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Name Eff Level Class Level Class Level Experience Alignment

1
Race Lvl Adjst Class Level Class Level Deity

Score Modifier Tmp Scr Tmp Mod Total HD Roll Total Wounds Subdual Hit Die Damage Reduction Speed

STR 14 2 14 2 HP 40
DEX 18 4 18 4 AC 19  10 + 5 4
CON 10 0 10 0 Total Armor Shield Dex Size Nat Arm Misc Miss Chnc Spl Fail Spl Res Arm Chk

INT 16 3 16 3 INIT 4 4 CLASS SKILLS MAX RANKS 9/4.5

WIS 10 0 10 0 Total Dex Misc SKILLS SKILL NAME Key 

Ability
Modifier Ranks Ability Misc

CHA 13 1 13 1 ATTK 4 Appraise INT 3 3

SAVING THROWS Total Base Ability Magic Misc Temp Conditional Modifiers Balance DEX 12 8 4
FORTITUDE 2 2 0 Bluff CHA 3 1 2
REFLEX 8 4 4 Climb STR 6 4 2
WILL 2 2 0 Concentration CON 3 0 3

ATTACK BONUS Total Str Size Misc Temp Craft INT 3 3

MELEE 6 2 INT 3 3

RANGED 8 4 Decipher Script INT

Total Dex Size Misc Temp
Diplomacy CHA 1 1

Weapon Damage Crit Tht 17 Crit X 2 Prm Hnd
Disable Device INT

STR STR 1 1 7 3 Off Hnd
Disguise CHA 1 1

Range Hit Mod 

Ability

Dam Mod 

Ability

STR X 2 Wpn 

Penalty

Weapon 

Bonus

Hit 

Bonus

Damage 

Bonus

2 Hand
Escape Artist DEX 4 4

Forgery INT 3 3
Weapon Damage Crit Tht 17 Crit X 2 Prm Hnd

Gather Information CHA 1 1
STR STR 1.5 1 7 4 Off Hnd

Handle Animal CHA

Range Hit Mod 

Ability

Dam Mod 

Ability

STR X 2 Wpn 

Penalty

Weapon 

Bonus

Hit 

Bonus

Damage 

Bonus

2 Hand
Heal WIS 0 0

Hide DEX 19 8 4 7
Weapon Damage Crit Tht 19 Crit X 2 Prm Hnd

Intimidate CHA 1 1
STR STR 1 2 8 4 Off Hnd

Jump STR 4 2 2
Range Hit Mod 

Ability

Dam Mod 

Ability

STR X 2 Wpn 

Penalty

Weapon 

Bonus

Hit 

Bonus

Damage 

Bonus

2 Hand
Knwldge (Arcana) INT 8 5 3

Knwldge (Archtctr/Engnrng) INT

Weapon Damage Crit Tht 20 Crit X 3 Prm Hnd
Knwldge (Dungeoneering) INT

DEX STR 1 -1 9 2 Off Hnd
Knwldge (Geography) INT 5 2 3

Range Hit Mod 

Ability

Dam Mod 

Ability

STR X 2 Wpn 

Penalty

Weapon 

Bonus

Hit 

Bonus

Damage 

Bonus

2 Hand
Knwldge (History) INT

Knwldge (Local) INT 5 2 3
Weapon Damage Crit Tht 20 Crit X 2 Prm Hnd

Knwldge (Nature) INT 2 3
STR STR 1 6 2 Off Hnd

Knwldge (Nblty & Rylty) INT

Range Hit Mod 

Ability

Dam Mod 

Ability

STR X 2 Wpn 

Penalty

Weapon 

Bonus

Hit 

Bonus

Damage 

Bonus

2 Hand
Knwldge (The Planes) INT

Knwldge (Religion) INT

Weapon Damage Crit Tht 19 Crit X 2 Prm Hnd
Listen WIS 8 8 0

DEX STR 1 8 2 Off Hnd
Move Silently DEX 17 8 4 5

Range Hit Mod 

Ability

Dam Mod 

Ability

STR X 2 Wpn 

Penalty

Weapon 

Bonus

Hit 

Bonus

Damage 

Bonus

2 Hand
Open Lock DEX

Perform CHA 1 1
Protect 

Item

Bonus

Type

AC

Bonus

Max Dex Bonus
CHA 1 1

2 Notes Prfssn WIS 4 4 0
Check Penalty Spell Failure Speed Weight Class

WIS

Ride DEX 4 4
Protect 

Item

Bonus

Type

AC

Bonus

Max Dex Bonus
Search INT 11 8 3

Notes Sense Motive WIS 4 4 0
Check Penalty Spell Failure Speed Weight Class

Sleight of Hand DEX

Spk Lang NONE

Protect 

Item

Bonus

Type

AC

Bonus

Max Dex Bonus
NONE

Notes NONE

Check Penalty Spell Failure Speed Weight Class
NONE

Spellcraft INT 10 4 3 3
Protect 

Item

Bonus

Type

AC

Bonus

Max Dex Bonus
Spot WIS 8 8 0

Notes Survival WIS 4 4 0
Check Penalty Spell Failure Speed Weight Class

