Jim Dellmarn Normal Vision

Player Name Character Name VISION Yet AnOther
Human Andoran Medium  5ft9in 175 lbs
Race Region Size Height Weight Hair/Eyes
3rd Wizard Chaotic Neutral 25 years Male
Level/Class Alignment Deity Gender CharaCter Generator
ABILITY ABILITY TEMP TEMP
SCORE MOD SCORE MOD SPEED | 30 ] | <4 | | |
ft ft | ft| | ft |
| 11 | | 0 | | | | | 21 BASE SPEED sq RUN SWIM CLIMB FLY
WOUNDS TEMPHP  NON-LETHAL
RS [ (2] ][ ] MO0 [ 7] 2 [{+5]
DEX MOD BURROW
| con fIFIIEN NI SKILLS
ABIL ABIL
| 17 || +3 || || | SKILL NAME SCORE  TOTAL ~ MOD  RANKS  MISC
X Acrobatics DEX 2 2 0 0
| 13 | | +1 | | | | | | | C Appraise INT 7 3 1 3
— X  Bluff CHA 1 1 0 0
u
RN (2 [[+1 ][ J[ ] |
X Climb STR 0 0 0 0
X  Diplomacy CHA 1 1 0 0
wlo{of{2{of{1]{o]{0]® oF
Total ARMOR SHIELD NATURAL DEFLECT X D|5gu|$e CHA 1 1 0 0
BONUS  BONUS MOD OD. ARMOR  MOD. MOD i
TOUCH - FLATFOOTED X Escape Artist DEX 2 2 0 0
CONDITIONAL MOD [l S DEX 2 2 0 0
FORT | 2 |=| 1 |+| 1 |+| 0 |+| 0 |+| | X  Heal WIS 2 1 1 0
X Intimidate CHA 1 1 0 0
REFLEX | 5 |=| 1 |+| 2 |+| 0 |+| 2 |+| | C Knowledge (arcana) INT 7 3 1 3
KM [ 6 |{3]{2{0]{2]] ] € foowess(ungeoncemne)  INT_ 7313
C Knowledge (nature) INT 7 3 1 3
SPELL C Linguistics INT 8 3 2 3
1] ;
X  Perception WIS 5 1 2 2
|13||1||0||2||0||0|+10 X Ride DEX 3 2 1 0
DEX MOD SIZE MOD
X  Sense Motive WIS 5 1 2 2
_cvz NI I|1||0|I0|I0I
SIZE MOD X  Sleight of Hand DEX 3 2 1 0
C  Spellcraft INT 9 3 3 3
+1 Quarterstaff ATTACK BONUS Crica P
Two-handed st X321 o
TYPE RANGE AMMUNITION DAMAGE X  Survival WIS 2 1 1 0
1d6+1 C  Swim STR 1 0 0 1
SPECIAL PROPERTIES
Double Weapon
Dagger ATTACK BONUS Critca
Light 19-20/x2
TYPE RANGE AMMUNITION DAMAGE
1d4
SPECIAL PROPERTIES
ATTACK BONUS Critical
Thrown 19-20/x2
TYPE RANGE AMMUNITION DAMAGE
es | o0 | 14
SPECIAL PROPERTIES
Weapon 4 ATTACK BONUS Critical
AMMUNITION
L
SPECIAL PROPERTIES Common, Goblin, Orc, Dwarven




PROTECTION ABILITIES

SPELL FAILURE

ARMOR BONUS

SPEED WEIGHT SPECIAL PROPERTIES

MAX DEX BONUS

SHIELD

SHIELD BONUS MAX DEX EE CHECK PENALTY

SPECIAL PROPERTIES

SPELL FAILURE

OTHER POSSESSIONS

QUAN ITEM LOCATION WGT QUAN ITEM LOCATION WGT
1 [+1 Quarterstaff Carried 4
2 |Dagger Carried 2
1 |Backpack Carried 2
1 |Spellbook, wizard's (blank) | Backpack 3
1 |[Lantern, hooded Backpack 2
1 |Bedroll Backpack 5
1 |Flint and Steel Backpack 0
3 |Rations, trail (per day) Backpack 3
1 |Wand of Magic Missle (12 charges) | Backpack 0

