immediately set about honing that strength.  At age 16 he became a full-fledged member of the Freedom League, and has dedicated himself to routing out corruption and evil where ever he can find it. Most recently, he discovered group of Doomguards who had infiltrated the Freedom League, and through little more than tenacity, removed them all.

With that threat resolved, his quest for justice continues...

