	Caerik Therash
	
	Half-Elf (Moon)
	
	Ranger/Cleric
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	CHARACTER
	
	RACE
	
	CLASS
	
	

	Chaotic Good
	
	Solonor Thelandria
	
	3/2
	
	18,000
	
	-
	
	

	ALIGNMENT
	
	DEITY
	
	LEVEL
	
	EXPERIENCE
	
	PENALTY
	
	CHARACTER RECORD SHEET © J. HIRVONEN

	Male
	
	 22
	
	M
	
	5’5”
	
	124
	
	Fair – Bluish Tint
	
	Brown
	
	Green
	
	Both

	GENDER
	
	AGE
	
	SIZE
	
	HEIGHT
	
	WEIGHT
	
	COMPLEXION
	
	HAIR
	
	EYES
	
	HANDEDNESS

	Orphaned. Raised by a retired elevn archer who now makes his trade as a
	
	Caerik comes to the group from the Elven encampment at Greycloak Hills in

	bowyer/fletcher for the elves in the Greycloak Hills.
	
	the Western Heartlands.

	BIRTH / PAST / FAMILY
	
	NATIONALITY / RESIDENCE

	Caerik appears to be a human male with slight elvish features and a
	
	Wearing a typical explorer’s outfit featuring brown leather breeches, tan

	slight bluish tint to his skin.
	
	tunic, and a green hooded cloak

	APPEARANCE
	
	CLOTHING

	Generally easy to get along with, very patient (a hunting trait) and very
	
	

	protective of nature.
	
	

	PERSONALITY / MANNERISMS
	
	NOTES
	TOTAL
	CURRENT
	SUBDUAL

	ABILITY SCORES
	
	SAVING THROWS
	
	HIT POINTS
	41
	
	

	
	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
	
	18
	+4
	
	
	
	
	FORT
	(CON)
	8
	=
	6
	+
	1
	+
	
	+
	1
	+
	
	
	300
	
	600
	
	1500

	DEX
	
	16
	+3
	
	
	
	
	REF
	(DEX)
	4
	=
	1
	+
	3
	+
	
	+
	
	+
	
	
	1 x MAX LOAD
	
	2 x MAX LOAD
	
	5 x MAX LOAD

	CON
	
	13
	+1
	
	
	
	
	WILL
	(WIS)
	6
	=
	4
	+
	2
	+
	
	+
	
	+
	
	
	LOAD
	
	SPEED
	MAX 

LOAD
	MAX DEX
	CHK PEN
	RUN

	INT
	
	14
	+2
	
	
	
	
	SAVING THROW MODIFIERS
	
	95
	
	L
	30
	100
	NORM
	NORM
	NORM

	WIS
	
	15
	+2
	
	
	
	
	 +2 Will save vs. Enchantment magic (half-elf trait)
	
	SPEED
	
	M
	20
	200
	+3
	-3
	x4

	CHA
	
	12
	+1
	
	
	
	
	 +1 Fort save (Survivor Feat)
	
	30
	
	H
	20
	300
	+1
	-6
	x3

	

	ARMOR CLASS
	18
	=
	10
	+
	4
	+
	1
	+
	3
	+
	
	+
	
	
	ARMOR & PROTECTION
	TYPE
	ARMOR BONUS
	MAX DEX
	CHECK PEN
	SPELL FAIL
	SPEED
	WGT

LBS

	
	NORMAL
	
	ARMOR BONUS
	
	SHIELD BONUS
	
	DEX MOD
	
	SIZE MOD
	
	MISC MOD
	
	 Masterwork Studded Leather +1
	Light
	+4
	+5
	0
	15%
	30
	20

	
	20%
	
	15
	
	AC MODIFIERS
	
	 Masterwork Buckler
	
	+1
	
	0
	5%
	
	5

	
	ARCANE SPELL FAIL
	
	FLAT FOOTED
	
	
	
	
	
	
	
	
	
	
	

	
	-1
	
	13
	
	
	
	
	
	
	
	
	
	
	

	
	ARMOR CHECK PEN
	
	VS TOUCH ATTACKS
	
	
	
