CHARACTER RECORD SHEET SPEED
- Scott David Gray Asmodeus Cheliax sk
CHARACTER NAME | |PLAVEHNAME | Imcm | Iﬁorw | 30ft. / x4
Half-Elf | Humanoid (elf, human) Lawful Neutral Medium 29| [Male 5" 11" 155 Ib.
RACE (TYPE/SUBTYPE) | I ALIGNMENT | I SIZE I IT' GENDER IWI |Wrub.)| OTHER SPEEDS
| Monk 1 | [ [ 1
CLASSES CHAR LVL DESCRIPTION
TEMP TEMP PERM OTHER ENCUMBRANCE
ABILITY SCORE MOD SCORE MOD MOD MOD Mod: Ener
HIT POINTS CONDITIONS el SPELLS & EFFECTS ;
= | HITPONTS wum Light
TOTAL
DEX ] or
SPELL RESISTANCE
O
NT O
NONLETHAL B
WIS 14 2 TOTAL BASE ABILITY RACE OTHER MISC GENERAL NOTES
WIS | [] ZONWIUIRINEN | -2 |-[ 2 |« o [« o |+ 0 |+
CHA I:' DAMAGE REDUCTION Notes:
SRSV | 4 || 2 |« 2 [+ o |+ 0 |+
CHANNEL ENERGY (Not Available) Notes:
WILL SAVE [ +4 ] 2 |+ 2 |+ 0 |+ 0 |+
Effective Level Other DC Mods Times/Da: Used _ :
El y|:| Notes: Immune to sleep; +2 racial bonus vs. enchantments
GENERAL COMBAT
TOTAL MODS MISC MISC NOTES ARMOR/DEFENSE NOTES MOD PASSIVE SPECIAL
INTIATIVE IR E S +8 +18| | Low-Light Vision |
CONDITIONAL MODIFIERS / OTHER
AC 14 (= 10 + + + 2 |+ + + + + 2
S [olLolz ol o] o] o]
14 12 NO APPLIES TO? APPLIES TO? APPLIES TO?
SHIELD MISC 1 MISC 2 MISC 3
FOOTED READY TOTAL BAB ABILITY SIZE OTHER MISC COMBAT NOTES
MELEE [ 3]s o [¢ str|+ 0 |+[ 0 |+ b7 SKILLS Armor Gheck Penalty ()
< NCETY ONIL nAN VAL i VUNUD
3 SKILL NAME
RANGED 2 =] o Dex 0 0 O ARII 1 K ~ ~ MONQ
TSN [ -2 [ o J+[Dex]s[ o [ 0 ] Acrobalos Dex'| +6 1 1 1 5 |°
COMBANUVERS ITOT:/;Ll I B(A)B | IABI3UTY| I S\(;E | IOT(H)EFll MISC COMBAT MANEUVER NOTES D Appl’alse Int +1 - O + 1 +
= + + + +
hi O Bluff chal o |{ o [+ o |+
= 10 +|I|+++E|+II|+E|++ Climb Str*| +3 |=| 0 |+ 3 |+
TOTAL BAB STR DEX SIZE DDG DEF OTH MISC Cl'aft (untl’alned) Int +1 - O + 1 +
. [J Diplomac Chal 0 (<[ O 0
WEAPONS AND ATTACKS = Dizguise y el : * : *
= = + +
WEAPON / ATTACK - Escape Artist Dex*| +2 |- 0 >
Unarmed Strike Medium | 1 1-Handed P . s y y
O Fly Dex*| +2 [=| 0 |+ 2 |+
+2 1d6 N 20 / x2 [ Heal Wis| +2 |= 0 [+ 2 |+
Intimidate chal 0 1= 0 1«0 1+
— — i
_ O Knowledge (engineering) - Int | NA |=| 0 [+ 1 |+
lethal or nonlethal, no AcO Knowledge (history) Int | +5 |=| 1 [+ 4 [+
Perception Wis| +8 |=| 1 |+ 7 |+
Perform (untrained) Cha| 0 |=[ O |+ O |+
Ride Dex*| 32 1= 0 1« 2 |+
! X " .
Sense Motive Wis| +6 |=| 1 |+ 5 |+
! — 0 0 Stealth Dex*| +9 |=| 1 [+ 8 |+
_ O Survival Wis | 23 1< 7 [ 2 1+
Swim Str* | +3 [5] O [+ 3 [+
_ . .
None . - *
O Disable Device Dex*| NA|=| 0 |+ 2 |+
/ X [0 Handle Animal Cha| NA 0 |+ 0 |+
O Knowledge (arcana)  Int | NA 0 |7 1+
[SPECIALPROPERTIES ————— | O Knowledge (dungeoneering) | Int [ NA 0 |+ 1 |+
[J Knowledge (geography) | Int | NA 0 |+ 1 |+
O Knowledge (local) | Int | NA 0 [+ 1 |+
None O Knowledge (nature) | Int [ NA 0 |+ 1 [+
O Knowledge (nobility) It | NA 0 |7 I+
O Knowledge (planes) | Int | NA 0 [+ 1 |+
— Knowledge (religion) = Int [ NA 0 |+ 1 [+
[SPECIALPROPERTIES ————— — —— | O Knowledge (spirits) | Int | NA 0 [+ 1 |+
O Linguistics Int | NA 0 |+ 1 [+
Profession (untrained) Wis | NA |<| 0 [+ 2 |+
None : “
O Sleight of Hand Dex*| NA |5 0 |+ 2 |+
/X O Spellcraft Int | NA |5 O [+ 1 |+
O Use Magic Device  Cha| NA |<| 0 |+ 0 |+
[SPECIALPROPERTIES ————— | = ¥ ¥
* Armor Check Penalty applies. NA skills cannot be used untrained.




