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Goyle Mogul

Elf

Bard


CHARACTER NAME

RACE

       CLASS



Neutral



4

6000





ALIGNMENT

 DEITY

 LEVEL

 EXPERIENCE

 PENALTY

 CHARACTER CONCEPT

M

112

M

5’11”

150



Brown

Blue

Right

GENDER

AGE

SIZE

HEIGHT

WEIGHT

COMPLEXION

HAIR

EYES

HANDEDNESS




TOTAL
CURRENT
SUBDUAL

ABILITY SCORES

SAVING THROWS

HIT POINTS
20




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
=
3
+
1
+

+

+








DEX

18
+4




REF
(DEX)
8
=
4
+
4
+

+

+


1 x MAX LOAD

2 x MAX LOAD

5 x MAX LOAD

CON

12
+1




WILL
(WIS)
4
=
4
+
0
+

+

+


LOAD

SPEED
MAX 

LOAD
MAX DEX
CHK PEN
RUN

INT

9
-1




SAVING THROW MODIFIERS



L


NORM
NORM
NORM

WIS

11
+0






SPEED

M


+3
-3
x4

CHA

17
+3






30

H


+1
-6
x3



ARMOR CLASS
16
=
10
+
2
+

+
4
+
0
+


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

Leather Armor (Died Green)
Light
+2
+6










AC MODIFIERS











ARCANE SPELL FAIL

FLAT FOOTED





























ARMOR CHECK PEN

VS TOUCH ATTACKS



PROFICIENT WITH ALL COMMON WEOPONS AND ARMOR.


ATTACK BONUS MODIFIERS

INITIATIVE
3
=
3
+


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
=
+3
+
1
+
0
+

+






RANGED
(DEX)
+7
=

+
4
+
0
+

+






















WEAPONS
ATTACK BONUS
DAMAGE
CRITICAL
RANGE
SIZE
TYPE
WGT

LBS
NOTES & RELATED FEATS

Unarmed

1d3
x2
5’
T
B
NA
Provokes Attack of Opportunity unless specified.

Dagger

1d4
19-20/x2
10’
T
P
1


Dagger (Thrown)

1d4
19-20/x2
10’
T
P
1


Longsword

1d8
17-20/x2

M
S
4






























































RACIAL TRAITS & CLASS FEATURES

FEATS

CLASS RELATED FEATS

LANGUAGES

Base Speed=30
Bardic music

Alertness



Northern trade

Immunity to Sleep
Bardic knowledge

Improved Critical-longsword



Elven

+2 bonus to Saves








       vs enchantments
+2 racial bonus to:







Low light vision
    Listen, Search, 







Prof w/ Longsword
    Spot







Prof w/ shortbow

















SKILLS

SKILL POINTS PER LEVEL

+ INT MOD

(+1 HUMAN)
21
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

0
=
1
+
-1
+

INT



Knowledge (nature)


=

+

+

INT



Animal Empathy


=

+

+

CHA



Knowledge



=

+

+

INT



Appraise (


=

+

+

INT



Knowledge



=

+

+

INT



Balance ((


=

+

+

DEX



Listen (

5
=
3
+
0
+
2
WIS



Bluff (

5
=
2
+
3
+

CHA



Move Silently ((

7
=
3
+
4
+

DEX



Climb ((


=

+

+

STR



Open Lock


=

+

+

DEX



Concentration (

3
=
2
+
1
+

CON



Perform (

7
=
4
+
3
+

CHA



Craft (



=

+

+

INT



Pick Pocket (


=

+

+

DEX



Craft (



=

+

+

INT



Profession



=

+

+

WIS



Decipher Script


=

+

+

INT



Profession



=

+

+

WIS



Diplomacy (


=

+

+

CHA



Read Lips


=

+

+

INT



Disable Device


=

+

+

INT



Ride (


=

+

+

DEX



Disguise (

6
=
3
+
3
+

CHA



Scry (


=

+

+

INT



Escape Artist ((


=

+

+

DEX



Search (

1
=

+
-1
+
2
INT



Forgery (


=

+

+

INT



Sense Motive (


=

+

+

WIS



Gather Information (


=

+

+

CHA



Spellcraft


=

+

+

INT



Handle Animal


=

+

+

CHA



Spot (

2
=

+
0
+
2
WIS



Heal (


=

+

+

WIS



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


=

+

+

STR



Hide ((


=

+

+

DEX



Tumble (


=

+

+

DEX



Innuendo


=

+

+

WIS



Use Magic Device


=

+

+

CHA



Intimidate (


=

+

+

CHA



Use Rope (


=

+

+

DEX



Intuit Direction


=

+

+

WIS



Wilderness Lore (


=

+

+

WIS



Jump ((

2
=
1
+
1
+

STR






=

+

+







Knowledge (arcana)