Swim STR 4 2 2

Tumble DEX 13 9 4
Protect 

Item

Bonus

Type

AC

Bonus

Max Dex Bonus
Use Magic Device CHA

Notes Use Rope DEX 6 2 4
Check Penalty Spell Failure Speed Weight Class

Athame: Keen Bastard Sword, Enhancement Bonus 

and Keen property only active when in Rook's 

hands, Rook always knows direction & distance 

to location; Wielding negates Spell 

FailureChance due to Armor

Large, heavy dagger with twin entwined blades 

of Alchemical Silver and Cold Iron. Suitable for 

point work, non-lethal HTH, and pure

defense (+2 to AC if used as buckler). -1 TH 

unless taken as an exotic weapon proficiency.

Drochthuarach 1d4+1

DúbhAnáil 1d6

DúbhRásúr

DúbhRásúr

40

Rook

Tiefling (Síóg)

Scout Mage Blade

5

1d10

Armor

1d4

1d4

1d10

Athame: Keen Bastard Sword, Enhancement Bonus 

and Keen property only active when in Rook's 

hands, Rook always knows direction & distance 

to location; Wielding negates Spell 

FailureChance due to Armor

DúbhGadhár

Bata

Dagger

Mighty Masterwork Shortbow, +1 TH, Uses STR 

Mod for Damage

Fighting stick (use belaying pin stats) that may 

be thrown (Add +2 TH if thrown) and may do 

non=lethal damage at no penalty

Sailor
Exotic Bracers; +4 Armor Bonus; +1 Enhancement Bonus to 

AC; Shadow Property (+5 Hide); Silent Moves Property (+5 

Move Silently)



Ability/Feat Description/Effects

CST WT GEAR CST WT GEAR CST WT

9600 2 10
2335 6 1

2 1
2 20
2 100

.2 2 250
2 1 150
5 2 50
2 15
.5

34
ENCUMBRANCE HISTORY/DESCRIPTION/NOTES
Light Load Over Head

Gender

Medium Load Off Ground
Hair Color

Heavy Load Push/Drag
Eye Color

25
LANGUAGES Age

6' 4"
Height

225
Weight

M
Size

MONEY
C.P.: Gems/Jewelry

S.P.:

G.P.:

P.P.:

SPECIAL ABILITIES/FEATS

GEAR

116

58

Tiefling Racial Features

Dodge/Mobility

     Bastard Sword

10

21

3

Freshwater Pearl (10 gp; 15)

Moonstone (500 gp; 3)

875

Aquan
Giant

175

+2 DEX, +2 INT, -2 CHA; Outsider (Native) - Not subject to spells affecting Humanoids; Darkvision (60');
     +2 on Bluff/Hide checks; Darkness (Sp) 1/Day; Resistance (5) to Cold, Electricity, Fire; LA +1

Scout Class Features Scirmis (Skirmish)(+1d6/Attack & +1 Competency Bonus to AC when moves more than 10' in a turn); Trapfinding;
     Battle Fortitude (+1 Fortitude Saves and Initiative); Uncanny Dodge (Can't be Flatfooted); Trackless Step;
     Fast Movement (+10")

Mage Blade Class Features Spellcasting (as Bard); Athame (No Arcane Spell Failure if wielding, +1 Enhancement Bonus, Empathic Link
     Distance & Direction)

Blooded

Exotic Weapon Proficiency

Telling Blow

+1 AC vs. Single Attack; +4 Dodge Bonus vs. Attacks of Opportunity due to Movement

Allows One Handed use of Bastard Sword at no TH Penalty

Rope (50' Silk)

Deal Scirmis  Attack Bonus on Critical Hits

+2 to Initiative; +2 to Spot Checks

Potion (Cure MW - 2)
Grappling Hook
Belt Pouch (2)
Waterskin
Alchemist's Fire (1)

Rook was born 25 years ago in the Border Isles. His parents are of Síóg descent. The Síóg are

of the Desert frequently raid into Síóchéín for prisoners to sell as slaves. Rook's Great Grand-

skills as Mage Blades, and when they obtained their freedom they began to practice openly.

