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STR +1STRENGTH 13
DEX +1DEXTERITY 12
CON +1CONSTITUTION 13
INT +1INTELLIGENCE 12
WIS +1WISDOM 12
CHA +3CHARISMA 16

+1(CONSTITUTION) +5= +3FORTITUDE +1+10

+1(DEXTERITY) +2= +3REFLEX +1+7

+1(WISDOM) +5= +4WILL +1+11

Immune to Fear (Ex) Immunity to Disease

Crit: 20/x2
1-Hand, B

Mainhand: +7/+2, 1d4+1
Both Hands: +7/+2, 1d4+1

Heavy Shield Bash

Crit: 19-20/x2
Rng: 10'

Light, P/S

Mainhand: +7/+2, 1d4+1
Dagger

Ranged: +7/+2, 1d4+1

Crit: 19-20/x2
Rng: 10'

Light, P/S

Mainhand: +7/+2, 1d4+1
Dagger

Ranged: +7/+2, 1d4+1

22 +9=
10 22

+3
10

AC
Armor DeflecDex Dodge

Flat-Footed AC

MiscNaturShield Size

Touch AC

Total

Ability Modifier TemporaryScore

Lawful Good Humanoid (Human); Deity: Erastil; Age: 25 ;
Height: 5' 5"; Weight: 145lb.

Female Human Paladin 6 - CR 5

+7 +6= --+1

17 +6 +1= 10 -+1

CM Bonus
BAB MiscSizeStrength

CM Defense
BAB Dexterity SizeStrength

Elizabeth

56HP
Damage / Current HPTotal

+6 +1Base Attack Initiative
Speed 30 / 20 ft

Player: Ryan W.

AbilityBase MiscSaving Throw NotesResist TempTotal

TempSkill Name RanksTotal Ability

Acrobatics --6 DEX (1)
Appraise -+1 INT (1)
Bluff -+3 CHA (3)

Climb --6 STR (1)
Diplomacy 5+11 CHA (3)
Disguise -+3 CHA (3)

Escape Artist --6 DEX (1)

Fly --6 DEX (1)
Handle Animal 2+8 CHA (3)
Heal 1+5 WIS (1)
Intimidate -+3 CHA (3)
Knowledge (Nobility) 3+7 INT (1)
Knowledge (Religion) 3+7 INT (1)
Perception -+1 WIS (1)

Ride 5+2 DEX (1)
Sense Motive 2+6 WIS (1)
Spellcraft 5+9 INT (1)

Stealth --6 DEX (1)
Survival -+1 WIS (1)

Swim --1 STR (1)
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Experience & Wealth
Experience Points: 23930/35000
Current Cash: 96 PP, 31 GP, 7 SP, 5 CP

Crit: 20/x2
Light, B

Mainhand: +7/+2, 1d3+1
Gauntlet (from Armor)

Crit: 20/x2
Light, P

Mainhand: +7/+2, 1d4+1
Gauntlet, Spiked

Crit: 19-20/x2
1-Hand, S

Mainhand: +8/+3, 1d8+1
Both Hands: +8/+3, 1d8+1

Masterwork Longsword

Crit: 20/x2
1-Hand, B/P

Mainhand: +8/+3, 1d8+1
Both Hands: +8/+3, 1d8+1

Masterwork Morningstar

Crit: 20/x2
1-Hand, B/P

Mainhand: +7/+2, 1d8
Both Hands: +7/+2, 1d8

Silver Morningstar

Crit: 20/x2
Light, B, Nonlethal

Mainhand: +7/+2, 1d3+1
Unarmed Strike

+9 Max Dex: +0, Armor Check: -6
Spell Fail: 40%, Heavy, Slows

+1 Half Plate

+4 Max Dex: +4, Armor Check: -1
Spell Fail: 20%, Light

Masterwork Chain Shirt

Feats, Traits & Flaws

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.

Armor Proficiency (Heavy)

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.

