NAME: Rhian

ALIGNMENT:  Neutral

PLAYER: EXPERIENCE: 1000
CLASS:  Rogue (woodswoman) BASE ATTACK BONUS: ¢
LEVEL: 1 INITIATIVE: 3
— s e —
current
STRENGTH |13 +1 melee to hit
melee damage
ranged to hit
DEXTERITY 0 armor class
initiative
Armor Fortune Hit
C ONSTITUTION |16 +2 hit points per level Class Points Points
INTELLIGENCE 9 1 Janguages known SKILLS: Survival, Alertness(2), Singing, Hunting
WISDOM |13 16 o CLASS ABILITIES:
save vs mind contro
Fortune Favour
Highly Skilled
CHARISMA 13 5 max # of allies YR
S
SAVING THROWS EQUIPMENT:
"'\ Knife
( ) 13 | Practical Clothing
j / Leathers (+2AC)
Poison Breath Polymorph H?avy Gree'n Cloak
Weapon Flint and Tinder
f ‘\\ Waterskin
15 ‘ J
\_/ Cloak of Warmth
Spell MagicI tem *Magic Sword - same as spell burning hands
- Silvers 14
WEAPONS HISTORY AND NOTES:
Staff +1 1d6
to hit damage
Treat - Mighty Shot, add 100 yrds to range of drawn weapon.
Dagger +1 1d4
to hit damage
Magic Sword* +1 1d8
to hit damage
EYON ALL
AND OTHER
to hit damage ADVENTURES
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