Armor, Shield and Slotted Items

0

Total Weight Carried (including coins)

21

HEADBAND

EXPERIENCE / LEVEL

‘ Current XP ‘ 0 ‘
NECK Amulet of Natural Armor +1
RING (LEFT) ‘ 4th Level ‘ 9,000 ‘
RING (RIGHT)
ENCUMBRANCE
SHOULDERS
WRIST | 38 | | 76 115 |
e EDIM L0RD VRV 1oRD
WEALTH [0 Ibs]
| 115 | | 230 | 575 |

‘OVER HEAD LIFT OFF

GROUND

PUSH/ DRAG

Human Traits (Core 27)
® Bonus Feat (Core 27): You gain 1 bonus feat at 1st level*.
o Skilled (Core 27): You gain 1 additional skill rank at
each level*.
Favorite Class Options
e Add 2 spell known from the wizard spell list. This spell
must be at least one level below the highest spell level
the wizard can cast.
e Add 1 spell(s) known from the 1st level Wizard spell
list.*
Traits
e River Rat (marsh or river) (APG 332): You gain a +1 trait
bonus on damage dealt with a dagger and a +1 trait bonus on
Swim checks*. Swim is always a class skill for you*.
® Arcane Temper (UCa 56): You gain a +1 trait bonus on
concentration* and initiative* checks.
Benefits of Familiar
® You gain a +2 bonus on Will saves*
e Alertness (Ex) (Core 83): The familiar provides you with
the Alertness Feat
Class Features
e Weapon Proficiency: You are proficient with the following
weapons: Club; Crossbow, heavy; Crossbow, light; Dagger;
Quarterstaff; Unarmed Strike; Pistol, dagger (melee attack)
¢ Arcane Bond (Ex/Sp) (Core 78): You have chosen your arcane
bond: a Bonded object ()
® Arcane School (Core 79): You have chosen not to specialize
in a school of magic (Universalist)
¢ Hand of the Apprentice (Core 82): You cause your
melee weapon to fly from your hand and attack an opponent
up to 30 feet away, before instantly returning to you. Add
your intelligence modifier on the attack roll. You can use
this ability 6 times a day.
Feats
e Improved Initiative (Core 127): You get a +4 bonus on
initiative checks.*
e Alertness (Core 117): You get a +2 bonus on all Perception
and Sense Motive skill checks. Increases to +4 if you have
10 or more ranks.*
e Lightning Reflexes (Core 130): You get a +2 bonus on all
Reflex saving throws.*
o Alertness (Core 117): You get a +2 bonus on all Perception
and Sense Motive skill checks. Increases to +4 if you have
10 or more ranks.*
e Scribe Scroll (Core 132): You can create a scroll of any
spell you know
Weapon Traits
* Double Weapon: You can use a double weapon to fight as if
fighting with two weapons (with the normal attack
penalties).
Magic Items
o Amulet of Natural Armor +1 (Core 500): This amulet
toughens your body and flesh giving you a +1 enhancement
bonus to your natural armor (Neck Slot)

* Denotes bonuses or penalties already included in the calculations

YAPCG 8.49




ABILITIES (Cont) CLASS ABILITIES/MAGIC ITEMS

Hand of the Apprentice
ooooog O
/day
Magic Missle
gooon gooond oo
charges

Handwritten Notes

* Denotes bonuses or penalties already included in the calculations

YAPCG 8.49



Jim

Dellmarn

Plaver Name

Weapon 5

SPECIAL PROPERTIES

Character Name

AMMUNITION

[

DAMAGE

Weapon 6

SPECIAL PROPERTIES

AMMUNITION

CRITICAL

Weapon 7

AMMUNITION

CRITICAL

DAMAGE

SPECIAL PROPERTIES

Weapon 8

SPECIAL PROPERTIES

ATTACK BONUS

AMMUNITION

[

DAMAGE

Weapon 9

TYPE

SPECIAL PROPERTIES

ATTACK BONUS

AMMUNITION

CRITICAL

DAMAGE

Weapon 10

SPECIAL PROPERTIES

ATTACK BONUS

AMMUNITION

CRITICAL

Weapon 11

SPECIAL PROPERTIES

AMMUNITION

CRITICAL

DAMAGE

Weapon 12

SPECIAL PROPERTIES

AMMUNITION

CRITICAL

DAMAGE

YAPCG 8.49




ABILITIES (Cont) NOTEBOOK

* Denotes bonuses or penalties already included in the calculations

YAPCG 8.49




Character Name:

Concentration Check:

Level

Level

Level

Level

Level

Level

Level

Level

Level

Level

Spell Name
Light
Spell Name
Mage Hand
Spell Name
Ray of Frost
Spell Name
Spark
Spell Name
Mage Armor
Spell Name
Burning Hands
Spell Name
Color Spray
Spell Name
Scorching Ray
Spell Name
Acid Arrow

Spell Name

Dellmarn

1d20+7

Spell Sheet

Class: Wizard

Caster
Level: 3

DC School Range Save Description
evocation [light] -E_

This spell causes a touched object to glow like a torch, shedding normal light in a 20-foot radius, and increasing the

Duratlon light level for an additional 20 feet by one step, up to normal light

13

Comp  Casting Time

or -_

DC School Range Save

30 ft. -E_

Description

You point your finger at an object and can lift it and move it at will from a distance. As a move action, you can

13 Comp Castmg Time Duration propel the object as far as 15 feet in any direction, though the spell ends if the distance between you and the object

DC School Range Save Description
evocation [cold] 30 ft. -E_ A rav o freesine sl and ice brofects £ ey ] © touch attack with th
ray of freezing air and ice projects from your pointing finger. You must succeed on a ranged touch attack with the
Y Comp Casting Time Duration v ¢ prol yourpointing fing €

ray to deal damage to a target. The ray deals 1d3 points of cold damage.

-_

DC School Range Save

Description

evocation [fire] 30 ft. Fort neg (object)
13 C Casting Ti ) ti You can make an unattended Fine flammable object catch on fire. This works as if you were using flint and steel
omp asting lime uration except that you can use spark in any sort of weather and it takes much less time to actually ignite an object.
yes (ObJeCt)
DC School Range Save Description

conjuration (creation) [force] Will neg (h)

/8 Comp Casting Time Duration

3 hour(s) -_

An invisible but tangible field of force surrounds the subject of a mage armor spell, providing a +4 armor bonus to
AC. Unlike mundane armor, mage armor entails no armor check penalty, arcane spell failure chance, or speed
reduction. Since mage armor is made of force, incorporeal creatures can't bypass it the way they do normal armor.

DC Nelglele]] Range Save Description
evocation [fire] 15 ft. Ref half A cone of searing flame shoots from your fingertips. Any creature in the area of the flames takes 3d4 points of fire
14 Comp  Casting Time Duration SR damage. Flammable materials burn if the flames touch them. A character can extinguish burning items as a full-
| V,s | 1SA | instantancous | yes round action-

DC School Range Save

illusion (pattern) [mind-affecting] 15 ft. WI” neg

Description

Each creature within the cone is affected according to its HD: 5 HD or more: Stunned for 1 round; 3-4 HD: Blind and

14 Comp Casting Time Duration stunned for 1d4 rounds, then stunned for 1 round. 2 HD or less - The creature is unconscious for 2d4 rounds, then
_ blinded and stunned for 1d4 rounds, and then stunned for 1 round.
School Ra nge Save Description
m You may fire 1 ray(s). Each ray requires a ranged touch attack to hit and deals 4d6 points of fire damage. The rays
15 Comp Castlng Time Duration may be fired at the same or different targets, but all rays must be aimed at targets within 30 feet of each other and

fired simultaneously.