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.

Armor Proficiency (Medium)

+2 Lay on Hands uses/day.
Extra Lay on Hands

You are proficient with all Martial weapons.
Martial Weapon Proficiency - All

You gain a +2 trait bonus on Diplomacy checks to influence hostile or unfriendly
creatures, and if you fail at such an attempt you may retry it once.

Patient Optimist

+1 Shield AC
Shield Focus

You can use a shield and take only the standard penalties.
Shield Proficiency

Proficient with all simple weapons.
Simple Weapon Proficiency - All

You may make a 5' step closer when your opponent makes a 5' step away from
you.

Step Up

You gain +3 hit points.
Toughness +6

Total Weight Carried: 140.5/175lbs, Heavy Load
(Light: 58lbs, Medium: 116lbs, Heavy: 175lbs)

Gear

Heavy Shield Bash -
+1 Half Plate 50 lbs
Backpack, Masterwork (4 @ 40 lbs) 4 lbs
Bedroll 5 lbs
Cloak of Resistance, +1 1 lb
Crowbar <In: Backpack, Masterwork (4 @ 40 lbs)> 5 lbs
Dagger 1 lb
Dagger 1 lb
Explorer's Outfit (Free) -
Gauntlet, Spiked 1 lb
Holy symbol, silver: Erastil 1 lb
Ioun Torch -
Leeching Kit <In: Backpack, Masterwork (4 @ 40
lbs)>

5 lbs
Masterwork Chain Shirt <In: Backpack,
Masterwork (4 @ 40 lbs)>

25 lbs
Masterwork Longsword 4 lbs
Masterwork Morningstar 6 lbs
Masterwork Shield, Heavy Steel 15 lbs
Money <In: Dropped to Ground (1 @ 2.78 lbs)> 2.78 lbs
Potion of Cure Light Wounds -
Potion of Cure Light Wounds x5 -
Potion of Cure Moderate Wounds -
Pouch, belt (empty) 0.5 lbs
Ring of Feather Falling -
Ring of Swimming -
Rope, silk (50 ft.) <In: Backpack, Masterwork (4 @
40 lbs)>

5 lbs
Silver Morningstar 6 lbs
Waterskin 4 lbs
Whistle, Signal

+3 Max Dex: -, Armor Check: -1
Spell Fail: 15%, Shield

Masterwork Shield, Heavy Steel

Special Abilities

At 3rd level, a paladin is immune to fear (magical or otherwise). Each ally
within 10 feet of her gains a +4 morale bonus on saving throws against fear
effects. This ability functions only while the paladin is conscious, not if she is
unconscious or dead.

Aura of Courage (10' radius) (Su)

The power of a paladin's aura of good (see the detect good spell) is equal to
her paladin level.

Aura of Good (Ex)

A good cleric (or neutral cleric of a good deity) can channel positive energy.
Evil clerics (or neutral clerics of evil deities) channel negative energy.

A cleric who meets neither of those criteria can do one, but not the other
(player's choice - this also determines whether he can spontaneously Cure or
Inflict).

You can try to turn undead Charisma modifier + 3 times per day.

Channel Positive Energy 3d6 (4/day) (DC 16) (Su)

At 2nd level, a paladin gains a bonus equal to her Charisma bonus (if any) on
all Saving Throws.

Divine Grace (Su)

You can enhance your weapon for 1 minute per level per day. This grants the
weapon a +1 or better enhancement bonus, and allows you to add magical
effects to the weapon.

Divine Weapon +1 (6 minutes) (1/day) (Sp)

Hero points can be spent at any time and do not require an action to use
(although the actions they modify consume part of your character’s turn as
normal). You cannot spend more than 1 hero point during a single round of
combat. Whenever a hero point is spent, it can have any one of the following
effects.

Act Out of Turn: You can spend a hero point to take your turn immediately.
Treat this as a readied action, moving your initiative to just before the currently
acting creature. You may only take a move or a standard action on this turn.

