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	Race
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	 Chaotic Evil
	
	 Vazha
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	Deity
	
	Level
	
	Experience
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	Gender
	
	Age
	
	Size
	
	Height
	
	Weight
	
	Skin
	
	Hair
	
	Eyes
	
	Handedness

	
	
	 

	
	
	

	Past
	
	Nationality / Region

	
	
	

	
	
	

	Appearance
	
	Clothing

	
	
	 Avg (66 points before racial)

	
	
	

	Personality / Behavior
	
	Notes

	ABILITY SCORES
	
	SAVING THROWS
	
	HIT POINTS
	58/58

	
	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)
	5
	=
	4
	+
	1
	+
	
	+
	
	+
	
	
	
	
	
	
	

	DEX
	
	16
	+3
	
	
	
	
	REF
	(DEX)
	7
	=
	4
	+
	3
	+
	
	+
	
	+
	
	
	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
	
	12
	+1
	
	
	
	
	SAVING THROW MODIFIERS
	
	
	
	L
	
	
	-
	-
	X4

	WIS
	
	14
	+2
	
	
	
	
	 8* Immunities
	
	SPEED
	
	M
	
	
	+3
	-3
	X4

	CHA
	
	12
	+1
	
	
	
	
	
	
	
	
	H
	
	
	+1
	-6
	X3

	

	ARMOR CLASS
	20
	=
	10
	+
	7
	+
	0
	+
	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
	
	 Studded Leather, MW
	L
	+3
	+5
	-
	15
	30
	20

	
	15%
	
	13
	
	AC MODIFIERS
	
	 Natural Armor
	N
	+4
	-
	-
	-
	-
	-

	
	ARCANE SPELL FAIL
	
	FLAT FOOTED
	
	 11* Dodge
	
	 
	
	
	
	
	
	
	

	
	-
	
	13
	
	
	
	
	
	
	
	
	
	
	

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

	
	ATTACK BONUS MODIFIERS

	INITIATIVE
	+7
	=
	3
	+
	4
	
	ATTACK BONUSES
	
	BASE ATTACK BONUS
	+4
	
	

	
	INITIATIVE MODIFIERS
	
	DEX MOD
	
	MISC MOD
	
	TOTAL 

ATTACK BONUS
	
	BASE

ATTACK BONUS
	
	ABI MOD
	
	SIZE MOD
	
	MISC MOD
	
	TEMP MOD
	
	

	
	
	MELEE
	(STR)
	+8/+3
	=
	6/1
	+
	2
	+
	
	+
	
	+
	
	
	

	
	
	RANGED
	(DEX)
	+9/+4
	=
	6/1
	+
	3
	+
	
	+
	
	+
	
	
	

	
	
	GRAPPLE
	(STR)
	+8/+3
	=
	6/1
	+
	2
	+
	
	+
	
	+
	
	
	Action Points

	
	RAY
	(DEX)
	+9/+4
	=
	6/1
	+
	3
	+
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	WEAPONS
	ATTACK BONUS
	DAMAGE
	CRITICAL
	RANGE
	SIZE
	TYPE
	WGT

LBS
	NOTES & RELATED FEATS

	 Scimitar, MW
	+10/+5
	1d6
	18-20/x2
	-
	M
	S
	4
	 10* Weapon Focus (Scimitar), Masterwork +1

	 Shortbow
	+9/+4
	1d6
	X3
	60
	M
	P
	2
	

	   Quiver of Arrows (20)
	-
	-
	-
	-
	-
	-
	3
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	

	WEAPON PROFICIENCIES
	( ALL SIMPLE ( ALL MARTIAL
	
	COMBAT NOTES

	 
	
	 12* Power Attack, 13* Cleave

	
	
	

	
	
	


	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 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 (
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Knowledge: Local
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Autohypnosis
	
	
	=
	
	+
	
	+
	
	WIS
	(
	
	
	Knowledge: Nature
	
	
	
	
	
	
	
	
	INT
	(

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

	
	Bluff (
	
	5
	=
	0
	+
	1
	+
	4
	CHA
	(
	
	
	Knowledge: Psionics
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Climb ((
	
	3
	=
	1
	+
	2
	+
	
	STR
	(
	
	
	Knowledge: Religion
	
	
	=
	
	+
	
	+
	
	INT
	(

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

	
	Craft (   __________________
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Listen (
	
	9
	=
	7
	+
	2
	+
	
	WIS
	(

	
	Craft (   __________________
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Move Silently ( (
	
	
	=
	
	+
	
	+
	
	DEX
	(

	
	Craft (
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Open Locks
	
	
	=
	
	+
	
	+
	
	DEX
	(

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

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

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

	
	Disable Device
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Profession
	
	
	=
	
	+
	
	+
	
	WIS
	(

	
	Disguise (
	
	5
	=
	0
	+
	1
	+
	4
	CHA
	(
	
	
	Psicraft
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Escape Artist ((
	
	
	=
	
	+
	
	+
	
	DEX
	(
	
	
	Ride (
	
	
	=
	
	+
	
	+
	
	DEX
	(

	
	Forgery (
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Search (
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Gather Information (
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Sense Motive (
	
	9
	=
	7
	+
	2
	+
	
	WIS
	(

	
	Handle Animal
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Slight of Hand (
	
