
Ability Score Mod Temp Mod 

Str     

Dex     

Con     

Int     

Wis     

Cha     

Skill Tr. 
Ability  

Modifier 

Misc.  

Modifiers 
Total 

Acrobatics (Dex)     

Athletics (Str)     

Larceny (Dex)     

Stealth (Dex)     

Ride (Dex)     

Arcana (Int)     

Engineering (Int)     

Geography (Int)     

History (Int)     

Medicine (Int)     

Nature (Int)     

Bluff (Cha)     

Diplomacy (Cha)     

Intimidate (Cha)     

Perception (Wis)     

Character Name 

Player 

Class/Tracks 

Race Level 

Max Hit Points :  
(Level*Class HP)+(Level*Con) 

 Current Wounds 

Initiative: 
(Dex+Misc) 

Armor Class: 
(10+BAB+KDM+Armor+Shield+Misc) 

Awareness: 
(10+Level+Wis+Misc) 

Ref: 
(Dex or Int+Base+Misc) 

Fort: 
(Con or Str+Base+Misc) 

Will: 
(Wis or Cha+Base+Misc) 

Bluff: 
(10+Level+Wis+Misc) 

Intimidate: 
(10+Level+Cha+Misc) 

Diplomacy: 
(10+Level+Int+Misc) 

Perception: 
(10+Level+Cha+Misc) 

Social Defenses 

Base Attack: 

KOM: 
KDM: 

Speed: 

 Temporary Modifiers 

Weapon 1      Attack Modifier Damage  

  
      Name 

  
            (BAB + Key Ability + Misc) 

  
       (Base + Key Ability + Misc) 

  
     Range 

  
                Special Capabilities 

  
               Bonus Damage 

Weapon 2     Attack Modifier Damage  

  
Name 

  
           (BAB + Key Ability + Misc)          (Base + Key Ability + Misc) 

  
Range 

  
                Special Capabilities 

  
              Bonus Damage 

Weapon 3     Attack Modifier Damage  

  
Name 

  
           (BAB + Key Ability + Misc) 

  
      (Base + Key Ability + Misc) 

  
Range 

  
                Special Capabilities 

  
               Bonus Damage 



Feats 

 

 

 

 

 

 

 

 

 

First Track Title                                                               DC Second Track Title                                                           DC Third Track Title                                                              DC 

First Ability First Ability First Ability 

   

Second Ability Second Ability Second Ability 

   

Third Ability Third Ability Third Ability 

   

Fourth Ability Fourth Ability Fourth Ability 

   

Fifth Ability Fifth Ability Fifth Ability 

   

Sixth Ability Sixth Ability Sixth Ability 

   

Seventh Ability Seventh Ability Seventh Ability 

   

Items 

 

 

 

 

 

 

 

 

 

 


	PlayerName: Bartek
	CharacterName: 
	ClassTracks: Sage: Arcane Lore, Arcane Secrets, True Mage
	Race: Human
	Level: 7
	Ref: 10
	ArmorClass: 19+
	Fort: 10
	Awareness: 17
	Will: 7
	BaseAttack: +5
	KOM: +7
	Initiative: +3
	Speed: 30'
	Bluff: 17
	Intimidate: 18
	Diplomacy: 24
	KDM: +4
	Perception: 18
	TempModifiers: 
	MaxHitPoints: 96
	CurrentWounds: 
	Tr: 
	0: Yes
	1: Off
	2: Off
	3: Off
	4: Off
	5: Yes
	6: Off
	7: Off
	8: Yes
	9: Off
	10: Yes
	11: Off
	12: Yes
	13: Off
	14: Yes

	Ability Modifier: 
	1: 
	2: +4
	3: +4
	4: +4
	5: +7
	6: +7
	7: +7
	8: +7
	9: +7
	10: +7
	11: +1
	12: +1
	13: +1
	14: 
	0: +4

