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Value: NoneNoneNoneNone

1

STARTING/BONUS LANGUAGES

Ring of Protection +1.
BELT (BELT OR GIRDLE)

BODY (ROBE OR VESTMENT)

CHEST (MANTLE, VEST, OR SHIRT)

EYES (PAIR OF LENSES OR GOGGLES)

FEET (PAIR OF BOOTS, SHOES, OR SLIPPERS)

HAND (ONE GLOVE OR GAUNTLET)

HAND (ONE GLOVE OR GAUNTLET)

HEAD (CIRCLET, CROWN, HAT, HELM, OR MASK)

HEADBAND (HEADBAND OR PHYLACTERY)

NECK (AMULET, BROOCH, MEDALLION, NECKLACE, PERIAPT, SCARAB)

RING

MAGIC ITEM MAGIC ITEM

RING

MAGIC ITEM MAGIC ITEM

SHOULDERS (CLOAK OR CAPE)

MAGIC ITEM MAGIC ITEM

WRISTS (PAIR OF BRACERS OR BRACELETS)

Signet Ring of the Aldridge Family 1.00 

ARMOR, SHIELD, & OTHER PROTECTION

ENH SPECIAL MATERIAL

No

10  ARMOR MODIFICATIONS

1.00 

GPQTY

CATEGORY MAX DEX SPD RED

15.0 

None
None None

None

SPECIAL MATERIAL

Yes

501.00 

5 - 

Yes8.00 Disguise Kit (10 uses)

+1 0%

WGT (lb.)

+2
SPECIAL PROPERTIES

CARRIED

0.0

GEAR / OTHER POSSESSIONS

SPECIAL PROPERTIES

WGT (lb.)

+0

ARCANE FAILURE

ENH

MAX DEX

-   

DESCRIPTION

Leather

Noblemans Outfit

ARMOR CHECK

+6

ARMOR

10%

SHIELD Value:

Light 0

None

0

ARCANE FAILURE

Yes75 10.00 

SHIELD BONUS

ITEM WGT

0

ARMOR CHECK

- 

Common

3 385 35 000 Medium
PROGRESSION

MAGIC ITEMS

0

- 

WEIGHT

DESCRIPTION

VALUE

- 0

0

VALUE WEIGHT

VALUE

- 
DESCRIPTION

0

DESCRIPTION

0

2

WEIGHT

SILVER

PLATINUM

WEIGHT

DESCRIPTION

0.04

- 

GOLDVALUE

WEALTH BY LEVEL- 0

DESCRIPTION

0 - 

COPPER

WEIGHT

WEIGHT

DESCRIPTION

VALUE

WEALTH VARIANCE

VALUE

VALUE

VALUE

0

VALUE

76

LIFT 

OFF 

DESCRIPTION

- 

LIFT 

OVER 

MED 

LOAD

38

WEIGHT

WEIGHT

DESCRIPTION

- 

0

2 000

HEAVY 

LOAD

VALUE

DESCRIPTION

WEIGHT

0 - 
DESCRIPTION

- 

PUSH 

DRAG

575VALUE

WEIGHT

+1 Deflection bonus to AC

DESCRIPTION

- 

DESCRIPTION

WEIGHT

VALUE

Bag of Holding (Type I)

12788.00

VALUE

TOTAL GP VALUE

DESCRIPTION

- 0

DESCRIPTION

OTHER MAGIC ITEMS

20.00 38.04

VALUE

ARMOR/WEAPON WGTADVENTURE EXPENSES

DESCRIPTION

0

WEIGHT

0.00

Ring of Protection +1

WEIGHT

- 
DESCRIPTION

0

WEIGHT

230

LANGUAGES

COIN

WEALTH

16 000

115

LIGHT 

LOAD

ENCUMBRANCE

Goblin, 

Elven, 

Dwarven, 

Abyssal, 

Draconic

3 210.00

WEIGHT

115

CAMPAIGN

NEXT LEVEL

VALUE

Death in the Deep

EXPERIENCE

CURRENT TOTAL

CommonGoblin, Elven, Dwarven, Abyssal, Draconic

WEIGHT

LANGUAGES

0

VALUE

WEIGHT

TOTAL WEIGHT

- 2 500 15.00 

0 - 

WEIGHTVALUE

DESCRIPTION DESCRIPTION

VALUE WEIGHT

- 0

DESCRIPTION

WEIGHT WEIGHT

Move Action or Full-Round Action to 

retrieve item; holds 250 lbs., 30 cu. ft.

VALUE

0

VALUE

- - 0



Rogue: +0 additional rogue talent

FAVORED CLASS RACIAL BENEFITS (not yet automated)

ROGUE

- Sneak Attack: Deal +3d6 dmg vs. foe w/in 30' denied Dex bonus to 

AC/flanked; may only deal extra nonlethal dmg w/ nonlethal weapon; 

must be able to see/reach vital spot, so concealment prohibits sneak 

attack

- Trapfinding: Gain +2 to Disable Device checks and to Perception 

checks to locate traps; may use Disable Device on magic traps

- Evasion (Ex): Successful Ref save vs. attack that normally deals half 

damage instead deals no damage; not available when wearing medium 

or heavy armor or when helpless

- Rogue Talents: Gain 2 talent(s):

  Combat Trick - Gain Mobility as bonus feat

  Weapon Training - Gain Weapon Focus as bonus feat

- Trap Sense (Ex): Gain +1 bonus on Ref saves vs. traps and +1 Dodge 

bonus to AC vs. traps

- Uncanny Dodge (Ex): Cannot be caught flat-footed, even if attacker is 

invisible; still lose Dex bonus to AC if immobilized or if opponent 

successfully uses feint action

DUELIST

- Canny Defense (Ex): While wielding melee weapon, add 1 to Dex 

bonus to AC; must not be flat-footed/otherwise denied Dex bonus, 

wearing armor heavier than Light, or using a shield

- Precise Strike (Ex): Add 1 to dmg w/ light or 1-handed piercing 

weapon; cannot attack w/ weapon in other hand or use a shield, does 

not affect creatures immune to critical hits, any item/ability that protects 

from critical hits also protects from precise strike

CLASS ABILITIES

• Bonus Feat: gain one extra feat at 1st level

• Skilled: gain 1 extra skill rank/level

TRAITS

FEATS (feats marked with † are not yet fully automated)

- Armor Proficiency, Light: No penalties on attack rolls while wearing 

light armor

- Combat Expertise: As part of an Attack or Full-Attack action, take a -2 

penalty on melee attacks/combat maneuvers to gain a +2 Dodge bonus 

to AC until your next turn

- DODGE: +1 Dodge bonus to AC

- Improved Disarm: +2 to disarm a foe or resist a disarm; whenever you 

disarm, you do not provoke any AoO

- Mobility: +4 AC vs. AoO from movement (unless you lose your Dex 

mod to AC)

- Weapon Finesse: Use Dex instead of Str on attack rolls w/ any 

Medium light weapon, Aldori dueling sword, elven curve blade, rapier, 

whip, or spiked chain; shield armor check penalty applies to attack rolls

- Weapon Focus [Rapier]: +1 bonus on attack rolls with Rapier

RACIAL ABILITIES
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