Shalelu Andosana
27.02.2017
Female CG Elf
Fighter 2 / Ranger(Guide) 7
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Stats
STR
12
+1
HP:
76
= Level x 7.5 + 8.5
Movement rate: 30 ft
DEX
16(+18)
+3(+4)
INI:
+4
= 4(DEX)
BAB: +Lvl
Melee: +10
CON
14
+2
Base+Stat+Item(+Misc)

Ranged: +13
INT
12
+1
Fort:
11
=   8+2+1
AC: 20
WIS
14
+2
Ref:
10
=   5+4+1
Touch: 15
CHA
8
-1
Will:
5
=   2+2+1 (+1 fear, +2 ench.)
Flat-footed: 15
Combat

Short Sword
Atk: +12/7
Damage: 1d6+2
Crit: 19-20/x2
Special: masterwork
Compo. L/bow
Atk: +15/10
Damage: 1d8+2+1d6
Crit: 20/x3
Special: +1, Icy burst, STR16
CMB: Lvl(BAB)+1(Str) = +10
CMD: 10+Lvl(BAB)+1(Str)+4(Dex)+1(Dodge) = 25
	Skill (F = Fighter, R = Ranger)
	Class
	Value
	
	Rank
	
	Skillbonus
	
	Misc. 1
	
	Misc. 2

	Acrobatics
	–
	15
	=
	8
	+
	4
	Dex
	+
	3
	Feat
	+
	
	

	Appraise
	–
	1
	=
	
	+
	1
	Int
	+
	
	
	+
	
	

	Bluff
	–
	-1
	=
	
	+
	-1
	Cha
	+
	
	
	+
	
	

	Climb
	FR
	9
	=
	5
	+
	1
	Str
	+
	3
	Class
	+
	
	

	Craft (Drawing)
	FR
	5
	=
	1
	+
	1
	Int
	+
	3
	Class
	+
	
	

	Diplomacy
	–
	-1
	=
	
	+
	-1
	Cha
	+
	
	
	+
	
	

	Disable Device
	–
	4
	=
	
	+
	4
	Dex
	+
	
	
	+
	
	

	Disguise
	–
	-1
	=
	
	+
	-1
	Cha
	+
	
	
	+
	
	

	Escape Artist
	–
	4
	=
	
	+
	4
	Dex
	+
	
	
	+
	
	

	Handle Animal*
	FR
	3
	=
	1
	+
	-1
	Cha
	+
	3
	Class
	+
	
	

	Heal
	R
	5
	=
	1
	+
	1
	Wis
	+
	3
	Class
	+
	
	

	Intimidate
	FR
	-1
	=
	
	+
	-1
	Cha
	+
	
	
	+
	
	

	Knowledge (arcana)*
	–
	
	=
	
	+
	1
	Int
	+
	
	
	+
	
	

	Knowledge (dungeon)*
	FR
	
	=
	
	+
	1
	Int
	+
	
	
	+
	
	

	Knowledge (engineer.)*
	F
	
	=
	
	+
	1
	Int
	+
	
	
	+
	
	

	Knowledge (geograph.)*
	R
	
	=
	
	+
	1
	Int
	+
	
	
	+
	
	

	Knowledge (history)*
	–
	
	=
	
	+
	1
	Int
	+
	
	
	+
	
	

	Knowledge (local)*
	–
	
	=
	
	+
	1
	Int
	+
	
	
	+
	
	

	Knowledge (nature)*
	R
	9
	=
	5
	+
	1
	Int
	+
	3
	Class
	+
	
	

	Linguistics*
	–
	2
	=
	1
	+
	1
	Int
	+
	
	
	+
	
	

	Perception
	R
	15
	=
	9
	+
	2
	Wis
	+
	3
	Class
	+
	2
	Elf

	Perform (Sing)
	–
	-1
	=
	
	+
	-1
	Cha
	+
	
	
	+
	
	

	Ride
	FR
	4
	=
	
	+
	4
	Dex
	+
	
	
	+
	
	

	Sense Motive
	–
	2
	=
	
	+
	2
	Wis
	+
	
	
	+
	
	

	Spellcraft*
	R
	
	=
	
	+
	1
	Int
	+
	
	
	+
	(2)
	Elf

	Stealth
	R
	16
	=
	9
	+
	4
	Dex
	+
	3
	Class
	+
	
	

	Survival
	FR
	14(17)
	=
	9
	+
	2
	Wis
	+
	3
	Class
	+
	(CL/2)
	Track

	Swim
	FR
	10
	=
	6
	+
	1
	Str
	+
	3
	Class
	+
	
	

	Languages (M=mother tongue, B=bonus from high INT, L=learned through Linguistics)