CAMPAIGN LANGUAGES ARMOR, SHIELD, & OTHER PROTECTION

Chelaxian
PFSO ’
Elven None
— +0 +50 0 0% No —
EXPERIENCE
: 0
2,000 Medium
CURRENT TOTAL NEXT LEVEL PROGRESSION
None

SHIELD BONUS MAX DEX ARMOR CHECK ARCANE FAILURE WGT (Ib.)

+0 +50 0 0% 0.0
LANGUAGES

STARTING/BONUS LANGUAGES

Common and Elven
Common and ElvenChelaxian, Elven

EAR / OTHER POSSESSIONS

MAGIC ITEMS ITEM ary GP WGT CARRIED

BELT (BELT OR GIRDLE) VALUE WEIGHT
DESCRIPTION

BODY (ROBE OR VESTMENT) VALUE WEIGHT

DESCRIPTION

CHEST (MANTLE, VEST, OR SHIRT) VALUE WEIGHT

DESCRIPTION

EYES (PAIR OF LENSES OR GOGGLES) VALUE WEIGHT COI N

DESCRIPTION 1 5
PLATINUM

EET (PAIR OF BOOTS, SHOES, OR SLIPPERS) VALUE WEIGHT GOLD

DESCRIPTION SILVER

m
' ' ' ' '

HAND (ONE GLOVE OR GAUNTLET) VALUE WEIGHT
WEIGHT
DESCRIPTION
HAND (ONE GLOVE OR GAUNTLET) VALUE WEIGHT
0 B WEALTH BY LEVEL
DESCRIPTION 0.00
WEALTH VARIANCE
HEAD (CIRCLET, CROWN, HAT, HELM, OR MASK) VALUE WEIGHT ENCUMBRANCE
DESCRIPTION
LIGHT OL\'/"E'R
HEADBAND (HEADBAND OR PHYLACTERY) VALUE WEIGHT LOAD Lean
DESCRIPTION
MED LIFTOFF
LOAD GROUND
NECK (AMULET, BROOCH, MEDALLION, NECKLACE, PERIAPT, SCARAB) VALUE WEIGHT 260 1,300
0 - HEAVY PUSH
DESCHP TN COAD DRAG OOO m m
ADVENTURE EXPENSES TOTAL GP VALUE ARMOR/WEAPON WGT TOTAL WEIGHT
RING VALUE WEIGHT
0 _ MAGIC ITEM VALUE WEIGHT MAGIC ITEM VALUE WEIGHT
DESCRIPTION ] 0 - ] 0 T
DESCRIPTION DESCRIPTION
RING VALUE WEIGHT
DESCRIPTION MAGIC ITEM VALUE WEIGHT MAGIC ITEM VALUE WEIGHT
DESCRIPTION DESCRIPTION
SHOULDERS (CLOAK OR CAPE) VALUE WEIGHT
DESCRIPTION
MAGIC ITEM VALUE WEIGHT MAGIC ITEM VALUE WEIGHT
WRISTS (PAIR OF BRACERS OR BRACELETS) VALUE WEIGHT 0 - 0 -
0 DESCRIPTION DESCRIPTION
DESCRIPTION




RACIAL ABILITIES CLASS ABILITIES

- Low-Light Vision: may see twice as far as humans in conditions of dim light MONK

- Adaptability: gain Skill Focus as bonus feat - AC Bonus (Ex): Gain +2 to AC (including flat-footed and touch) and CMD when
- Elf Blood: count as both elves and humans for any effect related to race not immobilized/helpless, wearing armor, carrying a shield, or carrying a

- Elven Immunities: immune to magic sleep effects; gain +2 Racial bonus on medium/heavy load

saves vs. enchantment spells/effects - Flurry of Blows (Ex): Full-Attack Action; make 1 additional attack using

- Keen Senses: +2 Racial bonus on Perception checks unarmed strike or monk weapon; for all attacks, BAB equals monk level but are
- Multitalented: choose 2 favored classes at 1st level instead of 1 at -2, applies full Str bonus; may substitute disarm, sunder, and trip as part of

flurry of blows

- Unarmed Strike: Gain Improved Unarmed Strike as bonus feat; may attack w/
hands full; no off-hand; apply full Str bonus to dmg; deal nonlethal w/ no penalty
during attack/grapple; treated as mfg and natural weapon for spells/effects;
unarmed strike deals

- Bonus Monk Feats:

- Stunning Fist (Ex): Gain Stunning Fist as bonus feat

TRAITS

Threatening Defender: Number subtracted from melee attacks when using
Combat Expertise is reduced by 1

Improvisational Equipment: when using item for anything other than intended
purpose, reduce improvisation penalty by 2 (does not apply to improvised
weapon penalties) Note that this trait has conditional functionality that is not
currently automated in the character sheet

FEATS (feats marked with t are not yet fully automated)

- Catch Off-Guard: No penalties for improvised melee weapons; unarmed
opponents are flat-footed vs. these attacks

- Combat Expertise: As part of an Attack or Full-Attack action, take a 0 penalty
on melee attacks/combat maneuvers to gain a +1 Dodge bonus to AC until your
next turn

- Improved Unarmed Strike: Always considered armed; unarmed attacks do not
provoke AoO and can deal lethal or nonlethal dmg

- Skill Focus [Stealth]: +3 bonus on Stealth checks

- Stunning Fist: 1/day and 1/rnd, if declared attack hits foe takes normal dmg and
is Stunned for 1 rnd (Fort save, DC 12, negs); constructs, oozes, plants, undead,
incorporeal creatures, and creatures immune to critical hits cannot be stunned