0
=
1
+
-1
+

INT






=

+

+







Knowledge (religion)

0
=
1
+
-1
+

INT






=

+

+






EQUIPMENT
LOCATION
WGT LBS

EQUIPMENT
LOCATION
WGT LBS

VALUABLES
AMOUNT

Longsword







Copper pieces
16

Dagger







Silver pieces
5

Backpack







Gold pieces
20

2 small belt pouches







Platinum pieces
0

a bell










small metal mirror










sealing wax










Flute










Entertainer’s outfit










Bedroll



EQUIPMENT ON MOUNT




























































































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 keep your hair slicked back, have a very sharp nose, dark hair, tall, and skinny.  You have very sharp features, high cheekbones, and a nice smile.  You dress well, and walk with a certain grace.

Background: 


Born and raised on the streets of Halus, you had to learn to make a living somehow.  At first you simply stole to stay alive.  Then, you learned about conning people out of their money.  This was much more fun, and seemed much less dangerous, especially if you were good at it.  People didn't realize they were giving you their money.  


You learned you con skills from a local bard.  He taught you to play the flute.  People let their guard down when music is playing, which makes the con work much easier.


You have a face that people really seem to trust.  You always keep yourself clean cut, and well groomed, because people are more likely to trust you then.  You are also quite the ladies man.  You know how to spread on the charm.  Always quick witted, with a charming smile to boot.


Recently, you and your companions have met Chular.  He has promised you a really sweet con.  All you have to do is get people to come to the warehouse, and then their money is yours.  You can’t wait!
Party members:


Thigil Cigam (male elf): This guy needs to cool it a bit.  He takes way too many risks to keep his head attached for too long.  You have been sure that he was going to get caught in several of his heists before, but he has been lucky, and been able to pull them off.  He has a wonderful girl, Talia.  They make a really nice couple.

Talia (female human): She is beautiful, and smart.  She is also very efficient.  Whereas Thigil does things the hard way, she does them the most efficient way.  She balances Thigil, and keeps him from going too far.

Broken Mug(female keld): What an ugly face.  There is no way she would be able to get any money off from anybody, unless it was out of pity.  She is a pretty good wizard though, even though she has this thing about labeling everything.  She has offered to label everybody’s things for them, but you don’t know that anybody has accepted.  She can’t figure out how we get along without labeling.

Semar (male human): This guy has one heck of a fiery spirit.  He picks up girls like you wouldn’t believe.  They seem to be drawn to him like a magnet.  You wish you had that way with the ladies.  But, he chews them up and spits them out.  He needs a tough woman that can keep up with him, otherwise he will wear her out.

Yodal (male dwarf): It’s a wonder this guy hasn’t gotten himself killed yet.  He fights as if there were nothing to lose.  There have been several times when he would have been killed if not for your spells to save him.  He doesn’t seem to care if he lives or dies.


He is an extremely blunt fellow as well.  If he doesn’t like something, he makes sure everybody knows.  He also makes sure everybody knows the risks that we take, like we don’t already know.  It’s rather disheartening when you are about to go into battle and he tells you that you might die.

SPELLS
( SAVING THROW DC = 10 (D29) + 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










SPELLS KNOWN













SPELLS CASTABLE
3
2
0











BONUS SPELLS

1
1









CLOSE




SPEC. BONUS SPELLS











RANGES
MEDIUM 




TOTAL SPELLS/ DAY
3
3
1









LONG




SPELLS

LVL
SPELL NAME
LVL
SPELL NAME
LVL
SPELL NAME

0
Dancing Lights
1
Charm Person
2
Invisibility

0
Daze
1
Cure Light Wounds
2
Mirror Image

0
Light
1
Mage Armor



0
Open/Close





0
Read Magic





0
Prestidigitation


































































































































































































