
Player Name Character Name VISION

Race Region Size Height Weight Hair/Eyes

Level/Class Alignment Deity Age Gender

ft sq ft ft ft

ft

X

C

C

X

X

X

X

C

X

C

C

X

X

X

X

X

C

X

X

X

C

Common, Elven, Draconic, Goblin

 
FLYRUN

ABILITY ABILITY TEMP TEMP
SCORE MOD SCORE MOD

HP

Kellya'tha Low-Light Vision
Yet Another

Elf Medium 5 ft 7 in 99 lbs

3rd Sorcerer Neutral 124 years Female
Character Generator

STR 10 0 BASE SPEED SWIM CLIMB
18 SPEED 30 6 x4 0 0 0

+3 = 3 + 0 0
DEX MOD MISC BURROW

DEX 16 +3 WOUNDS TEMP HP NON-LETHAL INIT

CON 10 0 C
LA

SS

SKILLS
ABIL ABIL

INT 14 +2 SKILL NAME SCORE TOTAL MOD RANKS MISC

  DAMAGE REDUCTION Acrobatics DEX 3 3 0 0

WIS 11 0 Appraise INT 2 2 0 0

Climb STR 0 0 0 0

 ENERGY RESISTANCE

CHA 16 +3 Bluff CHA

AC 14 10+ 1 + 0 + 3 + 0 + 0 + 0 + 0 Diplomacy CHA 4 3 1 0

Total ARMOR SHIELD DEX SIZE NATURAL DEFLECT MISC Disguise CHA 3 3 0 0
BONUS BONUS MOD. MOD.

CONDITIONAL MOD Fly DEX 3 3 0 0

ARMOR MOD. MOD.

TOUCH 13 FLATFOOTED 11 Escape Artist DEX

TOTAL BASE ABILITY RACIAL MISC TEMP

= 1 + 0 + 0 + 0 + Heal WIS 0

REFLEX 6 = 1 + 3 + 0

WILL 3 =

FORT 1  0 0

BASE ABILITY RACIAL MISC TEMP Intimidate CHA 3 3 0 0

3 + 0 + 0INT 4

2

Knowledge (local) INT 3 2 1 0

3 3
BASE ABILITY RACIAL MISC TEMP

2+ + Knowledge (arcana) INT 8

0 + 0 +
Knowledge (dungeoneering) 2 2

RESISTANCE POOL POINTS
Ride DEX 3 3 0 0

BAB 1 SPELL ARCANE 3 HERO Perception WIS

CMB 1 = 1 + 0 + 0 + 0 Prestige Points Spellcraft INT 9

0 + 0 + 10 Sense Motive WIS 1CMD 14 = 1 + 0 + 3

TOTAL BAB STR MOD SIZE MOD MISC Stealth DEX 8 3 0 5

1 0
TOTAL BAB STR MOD DEX MOD SIZE MOD MISC

0+

3 1
Ranged +4 x3 Swim STR 0 0 0 0

Shortbow Survival WIS 1 0 1 0
ATTACK BONUS Critical

SPECIAL PROPERTIES

 +1 to attack and damage rolls if within 30 feet.

3

P 60 Arrows (15) 1d6
TYPE RANGE AMMUNITION DAMAGE Use Magic Device CHA 7

Light +1 19-20/x2

Dagger ATTACK BONUS Critical

SPECIAL PROPERTIES

TYPE RANGE AMMUNITION DAMAGE

P/S 1d4

Thrown +4 19-20/x2

 

Dagger ATTACK BONUS Critical

P/S 10 1d4
TYPE RANGE AMMUNITION DAMAGE

TYPE RANGE AMMUNITION DAMAGE

Variable #VALUE! Varies
LANGUAGES

SPECIAL PROPERTIES

+1 to attack and damage rolls if within 30 feet.

  

Ray ATTACK BONUS Critical

Ranged +4 x2

SPECIAL PROPERTIES

 CUSTOM TEXT

2

4 0

0

3 3

3 3

3 4

2 2

0 0

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 #
-----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 #



----- CLASS ABILITIES -----
 


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

 

HANDS WRIST Bracers of Armor +1 33

CHEST

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

9,000

Armor, Shield and Slotted Items 0

EYES RING (RIGHT)

0 SP 0 CP 0

ENCUMBRANCE
FEET SHOULDERS Cloak of Elvenkind

66 100

MISC
OVER HEAD LIFT OFF 

GROUND

PUSH/ DRAG

* Denotes bonuses or penalties already included in the calculations

WEALTH    [0 lbs]
OVERLOADED

100 200 500PP 0 GP

Elf Traits (Core 22)

    • Elven Immunities: Elves are immune to magic sleep effects 

        and get a +2 racial saving throw bonus against enchantment 

        spells and effects.

    • Elven Magic: Elves receive a +2 racial bonus on caster 

        level checks made to overcome spell resistance. In 

        addition, elves receive a +2 racial bonus on Spellcraft 

        skill checks made to identify the properties of magic 

        items.

    • Keen Senses: Elves receive a +2 racial bonus on Perception 

        skill checks.*

    • Weapon Familiarity: Elves are proficient with longbows 

        (including composite longbows), longswords, rapiers, and 

        shortbows (including composite shortbows), and treat any 

        weapon with the word “elven” in its name as a martial 

        weapon. 

