	Kasib ibn Khalid ibn Farhaan Al-Fatu
	
	 Human
	
	 Rawun
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	Character
	
	Race
	
	Class
	
	

	 CG
	
	 Enlightened


	
	 4
	
	7895/10000
	
	
	
	

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

	 Male
	
	 23
	
	 M
	
	 6”
	
	 170lbs
	
	 Olive Tan
	
	 Black
	
	 Brown
	
	 Right

	Gender
	
	Age
	
	Size
	
	Height
	
	Weight
	
	Skin
	
	Hair
	
	Eyes
	
	Handedness

	
	
	 Muluk native

	
	
	

	
	
	

	Past
	
	Nationality / Region

	
	
	 Dolman, Sash, Fez, Boots

	
	
	

	Appearance
	
	Clothing

	
	
	 Station: 11

	
	
	

	Personality / Behavior
	
	Notes

	ABILITY SCORES
	
	SAVING THROWS
	
	HIT POINTS
	5/24

	
	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)
	2
	=
	1
	+
	1
	+
	
	+
	
	+
	
	
	175
	
	350
	
	875

	DEX
	
	14
	2
	
	
	
	
	REF
	(DEX)
	6
	=
	4
	+
	2
	+
	
	+
	
	+
	
	
	1 x MAX LOAD
	
	2 x MAX LOAD
	
	5 x MAX LOAD

	CON
	
	12
	1
	
	
	
	
	WILL
	(WIS)
	6
	=
	4
	+
	2
	+
	
	+
	
	+
	
	
	LOAD
	
	SPEED
	MAX 

LOAD
	MAX DEX
	CHK PEN
	RUN

	INT
	
	16
	3
	
	
	
	
	SAVING THROW MODIFIERS
	
	50.5
	
	L
	30
	58
	-
	-
	-

	WIS
	
	14
	2
	
	
	
	
	
	
	SPEED
	
	M
	20
	116
	+3
	-3
	x4

	CHA
	
	19
	4
	
	
	
	
	
	
	30
	
	H
	20
	175
	+1
	-6
	x3

	

	ARMOR CLASS
	14
	=
	10
	+
	1
	+
	1
	+
	2
	+
	
	+
	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
	
	 Padded Armor
	L
	+1
	+8
	0
	5%
	30
	10

	
	5%
	
	12
	
	AC MODIFIERS
	
	 Daraq
	Sh
	+1
	-
	0
	0
	30
	5

	
	ARCANE SPELL FAIL
	
	FLAT FOOTED
	
	 *Dodge: +1 vs 1 Foe
	
	
	
	
	
	
	
	
	

	
	0
	
	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

	 Scimitar +1 ”Sandstorm”
	+6
	D6+3
	15-20x2
	-
	M
	S
	4
	 Magical, Keen

	 Jambiya
	+5
	D4+2
	19-20x2
	10
	S
	P/S
	1
	

	 Shortbow Composite MIGHTY
	+5
	D6+2
	X3
	70
	M
	P
	2
	 Mighty, STR +2 needed to use effectively (+2 Dmg)

	 Thunderstone
	+5
	10’ Radius
	DC 15
	20
	S
	B
	.5
	 Save DC 15 or Deaf, -4 Initative 20% Miscast Magic, 10’ radius

	 Scimitar, Masterwork
	
	
	
	
	
	
	4
	

	
	
	
	
	
	
	
	
	

	

	WEAPON PROFICIENCIES
	( ALL SIMPLE ( ALL MARTIAL
	
	COMBAT NOTES

	 Short bow, scimitar, cutlass, sap, short sword, whip
	
	 Quiver: 19 arrows (1lb)

	
	
	

	
	
	


	SKILLS
	
	SKILL POINTS PER LEVEL
	7
	+ INT MOD
	  10
	CLASS SKILL MAX RANKS = CHARACTER LEVEL + 3

CROSS-CLASS SKILL MAX RANKS = (CHARACTER LEVEL + 3) / 2
	 6/3
	( 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 (
	
	5
	=
	2
	+
	3
	+
	
	INT
	(
	
	
	Knowledge (                          )
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Balance ((
	
	2
	=
	
	+
	2
	+
	
	DEX
	(
	
	
	Knowledge
	(                      )
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Bluff (
	
	11
	=
	7
	+
	4
	+
	
	CHA
	(
	
	
	Knowledge
	(                      )
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Climb ((
	
	2
	=
	
	+
	2
	+
	
	STR
	(
	
	
	Listen (
	
	8
	=
	6
	+
	2
	+
	
	WIS
	(

	
	Concentration (
	
	6
	=
	5
	+
	1
	+
	
	CON
	(
	
	
	Move Silently ((
	
	2
	=
	
	+
	2
	+
	
	DEX
	(

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

	
	Craft (   __________________
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Perform ( (Singing)
	
	11
	=
	7
	+
	4
	+
	
	CHA
	(

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

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

	
	Decipher Script
	
	8
	=
	5
	+
	3
	+
	
	INT
	(
	
	
	Profession
	
	
	
