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Skills marked with ¹ can be used normally even if the character has zero (0) skill ranks.
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B Small One-handed, Flurry of Blows
RANGE WEIGHT TYPE SIZE + +

+

=

= +Unarmed Strike +5/+5 1d6 20/x2
+TOTAL ATTACK BONUS DAMAGE CRITICALWEAPON = +

+ +=AMMUNITION
+ +

+

=

= +

SPECIAL PROPERTIES

B Small One-handed
RANGE WEIGHT TYPE SIZE + +

+

=

= +Unarmed Strike +7 1d6 20/x2
0TOTAL ATTACK BONUS DAMAGE CRITICAL 3 + 0 +

7 + 0
WEAPON Use Rope¹ DEX +3 =

+7 = 0 +Swim¹ STR**
+ 0 + 0+2 = 2

0TOTAL BASE ATTACK BONUS DEX 
MODIFIER

SIZE 
MODIFIER

MISC. 
MODIFIER

TEMP. 
MODIFIER Survival¹ WIS

2 + 2 +

0 + 0
ATTACK BONUS Spot¹ WIS +4 =

+2 = 2 +Sense Motive¹ WIS+ +0 ++ +3 + +1RANGED +7 = +3

+ 0 + 2
+ 0

ATTACK BONUS Search¹ INT +2 = 0
= 3 + 0Ride¹ DEX +3+0 +

0
MELEE +4 = +3 + +0 + +1 +

-1 + 0 +CHA –1 =

+ 0

TOTAL BASE ATTACK BONUS STR 
MODIFIER

SIZE 
MODIFIER

MISC. 
MODIFIER

TEMP. 
MODIFIER Perform skills ...¹

0
Move Silently¹ DEX* +9 = 3 + 6

2 + 2 +WIS +4 =SIZE 
MODIFIER

MISC. 
MODIFIER Listen¹

MODIFIIER

TOTAL
BASE 

ATTACK
STR 

MODIFIER

+ 3 + 4+7 = 0Jump¹ STR*
Intimidate¹ CHA

+0 ARCANE SPELL 
FAILURE

0GRAPPLE –1 = +3 + +0 + –4 +

+ 6 +

–1 = -1 + 0 +

8+17 = 3BASE ATTACK BONUS +3 SPELL 
RESISTANCE

+ 0 + 0+2 = 2TEMP. Heal¹ WIS
Hide¹ DEX*

+ 0 + 0–1 = -1Gather Information¹ CHA
+ 0 + 0+0 = 0Forgery¹ INT+ +0 ++ +2 + +0WILL +6 = +4

(WISDOM)

+ 1 + 0+4 = 3Escape Artist¹ DEX*
+ 0 + 0–1 = -1Disguise¹ CHA+ +0 ++ +3 + +0REFLEX +7 = +4

(DEXTERITY)

+ 0 + 0–1 = -1Diplomacy¹ CHA
+ 0 + 0+0 = 0Craft skills…¹ INT+ +0 ++ +1 + +0FORTITUDE +5 = +4

(CONSTITUTION)

0+1 = 1 +Concentration¹ CON
0 +

0 +MAGIC 
MODIFIER

MISC. 
MODIFIER

TEMP. 
MODIFIER

CHARISMA

SAVING THROWS TOTAL
BASE
SAVE

ABILITY 
MODIFIER

TOTAL + 0
+0 = 0 +

= -1
0

+DEX 
MODIFIER

MISC. 
MODIFIER Climb¹ STR*

0Bluff¹ CHA –1
1 + 0

CHA 8 –1
MODIFIER

+4 = 3 +Balance¹ DEX*
+ 0 + 0+0 = 0Appraise¹ INT

INITIATIVE +3 = +3 + +0
WIS 14 +2

WISDOM

ARMOR CLASS ARMOR CLASS SKILL NAME

C
R

O
S

S
-C

LA
S

S SKILLSTOUCH 18 FLAT-FOOTED 16INT 10 +0
INTELLIGENCE

MAX RANKS 7 / 3.5
KEY 

ABILITY
SKILL 

MODIFIER
ABILITY 

MODIFIER
RANKS MISC. 