	PROFICIENT WITH   x LIGHT ARMOR   x MEDIUM ARMOR   x HEAVY ARMOR   x SHIELDS

	
	ATTACK BONUS MODIFIERS

	INITIATIVE
	+7
	=
	+3
	+
	+4
	
	ATTACK BONUSES
	
	BASE ATTACK BONUS
	+4
	
	 Masterwork Longsword +1Atk

	
	INITIATIVE MODIFIERS
	
	DEX MOD
	
	MISC MOD
	
	TOTAL 

ATTACK BONUS
	
	BASE

ATTACK BONUS
	
	ABI MOD
	
	SIZE MOD
	
	MISC MOD
	
	TEMP MOD
	
	 Masterwork Short Sword +1Atk

	 Feat: Improved Initiative (+4)
	
	MELEE
	(STR)
	+8
	=
	+4
	+
	+4
	+
	-
	+
	-
	+
	
	
	 Weapon Focus (Longbow) +1Atk

	
	
	RANGED
	(DEX)
	+7
	=
	+4
	+
	+3
	+
	-
	+
	-
	+
	
	
	 Masterwork Mighty Lbow +1Atk

	
	
	
	
	
	=
	
	+
	
	+
	
	+
	
	+
	
	
	

	
	
	
	
	=
	
	+
	
	+
	
	+
	
	+
	
	
	

	WEAPONS
	ATTACK BONUS
	DAMAGE
	CRITICAL
	RANGE
	SIZE
	TYPE
	WGT

LBS
	NOTES & RELATED FEATS

	 Masterwork Longsword
	+7
	1-8+4
	19-20 x2
	
	M
	S
	4
	 Ambidexterity and 2 Weapon Fighting (-2); Masterwork (+1)

	 Masterwork Short Sword
	+7
	1-6+4
	19-20 x2
	
	S
	S
	3
	 Ambidexterity and 2 Weapon Fighting (-2); Masterwork (+1)

	 Masterwork Mighty C Longbow
	+9
	1-8+4
	20 x2
	110
	L
	P
	3
	 Weapon Focus – Longbow (+1) ; Masterwork (+1)

	     Quiver, 20 Arrows (2)
	
	
	
	
	
	
	6
	

	 Masterwork Mighty C Longbow
	+10
	1-8+5
	20 x2
	110
	L
	P
	3
	 Same as above plus Point Blank Shot (30’ +1 Atk, Dmg)

	
	
	
	
	
	
	
	
	 +1 to all damage rolls vs Drow enemies

	

	WEAPON PROFICIENCIES
	x ALL SIMPLE   x ALL MARTIAL
	
	COMBAT FEATS & BENEFITS / NOTES

	 Weapon Focus – Longbow (+1 Atk)
	     Projectile Type: Arrows       [x][x][x][x][x]  [x][x][x][x][x]  [x][x][x][x][x]  [x][x][x][x][x]
     Projectile Type: Arrows       [x][x][x][x][x]  [x][x][x][x][x]  [x][x][x][x][x]  [x][x][x][x][x]


	
	

	
	


	SKILLS
	
	SKILL POINTS PER LEVEL
	4/2
	+ INT MOD

(+1 HUMAN)
	2
	CLASS SKILL MAX RANKS = CHARACTER LEVEL + 3

CROSS-CLASS SKILL MAX RANKS = (CHARACTER LEVEL + 3) / 2
	8/4
	( CAN BE USED UNTRAINED   ( ARMOR CHECK PENALTY APPLIES
	

	

	
	SKILL MOD
	
	RANKS
	
	ABI MOD
	
	MISC MOD
	KEY ABILITY
	TYPE
	
	
	
	SKILL MOD
	
	RANKS
	
	ABI MOD
	
	MISC MOD
	KEY ABILITY
	TYPE

	
	Alchemy
	
	
	=
	
	+
	
	+
	
	INT
	
	
	
	Knowledge (nature)
	
	+4
	=
	+2
	+
	+2
	+
	
	INT
	

	
	Animal Empathy
	
	+2
	=
	+1
	+
	+1
	+
	
	CHA
	
	
	
	Knowledge
	
	
	
	=
	
	+
	
	+
	
	INT
	

	
	Appraise (
	
	+2
	=
	
	+
	+2
	+
	
	INT
	
	
	
