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	Character
	
	Race
	
	Class
	
	

	Neutral
	
	Spirits
	
	3
	
	3000/6000
	
	
	
	

	Alignment
	
	Deity
	
	Level
	
	Experience
	
	Penalty
	
	Character Sheet © J. Hirvonen, Vardaen & TetNak

	Male
	
	21
	
	M
	
	6’1”
	
	165lbs
	
	Dark
	
	Brown
	
	Green
	
	 

	Gender
	
	Age
	
	Size
	
	Height
	
	Weight
	
	Skin
	
	Hair
	
	Eyes
	
	Handedness

	
	
	 

	
	
	

	Past
	
	Nationality / Region

	
	
	

	
	
	

	Appearance
	
	Clothing

	
	
	

	
	
	

	Personality / Behavior
	
	Notes

	ABILITY SCORES
	
	SAVING THROWS
	
	HIT POINTS
	11/24

	
	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
	+
	
	+
	
	+
	
	
	
	
	
	
	

	DEX
	
	18
	+4
	
	
	
	
	REF
	(DEX)
	7
	=
	3
	+
	4
	+
	
	+
	
	+
	
	
	1 x MAX LOAD
	
	2 x MAX LOAD
	
	5 x MAX LOAD

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

LOAD
	MAX DEX
	CHK PEN
	RUN

	INT
	
	16
	+3
	
	
	
	
	SAVING THROW MODIFIERS
	
	
	
	L
	
	
	-
	-
	-

	WIS
	
	15
	+2
	
	
	
	
	
	
	SPEED
	
	M
	
	
	+3
	-3
	X4

	CHA
	
	13
	+1
	
	
	
	
	
	
	
	
	H
	
	
	+1
	-6
	X3

	

	ARMOR CLASS
	18
	=
	10
	+
	4
	+
	
	+
	4
	+
	
	+
	
	
	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
	
	 Chain Shirt, Masterwork
	L
	+4
	+4
	-1
	20%
	30
	25

	
	20%
	
	14
	
	AC MODIFIERS
	
	
	
	
	
	
	
	
	

	
	ARCANE SPELL FAIL
	
	FLAT FOOTED
	
	 
	
	 
	
	
	
	
	
	
	

	
	-1
	
	14
	
	
	
	
	
	
	
	
	
	
	

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

	
	ATTACK BONUS MODIFIERS

	INITIATIVE
	8
	=
	4
	+
	4
	
	ATTACK BONUSES
	
	BASE ATTACK BONUS
	2
	
	

	
	INITIATIVE MODIFIERS
	
	DEX MOD
	
	MISC MOD
	
	TOTAL 

ATTACK BONUS
	
	BASE

ATTACK BONUS
	
	ABI MOD
	
	SIZE MOD
	
	MISC MOD
	
	TEMP MOD
	
	

	 Improved Initiative
	
	MELEE
	(STR)
	4
	=
	2
	+
	2
	+
	
	+
	
	+
	
	
	

	
	
	RANGED
	(DEX)
	6
	=
	2
	+
	4
	+
	
	+
	
	+
	
	
	

	
	
	GRAPPLE
	(STR)
	4
	=
	2
	+
	2
	+
	
	+
	
	+
	
	
	Action Points

	
	
	
	
	=
	
	+
	
	+
	
	+
	
	+
	
	
	

	WEAPONS
	ATTACK BONUS
	DAMAGE
	CRITICAL
	RANGE
	SIZE
	TYPE
	WGT

LBS
	NOTES & RELATED FEATS

	 Shortsword
	+4
	1d6+2
	19-20/x2
	-
	M
	P
	2
	

	 Light Crossbow
	+6
	1d8
	19-20/x2
	80ft
	M
	P
	2
	

	 Dagger
	+4/+6
	1d4+2
	19-20/x2
	10ft
	M
	S/P
	2
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	

	WEAPON PROFICIENCIES
	( ALL SIMPLE ( ALL MARTIAL
	
	COMBAT NOTES

	 All simple, hand crossbow, rapier, sap, shortbow, 
	
	 Crossbow Bolts (10), 3lbs

	 Shortsword.  Light armor, no shields
	
	

