Charlie Gunther Darkvision (60)

Player Name Character Name VISION Yet AnOther
DWa rf, EXiled Medium 4 ft 3 in 192 |bs White, Long, Straight hair. Amber Eyes
Race Region Size Height Weight Hair/Eyes
5th Cleric Chaotic Good Gorum 61 years Male
Level/Class Alignment Deity Gender CharaCter Generator
ABILITY ABILITY TEMP TEMP
SCORE MOD SCORE MOD SPEED | 20 || 4 || |
ft ft ft ft
B (] 2] ] 57 TIPS NN | N | N | PR
WOUNDS TEMPHP  NON-LETHAL
B [ o[ o ][ [ ] IO [+2]-{ 0 |+{+1]
DEX MOD BURROW
| con JIFEIEEN NI SKILLS
ABIL ABIL
| 13 || +1 || || | SKILL NAME SCORE  TOTAL ~ MOD  RANKS  MISC
X Acrobatics DEX -2 0 0 -2
| 17|| +3|| || || | C Appraise INT 1 1 0 0
SISTANCE Bluff CHA -1 -1 0 0
| cHA IEENIEN ) | o
X  Climb STR 0 2 0 -2
or [ 4] 0] 0] 0] 2] 0] 0] Prome w2 o
Total ARMOR  SHIELD NATURAL  DEFLECT X  Disguise CHA -1 -1 0 0
BONUS  BONUS MOD OD. ARMOR  MOD. MOD
TOUCH m FLATFOOTED X Escape Artist DEX -2 0 0 -2
CONDITIONAL MOD [l A DEX -2 0 0 2
FORT | 7 |=| 4 |+| 3 |+| 0 |+| 0 |+| | C Heal WIS 7 3 1 3
X Intimidate CHA -1 -1 0 0
REFLEX | 1 |=| 1 |+| 0 |+| 0 |+| 0 |+| | C Knowledge (arcana)  INT 5 1 1 3
nowledge (dungeoneerin INT 2 1 1 0
W [ 7 |{4]{3]{O0]{of ] - ——
- X  Knowledge (engineering) INT 2 1 1 0
Knowledge (nature) INT 2 1 1 0
BAB [ ] "
C  Knowledge (religion) INT 6 1 2 3
|15||3||2||0||0||0|+10 X  Perception WIS 8 3 5 0
DEX MOD SIZE MOD
KR [ 5 1212 ) (0] o] 2o
SIZE MOD C Sense Motive WIS 9 3 3 3
X  Stealth DEX -2 0 0 -2
Greatsword ATTACK BONUS Critical )
Two-handed [Power Attack] 19-20/x2 X Survival wsso3 00
TYPE RANGE AMMUNITION DAMAGE X  Swim STR 2 2 2 -2
s | 1 | 2d6+6 X UseMagicDeice WA 0 4 1 0
SPECIAL PROPERTIES
+1 Crossbow, heavy ATTACK BONUS Critical
Ranged 19-20/x2
TYPE RANGE AMMUNITION DAMAGE
n Bolts, crossbow (25) 1d10+1
SPECIAL PROPERTIES
Unarmed Strike ATTACK BONUS Critical
Unarmed
TYPE RANGE AMMUNITION DAMAGE
1d3+2
SPECIAL PROPERTIES
Non-lethal Damage
Weapon 4 ATTACK BONUS Critical
AMMUNITION
L
SPECIAL PROPERTIES Dwarven, Common, Orc




PROTECTION ABILITIES

ARMOR TYPE ARMOR BONUS MAX DEX BONUS Dwarf, Exiled Traits (ARG 13)

Chain shirt Light e Alternate Racial Traits: Craftsman, Wyrmscourged

SPELL FAILURE SPEED EE SPECIAL PROPERTIES

e Slow and Steady: You have a base speed of 20 feet, but

your speed is never modified by armor or encumbrance.*

* Weapon Familiarity: You are proficient with battleaxes,

SHIELD SHIELD BONUS MAX DEX WEIGHT CHECK PENALTY SPELL FAILURE heavy pICkS/ and Warhammers' and treat any Weapon Wlth the

SPECIAL PROPERTIES

word “dwarven” in its name as a martial weapon.*

e Craftsman (APG 11): You receive a +2 racial bonus on all

Craft or Profession checks that create objects from metal

or stone.
OTHER POSSESSIONS e Wyrmscourged (ARG 12): You gain a +1 bonus on attack rolls
uan TEM LOCATION Wer_1 quan L LOCATION wer and a +2 dodge bonus to AC and on saving throws against the
1 |+1 Crossbow, heavy Carried 8 X i o
- exceptional, supernatural, and spell-like abilities of
1 |Greatsword Carried 8 . k
- dragons. They also gain a +2 racial bonus on Knowledge
25 |Bolts, crossbow Carried 2.5 : .
- (arcana) checks to identify dragons and can make such
1 |Backpack Carried 2 i
checks untrained.
1 |Bedroll Backpack 5 .
- Traits
1 [Holy Symbol, iron Pouch, belt empty) | 1 § . .
- o Battlefield Caster (DoG 10): You receive a +1 trait bonus
1 |Pouch, belt (empty) Carried 0.5 . . .
on concentration checks to cast defensively and a +1 trait
3 [Rations, Dwarven Trail (per day) | Backpack 4.5 . .
- bonus to AC against attacks provoked by or readied against
1 |Ink (1oz vial) Backpack 0 .
spellcasting.
1 |Inkpen Backpack 0 . .
¢ Veteran of Battle (APG 333): You gain a +1 trait bonus on
1 |Potion of Cure Light wounds (CL: 1) | Pouch, belt (empty) 0
- Initiative checks*, and if you are able to act during a
1 |Potion of Fly (CL:1) Pouch, belt (empty) | O