	Knowledge
	
	
	
	=
	
	+
	
	+
	
	INT
	

	
	Balance ((
	
	+3
	=
	
	+
	+3
	+
	
	DEX
	
	
	
	Listen (
	
	+7
	=
	+2
	+
	+2
	+
	+3
	WIS
	

	
	Bluff (
	
	+1
	=
	
	+
	+1
	+
	
	CHA
	
	
	
	Move Silently ((
	
	+7
	=
	+4
	+
	+3
	+
	
	DEX
	

	
	Climb ((
	
	+4
	=
	
	+
	+4
	+
	
	STR
	
	
	
	Open Lock
	
	
	=
	
	+
	
	+
	
	DEX
	

	
	Concentration (
	
	+3
	=
	+2
	+
	+1
	+
	
	CON
	
	
	
	Perform (
	
	+1
	=
	
	+
	+1
	+
	
	CHA
	

	
	Craft (
	Bowmaking
	
	+8
	=
	+4
	+
	+2
	+
	+2
	INT
	
	
	
	Pick Pocket (
	
	
	=
	
	+
	
	+
	
	DEX
	

	
	Craft (
	
	
	
	=
	
	+
	
	+
	
	INT
	
	
	
	Profession
	Herbalist
	
	+6
	=
	+4
	+
	+2
	+
	
	WIS
	

	
	Decipher Script
	
	
	=
	
	+
	
	+
	
	INT
	
	
	
	Profession
	
	
	
	=
	
	+
	
	+
	
	WIS
	

	
	Diplomacy (
	
	+2
	=
	+1
	+
	+1
	+
	
	CHA
	
	
	
	Read Lips
	
	
	=
	
	+
	
	+
	
	INT
	

	
	Disable Device
	
	
	=
	
	+
	
	+
	
	INT
	
	
	
	Ride (
	
	+5
	=
	+1
	+
	+4
	+
	
	DEX
	

	
	Disguise (
	
	+1
	=
	
	+
	+1
	+
	
	CHA
	
	
	
	Scry (
	
	+2
	=
	
	+
	+2
	+
	
	INT
	

	
	Escape Artist ((
	
	+3
	=
	
	+
	+3
	+
	
	DEX
	
	
	
	Search (
	
	+5
	=
	+2
	+
	+2
	+
	+1
	INT
	

	
	Forgery (
	
	+2
	=
	
	+
	+2
	+
	
	INT
	
	
	
	Sense Motive (
	
	+2
	=
	
	+
	+2
	+
	
	WIS
	

	
	Gather Information (
	
	+1
	=
	
	+
	+1
	+
	
	CHA
	
	
	
	Spellcraft
	
	
	=
	
	+
	
	+
	
	INT
	

	
	Handle Animal
	
	+2
	=
	+1
	+
	+1
	+
	
	CHA
	
	
	
	Spot (
	
	+9
	=
	+4
	+
	+2
	+
	+3
	WIS
	

	
	Heal (
	
	+6
	=
	+2
	+
	+2
	+
	+2
	WIS
	
	
	
	Swim ( (-1 for each 5 lbs. of gear)
	
	-15
	=
	
	+
	+4
	+
	-19
	STR
	

	
	Hide ((
	
	+7
	=
	+4
	+
	+3
	+
	
	DEX
	
	
	
	Tumble (
	
	
	=
	
	+
	
	+
	
	DEX
	

	
	Innuendo
	
	
	=
	
	+
	
	+
	
	WIS
	
	
	
	Use Magic Device
	
	
	=
	
	+
	
	+
	
	CHA
	

	
	Intimidate (
	
	+1
	=
	
	+
	+1
	+
	
	CHA
	
	
	
	Use Rope (
	
	+5
	=
	+1
	+
	+4
	+
	
	DEX
	

	
	Intuit Direction
	
	+5
	=
	+3
	+
	+2
	+
	
	WIS
	
	
	
	Wilderness Lore (
	
	+7
	=
	+3
	+
	+2
	+
	+2
	WIS
	

	
	Jump ((
	
	+4
	=
	
	+
	+4
	+
	
	STR
	
	
	
	
	
	
	=
	
	+
	
	+
	
	
	