	
	
	


	SKILLS
	
	SKILL POINTS PER LEVEL
	9
	+ 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 NAME
	SKILL MOD
	
	RANKS
	
	ABI MOD
	
	MISC MOD
	KEY ABILITY
	CLASS

SKILLS


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

SKILLS



	
	Appraise (
	
	7
	=
	4
	+
	3
	+
	
	INT
	(
	
	
	Knowledge: Local
	
	7
	=
	4
	+
	3
	+
	
	INT
	(

	
	Autohypnosis
	
	
	=
	
	+
	
	+
	
	WIS
	(
	
	
	Knowledge: Nature
	
	
	
	
	
	
	
	
	INT
	(

	
	Balance ((
	
	
	=
	
	+
	
	+
	
	DEX
	(
	
	
	Knowledge: Nobility
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Bluff (
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Knowledge: Psionics
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Climb ((
	
	
	=
	
	+
	
	+
	
	STR
	(
	
	
	Knowledge: Religion
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Concentration (
	
	
	=
	
	+
	
	+
	
	CON
	(
	
	
	Knowledge: The Planes
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Craft (   __________________
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Listen (
	
	8
	=
	6
	+
	2
	+
	
	WIS
	(

	
	Craft (   __________________
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Move Silently ( (
	
	10
	=
	6
	+
	4
	+
	
	DEX
	(

	
	Craft (
	
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Open Locks
	
	12
	=
	6
	+
	4
	+
	2*
	DEX
	(

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

	
	Decipher Script
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Perform (
	
	
	
	=
	
	+
	
	+
	
	CHA
	(

	
	Diplomacy (
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Profession
	
	
	=
	
	+
	
	+
	
	WIS
	(

	
	Disable Device
	
	11
	=
	6
	+
	3
	+
	2*
	INT
	(
	
	
	Profession
	
	
	=
	
	+
	
	+
	
	WIS
	(

	
	Disguise (
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Psicraft
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Escape Artist ((
	
	
	
	
	
	
	
	
	DEX
	(
	
	
	Ride (
	
	
	
	
	
	
	
	
	DEX
	(

	
	Forgery (
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Search (
	
	9
	=
	6
	+
	3
	+
	
	INT
	(

	
	Gather Information (
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Sense Motive (
	
	8
	=
	4
	+
	2
	+
	
	WIS
	(

	
	Handle Animal
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Slight of Hand (
	
	10
	=
	6
	+
	4
	+
	
	DEX
	(

	
	Heal (
	
	
	=
	
	+
	
	+
	
	WIS
	(
	
	
	Spellcraft
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Hide ((
	
	10
	=
	6
	+
	4
	+
	
	DEX
	(
	
	
	Spot (
	
	8
	=
	6
	+
	2
	+
	
	WIS
	(

	
	Intimidate (
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Survival (
	
	
	=
	
	+
	
	+
	
	WIS


	(

	
	Jump ((
	
	
	=
	
	+
	
	+
	
	STR
	(
	
	
	Swim ( x2 Armor Check Penalty
	
	
	=
	
	+
	
	+
	
	STR
	(

	
	Knowledge: Arcana
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Tumble (
	
	10
	=
	6
	+
	4
	+
	
	DEX
	(

	
	Knowledge: Architecture
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Use Magic Device
	
	
	=
	
	+
	
	+
	
	CHA
	(

	
	Knowledge: Dungeoneering
	
	
	=
	   
	+
	
	+
	
	INT
	(
	
	
	Use Psionic Device
	
	
	=
	
	+
	
	+
	
	CHA
	(

	
	Knowledge: Geography
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Use Rope (
	
	8
	=
	4
	+
	4
	+
	
	DEX
	(

	
	Knowledge: History
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	
	
	
	=
	
	+
	
	+
	
	
	(

	

	SKILL MODIFIERS
	
	RACIAL TRAITS & CLASS FEATURES & FEATS & FLAW
	
	LANGUAGES

	 ¥ +2 Synergy Bonus
	
	 Combat Reflexes (Lvl 1 Feat), Improved Initiative (Lvl 1 Feat, Human), Toughness
	
	 Dalishani

	
	