surprise round, you may a draw a weapon as a free action

during that round.
Class Features

e Armor and Shield Proficiency: You are proficient in Light

and Medium Armor. You are proficient with shields (except
Tower Shields).*
* Weapon Proficiency: You are proficient with all Simple

weapons. Additionally you are proficient with the following

weapons: Battleaxe; Greatsword; Pick, heavy; Warhammer

o Aura (Core 39): A cleric of a chaotic, evil, good, or

lawful deity has a particularly powerful aura corresponding

to the deity’s alignment

e Favored Weapon (Core 39): You gain proficiency with the

favored weapon of your deity (greatsword)

e Channel Energy (Su): You can release a wave of positive

energy which either heals 3d6 of damage to living creatures

or damages undead creatures (Will Save DC 11). You can use

this abilty 2 times a day.

® Spontaneous Casting (Core 41): You can channel stored

spell energy into cure spells.
Domains

e Ferocity (Strength)

e Ferocious Strike (Su) (APG 90): Whenever you make a
melee attack, you can designate that attack as a ferocious
strike. If the attack hits, it deals 2 additional damage.

You can use this ability 6 times a day.
* Rage (Destruction)
¢ Destructive Smite (Su) (Core 43): You can make a

EXPERIENCE / LEVEL single melee attack with a morale bonus on damage rolls

Armor, Shield and Slotted Items| 25
by its locatio Total Weight Carried (including coins)| 61.1

HEADBAND equal to 2. You must declare the destructive smite before
‘ Current XP ‘ 15,001 ‘ i . . )
(VI Amulet of Natural Armor +2 making the attack. You can use this ability 6 times a
RING (LEFT) ‘ 6th Level ‘ 23,000 ‘ day.
RING (RIGHT)| e Law
ENCUMBRANCE s
SHOULDERS e Touch of Law (Sp) (Core 45): You can touch a willing
WRIST 66 133 200 | creature as a standard action allowing it to treat all
Ty TS oS attack rolls, skill checks, ability checks, and saving
throws for 1 round as if the natural d20 roll resulted in
WEALTH [4.6 Ibs] o .
200 | 400 | 1,000 an 11. You can use this ability 6 times a day.
s o e o Staff of Order (Su) (Core 45): You can give a weapon
Shouno * Denotes bonuses or penalties already included in the calculations

YAPCG 8.77




ABILITIES (Cont) CLASS ABILITIES/MAGIC ITEMS

touched the axiomatic special weapon quality for 2
rounds.
Feats

e Scribe Scroll (Core 132): You can create a scroll of any
spell you know.

e Power Attack (Core 131): You can choose to take a -1
penalty on all melee attack rolls and combat maneuver
checks to gain a +2 bonus on all melee damage rolls. This
bonus to damage is increased to +3 with two-handed weapons,
a one handed weapon using two hands, or a primary natural
weapon. This bonus to damage is decreased to +1 if you are
making an attack with an off-hand weapon or secondary
natural weapon.

* Weapon Focus (Greatsword) (Core 136): You gain a +1 bonus
on all attack rolls you make with this weapon.*

e Armor Proficiency, Medium (Core 118): You are proficient
wearing medium armor.

e Armor Proficiency, Light (Core 118): You are proficient
wearing light armor.

e Shield Proficiency (Core 133): When you use a shield, the
shield's armor check penalty only applies to Strength- and
Dexterity-based skills.

Magic Items

o Amulet of Natural Armor +2 (Core 500): This amulet
toughens your body and flesh giving you a +2 enhancement
bonus to your natural armor

Channel Energy (Su)

oo /day
Destructive Smite (Su)

ooood O /day
Ferocious Strike (Su)

ooooog O /day

Bolts, crossbow

oooond
oooond

oooond ooooad

ooood

* Denotes bonuses or penalties already included in the calculations

Handwritten Notes
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ATTACK BONUS
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ABILITIES (Cont) NOTEBOOK

* Denotes bonuses or penalties already included in the calculations
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CONDITIONAL DIFIERS

AC:

+1 trait - against attacks provoked by or readied against spellcasting
(Battlefield Caster)

+2 dodge - vs dragons (Wyrmscourged)

Acrobatics:
-4 racial - to jump checks (Base Movement)

Attack Rolls:
+1 - vs dragons (Wyrmscourged)

Concentration:
+1 trait - to cast defensively (Battlefield Caster)

Craft:
+2 racial - on checks related to metal or stone (Craftsman)

Knowledge (arcana):
+2 racial - checks to identify dragons (Wyrmscourged)

Profession:
+2 racial - on checks related to metal or stone (Craftsman)

Saving Throws:
+2 - vs dragons (Wyrmscourged)




Character Name: Gunther

Concentration Check:
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Character Name: Gunther

Concentration Check:

Prepared Spells Level Spell Name
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