	MiscModifiers: 
	0: 
	0: 
	1: +11

	1: 
	0: 
	1: +0

	2: 
	0: 
	1: +4

	3: 
	0: 
	1: +4

	4: 
	0: 
	1: +4

	5: 
	0: +1
	1: +14

	6: 
	0: 
	1: +7

	7: 
	0: 
	1: +7

	8: 
	0: 
	1: +14

	9: 
	0: 
	1: +7

	10: 
	0: 
	1: +14

	11: 
	0: 
	1: +1

	12: 
	0: 
	1: +8

	13: 
	0: 
	1: +1

	14: 
	0: 
	1: +7


	STR: 
	1: 18
	2: 16
	3: 24
	4: 10
	5: 12
	0: 10

	Mod: 
	1: +4
	2: +3
	3: +7
	4: 
	5: +1
	0: 

	Temp: 
	0: 
	1: 
	2: 
	3: 
	4: 
	5: 

	TempMod: 
	0: 
	1: 
	2: 
	3: 
	4: 
	5: 

	Weapon1Name: 
	0: 
	1: 

	AttackModifier: 
	0: 
	1: 

	DamageModifier: 
	0: 
	1: 

	AttackModifier2: 
	0: 
	1: 

	Weapon2: 
	1: 
	0: 

	DamageModifier2: 
	0: 
	1: 

	Weapon3: 
	0: 
	1: 

	AttackModifier3: 
	0: 
	1: 

	DamageModifier3: 
	0: 
	1: 

	Feats: 
	0: The Sun Grows Long
	1: Shadow Blink [Combat]
	2: Safekeeper Adept [Skill]
	3: Kensai [Combat]
	4: 
	5: 
	6: 
	7: 
	8: 

	Items: 
	0: Black Ankh (+2 CON)
	1: Obsidian Ring (+2 INT)
	2: Will-O-Wisp Lantern
	3: Simple Icon
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 

	FirstTrackTitle: 
	0: Arcane Lore
	1: True Mage
	2: Arcane Secrets

	FFTDC: 
	0: 20
	1: 
	2: 20

	Abilities: 
	0: 
	0: As a standard action, once per round:
25' cone: 7d4+7 DMG. Will save or be shaken. [Cold] or [Negative]
	1: 
	2: Standard action, 15' radius Burst within [Medium] range: All enemies takes -1 to attack rolls, Fortitude and Reflex saves, and has half movement for 2 [Rounds].

	1: 
	0: As a standard action, once per round:
10' Cube within [Medium]: 7d6+7 DMG. Ref for half. [Physical] or [Fire]
	1: 
	2: Standard action 5' radius Burst within [Close]: Opaque cloud grants concealment to targets on the oppoite side. Creatures entering cloud must make Fort save or be [Nauseated] for 1 [Round].

	2: 
	0: For every ten points of damage dealt by your Black Tidings to an opponent, any other ally within 100 ft of the sage's choice may move 5 ft.
	1: 
	2: You may dispel a single magical effect of one circle lower than your highest Arcane Secrets circle.

	3: 
	0: After using Black Tidings, you may teleport up to 15 ft to any square within line of sight without spending an action.
	1: 
	2: You may restore one effect dispelled in the last two [Rounds] that affected a creature or object.

	4: 
	0: 
	1: 
	2: 

	5: 
	0: 
	1: 
	2: 

	6: 
	0: 
	1: 
	2: 


	AbilityNames: 
	0: 
	0: Black Tidings - Dread Wave
	1: Kingship - Sword
	2: Hungry Shadows

	1: 
	0: Black Tidings - Hammerfall
	1: Kingship - Shield
	2: Lung-Breaker

	2: 
	0: Canto - Grey Hymn
	1: Kingship - Sceptre
	2: Spellbreaker

	3: 
	0: With a Word
	1: Foundation - Goetic Strength
	2: Reweave

	4: 
	0: 
	1: Foundation - Arcane Preparation
	2: 

	5: 
	0: 
	1: 
	2: 

	6: 
	0: 
	1: 
	2: 