	  (Lvl 3 Feat)
	
	

	
	
	
	
	

	
	
	 Trapfinding (Rogue, Lvl 1), Evasion (Rogue, Lvl 2), Sneak Attack (Rogue, Lvl 3, +2d6),
	
	

	
	
	 Trap Sense (Rogue, Lvl 3)
	
	

	
	
	
	
	

	
	
	
	
	TRAITS

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	

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

	 Backpack
	Back
	2
	
	
	
	
	
	
	Copper Pieces
	

	    Waterskin
	BP
	4
	
	
	
	
	
	
	Silver Pieces
	

	    Thieves Tools, MW
	BP
	1
	
	
	
	
	
	
	Gold Pieces
	88

	    Rope, Silk (50ft)
	BP
	5
	
	
	
	
	
	
	Platinum Pieces
	

	    Grappling Hook
	BP
	4
	
	
	
	
	
	
	

	    Bedroll
	BP
	5
	
	
	
	
	
	
	

	    Sack
	BP
	.5
	
	
	
	
	
	
	

	    Rations (5)
	BP
	5
	
	
	
	
	
	
	

	    Hooded Lantern
	BP
	2
	
	
	
	
	
	
	

	    Oil (3)
	BP
	3
	
	
	
	
	
	
	

	    Flint & Steel


	BP
	0
	
	
	
	
	
	
	

	   Explorer Outfit
	Body
	-
	
	
	
	
	
	
	

	   LIGHT WARHORSE
	
	
	
	
	
	
	
	
	

	      - Military Saddle
	
	
	
	
	
	
	
	 Armor and Weapon Weight
	

	
	
	
	
	
	
	
	
	 Gear SubTotal Weight
	

	
	
	
	
	
	
	
	
	 Total Weight Carried
	

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

	SPELLS USED
	
	0
	0
	1
	0
	2
	0
	3
	0
	4
	0
	5
	0
	6
	0
	7
	0
	8
	0
	9
	0

	SPELLS KNOWN
	
	0
	0
	1
	0
	2
	0
	3
	0
	4
	0
	5
	0
	6
	0
	7
	0
	8
	0
	9
	0


	SPELLS MEMORIZED

	0th
	1st
	2nd
	3rd
	4th

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	


	SPELLS MEMORIZED

	5th
	6th
	7th
	8th
	9th

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	


Description

Felt is fairly tall and slim, with shoulder-length dark brown hair and piercing green eyes. His face can seem rather severe and hostile, at least until a (fairly frequent) smile breaks over his face revealing a certain charm and a somewhat surprising degree of human warmth. He is a no-nonsense kind of guy when it comes to dress nd equipment, avoiding anything over-elaborate and preferring only the absolute minimum at all times. His perspicacious wit and speed of thought often lead to his being impatient with those around him.

Background

"Felt grew up in the northern area of the Gate. His father was the son of a rich merchant from Daloor who had made considerable sums from mining. When Felt's father announced he was marrying Felt's mother - an ""actress"" from the Gate - he was disowned by his family and thus, almost destitute, they were forced to leave Daloor for the Gate. Felt's father died from desert fever just a few years after Felt was born and thus the already-precarious situation became desperate, obliging Felt's mother to take up the Gate's oldest profession, mainly with Thri-Kreens, just to keep a roof above their heads."

His original prejudices against the Thri-Kreen were exasperated when his mother was savagely killed by one of her clients. This led to his killing of an almost certainly innocent person who just happened to be one of the Mantis people and in his way when he got word about his mother's death. However, the subsequent imprisonment brought him into daily contact with many of the Thri-Kreen race and over time he made many good friends and even learned to speak Draconian with a Chul accent.

"He was released and thus escaped execution thanks to intervention by his grandfather who, in a brief communication, informed him that if they were not even beforehand then they were now, and that he never wished to see his ""supposed"" grandson again."

Felt found it impossibile to get back into ordinary society and contacted the member of a guild of thieves he became friends with while incarcerated. His audiences with the masters of the guild went well and he was made a member. He is still learning the finer arts of thieving but regularly applies his trade around the southern Gate area.

