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CHARAGTER NAME PLAYER . GD@NJ

STRENGTH

Sor/EIS Human Male Chaotic Neutral c
CLASS RAGE GENDER ALIGNMERT DEmY 7 .
12/3 Medium Humanoid 17 510" 144 bs  Hazel Redish RAGONS
TEVEL SE TVPE AGE FEIGHT WEIGHT EVES FAR CHARACTER RECORD SHEET
TS grg(\)g(‘f M‘g}g& R imt TOTAL WOUNDS/CURRENT HP MCMLETHAL DAMAGE SPEED
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DAMAGE REDUCTION

DEFLEC'T MISC MOD
BONUS M(X]IF-'IER MCDIFIER AFMOR CHECK
PENALTY

E@@HHB

. FLAT-FOOTED m SKILLS
,- e e | L] ] L% | i
Appraise’ INT +2 - 2 -+ o
: INITIATIVE +3 |- +3 [+ ] Balance' DEX* +3 - 3 + *
L = T W O Bluft CHA 410 - 5 + 5
M MODIFIER  MCDIFIER Climb? STR* w0 - . N
SAVING THROWS TOTAL 2:\5.'5 r.ﬁal;‘:.:;n MEOIPER  UCOIER: warn [ U Conoentration! CON #21 - 3 + 18 +
FOFITITUDE +8 |5 +5 [+ +3 l+ +0 i+ +0 !+ Diplomacy’ CHA +7 = 5 o« + 2
(CONSTITUTION) DngulSe‘ CHA +5 - 5 " +
- REFLEX | +8 H +5 |+ +3 |+ +0 |+ Escape Artist! DEX* +3 - 3 o+ +
DEXTERITY) Forgery! INT +2 - 2 . n
WILL | i Gather Information? CHA +5 - 5 o+ +
et Heal' wis  _+#1 - 1 +
SPELL Hide' DEX* +#3 - 3 +
BASEATTACICRONNE RESISTANCE l:’ Intimidate* CHA 47 - 5 -+ w2
& Jump? STR* +0 - + +
GRAPPLE 4 ARCANE SPELL
e | +7 | l +7 |+ +0 |+ +0 |+ +0 FAILURE O Knowledge (arcana) INT +20 - 2 + 18 ~
TATAL DARy  piTRe  GEE. MR O Knowledge (the planes) INT +15 - 2 + 13 «
) B Listen’ WIS +1 = 1+ +
TOTAL BASE ATTACK BONUS MogT?lER MaszllerEEn Mgo‘isglgn Toomen B Move Silently’ DEX* +3 - 3 o+ +
I'b'IEL]EEh_ | $7/+2 H 742 4 +0 |+ +0 |+ +0 i O Profession (Cook) wis +10 - 1+ 9
ATIACK BONUS 3 Ridet DEX 3 - 3w n
Tl [ o e o o o i = s T I I
fuamel . ST AT =5 e B Sense Motive' WIS #1 - 1 . +
MCORER  WOIFER  MCDIER 1o O Spelicraft INT +22 - 2 + 18 + 2
B Spot? wis +1 = 1+ +
WEAPON TOTAL ATTAGK BONUS DAWAGE GRITICAL Survival' wis #1 - 1 *
I T S R T g W
RANGE WEIGHT SizE SPEGIAL PROPERTIES Use Rope! DEX +3 - 3 *
Two-handed g 7 g
AMMUNITION 00000 OD0OO0O00 O00OO0g boogooo ; ik i
WEAPON TOTAL ATTAGK BONUS DAWAGE CRITIGAL s * *
Light Crossbow +10/+5 19-20/x2 & . "
RANGE  WEIGHT SiZE SPEGIAL PROPERTIES - b *
Two-handed 7 :
AMMUNITION Ooo0o0o0 OopoDbOo Doooo ooooo - ) &
WEAPON TOTAL ATTACK BONUS DANAGE GRITIGAL g % %
RANGE WEIGHT 1 S[2 SPEGIAL PROPERTIES = + +
& + +
= + +
AMMUNITION 0O0DD00 0OO0OO0O00 00000 oooda B " i
WEAPON TOTAL ATTACK BONUS DAVAGE CRITICAL = + +
= + +
RANGE  WEIGHT SizE SPECIAL PROPERTIES = * +
AMMUNITION DOoo0d 0OOoopo DOoooo ooooo i i 5
WEAPON TOTAL ATTACK BONUS DAMAGE GRITIGAL = + *
WEIGHT SIZE SPECIAL PROPERTIES = + +
AMMUNITICN DO00O0O0 00000 00000 Oogoooo i " =
WEAPON TOTAL ATTACK BONUS DANA CRITICAL - * *
RANGE  WEIGHT ZE SPECIAL PROPERTIES #» + +

