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ATTACK 3
Mithral heavy mace

RANGE

0ft

TOTAL ATTACK BONUS DAMAGE CRITICAL

+10/+5

TYPE SIZE

Medium

1d8+2

SPECIAL PROPERTIES

H1 P+1 810 D6 F18 Ini-2 Sp o

20/x2

WEIGHT

41b B

AMMUNITION

ATTACK 4
Masterwork silver dagger

RANGE

10 ft

TOTAL ATTACK BONUS

+14/+9

TYPE SIZE

P/S Medium

DAMAGE

1d4+1

SPECIAL PROPERTIES

H1 P- S3 D3(6) F18 Ini-1

CRITICAL

WEIGHT

11b

AMMUNITION

ATTACK 5
Masterwork quarterstaff

TYPE

TOTAL ATTACK BONUS

+10/+5

SIZE

Medium

DAMAGE

CRITICAL
1d6+2/1d6+2

20/x2
SPECIAL PROPERTIES

H2 P-2 S6 D7 F16 Ini-2 Sp fs **

RANGE

0 ft

WEIGHT

31lb B

AMMUNITION

ATTACK 6

TOTAL ATTACK BONUS

+13/+8

SIZE

Medium

DAMAGE

various

SPECIAL PROPERTIES

H2 P-4 S8 D8 Fv Ini-2 Sp h **

CRITICAL

various

+2 Composite Shortbow

WEIGHT

TYPE

various

AMMUNITION
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" This skill can be used even if the character has zero skill ranks.
x This skill is a class skills for at least one of your classes.
* Armor check penalty, if any, applies. ** Double the armor check penalty.
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CAMPAIGN

ARMOR/PROTECTIVE ITEM TYPE ARMOR BONUS MAX DEX BONUS

ACP SPELL FAILURE SPEED WEIGHT SPECIAL PROPERTIES

FOINTS

SHIELD/PROTECTIVE ITEM

OTHER POSSESSIONS
ITEM Wg ITEM Wat

ARMOR BONUS WEIGHT CHECK PENALTY SPELL FAILURE

SPECIAL PROPERTIES

>

All Weapons

Backpack

Bedroll

Winter Blanket (2)
Flint & Steel
Hammer

Belt Pouch

Trail Rations (3)
Silk Rope (50ft)

o

Sack (3) 5

Torch (2) Magic Items Equipped by Slot
Water Skin (2) Ring Slot (RH)

Whetstone (none) (0 GP)

Masterwork Thieves Tools Ring Slot (LH)

(none) (0 GP)

Traveler's Outfit

olzN[m[NjocloNJaoN[= o [N~ (o |w o[~ [o o oS [=

Cold Weather Outfit Hand Slot
Finder's Chalk (5) (none) (0 GP) 0
Finder's Glass 5 Arm Slot
Mithral Grappling Hook (none) (0 GP) 0
Listening Cone Head Slot
Rubbing Kit (2) (none) (0 GP) 0
Iron Spike (10) 0 Face Slot
Roll Twine (50 ft) (none) (0 GP) 0
Armor 10 Shoulder Slot
Other Magical ltems 10.75 |(none) (0 GP) 0
Neck Slot
(none) (0 GP) 0
Body Slot
(none) (0 GP) 0
Torso Slot
(none) (0 GP) 0
Waist Slot
(none) (0 GP) 0
Feet Slot
(none) (0 GP) 0

SPECIAL ABILITIES

— RACIAL ABILITIES —

x Dexterity+4, Charisma+2 x Base land speed of 40 feet. x +1 Natural Armor bonus. x
Low-Light Vision x +2 racial bonus on Listen and Move Silently checks. x Favored
Class: Ranger — CLASS ABILITIES —

x Proficient in light armor

x Proficient with all simple weapons, and with Throwing Axe, Handaxe, Shortbow,
Composite Shortbow, Short Sword.

