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RSl ? INITIATIVE ‘ +2 H +2 |+ ‘ Balancet DEX* +2 = 2 + +
‘ 10 ‘ ‘ +0 ‘ B TOTAL DEX MISC. Blufft CHA +0 = + +
CHARISMA MODIFIER MODIFIER Cllmbl STR* _1 = »1 + +
SAVING THROWS TOTAL e MODIFER  MODIER  MODFER  MODEER | o 0 Concentration* CON 9 = 2 + 7 o+
FORTITUDE +3 |« +1 [+ +2 |+ +0 |+| +O O Craft skills... INT +3 = 3 + +
Construron O Craft (Alchemy)t INT +6 = 3 + 3 =+
REFLEX ‘ +3 H +1 |+ +2 [+| +0 |+ +0 ‘ O Decipher Script INT +8 = 3 + 5 +
(DEXTERITY) { Diplomacy* CHA +0 = + +
WILL ‘ +4 H +4 |+ +0 [+| +0 |+ +0 ‘ Disguise! CHA +0 = + +
SRl % Escape Artist! DEX* +2 = 2 o+ +
IR SPELL Forgery! INT +3 = 3 + +
BASE ATTACK BON ‘ +2 RESISTANCE I:l Gather Informationt CHA +0 = + +
GRAPPLE ‘ +1 ‘7‘ +2 |+ 1 |4 +o0 |+ +0 ‘ ARCANE SPELL H‘eal1 WIS +0 = + +
MODIFIER - — FAILURE Hide* DEX* 42 = 2 -~ *
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Jumpt STR* -1 = -1 -+ +
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MELEE ‘ 1 H +2 + =1 |+ +0 |+ +0 |+ O Knowledge (arch & eng) INT +5 = 3 + 1 + 1
RGN ! O Knowledge (dungeoneering) INT +6 = 3 + 2 + 1
RANGED ‘ a4 H 2 J 12 | +0 |+ +0 J O Knowledge (geography) INT +5 = 3 + 1 + 1
R TOTAL BASE ATTACK BONUS DEX SIZE MISC. YRR 0 Knowledge (history) INT +6 = 3 + 2 + 1
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O Knowledge (the planes) INT +10 = 3 + 6 + 1
WEAPON TOTAL ATTACK BONUS DAMAGE CRITICAL LIStenl Wls +2 = * * 2
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AMMUNITION 00000 00000 00000 00000 Sense Motivel WIS 10 - . .
WEAPON TOTAL ATTACK BONUS DAMAGE CRITICAL m] Spe”craft INT +12 = 3 * 7 * 2
Masterwork light crossbow +5 1d8 19-20/x2 Spot* WIS +2 = + 2
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WEAPON

RANGE WEIGHT

TOTAL ATTACK BONUS

DAMAGE CRITICAL

SPECIAL PROPERTIES

AMMUNITION

WEAPON

RANGE WEIGHT

TOTAL ATTACK BONUS

00000 00000 O0ooo ooodo

DAMAGE CRITICAL

SPECIAL PROPERTIES

AMMUNITION

WEAPON

RANGE

WEIGHT

TOTAL ATTACK BONUS

00000 00000 O0ooo ooodo

DAMAGE CRITICAL

SPECIAL PROPERTIES

AMMUNITION

00000 00000 O0o0ooo ooodo

= +

+

= +

+

Skills marked with* can be used normally even if the character has zero (0) skill ranks.

Skills marked withX are cross-class skills.
* ARMOR CHECK PENALTY applies.

** Twice ARMOR CHECK PENALTY applies.




CAMPAIGN POINTS

GEAR

ARMOR/PROTECTIVE ITEM 'ARMOR BONUS MAX DEX BONUS
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SPECIAL PROPERTIES

OTHER POSSESSIONS

SPECIAL ABILITIES/FEA

— RACE ABILITIES —

« Base land speed of 30 feet.

« Favored Class: Any

— CLASS ABILITIES —

« Proficient with Club, Heavy Crossbow, Light Crossbow, Dagger,
Quarterstaff.

« Familiar: You have called a Toad as a magical companion.
o Alertness: While the familiar is within arms reach, you gain the Alertness

feat(+2 to Spot & Listen checks).

« Diviner: You are specialized in the school of Divination.
You can prepare one additional Divination spell per spell level
each per day. You gain a +2 bonus to Spellcraft checks to learn spells
from this school. Necromancy spells are
prohibited to you.

— FEATS —

« Combat Casting (PH 92)

« Point Blank Shot (PH 98)

« Precise Shot (PH 98)

« Scribe Scroll (PH 99)2

ITEM Wagt ITEM Wagt
Backpack 2 Pearl of Power 1st Lvl (Magic Weapon)
Spell Component Pouch 2 Alchemist Fire (2) 2
Spellbook 3 Sunrod (2) 2
Quarterstaff 4
MW Light Crosshow 4
Bolts (20) 2
Crimson Glyph Book 1
Scroll Case
Scroll of Scorching Ray (2)
Scroll of Acid Arrow
Scroll of Identify
Scroll of Resist Energy
Scroll of Mage Armor
Scroll of Shield
Scroll of Knock
I 7L WEIGHT CARRIED 22
Common
Draconic
Giant
Undercommon
1-26 27-53 54-80 e I R I - I
LIGHT HEAVY
LOAD MED LOAD LOAD
T‘EEE%RE Most Powerul Undead # of HD Tumed/Rebuked
80 160 400 UFLZJ 0 If your clenczlflel is double
LIFT OVER LIFT OFF PUSH the HD of the undead or
HEAD GROUND DRAG 4-6 more, the undead are
PP 10-12 M?;E:III::S rebuklngllurnlng‘
GP 134 13-15 but you must equal or
>
i
cP 19-21 rebuked/turned.
Art 22+
Gems
Other (GP)




SPECIAL ABILITIES/FEATS ADDITIONAL NOTES

Specialty School : Divination (prohibited school Necromancy)

Spells Known:

Save DC Level Spells/day Bonus Spells

0 Level: acid splash, detect poison, detect magic,

13 0 4 - read magic, daze, dancing lights, flare, light,
14 1 3 2* ray of frost, mage hand, prestidigitation
15 2 2 2*

1st Level: Charm Person, Comprehend Languages

* One bonus spell must be Divination

color spray, enlarge person, featherfall, identify,

mage armor, magic missile, magic weapon

repair light damage, silent image, shield,

true strike

Miniature Unlock: Crimson Patron

Miniature: Blood of Vol Cultist

2nd Level: Detect Thoughts, Locate Object, Knock

(Bloodwar 29/60)

Melf's Acid Arrow, Resist Energy, Scorching Ray,

Your PC begins the session with one 100gp pearl

Tasha's hideous laughter,

which can be used as cash on hand or as the

component for an Identify spell. Furthermore

you can spend 1 action point to gain a +2

bonus on any knowledge check once per

adventure.




