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-----DWARVEN RACIAL TRAITS -----
• Con: +2, Wis: +2, Cha: -2
• Type: Humanoid (Dwarf)
• Size: Medium
• Darkvision 60 ft. - Dwarves can see in the dark up to 60 ft.
• Defensive Training - Dwarves get a +4 dodge bonus to AC against monsters of the giant subtype.
• Hatred - Dwarves receive a +1 bonus on attack rolls against humanoid creatures of the orc and goblin subtypes due to special training against these hated foes.
• Weapon Familiarity - Dwarves are prof icient with battleaxes, heavy picks, and warhammers, and treat any weapon with the word “dwarven” in its name as a martial weapon.
• Greed - Dwarves receive a +2 racial bonus on Appraise skill checks made to determine the price of nonmagical goods that contain precious metals or gemstones.
• Hardy - Dwarves receive a +2 racial bonus on saving throws against poison, spells, and spell-like abilities.
• Slow and Steady - Dwarves have a base speed of 20 ft, but their speed is never modified by armor or encumbrance.
• Stability - Dwarves receive a +4 bonus to #
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PROTECTION ABILITIES

ARMOR TYPE ARMOR BONUS MAX DEX BONUS

Lamellar cuirass Light +2 +4

SPECIAL PROPERTIES

OTHER POSSESSIONS

Buckler (Medium) +1 99 5 –1 5%

SHIELD SHIELD BONUS MAX DEX WEIGHT CHECK PENALTY SPELL FAILURE

ACP SPELL FAILURE SPEED WEIGHT SPECIAL PROPERTIES

+0 5% 0 8.0

1 Greatsword Carried 8

1 Longbow Carried 3
QUAN ITEM LOCATION WGT QUAN ITEM LOCATION WGT

1 Backpack Carried 2

1 Holy Symbol, Silver Carried 1

20 Arrows Carried 3

1 Pouch, belt (empty) Carried 0.5
        saving throws to resist death effects and a +1 trait bonus 

1 Bedroll Backpack 5

    • Armor and Shield Proficiency: You are proficient in Light 
1 Pot, iron Backpack 4

Class Features
1 Holly Pouch, belt (empty) 0

        dying.
1 Flint and Steel Backpack 0

        on Constitution checks made to stabilize while 

        weapons. Additionally you are proficient with the following 
1 Waterskin Backpack 4

    • Weapon Proficiency: You are proficient with all Simple 
2 Rations, trail (per day) Backpack 2

        Tower Shields).*  
2 Torch Backpack 2

        and Medium Armor. You are proficient with shields (except 
1 Mess kit Backpack 1

2
        Shortbow; Shortbow, composite 

1 Wooden Flute Backpack 1
        Crossbow, repeating light; Longbow; Longbow, composite; 

1 Traveler's outfit Carried 5
        weapons:  Crossbow, hand; Crossbow, repeating heavy; 

1 Kit, Gear Maintenance Backpack 2

        based on the type of judgment made. You can use this 

        made, the inquisitor receives a bonus or special ability 

        your foes as a swift action. Starting when the judgment is 

    • Judgment (Su) (APG 38): You can pronounce judgment upon 
1 Holy Text of Erastil Backpack 

         • Healing 

         • Destruction 

        judgments: 

        ability 1 times a day. You can select from the following 

         • Purity 

         • Protection 

         • Piercing 

         • Justice 

    • Monster Lore (Ex) (APG 40): You add your Wisdom modifier 

         • Smiting

         • Resistance 

         • Resiliency 

    • Stern Gaze (Ex) (APG 40): You receive a +1 morale bonus on 

        all Intimidate and Sense Motive checks.*

        the abilities and weaknesses of creatures.

        Intelligence modifier, when making skill checks to identify 

        (+2) on Knowledge skill checks in addition to your 

Feats

    • Point-Blank Shot (Core 131): You get a +1 bonus on attack 

SLOTS EXPERIENCE / LEVEL

BELT HEADBAND
Current XP 80

BODY NECK

Domains

    • Valor Inquisition

         • Touch of Resolve (Sp) (UM 44): You may use remove 

            fear on a single creature up to 5 times a day. 