x Uncanny Dodge (Ex): You retain your Dexterity bonus to AC even if flatfooted or
struck by an invisible attacker. x Trackless Step(Ex): You leave no trail in natural
surroundings; and cannot be tracked unless you choose to. x Evasion(Ex): On a
successful Reflex save against a magical attack, you take no damage. x Fast
Movement(Ex): Your speed increases (limited by armor and encumbrance) x
Camouflage(Ex): You can use the Hide skill in any sort of natural terrain; even if the
terrain doesn't grant cover or concealment. x 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. x Skirmish(Ex): For any round in which you move at
least 10', you gain 3d6 damage and a +2 competence bonus to AC. x Battle
Fortitude(Ex): You gain a +0 competence on Fortitude saves and initiative checks. x
Flawless Stride(Ex): You can move through any terrain that slows movement at full
speed and without suffering damage or impairment. Magically manipulated areas

still hamper you. x Always Ready(Ex): You gain a +1 bonus on initiative checks. x
Streetwise(Ex): You gain a +2 competence bonus to Gather Information and
Knowledge (local). — FEATS —

x Blind-Fight(PH 89) : Reroll miss chance for concealment x Combat Expertise(PH 92) :
Trade attack bonus for AC (max 5 points). x Improved Feint(PH 95) : Feint in combat as
move action. x Dodge(PH 93) : +1 dodge bonus to AC against selected target. x
Mobility(PH 98) : +4 dodge bonus to AC against some attacks of opportunity. x Spring
Attack(PH 100) : Move before and after melee attack. x Weapon Finesse(PH 102) : Use
Dex modifier instead of Str modifier on attack rolls with light melee weapons. x
Brachiaton : Swing through trees at normal land speed x Improved Skirmish(CS 78) :
Move 20ft to gain +2d6 points of damage and +2 to AC. — TRAITS —

x Easygoing (UA Pg 87) : Gain +1 on Gather Information checks, -1 on Intimidate. x
Relentless (UA Pg 90) : Gain +1 on Constitution checks made to continue tiring

effects. If ever you would become fatigued you instead become exhasted.

Common
Gnoll
Sylvan
Feline CARRYING INFO TURN/REBUKE ATTEMPTS
Halruaan
§ Turning/Rebuking
66 133 200 eck Moder
TIGHT AEAVY
LOAD MED LOAD LOAD
buking M"::,:C‘::’:(mf:g;ad #0f HD Tumed/Rebuked
2d6
Upto O
200 400 1,000 If your cleric level is double
v o L | 1-3 the HD of the undead or more,
PUSH
HEAD GROUND DRAG 4-6 the undead are rather
MONEY 7.9 than turned/rebuked.
Dispelling rebuking/turning
PP 10-12 works like turning/rebuking,
but you must equal or exceed
GpP 4236 1315 the check result of the cleric
who rebuked/turned.
SP 6 16-18
cpP 6 19-21
Art 22+
Gems
Other (GP)




ADDITIONAL CHARACTER INFO/SPECIAL ABILITIES

ADDITIONAL

Battle fortitude provides a +1 bonus to Initiave

and Fortitude Saves, not +0 as indicated under

the feat (CS ).

Feat: Parry

Dex 13+, Int 13 +

P
Prer

Make an opposed to hit check to parry a

succesful hit. Opposed check is modified by

creature size and the standard to hit modifiers.

You can not parry if you: wear medium or

heavy armor, are unarmed, or are denied your

Dex modifier to AC.

Succesful Parry means you take no damage

from the attack, unsuccesful damages as

normal. Either way opponent can make disarm

attempt.

Parry uses up an Attack of Opportunity.

* +2 Impervious Spell Casting Short Sword

Counts as a +2 Short Sword

Can not be damaged or destroyed by anything

other than physical damage

At beginning of week learns a spell.

Spell can be cast 11-(spell level) times during

week at a maximum of once per day.

Spell is cast at 18th level.

Spell casting may provoke Attacks of Opportunity

** Salziar's Staff-Bow of Missile Defense

In normal form counts as a regular Quarterstaff

Say "Salziar Dedosiate" and strike against ground

as a standard action:

Staff will protect wielder against missile attacks

Will absorb all physical missiles upon a succesful

opposed to hit roll (+2 bonus).

Can be done a number of times equal to the

number of attacks the wielder would have with

a bow (without using up the wielders ability to

attack)

Arrow missiles will be absorbed as is, non-arrow

missiles will be absorbed as either sheaf or

blunt arrows (wielders' choice)




