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 After the skill denotes a skill that can be used untrained.

 Fill in this box if the skill is a class skill for the character. 
* Armor check penalty, if any, applies. (Double penalty for Swim.)
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attack bonus damage critical

range type notes

attack

ammunition  ___________________________             

attack bonus damage critical

range type notes

attack

ammunition  ___________________________           

attack bonus damage critical

range type notes

attack

ammunition  ___________________________             
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attack bonus damage critical
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ammunition  ___________________________             

attack bonus damage critical

range type notes

attack

ammunition  ___________________________             

	 14	 +2

	 13	 +1

	 14	 +2

	 18	 +4

	 8	 -1

	 6	 -2

+1

	 +3	 +1	 +2

Longsword	 +3	 1d8+2	 19-20/x2

5

4 2

	

	 Appraise  	 	 int
	 Balance  	 	 dex*
	 Bluff  	 	 cha
H	 Climb 	 	 str*
H	 Concentration 	 	 con
H	 Craft  (	 )	 int
H	 Craft  (	 )	 int
H	 Craft  (	 )	 int
H	 Decipher Script	 	 int
	 Diplomacy 	 	 cha
	 Disable Device 	 	 int
	 Disguise  	 	 cha
	 Escape Artist 	 	 dex*
	 Forgery 	 	 int
	 Gather Information  	 	 cha
	 Handle Animal 	 	 cha
	 Heal 	 	 wis
	 Hide  	 	 dex*
	 Intimidate 	 	 cha
H	 Jump 	 	 str*
H	 Knowledge (dungeonerering	)	int
H	 Knowledge (the planes	 )	 int
H	 Knowledge (	 )	 int
H	 Knowledge (	 )	 int
H	 Knowledge (	 )	 int
	 Listen  	 	 wis
	 Move Silently 	 	 dex*
	 Open Lock 	 	 dex
	 Perform (	 )	 cha
	 Perform (	 )	 cha
	 Perform (	 )	 cha
	 Profession (	 )	 wis
	 Profession (	 )	 wis
H	 Ride  	 	 dex
	 Search  	 	 int
H	 Sense Motive 	 	 wis
	 Sleight of Hand	 	 dex*
H	 Spellcraft 	 	 int
	 Spot  	 	 wis
	 Survival 	 	 wis
H	 Swim 	 	 str*
	 Tumble	 	 dex*
	 Use Magic Device	 	 cha
	 Use Rope 	 	 dex
	 Speak Languages (Daelkyr)	 	 Int
	 ______________________	 	 ____
	 ______________________	 	 ____

Mace, light	 +3	 1d6+2	 x2

Javelin	 +2	 1d6+2	 x2

	 -	 S

	 -	 B

	 30 ft.	 P

	 +4	 +2	 +2

	 +1	 +0	 +1

	 +1	 +2	 -1

	 16	 +4	 +1	 +1

	 10			   -3	 30 ft

	 11	 15

	 +1	 +1	
	 +4	 +4		
	 -2	 +1		  -3
	 +0	 -2		  +2
	 -1	 +2		  -3
	 +6	 +2	 4	
	 +4	 +4		
	 +4	 +4		
	 +4	 +4		
	 +6	 +4	 2
	 -2	 -2		

	 -2	 -2		
	 -2	 +1		  -3
	 +4	 +4		
	 -2	 -2		

	 -1	 -1		
	 +0	 +1		  -1
	 -2	 -2		
	 -1	 +2		  -3
	 +8	 +4	 4
	 +8	 +4	 4

	 -1	 -1		
	 -2	 +1		  -3

	 +1	 +1		
	 +4	 +4		
	 -5	 -1	 4	

	 +8	 +4	 4
	 -1	 -1		
	 -1	 -1		
	 -4	 +2		  -6

	 +1	 +1		
			   2

		  Cabal of  Shadows

Duskblade 1 (ECL 2)	 Tiefling		

Medium



Money

Basic possessions
ITEM
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Typical spellS

wt.wt.

spell save
DC mod

0:_________________________________________________

__________________________________________________

1st:________________________________________________

__________________________________________________

2nd:_______________________________________________

__________________________________________________

__________________________________________________

3rd:_ ______________________________________________

__________________________________________________

__________________________________________________

4th:_ ______________________________________________

__________________________________________________

__________________________________________________

5th:_______________________________________________

__________________________________________________

__________________________________________________

6th:_______________________________________________

__________________________________________________

__________________________________________________

7th:_ ______________________________________________

__________________________________________________

8th:_ ______________________________________________

__________________________________________________

9th:_______________________________________________

__________________________________________________

campaign

experience points

languages
Initial languages = Common + racial 	

languages + one per point of Int bonus

Total Weight carried

Basic Possessions GP value 

Magic WT. Basic WT. 

ITEM

gear

shield/protective item aC bonus weight check penalty

spell failure special properties

type aC bonus max dex

check penalty spell failure speed weight special properties

armor/protective item

Lift over 
head
equals

MAX load

LIGHT
LOAD

heavy
LOAD

MEDIUM
LOAD

push or 
drag

5 x 
MAX load

lift off 
ground

2 x 
MAX load

PG. PG.

feats
PG.

special abilities
PG.

level

0

1st

2nd

3rd

4th

5th

6th

7th

8th

9th

spell
save dc

spells 
per day

bonus
spells

0

spells
known

arcane spell failure %
conditional modifiers

protective item aC bonus weight special properties

protective item aC bonus weight special properties

Xen’drik EXpeditions

*bonus equipment

(b) = bonus feat

+ =

Miniature Unlock
Bonus for using listed D&D Miniature

cp —  

sp —  

gp —  37

pp —  

	 Chain shirt	 light	 4	 4

55.5

	 58	 59-116	 117-175	 175	 350	 875

4

0

55.5

203

Common, Infernal

Aquatic

Draconic

Elven

Orc 

Daelkyr

	 6	 14	 3

	 2	 15	 2	 1

		  16

		  17

		  18

		  19

		  20

		  21

		  22

		  23

Backpack		  2 lbs

Spell componenet pouch		  2 lbs

Manacles, masterwork		  2 lbs

Mirror, small steel		  .5 lbs

Rope, silk (50 ft.)		  5 lbs

Longsword		  4 lbs

Mace, light		  4 lbs

Javelin (3)		  6 lbs

Chain shirt		  25 lbs

Shield, light wooden		  5 lbs

.

	 -2	 20%	 30 ft.	 25 lbs

	 Light wooden	 1	 5	 -1

	 5%

	

	

Heroic Spirit	 ECS 55

	 Acid splash; daze; open/close; light; disrupt undead; 

mage hand 

	 Bigby’s tripping hand (PHB II), Kelgore’s fire bolt 

(PHBII)

Domains: :

Battle Caster
Miniature: Tiefling 
Blademaster
(War Drums 58/60)
You may spend 2 action 
points to reroll any attack 

roll or concentration check you make. 
You must accept the new roll even if  
the result is worse than the first.

Darkvision 60 ft.

+2 racial bonus on Bluff  and Hide

	 checks

Darkness once per day

Resistance to cold 5, electricity 5, and

	 fire 5.

Arcane attunement	 PHB II 20

Armored mage (light)	 PHB II 20

Ignore spell failure when using light armor and light 
shield to cast spells from your duskblade spell list.n


