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Broken Mug

Keld

Wizard


CHARACTER NAME

RACE

       CLASS



Chaotic  Good



4

6,000





ALIGNMENT

 DEITY

 LEVEL

 EXPERIENCE

 PENALTY

 CHARACTER CONCEPT

Female

28

s

3’7”

120



Brown

Brown

Right

GENDER

AGE

SIZE

HEIGHT

WEIGHT

COMPLEXION

HAIR

EYES

HANDEDNESS




TOTAL
CURRENT
SUBDUAL

ABILITY SCORES

SAVING THROWS

HIT POINTS
18




SCORE
MOD

TEMP SCORE
TEMP MOD

TOTAL

BASE SAVE

ABI MOD

MAGIC MOD

MISC MOD

TEMP MOD

LIFT OVER HEAD
LIFT OFF GROUND

PUSH / DRAG

STR

13
1




FORT
(CON)
3
=
1
+
2
+

+
0
+








DEX

15
2




REF
(DEX)
3
=
1
+
2
+

+
0
+


1 x MAX LOAD

2 x MAX LOAD

5 x MAX LOAD

CON

14
2




WILL
(WIS)
5
=
4
+
1
+

+
0
+


LOAD

SPEED
MAX 

LOAD
MAX DEX
CHK PEN
RUN

INT

17
3




SAVING THROW MODIFIERS



L


NORM
NORM
NORM

WIS

13
1






SPEED

M


+3
-3
x4

CHA

8
-1






20

H


+1
-6
x3



ARMOR CLASS
13
=
10
+

+

+
2
+
1
+


ARMOR & PROTECTION
TYPE
ARMOR BONUS
MAX DEX
CHECK PEN
SPELL FAIL
SPEED
WGT

LBS


NORMAL

ARMOR BONUS

SHLD MOD

DEX MOD

SIZE MOD

MISC MOD











-



AC MODIFIERS











ARCANE SPELL FAIL

FLAT FOOTED





























ARMOR CHECK PEN

VS TOUCH ATTACKS



PROFICIENT WITH ALL COMMON WEOPONS AND ARMOR.


ATTACK BONUS MODIFIERS

INITIATIVE
2
=
2
+


ATTACK BONUSES




INITIATIVE MODIFIERS

DEX MOD

MISC MOD

TOTAL 

ATTACK BONUS

BASE

ATTACK BONUS

ABI MOD

SIZE MOD

MISC MOD

TEMP MOD





MELEE
(STR)
4
=
2
+
1
+
1
+

+






RANGED
(DEX)
5
=

+
2
+
1
+

+






















WEAPONS
ATTACK BONUS
DAMAGE
CRITICAL
RANGE
SIZE
TYPE
WGT

LBS
NOTES & RELATED FEATS

Unarmed
4
1d2
x2
5’
T
B
NA
Provokes Attack of Opportunity unless specified.

Dagger
4+1
1d4
19-20/x2
10’
T
P
1lb


Club
4
1d6
x2
10’
M
B
3lb
1.5 * Strength Modifier







































































RACIAL TRAITS & CLASS FEATURES

FEATS

CLASS RELATED FEATS

LANGUAGES

Size: Small


Combat Casting

Scribe Scroll

Norhern Trade

Base Speed: 20


Improved Initiative

Summon Familiar

Keldish

Low Light Vision






Elvish

+2 Craft Skills








Chameleon Ability








-2 listen








-1 spot

















SKILLS

SKILL POINTS PER LEVEL

+ INT MOD

(+1 HUMAN)

CLASS SKILL MAX RANKS = CHARACTER LEVEL + 3

CROSS-CLASS SKILL MAX RANKS = (CHARACTER LEVEL + 3) / 2

( CAN BE USED UNTRAINED   ( ARMOR CHECK PENALTY APPLIES





SKILL MOD

RANKS

ABI MOD

MISC MOD
KEY ABILITY
SYN



SKILL MOD

RANKS

ABI MOD

MISC MOD
KEY ABILITY
SYN


Alchemy

6
=
3
+
2
+

INT



Knowledge (nature)


=

+

+

INT



Animal Empathy


=

+

+

CHA



Knowledge



=

+

+

INT



Appraise (

3
=

+

+

INT



Knowledge



=

+

+

INT



Balance ((

2
=

+

+

DEX



Listen (

0
=
1
+
1
+
-2
WIS



Bluff (

1
=
2
+
-1
+

CHA



Move Silently ((

4
=
2
+
2
+

DEX



Climb ((

1
=

+
1
+

STR



Open Lock


=

+

+

DEX



Concentration (

7
=
5
+
2
+

CON



Perform (

-1
=

+
-1
+

CHA



Craft (


5
=

+
3
+
2
INT



Pick Pocket (


=

+

+

DEX



Craft (


5
=

+
3
+
2
INT



Profession



=

+

+

WIS



Decipher Script


=

+

+

INT



Profession



=

+

+

WIS



Diplomacy (

3
=

+
3
+

CHA



Read Lips


=

+

+

INT



Disable Device


=

+

+

INT



Ride (

2
=

+
2
+

DEX



Disguise (

0
=
1
+
-1
+

CHA



Scry (

3
=

+
3
+

INT



Escape Artist ((

2
=

+
2
+

DEX



Search (

3
=

+
3
+

INT



Forgery (

3
=

+
3
+

INT



Sense Motive (

1
=

+
1
+

WIS



Gather Information (

-1
=

+
-1
+

CHA



Spellcraft

7
=
4
+
3
+

INT



Handle Animal


=

+

+

CHA



Spot (

0
=

+
1
+
-1
WIS



Heal (

2
=
1
+
1
+

WIS



Swim ( (-1 for each 5 lbs. of gear)

