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CONDITIONAL MODIFIERS

Skills marked with ¹ can be used normally even if the character has zero (0) skill ranks.
Skills marked with  are cross-class skills.
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SPECIAL PROPERTIES

10 ft 0.5 lb P/S Small Thrown
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SPECIAL PROPERTIES

10 ft 0.5 lb P/S Small Two-Weapon (secondary)
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SPECIAL PROPERTIES

10 ft 0.5 lb P/S Small Two-Weapon (primary)
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20 ft/x4
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DEX 19 +4 AC 24
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STR 10 +0 HP 44
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TEMP. 
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3'1" 32 lbs5/2 Small Humanoid (Halfling) 20

Bellah Grovett
Rogue/Thief-Acrobat Halfling(Lightfoot) Female Chaotic Good



CAMPAIGN EXPERIENCE POINTS

GEAR
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18
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20 Other (GP)

Gems

Art 22+

CP 19-21

10-12PP

16-18SP

GP 13-15

7-9

LIFT OVER 
HEAD

LIFT OFF 
GROUND

PUSH 
DRAG

MONEY

2d6

1-3 If your cleric level is double 
the HD of the undead or 

more, the undead are 
destroyed/commanded 

rather than turned/rebuked. 
Dispelling rebuking/turning 
works like turning/rebuking, 

but you must equal or 
exceed the check result of 

the cleric who 
rebuked/turned.

150 375 Up to 0

4-6

75

2d6
Turning/Re

buking 
Most Powerful Undead

Affected(Max HD) # of HD Turned/Rebuked

LIGHT 
LOAD

Used

MED LOAD
HEAVY 
LOAD

Turning/Rebuking 
Check Modifier

24.76–49.5 49.6–75
Times/Daywith a +1 silver returning 1–24.75

dagger.

CARRYING INFO TURN/REBUKE ATTEMPTS

replace the masterwork dagger 10 24.75 49.5

If the above miniature is used Halfling

with this fastplay character,

Fastplay Miniature Unlock: Common
Halfling Tombseeker Night Below 20/60 Gnome

TOTAL WEIGHT CARRIED 6.25

NOTES LANGUAGES

275 gold pieces
Alchemist Fire (2)
Tanglefoot Bag
Vial of Acid
MW Thieves' Tools
Potion of Cure Serious Wounds (3)
Elixir of Sneaking
Cloak of Elvenkind
Ring of Protection +1
Gloves of Dexterity +2
Amulet of Natural Armor +1
5 Daggers
Masterwork Dagger
Cold Iron Dagger +1
Mithral Chain Shirt +2

ITEM Wgt ITEM Wgt

SPECIAL PROPERTIES

OTHER POSSESSIONS

SHIELD/PROTECTIVE ITEM ARMOR BONUS WEIGHT CHECK PENALTY SPELL FAILURE

+0 10% 20 6.25

+6 +6
ACP SPELL FAILURE SPEED WEIGHT SPECIAL PROPERTIES

SPECIAL ABILITIES/FEATS
–– RACE ABILITIES ––
• -2 Strength, +2 Dexterity
• Base land speed of 20 feet.
• +2 racial bonus on Climb, Jump, Listen, and Move Silently checks
• +1 racial bonus on all saving throws
• +2 morale bonus on saving throws against fear
• +1 racial bonus on attack rolls with thrown weapons and slings.
• Favored Class: Rogue
–– CLASS ABILITIES ––
• Proficient in light armor
• Proficient with all simple weapons, and with Hand Crossbow, Rapier, Sap,
  Shortbow, Composite Shortbow, Short Sword.
• Uncanny Dodge(Ex): You retain your Dexterity bonus to AC even if
  flatfooted or struck by an invisible attacker.
• Trap Sense(Ex): +1 to Reflex saves and AC against traps.
• Evasion(Ex): On a successful Reflex save against a magical attack, you
  take no damage.
• Slow Fall(Ex): As long as a wall is within arm's reach, you take damage
  from a fall as if it were 20 feet shorter.
• Sneak Attack: Any time someone you attack is denied their Dexterity
  bonus to AC, or you are flanking them, you inflict an extra 3d6 damage.
  Ranged attacks must be within 30 feet to gain this, and this extra damage
  is not increased on a critical hit. Creatures that are immune to critical hits
  ignore this damage, as do creatures with concealment
• Trapfinding(Ex): You can use the Search skill to locate traps when the task
  has a DC higher than 20. You can use the Disable Device skill to disarm
  magic traps.
• Fast Acrobatics (Ex): You ignore the normal -5 penalty when making a
  Balance check while moving at full speed.  You ignore the normal -5
  penalty when making a Climb check to move at half speed.  You ignore 
  the normal -10 penalty when making a Tumble check to move at full speed.
• Kip Up (Ex): If you are wearing light or no armor and carrying no more
  than a light load, you can stand up from prone as a free action that
  doesn't provoke attacks of opportunity.
• Steady Stance (Ex): You are not considered flat-footed when balancing
  or climbing, and you get a +2 bonus to Balance and Climb checks to
  remain Balancing or Climbing when taking damage.
• Agile Fighting (Ex): When wearing light or no armor and carrying only a
  light load, you get a +1 bonus to AC (already applied).  You gain an addition
  +1 when fighting defensively or using  total defense. You take no penalty to
  AC or melee attacks when kneeling, sitting, or prone.
–– FEATS ––
• Combat Expertise (PH 92)
• Two-Weapon Fighting (PH 102)
• Weapon Finesse (PH 102)

ARMOR/PROTECTIVE ITEM TYPE ARMOR BONUS MAX DEX BONUS

+2 Mithral chain shirt Light
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