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ABILITY ABILITY TEMP TEMP
SCORE MOD SCORE MOD

HP

Charlie Makoa Normal Vision
Yet Another

Half-orc Medium 6 ft 4 in 276 lbs
Strong build, straight black hair covering face, dark eyes

4th Fighter Chaotic Good Gorum 16 years Male
Character Generator

STR 19 +4 BASE SPEED SWIM CLIMB
48 SPEED 30 6 x4 0 0 0

+6 = 1 + +5 0
DEX MOD MISC BURROW

DEX 12 +1 WOUNDS TEMP HP NON-LETHAL INIT

CON 15 +2 C
LA

SS

SKILLS
ABIL ABIL

INT 10 0 SKILL NAME SCORE TOTAL MOD RANKS MISC

  DAMAGE REDUCTION Acrobatics DEX 0 1 0 -1

WIS 12 +1 Appraise INT 0 0 0 0

Climb STR 7 4 1 2

 ENERGY RESISTANCE

CHA 9 -1 Bluff CHA

AC 17 10+ 5 + 1 + 1 + 0 + 0 + 0 + 0 Diplomacy CHA -1 -1 0 0

Total ARMOR SHIELD DEX SIZE NATURAL DEFLECT MISC Disguise CHA -1 -1 0 0
BONUS BONUS MOD. MOD.

CONDITIONAL MOD Fly DEX 0 1 0 -1

ARMOR MOD. MOD.

TOUCH 11 FLATFOOTED 16 Escape Artist DEX

TOTAL BASE ABILITY RACIAL MISC TEMP

= 4 + 2 + 0 + 0 + Heal WIS 1

REFLEX 2 = 1 + 1 + 0

WILL 2 =

FORT 6  0 0

BASE ABILITY RACIAL MISC TEMP Intimidate CHA 1 -1 0 2

1 + 1 + 0INT 1

0

Knowledge (nature) INT 2 0 2 0

3 3
BASE ABILITY RACIAL MISC TEMP

0+ + Knowledge (dungeoneering) INT 6

0 + 0 + Knowledge (geography) 0 1

RESISTANCE POOL POINTS
Ride DEX 0 1 0 -1

BAB 4 SPELL ARCANE 1 HERO Perception WIS

CMB 8 = 4 + 4 + 0 + 0 Prestige Points Stealth DEX 1

0 + 0 + 10 Sense Motive WIS 9CMD 19 = 4 + 4 + 1

TOTAL BAB STR MOD SIZE MOD MISC Survival WIS 5 1 1 3

2 6
TOTAL BAB STR MOD DEX MOD SIZE MOD MISC

1+

One-handed +9 x3

+1 Battleaxe Swim STR 7 4 1 2
ATTACK BONUS Critical

SPECIAL PROPERTIES

 

S 1d8+5
TYPE RANGE AMMUNITION DAMAGE

One-handed [Power Attack] +7 x3

+1 Battleaxe ATTACK BONUS Critical

SPECIAL PROPERTIES

TYPE RANGE AMMUNITION DAMAGE

S 1d8+9

Thrown +5 x2

 

Axe, throwing ATTACK BONUS Critical

S 10 1d6+4
TYPE RANGE AMMUNITION DAMAGE

TYPE RANGE AMMUNITION DAMAGE

B 1d3+4
LANGUAGES

SPECIAL PROPERTIES

 

  

Shield Bash ATTACK BONUS Critical

One-handed +8 x2

SPECIAL PROPERTIES

 CUSTOM TEXT

1

7 1

1

0 1

-1 -1

1 -1

4 2

0 -1

0 0
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-----DWARVEN RACIAL TRAITS -----
• Con: +2, Wis: +2, Cha: -2
• Type: Humanoid (Dwarf)
• Size: Medium
• Darkvision 60 ft. - Dwarves can see in the dark up to 60 ft.
• Defensive Training - Dwarves get a +4 dodge bonus to AC against monsters of the giant subtype.
• Hatred - Dwarves receive a +1 bonus on attack rolls against humanoid creatures of the orc and goblin subtypes due to special training against these hated foes.
• Weapon Familiarity - Dwarves are prof icient with battleaxes, heavy picks, and warhammers, and treat any weapon with the word “dwarven” in its name as a martial weapon.
• Greed - Dwarves receive a +2 racial bonus on Appraise skill checks made to determine the price of nonmagical goods that contain precious metals or gemstones.
• Hardy - Dwarves receive a +2 racial bonus on saving throws against poison, spells, and spell-like abilities.
• Slow and Steady - Dwarves have a base speed of 20 ft, but their speed is never modified by armor or encumbrance.
• Stability - Dwarves receive a +4 bonus to #
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----- CLASS ABILITIES -----
 


----- GENERAL FEATS -----
 
 
 
 
 

 

HANDS WRIST 116

CHEST

HEAD Hand of Glory #N/A
LIGHT LOAD MEDIUM LOAD HEAVY LOAD

15,000

Armor, Shield and Slotted Items 31

EYES RING (RIGHT)

0 SP 0 CP 0

ENCUMBRANCE
FEET SHOULDERS

233 350

    • Shield Proficiency (Core 133): When you use a shield, the 

        shield's armor check penalty only applies to Strength- and 

        Dexterity-based skills  

MISC
OVER HEAD LIFT OFF 

GROUND

PUSH/ DRAG

* Denotes bonuses or penalties already included in the calculations

WEALTH    [0 lbs]
OVERLOADED

350 700 1,750PP 0 GP

Half-orc Traits (Core 25)

    • Alternate Racial Traits: Skilled, Gatecrasher 

    • Intimidating: Half-orcs receive a +2 racial bonus on 

        Intimidate skill checks due to their fearsome nature.*

    • Orc Blood: Half-orcs count as both humans and orcs for any 

        effect related to race.

