
CHARACTER NAME PLAYER IDENTITY

CLASS RACE GENDER ALIGNMENT DEITY

SIZE TYPE AGE HEIGHT WEIGHT EYES HAIR

+4

MISC. 

MOD

+ +

MISC. 

MOD

+ +0++15 = +1 +10

TOTAL
BAB

STR 

MOD

SIZE 

MOD

TOTAL
BAB

MISC. 

MOD

SIZE 

MOD
STR+ 

DEX 

MOD

+

+0

MODIFIER

INITIATIVE

CONCENTRATION

+2

SPELL RESISTANCE

+ +1 + +0

+1= +2

TEMP.

BASE ATTACK BONUS +1

COMBAT MANEUVER BONUS

CMB ++3

WILL +1 = +0
(WISDOM)

(DEXTERITY)

REFLEX +2 = +0 +

+ +2 +0

+0+2 + +

Barbarian 1 Human

SHIELD 

BONUS

DEX 

MODIFIER

ARMOR CLASS ARMOR CLASS

TOTAL ARMOR 

BONUS

10

COMBAT MANEUVER DEFENSE

CMD +

Skills marked with ¹ can be used normally even if the character has zero (0) skill ranks.

Skills marked with � are cross-class skills.

* ARMOR CHECK PENALTY applies.    ** Twice ARMOR CHECK PENALTY applies.
AMMUNITION � � � �

++

++=

=

=TOTAL ATTACK BONUS DAMAGE CRITICAL + +

+

++

+=
� � �

=

+

+

+

+

+

=

=

= + +WEAPON TOTAL ATTACK BONUS DAMAGE CRITICAL

+

++

+=
� � � �

=

+

+

+

+

+

+

CRITICAL

=

+=

= +

+

+

+

++

+ +

= +

= + +WEAPON TOTAL ATTACK BONUS DAMAGE CRITICAL

= + +

+

� � �

+=
�

+

=

+

0 + 0

3

+ 0� Stealth 2 ++2Dex*¹

+ 1TOTAL ATTACK BONUS DAMAGE CRITICAL + 0= -1

+ 0

WEAPON � Spellcraft Int¹ +0

= 1 0Sense Motive Wis¹ +1

+ 0
AMMUNITION � � � �

� +

+ 0

Ride Dex*¹ +2 = 2 +

+ 0- 4 lbs. Slashing One-handed

0
One-handed 

� �

= 3

RANGE WEIGHT TYPE SIZE

+3

+3 + 0
Scimitar +3 + 0

� Perform (stringed instruments) Cha¹ = 3 +

0= 3 +

0

0TOTAL ATTACK BONUS DAMAGE CRITICAL 3 + +� =

+ 0

0 + 0

+3 = 3

3

0

+ 0

+

� Perform (oratory) Cha¹

Cha¹Perform (dance)

� Perform (keyboard instruments) Cha¹

+

TOTAL BASE ATTACK BONUS TEMP. 

MODIFIER

MISC. 

MODIFIER

RANGED +3 = +1
ATTACK BONUS

+2 +

DEX 

MODIFIER

SIZE 

MODIFIER

� 3

=

+3

+3

=

=

0

+ 0

0

+

+

0

+

0

3

SIZE 

MODIFIER

MISC. 

MODIFIER

+

� Perform (comedy) Cha¹

0

Perform (act)
+

=

TOTAL
BASE ATTACK BONUS

STR 

MODIFIER

+1 +
Cha¹ +3�

ATTACK BONUS

MELEE +3 =

3

TEMP. 

MODIFIER Intimidate +

Heal

3

0+

+

+0
3

3

+� 0

Cha¹ +7

= 1

�

Wis¹

Fly

Handle Animal Cha

�

0Dex*¹ +2 = 2 + 0 +

Craft (trapmaking)

Diplomacy

+

= -1 + 0

Escape Artist

+

ARCANE SPELL 

FAILURE
10%

MISC. 

MOD

+0
TOTAL DEX 

MOD

+2 =

Dex*¹

Int¹

0

0+

0 + 0

0

�

=

+3Disguise

0

+= 3

3 +

Cha¹

+

0+ 0

0

–1 = -1 +

+

0

–1 =

+

+-1

–1

-1–1 =

0+ 0

00 +

+0

0

Craft (alchemy) Int¹ –1 = +-1

0

+ 0

+3 = 3 +

–1 = -1� Appraise Int¹

+10 (1)     Jump with running start Dex*¹ 7= 2

(1) + 7

+ +

+
+      Jump+

31Acrobatics Dex*¹

CONDITIONAL MODIFIERSMISC. & 

MAGIC

TEMP 

MODIFIER

ABILITY 

MODIFIER

CHARISMA

+1

CHA 16 +3

+

Dex*¹

+2 +

MISC MOD

+0 + +0+

BASE

SAVE

FORTITUDE +4 = +2
(CONSTITUTION)

SAVING THROWS TOTAL

RANKS
MISC. 