Bonus: If used before a roll is made, a hero point grants you a +8 luck bonus
to any one d20 roll. If used after a roll is made, this bonus is reduced to +4.You can use a hero point to grant this bonus to another character, as long asyou are in the same location and your character can reasonably affect theoutcome of the roll (such as distracting a monster, shouting words ofencouragement, or otherwise aiding another with the check). Hero pointsspent to aid another character grant only half the listed bonus (+4 before theroll, +2 after the roll).Extra Action: You can spend a hero point on your turn to gain an additionalstandard or move action this turn.Inspiration: If you feel stuck at one point in the adventure, you can spend ahero point and petition the GM for a hint about what to do next. If the GMfeels that there is no information to be gained, the hero point is not spent.Recall: You can spend a hero point to recall a spell you have already cast orto gain another use of a special ability that is otherwise limited. This shouldonly be used on spells and abilities possessed by your character that rechargeon a daily basis.Reroll: You may spend a hero point to reroll any one d20 roll you just made.You must take the results of the second roll, even if it is worse.Special: You can petition the GM to allow a hero point to be used to attemptnearly anything that would normally be almost impossible. Such uses are notguaranteed and should be considered carefully by the GM. Possibilitiesinclude casting a single spell that is one level higher than you could normallycast (or a 1st-level spell if you are not a spellcaster), making an attack thatblinds a foe or bypasses its damage reduction entirely, or attempting to useDiplomacy to convince a raging dragon to give up its attack. Regardless of thedesired action, the attempt should be accompanied by a difficult check orpenalty on the attack roll. No additional hero points may be spent on such anattempt, either by the character or her allies.Cheat Death: A character can spend 2 hero points to cheat death. How thisplays out is up to the GM, but generally the character is left alive, withnegative hit points but stable. For example, a character is about to be slain bya critical hit from an arrow. If the character spends 2 hero points, the GMdecides that the arrow pierced the character’s holy symbol, reducing thedamage enough to prevent him from being killed, and that he made hisstabilization roll at the end of his turn. Cheating death is the only way for acharacter to spend more than 1 hero point in a turn. The character can spendhero points in this way to prevent the death of a familiar, animal companion,eidolon, or special mount, but not another character or NPC.Note: Hero points gained must be added manually.

Hero Points (3)
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Special Abilities

Beginning at 2nd level, a paladin can heal wounds (her own or those of others)
by touch. Each day she can use this ability a number of times equal to 1/2 her
paladin level plus her Charisma modifier. With one use of this ability, a paladin
can heal 1d6 hit points of damage for every two paladin levels she possesses.
Using this ability is a standard action, unless the paladin targets herself, in which
case it is a swift action. Despite the name of this ability, a paladin only needs
one free hand to use this ability.

Alternatively, a paladin can use this healing power to deal damage to undead
creatures, dealing 1d6 points of damage for every two levels the paladin
possesses. Using lay on hands in this way requires a successful melee touch
attack and doesn't provoke an attack of opportunity. Undead do not receive a
saving throw against this damage.

Lay on Hands (3d6) (8/day) (Su)

When you use your lay on hands ability, it also removes disease, as per the
remove disease spell at a caster level of your Paladin level.

Mercy: Diseased (Su)

When you use your lay on hands ability, it also removes the fatigued condition.
Mercy: Fatigued (Su)

Once per day, a paladin can call out to the powers of good to aid her in her
struggle against evil. As a swift action, the paladin chooses one target within
sight to smite. If this target is evil, the paladin adds her Charisma bonus (if any)
to her attack rolls and adds her paladin level to all damage rolls made against
the target of her smite. If the target of smite evil is an outsider with the evil
subtype, an evil-aligned dragon, or an undead creature, the bonus to damage on
the first successful attack increases to 2 points of damage per level the paladin
possesses. Regardless of the target, smite evil attacks automatically bypass any
DR the creature might possess.

