Character Sheet

e, — ———————————————————————— Player Name
Mardred 1 Ranger | 999|
Character Name Level Class Paragon Path Epic Destiny Total XP
Dwarf Medium
Race Size Age Gender Height Weight Alignment Deity Adventuring Company RPGA Number

INITIATIVE | DEFENSES | MOVEMENT

SCORE DEX___1/2 LVL MISC SCORF 10 + ARMOR/ S BASE ___ARMOR ___ITEM MISC
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SPECIAL MOVEMENT

SCORE PASSIVE SENSE BASE SKILL BONUS

Il Passive Insight 10 + n
Passive Perce ] 10 + 7

10+ SPECIAL SENSES
DEFENSE __1/2 LVL _ABIL _ CLASS _FEAT __ENH _misc__misc__ Low-light Vision
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CONDITIONAL BONUSES ABILITY: \Melee Basic Attack - Unarmed

CONDITIONAL MODIFIERS

CONDITIONAL BONUSES

i
=]

TY SCORES

SCORE ABILITY oD Mo

s JOLal [
Tl DEX EN
T INT. (o]

H
H

10 +
DEFENSE 1/2 LVL _ABIL _ CLASS _FEAT ENH MISC __MISC
FORT 10| 3 I 1 I I I | I

CONDITIONAL BONUSES

12

[E

e et

w

ATT BONUS 1/21VL__ABIL__CLASS _PROF___FEAT
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14 WIS 2 DEFENSE 1/2 LVL __ABIL _CLASS _FEAT __ENH ___MISC__MISC + 3 0 3
Wisdom 10 2 ABILITY: i
* Ranged Basic Attack - Unarmed
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HIT POINTS ACTION POINTS

MAX HP HEALING SURGES MILESTONES ACTION POINTS DAMAGE WORKSPACE
BLOODIED SURGE VALUE SURGES/DAY - tion Points 0 1 . -
29 14 7 7 ; H ABLITY: Melee Basic Attack - Unarmed
ADDITIONAL EFFECTS FOR SPENDING ACTION POINTS ABIL FEAT ENH  MISC  MISC

1/2 HP 1/4 HP

DAMAGE
CURRENT HIT POINTS CURRENT SURGE USES 1d4+3 3
RACE FEATURES ABILTY: Ranged Basic Attack - Unarmed

Dwarven Weapon Proficiency - Proficient with hammers. DAMAGE A AT N MISC o MISC

o]\\|» D O R D
TEMPORARY HIT POINTS

Cast-Iron Stomach - +5 bonus to saving throws against 1d4+3 3

poison.
, BASIC ATTACKS
e . - N Encumbered Speed - Armor or heavy load doesn't reduce ATTACK DEFENSE WEAPON OR POWER DAMAGE
SAVING THROW MODS  +2 bonus against fear effects, +5 Racial bonus against | your speed. (Other effects still can.) | 3 | vs | AC | Unarmed (Melee) 1d4+3
poison
Dwarven Resilience - Second wind is minor action.
RESISTANCES w o wind is mi : 3 |[vs| AC | unarmed (Range) 1d4+3
Stand Your Ground - Can move 1 less when forced to move. ‘_l ‘_l
CURRENT CONDITIONS AND EFFECTS Immediate saving throw to avoid being knocked prone. vs
Vs

SKILLS CLASS / PATH / DESTINY FEATURES

ABILMOD TRND ARMOR

BONUS  SKILL NAME +1/2vL (+5 PENALTY misc  Fighting Style - Choose Archer Fighting Style or Two-Blade FEATS
Acrobatics DEX Fighting Style. Toughness - Gain 5 additional hit points per tier
E Arcana INT E E n/a Two-Blade Fighting Style - Wield one-handed weapon ~_DPwarven Weapon Training - +2 damage and proficiency
Athletics STR as off-hand weapon; gain Toughness as a bonus feat. with axes and hammers
E] Bluff CHA E EI n/a Hunter's Quarry - Minor action, designate nearest enemy
. you see as quarry; deal extra damage to quarry once per
Diplomacy CHA EI EI n/a

round.
E] Dungeoneering  wis nfa 2 -

Prime Shot - If no allies are closer to target than you, get +1
E] Endurance CON EI :

on ranged attacks against that target.
E] Heal wis EI n/a
(o] wistory wr (o] [o] me
(5] msight ws v 2
|I] Intimidate CHA EI EI n/a
(2] nature ws L] me
Perception WIS n/a
|I] Religion INT ‘Z‘ EI n/a

LANGUAGES KNOWN

|Z] Stealth DEX EI

Common, Dwarven
m Streetwise CHA ‘Z‘ EI n/a
E Thievery DEX EI
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PG R IND MAGIC ITEM INDEX CHARACTER PORTRAIT

List vour powers below. List vour powers below.
Check the box when the power is used. Check the box when the power is used.
Clear the box when the power renews. Clear the box when the power renews.

A PO R MAGIC ITEMS

WEAPON

Hunter's Quarry

Twin Strike WEAPON

Careful Attack WEAPON

WEAPON

ARMOR

ARMS

FEET

\ . HANDS
Fox's Cunning

HEAD

ol
L

NECK

RING

RING

PERSONALITY TRAITS

WAIST

Hunt's End

MANNERISMS AND APPEARANCE
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Daily Item Powers Per Day

Heroic (1-10) ] Milestone VIR CHARACTER BACKGROUND

OO 0000occCe | OoooOooCe | O00oOoQoid

Paragon (11-20) |:| |:| Milestone / / / Cormyr (General)
- - The Forest Kingdom of Cormyr lies at the western end of the
Epic (21-30) CICIE]  Milestone / / / Sea of Fallen Stars, nestled between the Storm Horns and the

Thunder Peaks and stretching from the Stonelands to the
Dragonmere. Dominated by humankind, Cormyr has been
ruled by House Obarskyr for over fourteen centuries, with the
strong backing of an army of heavily armored knights on

Cormyrian destriers and magically potent war mages.
You add Insight to your class skill list, you gain a +2 bonus to

COMPANIONS AND ALLIES

SESSION AND CAMPAIGN NOTES

COINS AND OTHER WEALTH
Money on hand: 100 gp

Stored money: 0 gp
Encumbrance: 2 / 160
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