	
	=
	
	+
	
	+
	
	DEX
	(

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

	
	Hide ((
	
	
	=
	
	+
	
	+
	
	DEX
	(
	
	
	Spot (
	
	9
	=
	7
	+
	2
	+
	
	WIS
	(

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


	(

	
	Jump ((
	
	3
	=
	1
	+
	2
	+
	
	STR
	(
	
	
	Swim ( x2 Armor Check Penalty
	
	3
	=
	1
	+
	2
	+
	
	STR
	(

	
	Knowledge: Arcana
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Tumble (
	
	
	=
	
	+
	
	+
	
	DEX
	(

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

	
	Knowledge: Dungeon
	
	
	=
	   
	+
	
	+
	
	INT
	(
	
	
	Use Psionic Device
	
	
	=
	
	+
	
	+
	
	CHA
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	Knowledge: Geography
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Use Rope (
	
	
	=
	
	+
	
	+
	
	DEX
	(

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

	

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

	 ¥ +2 Synergy Bonus
	
	 1* Darkvision, 2* Racial Skills, 3* Racial Feats, 4* Natural Armor, 
	
	 Doppleganger

	
	
	 5* Racial Skill Bonuses, 6* Detect Thoughts, 7* Change Shape, 8* Immunities, 
	
	 Aechic

	
	
	 9* Improved Initiative, 10* Weapon Focus (Scimitar), 11* Dodge, 12* Power Attack
	
	

	
	
	 13* Cleave
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	 Gear SubTotal Weight
	

	
	
	
	
	
	
	
	
	 Total Weight Carried
	


1* Darkvision (1st Lvl Doppleganger) - Doppelgangers can see in the dark up to 60 feet

2* Racial Skills (1st Lvl Doppleganger) - A doppelganger’s monstrous humanoid levels give it skill points equal to 7 × (2 + Int modifier). Its class skills are Bluff, Diplomacy, Disguise, Intimidate, Listen, Sense Motive, and Spot.

3* Racial Feats (1st Lvl Doppleganger) - A doppelganger’s monstrous humanoid levels give it two feats.

4* Natural Armor (1st Lvl Doppleganger) - +4 natural armor bonus
5* Racial Skill Bonuses (1st Lvl Doppleganger) - +4 racial bonus on Bluff and Disguise checks. When using its change shape ability, a doppelganger gets an additional +10 circumstance bonus on Disguise checks. If it can read an opponent’s mind, it gets a further +4 circumstance bonus on Bluff and Disguise checks.

6* Detect Thoughts (1st Lvl Doppleganger) - You detect surface thoughts. The amount of information revealed depends on how long you study a particular area or subject. 

1st Round

Presence or absence of thoughts (from conscious creatures with Intelligence scores of 1 or higher). 

2nd Round

Number of thinking minds and the Intelligence score of each. If the highest Intelligence is 26 or higher (and at least 10 points higher than your own Intelligence score), you are stunned for 1 round and the spell ends. This spell does not let you determine the location of the thinking minds if you can’t see the creatures whose thoughts you are detecting. 

3rd Round

Surface thoughts of any mind in the area. A target’s Will save prevents you from reading its thoughts, and you must cast detect thoughts again to have another chance. Creatures of animal intelligence (Int 1 or 2) have simple, instinctual thoughts that you can pick up. 

Each round, you can turn to detect thoughts in a new area. The spell can penetrate barriers, but 1 foot of stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of wood or dirt blocks it. 

A doppelganger can continuously use detect thoughts as the spell (caster level 18th; Will DC 13 negates). It can suppress or resume this ability as a free action. The save DC is Charisma-based.

7* Change Shape (1st Lvl Doppleganger) - A creature with this special quality has the ability to assume the appearance of a specific creature or type of creature (usually a humanoid), but retains most of its own physical qualities. A true seeing spell or ability reveals the creature’s natural form. A creature using change shape reverts to its natural form when killed, but separated body parts retain their shape. A creature cannot use change shape to take the form of a creature with a template. Changing shape results in the following changes to the creature: 

The creature retains the type and subtype of its original form. It gains the size of its new form.

The creature loses the natural weapons and movement modes of its original form, as well as any extraordinary special attacks of its original form not derived from class levels (such as the barbarian’s rage class feature).

The creature gains the natural weapons, movement modes, and extraordinary special attacks of its new form.

The creature retains all other special attacks and qualities of its original form, except for breath weapons and gaze attacks.

The creature retains the ability scores of its original form.

Except as described elsewhere, the creature retains all other game statistics of its original form, including (but not necessarily limited to) HD, hit points, skill ranks, feats, base attack bonus, and base save bonuses.

The creature retains any spellcasting ability it had in its original form, although it must be able to speak intelligibly to cast spells with verbal components and it must have humanlike hands to cast spells with somatic components.

The creature is effectively camouflaged as a creature of its new form, and gains a +10 bonus on Disguise checks if it uses this ability to create a disguise.

Any gear worn or carried by the creature that can’t be worn or carried in its new form instead falls to the ground in its space. If the creature changes size, any gear it wears or carries that can be worn or carried in its new form changes size to match the new size. (Nonhumanoid-shaped creatures can’t wear armor designed for humanoid-shaped creatures, and viceversa.) Gear returns to normal size if dropped.
8* Immunities (1st Lvl Doppleganger) - immunity to sleep and charm effects

9* Improved Initiative (1st Lvl Doppleganger) - +4 init

10* Weapon Focus (1st Lvl Doppleganger) - +1 attack (scimitar)

11* Dodge (1st Lvl Fighter) - +1 ac

12* Power Attack (1st Lvl Fighter) +bab/-bab dmg/att

13* Cleave (6th Lvl Character Feat) - 