MODIFIER
SKILL NAME

ARMOR 

CHECK 

PENALTY

DAMAGE REDUCTION
NATURAL 

ARMOR

DEFLECT 

MOD

SIZE 

MODIFIER

ABILITY 

MODIFIER

SKILL 

MODIFIER

+ +0
ARMOR CLASS

INTELLIGENCE

=

12

CONSTITUTION

WIS
WISDOM

INT 8 –1

CON 14 +2

5 ft. 10 in.

HP 17

LEVEL

HIT POINTS

NONLETHAL DAMAGE

ABILITY NAME

ABILITY 

SCORE

ABILITY 

MODIFIER

TEMP. 

SCORE

TEMP. 

MODIFIER

TOTAL WOUNDS

Qadiran

Male True Neutral Sarenrae 

Scott David GrayZayed Khaldi (#14034-3)
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-----HUMAN RACIAL TRAITS -----�• Type: Humanoid (Human)�• Size: Medium�• Bonus Feat - Zayed Khaldi (#14034-3) has chosen Toughness as your 1st level bonus human feat.�• +2 to One Ability Score (Charisma)  - Human characters get a +2 bonus on one ability score of their choice at creation, to represent their varied nature.�• Skilled - Humans gain an additional skill rank at 1st level and one additional rank whenever they gain a level.�• Automatic Languages: Common�• Bonus Languages: Any��----- CLASS ABILITIES -----�• FAST MOVEMENT  - Speed +10 feet in less than heavy armor or load. (PFCR 31).�• BARBARIAN WEAPONS AND ARMOR  - All simple and martial weapons, light armor, medium armor, and shields (except tower shields). (PFCR 31).�• RAGE  -   While raging, gain +4 Str and Con, +2 morale bonus on Will saves, –2 to AC.  (PFCR 32).��----- GENERAL FEATS -----�• ARMOR PROFICIENCY (LIGHT) - When you wear a type of armor with which you are proficient, the armor check penalty for that armor applies only to Balance, Climb12
-----HUMAN RACIAL TRAITS -----�• Type: Humanoid (Human)�• Size: Medium�• Bonus Feat - Zayed Khaldi (#14034-3) has chosen Toughness as your 1st level bonus human feat.�• +2 to One Ability Score (Charisma)  - Human characters get a +2 bonus on one ability score of their choice at creation, to represent their varied nature.�• Skilled - Humans gain an additional skill rank at 1st level and one additional rank whenever they gain a level.�• Automatic Languages: Common�• Bonus Languages: Any85

��----- CLASS ABILITIES -----�• FAST MOVEMENT  - Speed +10 feet in less than heavy armor or load. (PFCR 31).�• BARBARIAN WEAPONS AND ARMOR  - All simple and martial weapons, light armor, medium armor, and shields (except tower shields). (PFCR 31).�• RAGE  -   While raging, gain +4 Str and Con, +2 morale bonus on Will saves, –2 to AC.  (PFCR 32).� 

�----- GENERAL FEATS -----�• ARMOR PROFICIENCY (LIGHT) - When you wear a type of armor with which you are proficient, the armor check penalty for that armor applies only to Balance, Climb, Escape Artist, Hide, Jump, Move Silently, Sleight of Hand, and Tumble checks. (PFCR 118)�• ARMOR PROFICIENCY (MEDIUM) - When you wear a type of armor with which you are proficient, the armor check penalty for that armor applies only to Balance, Climb, Escape Artist, Hide, Jump, Move Silently, Sleight of Hand, and Tumble checks. (PFCR 118)�• NIMBLE MOVES - Whenever you move, you may ignore up to 5 feet of difficult terrain each round. This feat allows you to take a 5-foot step into difficult terrain. (PFCR 131)�• SHIELD PROFICIENCY - You can use a shield and take only the standard penalties. (PFCR 133)�• TOUGHNESS - +3 hit points, +1/HD beyond 3rd. (PFCR 135) 
 
 
 
 

��----- TRAITS -----� • Focused Mind (Magic) - +1 on Concentration checks.  Concentration is always a class skill for you. (PFCT 5)

��* Eastern Mysteries (Qadira)- 1x/day +2 DC any one spell cast 

1

122.37 lbs.to Overburdened (can't 

move).