* Weight is modified by its location Total Weight Carried (including coins) 58.5

RING (LEFT) 2nd Level

Human Traits (Core 27)

    • Bonus Feat (Core 27): You gain 1 bonus feat at 1st level*. 

    • Skilled (Core 27): You gain 1 additional skill rank at 

        each level*. 

    • Jump Modifier (Core 88): You gain a -4 to jump checks. 

Traits

    • Touched by Divinity (APWoR 7): You begin play with a 

        silver holy symbol of your chosen deity for free. In 

        addition, choose one domain associated with your chosen 

        deity. You gain the use of that domain’s 1st-level domain 

        spell (Entangle) as a spell-like ability usable once per 

        day. 

    • Heirloom Weapon (weapon proficiency) (AA 30): You carry a 

        weapon that has been passed down from generation to 

        generation in your family. You gain proficiency with your 

        heirloom weapon.

    • Greater Purpose (UCa 57): You gain a +1 trait bonus on all 

        and damage rolls with ranged weapons at ranges of up to 30 

        feet.

    • Precise Shot (Core 131): You can shoot or throw ranged 

        weapons at an opponent engaged in melee without taking the 

        standard –4 penalty on your attack roll.

    • Armor Proficiency, Medium (Core 118): You are proficient 
MISC

OVER HEAD LIFT OFF 

GROUND

PUSH/ DRAG

* Denotes bonuses or penalties already included in the calculations

WEALTH    [0 lbs]
OVERLOADED

175 350 875PP 0 GP

EYES RING (RIGHT)

0 SP 0 CP 0

ENCUMBRANCE
FEET SHOULDERS

116 175

HEAD Hand of Glory #N/A
LIGHT LOAD MEDIUM LOAD HEAVY LOAD

2,000

Armor, Shield and Slotted Items 13

HANDS WRIST 58

CHEST
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CLASS ABILITIES/MAGIC ITEMS

Judgment (Su)

Touch of Resolve (Sp)

Arrows

Handwritten Notes

 

 

 

 

 

 

 

 

 

/day

/day

 

 

 

 

 

 

* Denotes bonuses or penalties already included in the calculations

ABILITIES (Cont)

        wearing medium armor.  

    • Shield Proficiency (Core 133): When you use a shield, the 

        shield's armor check penalty only applies to Strength- and 

        Dexterity-based skills 



Player Name Character Name 

TYPE RANGE AMMUNITION DAMAGE

#N/A#N/A
Weapon 12 ATTACK BONUS CRITICAL

Weapon 11 ATTACK BONUS

 

RANGE AMMUNITION DAMAGE

#N/A

#N/A

Weapon 8

#N/A #N/A
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Additional Notes

Weapon 6 ATTACK BONUS CRITICAL

#N/A #N/A
TYPE RANGE AMMUNITION DAMAGE

#N/A #N/A #N/A

Weapon 5 ATTACK BONUS CRITICAL

#N/A

#N/A #N/A

#N/A
TYPE

ATTACK BONUS CRITICAL

#N/A #N/A
TYPE RANGE AMMUNITION DAMAGE

ATTACK BONUS CRITICAL

#N/A #N/A

Weapon 7 ATTACK BONUS CRITICAL

#N/A #N/A
TYPE RANGE AMMUNITION DAMAGE

#N/A #N/A

#N/A

TYPE RANGE AMMUNITION DAMAGE

#N/A #N/A #N/A

Weapon 9 ATTACK BONUS CRITICAL

#N/A #N/A
TYPE RANGE AMMUNITION DAMAGE

#N/A #N/A #N/A

#N/A #N/A

SPECIAL PROPERTIES

SPECIAL PROPERTIES

SPECIAL PROPERTIES

SPECIAL PROPERTIES

SPECIAL PROPERTIES

SPECIAL PROPERTIES

SPECIAL PROPERTIES

SPECIAL PROPERTIES

#N/A #N/A #N/A

Weapon 10

CRITICAL

#N/A #N/A
TYPE RANGE AMMUNITION DAMAGE

#N/A
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* Denotes bonuses or penalties already included in the calculations
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