    • Weapon Familiarity: Half-orcs are proficient with 

        greataxes and falchions and treat any weapon with the word 

        “orc” in its name as a martial weapon.*

    • Gatecrasher (APG 19): You gain a +2 bonus on Strength 

        checks to break objects and a +2 bonus on sunder 

        attempts.

    • Skilled (ARG 52): You gain 1 additional skill rank per 

        level*.

Traits

    • World Traveler (Sense Motive) (APG 332): You gain a +1 

        trait bonus on Sense Motive* and it is always a class skill 

    • Armor Proficiency, Heavy (Core 118): You are proficient 

        wearing heavy armor.  

SLOTS EXPERIENCE / LEVEL

BELT HEADBAND
Current XP 9,001

BODY NECK

    • Improved Initiative (Core 127): You get a +4 bonus on 

        initiative checks.* 

    • Great Cleave (Core 124): You can strike many adjacent foes 

        with a single blow.

* Weight is modified by its location Total Weight Carried (including coins) 56

RING (LEFT) 5th Level

        and can make an additional attack against a foe that is 

        adjacent to the first and also within reach.

    • Cleave (Core 119): If you hit, you deal damage normally 

        natural weapon.

        making an attack with an off-hand weapon or secondary 

        weapon. This bonus to damage is decreased to +2 if you are 

        a one handed weapon using two hands, or a primary natural 

        bonus to damage is increased to +6 with two-handed weapons, 

        checks to gain a +4 bonus on all melee damage rolls. This 

        penalty on all melee attack rolls and combat maneuver 

    • Power Attack (Core 131): You can choose to take a –2 

        10 or more ranks.*

        and Sense Motive skill checks. Increases to +4 if you have 

    • Alertness (Core 117): You get a +2 bonus on all Perception 

Feats

        reduce your speed.

        Dexterity bonus by +1.* Wearing medium armor does not 

        by 1 (to a minimum of zero) and you increased your maximum 

        maneuverable in armor. You reduce your armor check penalty 

    • Armor Training (Core 55): You have learned to be more 

        against fear.

    • Bravery (Core 55): You gain a +1 bonus on Will saves 

        Martial Weapons. 

    • Weapon Proficiency: You are proficient with all Simple and 

        (including Tower Shields).* 

        Medium and Heavy Armor. You are proficient with shields 

    • Armor and Shield Proficiency: You are proficient in Light, 

Class Features

        during that round.

        surprise round, you may a draw a weapon as a free action 
3 Potion of Cure Light Wounds (CL: 1) Backpack 0

        Initiative checks*, and if you are able to act during a 
2 Scorpian Tail (2) Backpack 0

    • Veteran of Battle (APG 333): You gain a +1 trait bonus on 
1 Waterskin Backpack 4

        for you*.
3 Sunrod Backpack 3

1 Bedroll Backpack 5

3 Rations, Orc Trail (per day) Backpack 3

1 Backpack Carried 2

1 Axe, throwing Carried 2

1 +1 Battleaxe Carried 6
QUAN ITEM LOCATION WGT QUAN ITEM LOCATION WGT

SPECIAL PROPERTIES

OTHER POSSESSIONS

Shield, light steel (Medium) +1 99 6 –1 5%

SHIELD SHIELD BONUS MAX DEX WEIGHT CHECK PENALTY SPELL FAILURE

ACP SPELL FAILURE SPEED WEIGHT SPECIAL PROPERTIES

+0 20% 4 25.0

PROTECTION ABILITIES

ARMOR TYPE ARMOR BONUS MAX DEX BONUS

+1 Chain shirt Light +5 +5

YAPCG 8.49  
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ABILITIES (Cont)

* Denotes bonuses or penalties already included in the calculations
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HANDWRITTEN NOTES



Player Name Character Name 

SPECIAL PROPERTIES

SPECIAL PROPERTIES

SPECIAL PROPERTIES

SPECIAL PROPERTIES

SPECIAL PROPERTIES

SPECIAL PROPERTIES

SPECIAL PROPERTIES

SPECIAL PROPERTIES

#N/A #N/A #N/A

Weapon 10

CRITICAL

#N/A #N/A
TYPE RANGE AMMUNITION DAMAGE

#N/A #N/A #N/A

TYPE RANGE AMMUNITION DAMAGE

#N/A #N/A #N/A

Weapon 9 ATTACK BONUS CRITICAL

#N/A #N/A
TYPE RANGE AMMUNITION DAMAGE

#N/A #N/A #N/A

ATTACK BONUS CRITICAL

#N/A #N/A
TYPE RANGE AMMUNITION DAMAGE

ATTACK BONUS CRITICAL

#N/A #N/A

Weapon 7 ATTACK BONUS CRITICAL

#N/A #N/A
TYPE RANGE AMMUNITION DAMAGE

#N/A #N/A

#N/A

YAPCG 8.49  

Charlie Makoa
Portrait

Additional Notes

Weapon 6 ATTACK BONUS CRITICAL

#N/A #N/A
TYPE RANGE AMMUNITION DAMAGE

#N/A #N/A #N/A

Weapon 5 ATTACK BONUS CRITICAL

#N/A

#N/A #N/A

#N/A
TYPE RANGE AMMUNITION DAMAGE

#N/A

#N/A

Weapon 8

#N/A #N/A
 

TYPE RANGE AMMUNITION DAMAGE

#N/A#N/A
Weapon 12 ATTACK BONUS CRITICAL

Weapon 11 ATTACK BONUS



5

#

#

 

 
 
 
 
 

 

ABILITIES (Cont) NOTEBOOK

* Denotes bonuses or penalties already included in the calculations
YAPCG 8.49  