1
=

+
1
+

STR



Hide ((

3
=
1
+
2
+

DEX



Tumble (


=

+

+

DEX



Innuendo


=

+

+

WIS



Use Magic Device


=

+

+

CHA



Intimidate (

-1
=

+
-1
+

CHA



Use Rope (

3
=
1
+
2
+

DEX



Intuit Direction


=

+

+

WIS



Wilderness Lore (

1
=

+
1
+

WIS



Jump ((

1
=

+
1
+

STR






=

+

+







Knowledge (arcana)

6
=
3
+
3
+

INT






=

+

+







Knowledge (religion)

5
=
2
+
3
+

INT






=

+

+






EQUIPMENT
LOCATION
WGT LBS

EQUIPMENT
LOCATION
WGT LBS

VALUABLES
AMOUNT

+1 Dagger







Copper pieces
7

Spell Book







Silver pieces
5

Blanket







Gold pieces
12

Backpack







Platinum pieces
0

Small Pouch










Ink and Quill










Components for Spells










Wine Skin










Shard from the Mug you were named










           after.



EQUIPMENT ON MOUNT




rusty swort sword










Wood carving of a bunny rabbit












































































FAMILIAR / MOUNT / COMPANION

MAGICAL ITEMS & EFFECTS

 












 NAME

RACE/SPECIES

CLASS

LEVEL





STR


HIT POINTS:

  ARMOR CLASS:







DEX










CON



ABILITIES / EQUIPMENT





INT









WIS









CHR


















Appearance:


 You are downright ugly.  You have scars all over your face.  One of your cheeks is permanently green, you have a deep scar on your forehead, and several of your teeth are broken.  You have brown hair, and are “big boned”.

Background: 


Most of your scars are from failed spells.  As you learned your magic, you failed to cast spells correctly a number of times, and it shows.  Your one cheek that is permanently green was from one such misfire. It did something to that part of the skin, so it  lost it’s chameleon ability, and since it was green when it happened, it’s been green ever since.


The scar on your forehead was from a fall that you suffered when you were trying to use a feather fall ring.  You grabbed the wrong ring, and jumped.  This is also the cause of several of your broken teeth.  Your classmates laughed about that for years!


Now you are out on your own, and haven’t suffered a spell failure in a while.  You are still rather klutzy and forgetful though.  You have to write everything down, and label everything, because otherwise you are afraid that you will grab the wrong thing at the wrong time, only this time it will end up much worse than some broken teeth, and a gash in the forehead.  Everything of yours is labeled.  It just makes things easier.

In your recent wanderings, you and your friends have found a honeypot.  Chular, a guy you all met recently, has told you all of a sweet deal.  All you have to do is get a bunch of people to show up at this warehouse, and their money is yours.  Sounds pretty easy.

Party members:

Thigil Cigam (male elf): For a thief, this guy is pretty nice, but he does things the hard way.  You are sure that he is going to end up hurting himself one of these times, and then he will be more in control.  Maybe then, he will let you help him label his belongings.

Talia (female human): Talia is so pretty.  You wish you could look like her.  She is also very nice.  She is always willing to sit and listen to you.  She even let you label some of her things.  Her and Thigil are very much in love.  Hopefully one day, they will settle down and have kids. Maybe you could come and visit them.
Yodal(Male dwarf): This guy is tough.  He isn’t afraid of anything.  You have thought about asking to label his things for him, but are afraid to.  He might decide he doesn’t like you any more.  

You wish he would not talk the way he does though.  He is always telling everybody that what we do is dangerous, and that we are all going to die.  You know that what you do is dangerous, but you don’t want to be reminded of it every day.

Semar (male human): This guy is so full of passion.  He sets his sights on something and goes after it.  He doesn’t let anything get in his way.  You wish you could be so brave.
Goyle Mogul(male elf): This guy is really nice.  Everybody likes him.  He is so fun, and nice.  He is also very good at getting bargains on stuff.  You like to take him with you when you are getting spell components because he can usually get a really good deal!

SPELLS
( SAVING THROW DC = 10 (D20) + SPELL LEVEL + (INT/WIS/CHR) MODIFIER

SPELLCASTING NOTES

SPELL LEVEL
0
1
2
3
4
5
6
7
8
9



SAVING THROW
13
14
15
16
17
18
19
20
21
22



SPELLS KNOWN
all












SPELLS CASTABLE
4
3
2











BONUS SPELLS
0
1
1









CLOSE




SPEC. BONUS SPELLS











RANGES
MEDIUM 




TOTAL SPELLS/ DAY
4
4
3









LONG




SPELLS

LVL
SPELL NAME
LVL
SPELL NAME
LVL
SPELL NAME

0
Resistance
1
Hold Portal
2
Melf’s Acid Arrow

0
Ray of Frost
1
Mage Armor
2
Invisibility

0
Detect poison
1
Magic Missile
2
Web

0
Daze
1
Sumon Monster I
2
Flaming Sphere

0
Dancing Lights
1
Charm Person



0
Flare
1
Feather Fall



0
Light
1
Spider Climb



0
Ghost Sound
1
Sleep



0
Disrupt Undead





0
Mage Hand





0
Mending





0
Open/Close





0
Arcane Mark





0
Detect Magic





0
Prestidigitation





0
Read Magic




























































































