MODIFIER

ARMOR 
CHECK 

PENALTY

DAMAGE REDUCTION
CON 12 +1

CONSTITUTION

SIZE 
MODIFIER

NATURAL 
ARMOR

DEFLECT 
MOD

MISC MODTOTAL ARMOR 
BONUS

SHIELD 
BONUS

DEX 
MODIFIER

DEXTERITY ARMOR CLASS
+ +2 + +2+ +1 + +1+ +0 + +3= 10 + +0

40 ft/x4
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4 Small Humanoid (Dragonblood, Reptilian) 0

Xen'drik

Monk Kobold Male Lawful Neutral
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Gems

Art 22+

CP 19-21

10-12PP

16-18SP

GP 169 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 unarmed flurry of blow strikes. 1–24.75

CARRYING INFO TURN/REBUKE ATTEMPTS

feat, this PC gains +1 to attack rolls 10 24.75 49.5

(BLOODWAR 37/60)

When benefitting from the Dodge

Miniature Unlock: Dance of Shadow Common
and Scale. Miniature: Kobold Monk Draconic

TOTAL WEIGHT CARRIED 16

NOTES LANGUAGES

Potion of Protection From Evil
Potion of Mage Armor
Grappling Hook 5
Silk Rope 50' 5
Bolts (20) 2
MW Light Crossbow (small) 3
Potion of Cure Light Wounds (4)
Ring of Protections +1
Bracers of Armor +1 1

ITEM Wgt ITEM Wgt

SPECIAL PROPERTIES

OTHER POSSESSIONS

SHIELD/PROTECTIVE ITEM ARMOR BONUS WEIGHT CHECK PENALTY SPELL FAILURE

ACP SPELL FAILURE SPEED WEIGHT SPECIAL PROPERTIES

Xen'drik Expeditions 6000/10000
SPECIAL ABILITIES/FEATS

–– RACE ABILITIES ––
• -4 Strength, +2 Dexterity, -2 Constitution
• Base land speed of 30 feet.
• +1 Natural Armor bonus.
• Darkvision 60 feet.
• +2 racial bonus on Craft(trapmaking), Profession(miner), and Search
  checks.
• Light Sensitivity(Ex): You are dazzled in bright sunlight or within the radius
  of a daylight spell.
• Favored Class: Sorcerer
–– CLASS ABILITIES ––
• Proficient with Club, Heavy Crossbow, Light Crossbow, Dagger, Handaxe,
  Javelin, Kama, Nunchaku, Quarterstaff, Sai, Shuriken, Siangham, Sling,
  Unarmed Strike.
• Armor Restriction: If wearing ANY armor or carrying a shield, you lose
  your Wisdom bonus to AC, fast movement and flurry of blows abilities.
• AC Bonus(Ex): Add +2 AC; this bonus is not lost unless you are
  immobilized or helpless, wearing armor, carrying a shield or carrying a
  medium/heavy load.
• Flurry of Blows(Ex): As a full attack, you may make one extra attack(s) All
  attacks made in the round suffer a –2 penalty.
• Evasion(Ex): On a successful Reflex save against a magical attack, you
  take no damage.
• Fast Movement(Ex): Your speed increases (limited by armor and
  encumberance)
• Still Mind(Ex): +2 to save against Enchantment spells and effects.
• Ki Strike(Su): Your unarmed attacks are treated as magic weapons.
• 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.
–– FEATS ––
• Combat Reflexes (PH 92)²
• Dodge (PH 93)
• Improved Unarmed Strike (PH 96)²
• Stunning Fist (PH 101)²
• Weapon Finesse (PH 102)

ARMOR/PROTECTIVE ITEM TYPE ARMOR BONUS MAX DEX BONUS


