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d Enem

FIRST FAVORED ENEMY SECOND FAVORED ENEMY

Type (Sub type):

Type (Sub type):

THIRD FAVORED ENEMY

Type (Sub type):

Skill Attack/Damage
Bonus Bonus

Total Skill Bonus Notes:
Bluff

Knowledge

Perception

Sense Motive

Survival

Skill
Bonus

Total Skill Bonus
Bluff

Attack/Damage
Bonus

Notes:

Knowledge
Perception

Sense Motive

Survival

Skill Attack/Damage
Bonus Bonus

Total Skill Bonus Notes:
Bluff

Knowledge

Perception

Sense Motive

Survival

FOURTH FAVORED ENEMY

Type (Sub type):

FIFTH FAVORED ENEMY

Type (Sub type):

SIXTH FAVORED ENEMY

Type (Sub type):

* When against a Fovered Enemy or in a Favored Terrain

Skill Attack/Damage Skill Attack/Damage Skill Attack/Damage
Bonus Bonus Bonus Bonus Bonus Bonus
Q) Total Skill Bonus Notes: Total Skill Bonus Notes: Total Skill Bonus Notes:
L.. Bluff Bluff Bluff
O Knowledge Knowledge Knowledge
> Perception Perception Perception
(‘U Sense Motive ____ Sense Motive ______ Sense Motive ____
1L Survival - Survival - Survival -
FIRST FAVORED TERRAIN SECOND FAVORED TERRAIN THIRD FAVORED TERRAIN
Terrain: Terrain: Terrain:
Skill Initiative Skill Initiative Skill Initiative
Bonus Bonus Bonus Bonus Bonus Bonus
Total Skill Bonus Notes: Total Skill Bonus Notes: Total Skill Bonus Notes:
Know. (Geog) Know. (Geog) Know. (Geog)
Perception Perception Perception
m Stealth Stealth Stealth
C Survival . Survival . Survival .
\ we-
L—. FOURTH FAVORED TERRAIN FIFTH FAVORED TERRAIN STEALTH
L. ATTACK *
Q) Terrain: Terrain:
’ Kk
Skill Initiative Skill Initiative NATURE'S HEALING
l ; Bonus Bonus Bonus Bonus Heal Skill Additional Damage
Bonus Healed
0 Total Skill Bonus Notes: Total Skill Bonus Notes:
L— Know. (Geog) — Know. (Geog) —
O Perception Perception MOVEMENT
> Stealth Stealth BONUS **
lm Survival Survival

—

** When in a Favored Terrain
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COMPANION TRICKS
NAME
Bonus Tricks Total Tricks
Animal Type Age
Alignment Size
Hit Dice (d8) WOUNDS / CURRENT HP
Hit Points

Character Class Level

STR / DEX Bonus

Space Reach
SPEED |PASE SPEED SWIM SKILLNAME BONUS  ‘mop, NS Mise
[ Acrobatics (Dex) - + ¥
FLY MANEUVERABILITY CLIMB BURROW O Climb (Str) = + +
[0 Escape Artist (Dex) = + +
O Fly (Dex) = + +
0 inimidate (Cha) - e
SCORE  MOD.  MISC. Score  MOD.  MISC. [ Perception (Wis) = + +
[ Stealth (Dex) = + +
STR | || || | INT | || || | O Survival (Wis) = + +
oox [J[ [ ] ws [J[_|[ ] 5w e p—
O = + +
coNl JL JL Jem L J[ 1o .
O = + +
TOTAL INEAMD GC wss  me C 7
e [_J= [ L W[
Reflex | |= | |+| |+| |+| |+| |
N
o 08 s e [
Initiative | |= | |+| |+| |
ARMOR CLASS
TOTAL BONDS  MOD.  MOD. ARMOR. MOD.  MOD.
=10 + + + + + +
Touch Flat-Footed MISC.
BASE ATTACK DAMAGE, SPELL, ENERGY RESISTANCE
BONUS
TOTAL BAB MO oD MISC. MOD
eme [ |=| [ ][4 |
o e B B

ATTACKS / DAMAGE