Arrows (20)
Bata (2) Smokestick (5)

350

175

Dagger
Monk's Outfit

could make a good living as mercenaries using their special skills.

Gnoll
Na Síóg

He spent a few years crewing on various merchant ships, and discovered a natural talent for "Covert Op-

  At the age of 15, Rook and his father had a horrible argument, and Rook ended up leaving home.

Common

though in cool weather or when the occasion requires he'll don a monk's tunic. He wears moccasin style shoes.

a race of black skinned humanoids whose homeland is East of the Bastiander Desert. The Gnolls

parents were sold into slavery in the Empire. They managed to pass on (in secret) their ancestral

The workings of this craft are unknown outside of Síóchéín, and the family found that they

operation amongst the Captain's personel. He successfully completed his assignment, earning high marks from

reconcile. He kept his family company until his father's death, at which point his mother revealed to

the Mage Blade craft with his mother, learning to integrate it with his training as a Scout.

erations." When he was 18, Rook received word that his father was very ill, and returned home to

him his family heritage, and gave him his father's armor and sword. Rook spent five years studying

  When he left home again at the age of 23, Rook's first professional undertaking was with Captain

capable and reliable, if somewhat unorthodox, agent.

are finely chiseled, and his hair is fine and straight. He has a deep voice, and the fact that Common is his second

accurately placed. He dresses in dark colors, usually in leather leggings and breechcloth of simple cut and no shirt,

Male

Black

Black

  With his black skin, hair, and eyes, Rook is an imposing figure. He is 6'4" tall and weighs 225 lbs. His features

language (only Na Síóg was spoken in his home growing up) gives him an exotic accent that is very rarely

Marin, sailing on several of his ships and masquerading as "normal" crew to investigate and expose a smuggling

the Captain for his resourcefulness. He's now been on his own for two years, building a reputation as a very
Moonstone (50 gp; 3)

Freshwater Pearl (50 gp; 3)

DúbhGadhár (BlackWatch)
DúbhRásúr (BlackRazor)
Drochthuarach (Sinister)
DúbhAnáil (BlackBreath)

Small Duffel Bag (of Holding)
Winter Blanket

Tanglefoot Bag (1)
Thunderstone (5)

Potion (Cloak of the Sea - 2)
Craosarlaí (Ring of Wizardry
  Type I or II, also +3 on
  Concentration & Spellcraft)

12526.7

Tendertwigs (50)



Level 0 1 2 3 4 5 6
1 4
2 5 2
3 6 3
4 6 3 2
5 6 4 3
6 6 4 3
7 6 4 4 2
8 6 4 4 3
9 6 4 4 3
10 6 4 4 4 2
11 6 4 4 4 3
12 6 4 4 4 3
13 6 4 4 4 4 2
14 6 4 4 4 4 3
15 6 4 4 4 4 3
16 6 5 4 4 4 4 2
17 6 5 5 4 4 4 3
18 6 5 5 5 4 4 3
19 6 5 5 5 5 4 4
20 6 5 5 5 5 5 4

Level 0 1 2 3 4 5 6
1 2
2 3 1
3 3 2
4 3 3 0
5 3 4 1
6 3 4 2
7 3 4 2 0
8 3 4 3 1
9 3 4 3 2
10 3 4 3 2 0
11 3 4 3 3 1
12 3 4 3 3 2
13 3 4 3 3 2 0
14 4 4 3 3 3 1
15 4 5 3 3 3 2
16 4 5 4 3 3 2 0
17 4 5 4 4 3 3 1
18 4 5 4 4 4 3 2
19 4 5 4 4 4 4 3
20 4 5 4 4 4 4 4

Cha 0 1 2 3 4 5 6
13 0 1 0 0 0 0 0

True Strike

Feather Fall
Shield

Electric Jolt
Message

Touch of Fatigue
Silent Portal

Zero Level Spells

First Level Spells

Third Level Spells

Fifth Level Spells

Second Level Spells

Fourth Level Spells

Sixth Level Spells

Daze
Detect Magic

Spells Known

Spells/Day (Inc. CHA Bonus)

Charisma Bonus: Spells/Day

Magic Items Affecting Spell Use
DúbhRásúr: Allows spellcasting w/ no somatic components
     May only cast spells when wielding this weapon
     No Arcane Spell Failure (due to Armor) when wielding
Craosarlaí: Ring of Wizardry (I or II): Double base Spells/Day of spe-
     cified level; +3 Bonus to Concentration and Spellcraft Checks