	=
	
	+
	
	+
	
	WIS
	(

	
	Diplomacy (
	
	13
	=
	5
	+
	4
	+
	4
	CHA
	(
	
	
	Ride (
	
	2
	=
	
	+
	2
	+
	
	DEX
	(

	
	Disable Device
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Search (
	
	3
	=
	
	+
	3
	+
	
	INT
	(

	
	Disguise (
	
	5
	=
	
	+
	3
	+
	2
	CHA
	(
	
	
	Sense Motive (
	
	7
	=
	5
	+
	2
	+
	
	WIS
	(

	
	Escape Artist ((
	
	2
	=
	
	+
	2
	+
	
	DEX
	(
	
	
	Slight of Hand (
	
	
	=
	
	+
	
	+
	2
	DEX
	(

	
	Forgery (
	
	3
	=
	
	+
	3
	+
	
	INT
	(
	
	
	Spellcraft
	
	10
	=
	7
	+
	3
	+
	
	INT
	(

	
	Gather Information (
	
	10
	=
	6
	+
	4
	+
	
	CHA
	(
	
	
	Spot (
	
	9
	=
	7
	+
	2
	+
	
	WIS
	(

	
	Handle Animal
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Survival (
	
	2
	=
	
	+
	2
	+
	
	WIS


	(

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

	
	Hide ((
	
	2
	=
	
	+
	2
	+
	
	DEX
	(
	
	
	Tumble (
	
	
	=
	
	+
	
	+
	
	DEX
	(

	
	Intimidate (
	
	6
	=
	
	+
	4
	+
	2
	CHA
	(
	
	
	Use Magic Device
	
	7
	=
	3
	+
	4
	+
	(2)
	CHA
	(

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

	
	Knowledge (Local                   )
	
	8
	=
	5
	+
	3
	+
	(2)
	INT
	(
	
	
	______________________
	
	
	=
	
	+
	
	+
	
	
	(

	
	Knowledge (History                )
	
	5
	=
	
	+
	3
	+
	2
	INT
	(
	
	
	
	
	
	=
	
	+
	
	+
	
	
	
	
	(

	
	Knowledge (Nobility               )
	
	5
	=
	
	+
	3
	+
	2
	INT
	(
	
	
	
	
	
	=
	
	+
	
	+
	
	
	
	
	(

	
	Knowledge (The Planes           )
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	
	
	
	=
	
	+
	
	+
	
	
	
	
	(

	

	SKILL MODIFIERS
	
	RACIAL TRAITS & CLASS FEATURES
	
	FEATS & BENEFITS
	
	LANGUAGES

	 +2 Use Magic Device (Scrolls)
	
	 Bardic Music 3/day
	
	 Hometown: Muluk +2 Dip,GI,K(l),SM,K(n,h)
	
	 Midani (Free Cities)

	 +2 Diplo,Ga Info,Know(local)
	
	 Counter Song: Counter sound attacks
	
	 Combat Casting: +4 Concentration when
	
	 Jannti (Genies)

	       Sense Motive in Muluk
	
	 Fascinate: Enthrall someone
	
	   casting on the defensive. (15+sp lvl)
	
	 Chun (Haunted Lnds)

	
	
	 Inspire Courage: +1 att/dmg/saves
	
	 Dodge: +1 AC vs. target
	
	 Hafraic (High Desert)

	
	
	 Bardic Knowledge Lv +Int (+2 if Hist:5)
	
	
	
	 

	
	
	 Remove Evil Eye: Cha+Lv  vs DC 20
	
	
	
	

	
	
	 Cause Evil Eye: 10+Lv+Cha (Will Save)
	
	
	
	

	
	
	 Inspire Competence: +2 skill bonus
	
	
	
	

	

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

	 Backpack
	Shoulder
	2
	
	 Potion of Cure Light Wounds (d8+1)
	X3 (BP)
	-
	
	
	Copper pieces (Bits)
	0

	  Flint and Steal
	BackP
	-
	
	 Zither
	BeltP
	3
	
	
	Silver pieces (Dirham)
	9

	  Whetstone
	BackP
	1
	
	 Thunderstones x2
	BeltP
	.5
	
	
	Gold pieces (Dinars)
	43


	  Mirror
	BackP
	.5
	
	 2 Flasks of Holy Water
	BeltP
	1
	
	
	
	

	  Lantern, Bullseye
	BackP
	3
	
	 Dolman, Sash, Fez, Boots
	Worn
	-
	
	 Pearl 500 dinar value
	1

	  Lamp Oil, x4
	BackP
	4
	
	
	
	
	
	 Pearl 50 dinar value
	2

	  Sewing Needle and Thread
	BackP
	-
	
	
	
	
	
	 Garnet Gems x7
	25e

	 Rations x2 days
	BackP
	2
	
	
	
	
	
	
	

	 Scroll case
	BackP
	.5
	
	
	
	
	
	
	

	   Paper x5
	SC
	-
	
	
	
	
	
	
	

	 Ink, Inkpen
	BackP
	-
	
	
	
	
	
	
	

	 Soap
	BackP
	1
	
	
	
	
	
	
	

	 Waterskin (water)
	Shoulder
	4
	
	
	
	
	
	
	

	 Extra Strings/Tools for Zither
	BackP
	1
	
	
	
	
	
	
	

	 Belt Pouch
	Belt
	.5
	
	 Gear Sub Total Weight
	24
	
	
	
	

	
	
	
	
	 Armor/ Weapon Weight
	26.5
	
	
	
	

	
	
	
	
	 Total Weight
	50.5
	
	
	
	

	

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

	 (Known Spells/Cast per Day) DC to resist: 10+Chr(4)+Spell Level                                 Bardic Music Used Today: 3 of 4

	0th: Avert Evil Eye, Light, Open/Close, Read Magic, Resistance, Flare            0th Level Cast Today: 0 of 3

	1st: Sleep, Slient Image, Alarm                                                                                 1st Level Cast Today: 0 of 3

	2nd: Cure Moderate Wounds, Summon Monster II                                                        2nd Level Cast Today: 1 of 1