ENCUMBRANCE

Record XP rewards here:

3

58 116 176

LIGHT 

LOAD

MEDIUM 

LOAD

HEAVY 

LOAD

LANGUAGES

Common

Qadiran

SPELL FAILURE

SPECIAL PROPERTIES

Whetstone (0.02) 1.00

Wgt.

SPECIAL ABILITIES

ARMOR BONUS MAX DEX BONUS

SPECIAL PROPERTIES

GEAR

ARMOR/PROTECTIVE ITEM TYPE

Leather Light +2 +6

+0 10%

4.00

+0

x1 15

ITEM

Signal Whistle (0.8)

5 days trail rations (2.5) 5.00

Waterskin (1)

4 torches (0.04) 4.00

Flint and Steel (1)

Belt Pouch (1) 0.50

2 potions Cure Light Wounds 2.00

Scimitar (15, 4 lbs)

  Coins: 0pp 2gp 1sp 4cp 0.14

Leather Armor (10, 15 lbs)

2 daggers (4, 2 lbs)

Armor & Shield 15.00

Weapons 6.00

Total Weight Carried 53.64

Current XP at least 0,000

XP to Level 2

EXPERIENCE / LEVEL

0%

SHIELD/PROTECTIVE ITEM WEIGHT CHECK PENALTY

0

SHIELD BONUS

+0

MAX DEX

ACP SPELL FAILURE SPEED WEIGHT

Explorer's Outfit (10) 8.00

ITEM Wgt.

Bedroll (0.1) 5.00

Backpack (2) 2.00

Soap (0.5) 1.00

Total

176 352 880

LIFT OVER

LIFT OFF 

GROUND
PUSH/ 

DRAG

62.36 lbs.to Heavy Encumbrance 

(Speed: 40 ft., Run: x3, Max Dex Bonus: 

+1, -6 to all Strength- and Dexterity-

based skill checks).

4.36 more lbs.to Medium Encumbrance 

(Speed: 40 ft., Max Dex Bonus: +3, -3 to 

All Strength and Dexterity-based skill 

checks).

You are Unencumbered (Speed: 

normal, Max Dex Bonus: normal).

-----HUMAN RACIAL TRAITS -----
• Type: Humanoid (Human)
• Size: Medium
• Bonus Feat - Zayed Khaldi (#14034-3) has chosen Toughness as your 1st level bonus 
human feat.
• +2 to One Ability Score (Charisma)  - Human characters get a +2 bonus on one 
ability score of their choice at creation, to represent their varied nature.
• Skilled - Humans gain an additional skill rank at 1st level and one additional 
rank whenever they gain a level.
• Automatic Languages: Common
• Bonus Languages: Any

----- CLASS ABILITIES -----
• FAST MOVEMENT  - Speed +10 feet in less than heavy armor or load. (PFCR 31).
• BARBARIAN WEAPONS AND ARMOR  - All simple and martial weapons, light armor, medium 
armor, and shields (except tower shields). (PFCR 31).
• RAGE  -   While raging, gain +4 Str and Con, +2 morale bonus on Will saves, –2 to 
AC.  (PFCR 32).

----- GENERAL FEATS -----
• ARMOR PROFICIENCY (LIGHT) - When you wear a type of armor with which you are 
proficient, the armor check penalty for that armor applies only to Balance, Climb, 
Escape Artist, Hide, Jump, Move Silently, Sleight of Hand, and Tumble checks. (PFCR 118)
• ARMOR PROFICIENCY (MEDIUM) - When you wear a type of armor with which you are 
proficient, the armor check penalty for that armor applies only to Balance, Climb, 
Escape Artist, Hide, Jump, Move Silently, Sleight of Hand, and Tumble checks. (PFCR 118)
• NIMBLE MOVES - Whenever you move, you may ignore up to 5 feet of difficult terrain 
each round. This feat allows you to take a 5-foot step into difficult terrain. (PFCR 131)
• SHIELD PROFICIENCY - You can use a shield and take only the standard penalties. 
(PFCR 133)
• TOUGHNESS - +3 hit points, +1/HD beyond 3rd. (PFCR 135)

----- TRAITS -----
 • Focused Mind (Magic) - +1 on Concentration checks.  Concentration is always a 
class skill for you. (PFCT 5)

* Eastern Mysteries (Qadira)- 1x/day +2 DC any one spell cast

OTHER POSSESSIONS