Skills marked with ! can be used normally even if the character has zero (0) skill ranks.
Skills marked with [ are cross-class skills.
* ARMOR CHECK PENALTY applies. ** Twice ARMOR CHECK PENALTY applies.

AMMUNITION 00000 00000 O0000 ooooo
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ARMOR/PROTECTIVE ITEM

SPELL FAILURE  SPEED.

ARMOR BONUS

WEIGHT

SPECIAL PROPERTIES

MAX DEX BONUS

SHIELD/PROTECTIVE ITEM

ARMOR BONUS

SPECIAL PROPERTIES

WEIGHT

CHECK PENALTY

SPELL FAILURE

OTHER POSSESSIONS
ITEM Wg TEM W

A 7. v G+ CARRIED

NOTES

Cemmon

LANGUAGES

Draconic

SPECIAL ABILITIES/FEATS

— RACE ABILITIES —

» Base land speed of 30 fest.

» Favored Class: Any

— CLASS ABILITIES —

= Proficient with all simple weapons.

* Familiar: You have called a as a magical companion.

o Alertness: W hile the familiar is within arms reach, you gain the Alertness

feat(+2 to Spot & Listen checks).

* Spell Ability: For each level of Elemental Savant you take(except 10th),
you can add 1 to your effective level in a spellcasting class you have.
* Elemental Transition: You are transcending your mortal form. You are

immune to magical sleep sffects.

* Resistance(EX): You have Fire resistance 5.

* Elemental Focus(Ex): Any spells with the Fire descriptor have a +1
bonus to the save DC.

+ Elemental Penetration(Ex): W hen casting spells with the Fire
descriptor you have a +1 competence bonus to caster level checks
to overcome Spell Resistances.

— FEATS —

* Combat Casting

* Dodge

* Improved Familiar

* Spell Focus(Evocation)

* Craft Wand

= Energy Affinity(Fire)

* Energy Admixture

Infernal

CARRYING INFO TURN/REBUKE ATTEMPTS

T:mM!D u“‘D TurningRekuking D
1-38 3e-78| |77-115 CheskModler
TIGAT"
Loap WED LORD LoAD
TG el Pawetaly
‘ﬂ,:ﬁ’ :Mmm““ ﬂg’f“ #of HD TumedRebuked
2d6
115 230 s75 | [Ypteo N
13 If your cleric levelis
TFTOER  TFTOFF PUSH doutis g 1D ol iho
HEAD GROUND DRAG 4-8 undead or more, the
undead are
79 nanded
MONEY 10-12 rather than
cP twmed/rebuked. Dispelling
1315 rebuking/uming works like
SP 16-18 tuming/rebuking, but you
must equal or exceed the
GP 1¢-21 check result of the cleric
PP 254 who rebukedtumed.
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Ashes

FAMILIAR NAME MASTER'S NAME
Elemental, Fire, Small (3.5) Chaotic Neutral 5 ft./5 ft.
FAMILIAR CREATURE TYPE ALIGNMENT Face/Reach
15 Small 15
MASTER'S LEVEL SIZE AGE ‘GENDER HIT DICE FAMILIAR RECORD SHEET
sy AswTY — Tew. pace  HILDIE SPEED
ABILITY NAME SCORE MODIFIER SCORE MODIFIER WOUNDS/CURRENT HP SUBDUAL DAMAGE REDUCTION TYPE
s |I l L |[a8][ sof |
| +8 4 L +3 J{ +0 20 [ |
FAMILL SHIELD SPELL RESIST,
EONUS BONUS MDDIF‘[ER MODlFlER MODIFEER