	
	

	
	Knowledge (arcana)
	
	+3
	=
	+1
	+
	+2
	+
	
	INT
	
	
	
	
	
	
	=
	
	+
	
	+
	
	
	
	
	

	
	Knowledge (religion)
	
	+3
	=
	+1
	+
	+2
	+
	
	INT
	
	
	
	
	
	
	=
	
	+
	
	+
	
	
	
	
	

	

	SKILL MODIFIERS
	
	RACIAL TRAITS & CLASS FEATURES
	
	FEATS
	
	LANGUAGES

	 Artisan’s Tools (+2 Craft, Bow)
	
	 Immune to sleep spells or effects; +2 will save vs. enchantment
	
	 Survivor (+1 Fort, +2 WL)
	
	 Common

	 Survivor (+2 Wilderness Lore)
	
	 spells or effects; Elven blood; +1 to spot, search, listen; Turn
	
	 Improved Initiative (+4 init)
	
	 Elven

	 Elven (+1 Spot, Search, Listen)
	
	 undead; Divine spellcasting; Spontaneous casting; All simple and
	
	 Alertness (+2 Listen, Spot)
	
	 Chondathan

	 Alertness (+2 Spot, Listen)
	
	 martial weapons; All armors; All shields; Track feat; Two weapon
	
	 Point Blank Shot (+1 Ak Dg 30’)
	
	 Sylvan

	 Healer’s Kit (+2 Heal)
	
	 fighting and ambidexterity feat (in light or no armor); One favored
	
	 Weapon Focus (Longbow +1 Atk)
	
	 Celestial

	
	
	 enemy (Drow, +1 to bluff, listen, sense motive, spot, wilderness lore
	
	
	
	

	
	
	 and damage)
	
	
	
	

	
	
	
	
	
	
	

	

	EQUIPMENT
	LOCATION
	WT

LBS
	
	EQUIPMENT
	LOCATION
	WT

LBS
	
	VALUABLES
	AMOUNT

	 Backpack
	 worn
	2
	
	 - Artisan’s Tools, Masterwork
	 backpack
	5
	
	
	Copper pieces
	

	 - Caltrops
	 backpack
	2
	
	 - Potion: Speak w/Animals
	 backpack
	1
	
	
	Silver pieces
	

	 - Candle (4)
	 backpack
	-
	
	 - Potion: Invisibility
	 backpack
	1
	
	
	Gold pieces
	 501 

	 - Map/Scroll Case
	 backpack
	½
	
	 Explorer’s Outfit
	 worn
	4
	
	
	Platinum pieces
	

	 - Chalk (10 pieces)
	 backpack
	-
	
	 Belt Pouch
	 worn
	½
	
	
	

	 - Crowbar
	 backpack
	2
	
	 - Potion: Cure Moderate Wounds
	 beltpouch
	1
	
	
	

	 - Flask, empty (3)
	 backpack
	-
	
	 - Potion: Cat’s Grace
	 beltpouch
	1
	
	
	

	 - Flint & Steel
	 backpack
	-
	
	 Belt Pouch
	 worn
	½
	
	
	

	 - Flask of Oil (3)
	 backpack
	3
	
	 - Potion: Bull’s Strength
	 beltpouch
	1
	
	
	

	 - Piton (5)
	 backpack
	2½
	
	 - Potion: Haste
	 beltpouch
	1
	
	
	

	 - Trail Rations (5)
	 backpack
	5
	
	 Signal Whistle
	 worn
	-
	
	
	

	 - Silk Rope
	 backpack
	5
	
	 Wooden Holy Symbol
	 worn
	-
	
	
	

	 - Soap
	 backpack
	1
	
	 Bedroll (attached to backpack)
	 worn
	5
	
	
	

	 - Whetstone
	 backpack
	1
	
	 Waterskin
	 worn
	4
	
	
	

	 - Healer’s Kit
	 backpack
	1
	
	 Total Armor Weight
	
	25
	
	
	

	 - Antitoxin (2)
	 backpack
	2
	
	 Total Backpack Weight
	
	41
	
	
	

	 - Holy Water (2)
	 backpack
	2
	
	 Total Weapon Weight
	
	16
	
	
	


