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/
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Appraise� int

Perform (_______________)

Climb� str*
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3
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0
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=
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+

Craft�(_________________)

= 2 +2

= 2 + +

Decipher Script int = 2 + +
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Disable Device int = 2 + 4 +
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Escape Artist� dex* = 3 + + 0

2
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�
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2

+1BASE ATTACK BONUS

ABILITY  

MODIFIER

+

Halfling

6 20ft

+4 1d3  20/×2

�
�
�

�
�

�
�
�
�

�
�
�
�

�

�
�
�

�
�
�
�

�
�

�

�
�

�

+

+

+



campaign

0:
home region

1st:

2nd:

3rd:

4th:

5th:

6th:

7th:

8th:

9th:

2 ×

    cp -

    sp -

    gp - 54

     pp -

Sneak attack +1d6

Trapfinding

SPECIAL PROPERTIESSPELL FAILURE

SHIELD/PROTECTIVE ITEM AC BONUS

0 10% 20ft. 7,5

WEIGHTCHECK PENALTY

SPECIAL PROPERTIES

Leather light +2 +6

SPEED WEIGHTCHECK PENALTY SPELL FAILURE

MAX DEXAC BONUSTYPEARMOR/PROTECTIVE ITEM

GEAR

FEATS

Alertness

SHIELD/PROTECTIVE ITEM AC BONUS WEIGHT SPECIAL PROPERTIES
SPECIAL ABILITIES

SHIELD/PROTECTIVE ITEM AC BONUS WEIGHT SPECIAL PROPERTIES

MONEY

24,75 49,5 75 75 150 375

LIGHT 

LOAD

HEAVY 

LOAD

MEDIUM 

LOAD
LIFT OFF 

GROUND

LIFT OVER 

HEAD

PUSH OR 

DRAG

EQUALS

MAX LOAD MAX LOAD MAX LOAD

5 ×

ITEMWT.PG/ARITEM

SPELLS

DOMAINS/SPECIALITY SCOOL

+2 moral saving throw bonus 

against fear

LANGUAGES

Common

9TH

7TH

8TH

5TH

6TH

3RD

4TH

1ST

2ND

SPELLS 

KNOWN

SPELL 

SAVE 

BONUS 

SPELLS

SPELLS 

PER DAY
LEVEL

0

%ARCANE SPELL FAILURE

2,5 Dagger

DC MOD

SPELL SAVE

126 1,25

Living Greyhawk

Explorer's Outfit 131 2 Backpack 126 0,5

OTHER POSSESSIONS

WT.PG/AR

120 1Rapier

1 BedrollThieves' tools 130

Bullets (10) 115

Sling 121

116 0,5

16,25TOTAL WEIGHT CARRIED