	Common(M), Elven(M), Goblin(B), Dwarven (L)

	Points Level 1-2:
2(Base)+1(INT)
= 6


	Points Level 3-9:
6(Base)+1(INT)
= 49
Points spent (Level 8):
55


* = trained only
Feats & Features
Features:
Elf: +2 Dex, +2 Int, and -2 Con, +2 vs. enchantment, low light vision

Ranger: Track (CL/2 to survival to follow tracks)

Ranger: Wild empathy (1d20+CL-1)

Ranger (Guide): Ranger’s Focus (3/day +4 bonus on attack and damage rolls vs. Enemy)


Ranger: Favored Terrain (+2 Init, Knowledge (geography), Perception, Stealth, and Survival in forest)

Ranger (Guide): Terrain Bond (+2 bonus on Init, Perception, Stealth, and Survival to group when in favored terrain)

Ranger: Woodland Stride
Feats:
Level 1 + Fighter 1: Point-blank Shot, Precise Shot

Level 2 (= Fighter 2): Dodge

Level 3: Skill Focus (Acrobatics)

Level 4 (= Ranger 2): Rapid Shot

Level 5 + Ranger 3: Weapon Focus (composite longbow), Endurance

Level 7: Deadly Aim

Level 8 (= Ranger 6): Manyshot

Level 9: Clustered Shot
Favored Class: +4 hitpoints (Level 3-6), Critical Focus (Longbow) +1,5 (Level 7-9)
Equipment
(Cash: 58 gp 5 sp 0 cp)

Trecking: backpack, bedroll, climber’s kit, flint and steel, manacles, silk rope (50 ft.), sunrods (3), trail rations (4 days), waterskin, winter blanket, campfire bead
Misc: wooden holy symbol

· Weapons & Armor:

· Melee: mwk short sword

· Ranged: +1 adaptive mighty+3 icy burst composite longbow

· Amulett: amulet of natural armor +1

· Cloak: Resistance+1

· Armor: +1 studded leather

· Waist: Belt of Giant Strength+2 (inaktiv), Belt of Dex+2

· Arrows:

· Common: 20

· Durable: 16

· Blunt: 20

· Barbed: 5

· Sleep: 10

· +1: 32

· +1 Giant Bane (+2 to hit, +2d6+2 to damage vs. giants): 7

· Wands:

· wand of cure light wounds (22 charges)

· Potions:

· potion of delay poison, potions of lesser restoration
Magic & other Extraordinary Abilities
Casterlevel: 4 = Ranger-Classlevel - 3

	Offensive casting: DC10 + Spell Level + Damage
	Defensive casting: DC15 + (2 x Spell Level)

	Long term Spells (1 Std./Level or more)
	Full day duration or longer

	Immediate & Free Action spells
	Swift Action spells


Spell Level 1
per day: 1(Base)+1(Wis) = 2
	Name
	Note
	Comp
	Stnd
	Used
	Var
	Used

	Gravity Bow
	4 Min
	VS
	X
	
	
	

	Keep Watch
	
	VS
	x
	
	
	

	Item
	Note
	#
	Used
	Used
	Used
	Used

	Pearl of Power I
	–
	0
	
	
	
	


Spell Level 2
per day: 0(Base)+1(Wis) = 1
	Name
	Note
	Comp
	Stnd
	Used
	Var
	Used

	Versatile Weapon
	4 Min
	VSM
	X
	
	
	

	
	
	
	
	
	
	


Combat modifiers
	Feat/Spell
	U
	#Atk
	Atk bonus
	Dmg
	Note

	Unmod. Full Attack
	–
	+0
	+15/+10
	1d8+1d6+2
	9/4(BAB) +4(DEX) +1(WF) +1(magic) / 20/x3 (+1#)

	+ Point-Blank Shot
	
	–
	+1
	+1
	Distance ≤ 30 feet

	+ Deadly Aim
	x
	–
	-3
	+6
	

	+ Ranger’s Focus
	
	–
	+4
	+4
	3/day: xx

	+ Manyshot*
	x
	spec.
	–
	–
	1. attack = 2nd damage roll (no crit)

	+ Rapid Shot*
	x
	+1
	-2
	–
	

	+ Haste§
	x
	+1*
	+1
	–
	

	+ Foretell§
	x
	–
	+2
	–
	

	+ Inspire Courage§
	x
	–
	+2
	+2
	

	+ Weapon of Awe§
	
	–
	–
	+2
	Shaken for 1 round on crit, no save

	Sum
	–
	+0
	+17/+12
	1d8+1d6+8
	–


* = only usable on full attack

§ = external Buff
# = bonus to Critical confirmation roll
On critical hit = every fixed damage bonus is tripled