el l +5 H +1 ]* +4 SKILLS

G = o i | L) L (] ™ |
MODIFIER MODIFIER i s ABILITY MODIFIE MODIFIER

Appraise INT +1 = +1 + + 40
BASE ATTACK Balance DEX* +1 = +1 + + 40
Bluff CHA +5 = +0 + 5 + +0
Climb STR* +0 = +0 + + 40
SAVING THROWS TOTAL A MOOTIER,, . HODIERS OIS hcomen Concentration oo +18 - +0 + 18 ~+ +0
FORTITUDE | 5 I i _,_l +0 t I I | | Craft skills o INT +1 = +1 + + +0
(CONSTITUTION) Diplomacy CHA +0 T + 10
REFLEX l +6 |; H Disguise A 40 = +0 + + 40
(DEXTERITY) ESCGDEAI"UST. DEX* +1 2T - v 40
e S l +9 |=| +9 -|+1 +0 |+| |+| Forgery INT 41 = +1 + o0
Rl Gamble A +0 = +0 + 40
il o WIS T v Gather Information CHA +0 = +0 -+ + 40
TOTAL BASE ATTACK BONUS MODIFIER. MODIFIER MODIFIER
Heal WIS +0 = +0 ~+ + 40
MELEE _| | |
.aT.'E»t BONUS I +8 l— +7 +| +1 |+| |+ i Hide DEX* +1 = +1 + + 40
Intimidate CHA +0 = +0 + + 40
RANGED - | | | |
ATTACK BONUS I +8 |"|_ +7 H +1 | B Jump STR* +0 = +0 =+ +  +0
ToTAL B ATIAK RO . P M foomm Knowledge (arcana) INT 419 - +1 + 18 + +0
Knowledge (the planes) INT +15 - +1 + 14 <+ +0
Pﬁmafv Attack TOTAL ATTACK BONUS DAMAGE CRITICAL Listen WIS +2 = 40 + 2 + +0
SPECIAL PROPERTIES Perform skills CHA +0 = +0 + + +0
+1d4 [Fire] Profession (cook) wis 49 = +0 + 9 + +0
Ride DEX +1 - +1 + + 40
Secondary Attack TOTAL ATTACK BONUS DAMAGE CRITICAL Search INT +1 = +1 + +  +0
SPECIAL PROPERTIES Spellcraft INT +19 = +1 + 18 + +0
Spot WIS +3 = 0 + 3 + +0
Survival WIS +0 = +0 + + 40
Tertiary Attack TOTAL ATTACK BONUS M g Swim STRE* +0 = +0 + + +0
Use Rope DEX +1 = +1 + + 40
WEIGHT SPECIAL PROPERTIES = K ¥
- + +
= + +
Special Abil = + +
= + +

» Book References: Player's Handbook (Page 51), Monster Manual (Page 83), and Tome & Blood _ . .
(Pages 9-12,17).

« Improved Evasion (Ex): If the familiar is subjected to an attack that normally allows a reflex saving = > N
throw for half damage, the familiar takes no damage if it makes a successful saving throw and half = + +
damage even if the saving throw fails. - . .

« Share Spells (Sp): At master's option, any spell he casts on himself can affect the familiar. 5 B :
Additionally, the master may cast a spell with a target of "You' (as a ranged touch spell) on his
familiar instead of on himself. The familiar must be within 5' at the time of casting. = h ¥

» Empathic Link (Su): The master and familiar may communicate empathically up to one mile. = + +

« Touch (Sp): The familiar can deliver touch spells for the master. _ o .

« Speak with Master: Master and familiar can communicate verbally as if using a common language. i

Other creatures do not understand the communication without magical help. = 3 *

» Speak with Animals: The familiar can communicate with creatures of similar type (Elementals). ] = +

» Spell Resistance: The familiar has spell resistance of 20. = + +

 Scry on Familiar: Master may 'scry’ his familiar once per day. - i %

» Elemental: Immune to poison, sleep, paralysis, and stunning; not subject to critical hits or
flanking. = * r

« Darkvision out to 60'. - - %

» Fire Sybtype: Fire immunity, double damage from cold except on successful save. = 3 5

« Burn (Ex): Those hit by the fire elemental's slam attack must succeed at a Fort save (DC 11) or ~ . N
catch fire, The flame burns for 1d4 rounds. Those hitting it with natural weapons or unarmed -
attacks must make a Ref save (DC11) or catch fire as above. S % +

Skills marked with @ can be used normally even if the character has zero (0} skill ranks
* ARMOR CHECK PENALTY, if any, applies.
*#* 1 per 5 |bs. of gear.