_

DC School Range Save

Description

15 Comp Casting Time Duration SR An acid arrow (ranged touch) does 2d4 pts of damage for 2 rounds unless neutralised.
Nelglele]] Range Save Description

Comp  Casting Time Duration SR
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Sebsha Hedgehog Diminutive Dellmarn

Companion Name Species Size Character Name
ABILITY ABILITY TEMP TEMP TOTAL DEX MIsC
SCORE MOD SCORE MOD MOD. MOD

BRI 10 10 T o] BE ] -
[ oex NECHIEER | amitiar

SPEED 20, 4| x4

| 6 | | -2 | | | | | - | T e | ;(UN l | swnvlftl | cumsﬂl | e I

Il (o [ s1[ 1 1] PROTECTIVE ITEM
DAMAGE REDUCTION

| 12 I | 1 I | I | | | | WEIGHT SPECIAL PROPERTIES
ENERGY RESISTANCE
ABILITIES

L7z 2] [ 1] |
LTgl_l 10+ |_|+|_|+Ii|+|i|+li|+l_|+l_| Familiar Features
ota

ARMOR  SHIELD DEX SIZE NATURAL ~ DEFLECT  MISC * low-light vision (Core 83)

BONUS  BONUS MOD. MOD. ARMOR MOD. MOD.

L N
TOTAL

I [0 ]
= mone
L Jml cvs R

SKILLS
ABIL ABIL
SKILL NAME SCORE  TOTAL  MOD _ RANKS  MISC
C  Acrobatics DEX 3 3 0 0
X Appraise INT -4 -5 1 0
X  Bluff CHA -2 -2 0 0
C Climb DEX 11 3 8 0
X Diplomacy CHA -2 0 0
X Disguise CHA -2 -2 0 0
X  Escape Artist DEX 3 3 0 0
C Fly DEX 3 3 0 0
X Heal WIS 2 1 1 0
X Intimidate CHA -2 -2 0 0
X Knowledge (arcana) INT -4 -5 1 0
X Knowledge (dungeor  INT -4 -5 1 0
X Knowledge (nature) INT -4 -5 1 0
X Linguistics INT -3 -5 2 0
C Perception WIS 3 1 2 0
X Perform CHA -2 -2 0 0
X Ride DEX 4 3 1 0
X Sense Motive WIS 3 1 2 0
X  Sleight of Hand DEX 4 3 1 0
X  Spellcraft INT -2 -5 3 0
C Stealth DEX 25 3 22 0
X Survival WIS 2 1 1 0
C Swim DEX 11 3 8 0
* Denotes bonuses or penalties already included in the calculations




No Name Horse, light Large Dellmarn
Companion Name Species Size Character Name
ScoRE__'Mob _ _scort _ mob TOTAL 6p.wob
( STR NEECHEER I I 15 2 |{+2]+ y
t
| 14 I | +2 I | I | I WOUNDS  NON-LETHAL I Oun
SPEED 50 , 10 5
| 17 I | +3 I | I | I - | BASEf;PEED = | F:(UN I I SWIMftI I CLIIVIBftI I ff:L\I |
Bl [ 2 ([ 4] ] PROTECTIVE ITEM
DAMAGE REDUCTION
| 13 I | +1 I | I | | WEIGHT SPECIAL PROPERTIES
ENERGY RESISTANCE
(7 ([ 2] ] |

AC 11
[ 1] o

]

ARMOR  SHIELD DEX SIZE  NATURAL  DEFLECT  MISC
BONUS BONUS _ MOD. ~ MOD. ARMOR  MOD. _ MOD.
TOUCH FLAT FoOTED NIERN [ ]
TOTAL
ForT NI
Wit
ENCUMBRANCE
|228| |459| |690| 690 1380 |3450|
OVERHEAD LIFT OFF
LOAD LOAD LOAD GROUND PULL
Prlmary Atta Ck ATTACK BONUS Damage
Secondary Attack ATTACK BONUS Damage
Hooves (x2) -2 1d4+1
Extraordinary Attack
NOTES
SKILLS
ABIL ABIL
SKILL NAME SCORE  TOTAL ~ MOD  RANKS  MISC
C Acrobatics DEX +2 +2
C Climb INT +3 +3
X  Escape Artist CHA +2 +2
C Fly STR +2 +2
X Intimidate CHA -2 -2
C Perception CHA +1 +1
C Stealth DEX +2 +2
X Survival DEX +1 +1
C Swim WIS +3 +3

ABILITIES

Mount Features
* Docile (Ex) (Best 177): The animals hooves are treated
as secondary attacks

* Denotes bonuses or penalties already included in the calculations