Traits

SLOTS EXPERIENCE / LEVEL

BELT HEADBAND
Current XP 0

BODY NECK

* Weight is modified by its location Total Weight Carried (including coins) 22.3

RING (LEFT) 4th Level

        bonus (Wrist Slot)   

    • Bracers of Armor +1 (Core 504): Grants you a +1 Armor 

        bonus to Stealth checks.* (Shoulder Slot) 

    • Cloak of Elvenkind (Core 507): Grants a +5 Competence 

Magic Items

        without needing to utilize minor material components 

    • Eschew Materials (Core 123): You can cast many spells 

        Reflex saving throws.* 

    • Lightning Reflexes (Core 130): You get a +2 bonus on all 

        feet.

        and damage rolls with ranged weapons at ranges of up to 30 

    • Point-Blank Shot (Core 131): You get a +1 bonus on attack 

Feats

        short 

        weapons:  Longbow; Longsword; Rapier; Shortbow; Sword, 

        weapons. Additionally you are proficient with the following 

    • Weapon Proficiency: You are proficient with all Simple 

Class Features

        skill for you*.

        on Spellcraft checks*, and Spellcraft is always a class 
3 Oil (1-Pint flask) Backpack 3

    • Classically Schooled (APG 329): You gain a +1 trait bonus 
1 Flint and Steel Backpack 0

        Reflex saves*.
1 Lantern, bullseye Backpack 3

    • Youthful Mischief (EoG 15): You gain a +1 trait bonus on 
3 Rations, Elven Trail (per day) Backpack 3

1 Bedroll Backpack 5

1 Backpack Carried 2

15 Arrows Carried 2.3

2 Dagger Carried 2

1 Shortbow Carried 2
QUAN ITEM LOCATION WGT QUAN ITEM LOCATION WGT

SPECIAL PROPERTIES

OTHER POSSESSIONS

SHIELD SHIELD BONUS MAX DEX WEIGHT CHECK PENALTY SPELL FAILURE

ACP SPELL FAILURE SPEED WEIGHT SPECIAL PROPERTIES

#N/A

PROTECTION ABILITIES

ARMOR TYPE ARMOR BONUS MAX DEX BONUS

YAPCG 8.49  
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ABILITIES (Cont)

* Denotes bonuses or penalties already included in the calculations
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CLASS ABILITIES/MAGIC ITEMS

Arrows

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  

Kellya'tha
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  



Spell Sheet Printed on 4/3/2014

Shield creates an invisible shield of force that hovers in front of you. It negates magic missile attacks directed at you. 

The disk also provides a +4 shield bonus to AC. This bonus applies against incorporeal touch attacks, since it is a 

force effect. The shield has no armor check penalty or arcane spell failure chance.

A cone of searing flame shoots from your fingertips. Any creature in the area of the flames takes 3d4 points of fire 

damage. Flammable materials burn if the flames touch them. A character can extinguish burning items as a full-

round action.

Description

Description

Description

Acid Splash

Caster 

Level: 3

0

0

0

0

0
1d20 +6

0

9874310Class:

Source
conjuration (creation) [acid] 30 ft. none

1 Shield
Core 

342

instantaneous yes

1 SA instantaneous yes

Core 

239  V, S 1 SA instantaneous no

Source

Level Spell Name Source

Core 

251
Level Spell Name Source

Level Spell Name Source

Level Spell Name School Range Save

0 Ray of Frost
Core 

330
Level Spell Name Source

13
evocation [cold] 30 ft. none

A ray of freezing air and ice projects from your pointing finger.  You must succeed on a ranged touch attack with the 

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

Source

13
necromancy 30 ft. none

0 Mage Hand
Core 

306
Level Spell Name

Core 

273
Level Spell Name

  V, S

Save Description

Casting Time Duration SR

Casting Time Duration

1 hour no

Ref half
Comp

#N/A

Level Spell Name

#N/A

#N/A #N/A

1
Abundant 

Ammunition

UC 

222
Source

14
conjuration (summoning) touch none When cast on a container such as a quiver or a pouch that contains nonmagical ammunition or shuriken (including 

masterwork ammunition or shuriken), at the start of each round this spell replaces any ammunition taken from the 

container the round before.
Comp
  V, S, DF 1 standard action

Source

#N/A#N/A

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

13
transmutation 30 ft. none 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 

propel the object as far as 15 feet in any direction, though the spell ends if the distance between you and the object 

ever exceeds the spell's range.
Comp
  V, S

Core 

325
Source

13
universal 10 ft.

3 min.(s)
Casting Time

3 minute(s) no

DC School Range

14
abjuration [force] personal

Comp
  V, S 1 SA

#N/AComp
#N/A

#N/A
#N/AComp

#N/A #N/A #N/A #N/A
Level Spell Name

# #N/A

# #N/A

Description

DC School Range Save Description

DC School Range Save Description

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

0 Disrupt Undead

0

0

2

0

0

3

6

Description

Save Description

1 SA

Duration SR

Casting Time Duration SR

Casting Time Duration SR

Casting Time Duration

13

Description

You fire a orb of acid (range touch) which does 1d3 points of damage. Lasts one round

DC

0

Kellya'tha

Comp Casting Time Duration SR

0

6

0

0

5

05

Unl

Spells 

Known
Spells per 

Day

instantaneous yes

Concentration Check:

Character Name: Sorcerer

SR

Casting Time Duration SR

Casting Time Duration SR

Casting Time Duration SR

School Range Save

DC School

Comp
  V, S

Range

14
evocation [fire] 15 ft.

  V, S 1 SA

You direct a ray of positive energy. You must make a ranged touch attack to hit, and if the ray hits an undead 

creature, it deals 1d6 points of damage to it.
Comp
  V, S

0 Prestidigitation

Level Spell Name

see text
Prestidigitations are minor tricks that novice spellcasters use for practice. Once cast, a prestidigitation spell enables 

you to perform simple magical effects for 1 hour. The effects are minor and have severe limitations. 

1 Burning Hands

0

0

DC School Range Save

DC School Range Save

DC School Range Save

DC

SR

1 SA

DC School Range Save

1 SA concentration no
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