In addition, while smite evil is in effect, the paladin gains a deflection bonus
equal to her Charisma modifier (if any) to her AC against attacks made by the
target of the smite. If the paladin targets a creature that is not evil, the smite is
wasted with no effect.

The smite evil effect remains until the target of the smite is dead or the next
time the paladin rests and regains her uses of this ability. At 4th level, and at
every three levels thereafter, the paladin may smite evil one additional time per
day, as indicated on Table: Paladin, to a maximum of seven times per day at
19th level.

Note: Either activation checkbox on the in-play tab will apply the to-hit and AC
modifiers, select "Activated" for x1 damage or "Double Damage" for x2.

Smite Evil (2/day) (Su)

Spell-Like Abilities
Detect Evil (At will) (Sp)

Tracked Resources
Channel Positive Energy 3d6 (4/day) (DC 16) (Su)

Dagger
Dagger
Divine Weapon +1 (6 minutes) (1/day) (Sp)
Lay on Hands (3d6) (8/day) (Su)
Potion of Cure Light Wounds
Potion of Cure Light Wounds
Potion of Cure Moderate Wounds
Smite Evil (2/day) (Su)

Languages
Celestial Common

Spells & Powers
Paladin Spell DC: 13 + spell level
CL: 3 (vs. SR: +3, Concentration: +6)
Melee Touch +7 Ranged Touch +7
Maximum Paladin spells per day: 2x1
Paladin 1: Protection from Evil (DC 14), Rally Point (DC
14)

Companions

STR 20 (+5), DEX 18 (+4), CON 21 (+5), INT 2 (-4), WIS
17 (+3), CHA 11 (0); Fortitude +8, Reflex +7, Will +3

Charges: Feed (per day) - 0/5

HP: 19/19; Init: +4; Speed: 50 feet
Attack Bonus: -2; Armor Class: 18 / 12Tch / 15Fl

Horse, heavy (combat trained), Male Horse, Heavy
(Horse, Heavy +2, Advanced Creature - Animal +0) -
CL2 - CR 2

Acrobatics +1, Climb +2, Escape Artist +1, Fly -1,
Perception +8, Ride +1, Stealth -3, Swim +2

Special: Combat Riding [Trick], Endurance, Low-Light Vision, Run,
Scent (Ex)

Bite (Horse, Heavy) +3, 1d4+5, 20/x2
Hooves x2 (Horse, Heavy) -2 x2 , 1d6+2, 20/x2
Unarmed Strike +3, 1d4+5, 20/x2

Background
Patient Optimist
You know that all things pass in time, and are used to
having to repeat arguments multiple times to convince
even the most stubborn believer. You gain a +2 trait
bonus on Diplomacy checks to influence hostile or
unfriendly creatures, and if you fail at such an attempt,
you may retry it once.

Bastard (limited to human or half-human characters)
One of your parents was a member of one of the great
families of Brevoy, perhaps even of the line of Rogarvia
itself. Yet you have no substantive proof of your nobility,
and you've learned that claiming nobility without evidence
makes you as good as a liar. While you might own a
piece of jewelry, a scrap of once-rich fabric, or an aged
confession of love, none of this directly supports your
claim. Thus, you've lived your life in the shadow of
nobility, knowing that you deserve the comforts and
esteem of the elite, even though the contempt of fate
brings you nothing but their scorn. Whether a recent
attempt to prove your heritage has brought down the
wrath of a noble family's henchmen or you merely seek to
prove the worth of the blood in your veins, you've joined
an expedition into the Stolen Lands, hoping to make a
name all your own. You take a -1 penalty on all
Charisma-based skill checks made when dealing with
members of Brevic nobility but gain a +1 trait bonus on
Will saves as a result of your stubbornness and
individuality. (The penalty aspect of this trait is removed if
you ever manage to establish yourself as a true noble.)

date of Birth Rova 26, 4687


