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Trithereon

Hazel Black

DRL

Medium

70 4'1"

CGMale

205

ABILITY NAME

STRENGTH
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HP

Úzi, son of Úri 
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=
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INT
INTELLIGENCE
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+3

+1
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+0

ARMOR CLASS

SHIELD 
BONUS

0+

FLAT-FOOTED
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DEX 
MODIFIER
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TOUCH
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Climb¹

Balance¹
Bluff¹ CHA

+ -2+

0 +

+ 4 0+

+

+

TOTAL

+4

0

+

+7 0 #N/A
MISC. 

BONUS

ACTION POINTS

#N/A

#N/A
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ARCANE SPELL FAILURE

3 +
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MODIFIER
SIZE 

MODIFIER
BASE 

ATTACK

0+

SPELL RESISTANCE

=

REFLEX
DEXTERITY

WILL

GRAPPLE =

0
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Gather Information¹
Forgery¹
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=

Concentration¹
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MODIFIER

+0
2

3
STR* 3

0

= 3
= 3

0+

0 0

0
+ 0

+
2

+
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0
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1
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+ 0
DEX* -2 =

=

0 0

0

2

CHA 2 = 2
+ 0INT 1 = 1

× Heal¹
× Hide¹

+ 0+ 0
+ 0

× Intimidate¹ CHA 4

× Handle Animal CHA 4
WIS 6 = 4

+ 2= 2

+ -2+ 2
+ 0+ 2

= 3

DEX* 0 = 0
= 2

INT 5
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+ 0 + -8
+ 2

× Jump¹ STR* -5
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× Knowledge (geography) = 1INT 3
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+ 0

× Knowledge (nature)
× Listen¹ WIS 10
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× Move Silently¹ DEX* 0
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× Ride¹ DEX 0
+ 7× Search¹ + 0

+ 0
= 0
= 2

+ 0 + 0
INT 8
WIS 4 = 4 + 0+ 0
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× Spot¹ WIS 10
Sense Motive¹
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Double-weapon (primary)

+ +
+

+
+

1d8+3
SPECIAL PROPERTIES

20/x3

CRITICALTOTAL ATTACK BONUS

TYPE

20/x3

SIZE

+0

0 +

+=

=
= +

+

19-20/x2

CRITICAL

CRITICAL

MELEE
ATTACK BONUS

+7

RANGED

= 0

00 +

+4 + 3 +

ATTACK 1 DAMAGE

= 4 +

RANGE

++4

1d8+4
SIZE SPECIAL PROPERTIES

Masterwork dwarven urgrosh +9
WEIGHT

ATTACK BONUS

S/P

TOTAL ATTACK BONUS

Masterwork dwarven urgrosh

0 ft 12 lb

ATTACK 2

Two-handedMedium

0 ft 12 lb S/P Medium

DAMAGE CRITICAL

WEIGHT

+7
TYPE

0 ft 12 lb S/P

RANGE

Medium

ATTACK 3 TOTAL ATTACK BONUS

Masterwork dwarven urgrosh
SPECIAL PROPERTIES

DAMAGE CRITICAL

RANGE WEIGHT TYPE SIZE

SIZE

+1 Warhammer +8
SPECIAL PROPERTIESWEIGHT TYPERANGE

DAMAGE

19-20/x31d8+4
ATTACK 4 TOTAL ATTACK BONUS

B Medium0 ft 5 lb

1d10Heavy Crossbow +4
ATTACK 5 TOTAL ATTACK BONUS

8 lb

+4

RANGE WEIGHT TYPE SIZE

P Medium120 ft

20/x2
ATTACK 6

Sling
RANGE WEIGHT TYPE SIZE SPECIAL PROPERTIES

+=

=

1   This skill can be used even if the character has zero skill ranks.
×  This skill is a class skills for at least one of your classes.
*   Armor check penalty, if any, applies.    **   Double the armor check penalty.

50 ft 0 lb B Medium

+
+

20/x3

+

Two-handed

TOTAL

Two-handed
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ATTACK

ABILITY 
MODIFIER

SIZE 
MODIFIER

1d4+3

Double-weapon (secondary)

MISC. 
BONUS

TOTAL ATTACK BONUS

TEMP. 
MODIFIER

Impact 

SPECIAL PROPERTIES

DAMAGE

DAMAGE CRITICAL

+7 1d6+1



CAMPAIGN EXPERIENCE POINTS

GEAR

1

2

3

4

5

6

7

8

9
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11

12

13

14

15

16

17

18

19

20

10,000
SPECIAL ABILITIES

–– RACIAL ABILITIES ––
× Constitution+2, Charisma-2
× Base land speed of 20 feet.
× Darkvision 60 feet.
× +2 racial bonus on Fortitude saves against poison.
× Stonecunning: +2 racial bonus on checks to notice unusual stonework.
   Can find such by passing within 10 feet, and can find stonework traps as a
   rogue can. Can intuit depth. 
× Weapon Familiarity: You treat dwarven waraxes and dwarven urgroshes
   as martial weapons, rather than exotic weapons.
× Stability: Dwarves are exceptionally stable on their feet. A dwarf gains a
   +4 bonus on ability checks made to resist being bull rushed or tripped
   when standing on the ground.
× +2 racial bonus on saving throws against spells and spell-like effects
× +1 racial bonus on attack rolls against orcs and goblinoids
× +4 dodge bonus against creatures of the giant type.
× +2 racial bonus on Appraise and Craft checks that deal with stone or metal.
× Favored Class: Fighter
–– CLASS ABILITIES ––
× Proficient in all armor, and all shields (including tower shields)
× Proficient with all simple and martial weapons, and with Dwarven Urgrosh,
   Dwarven Waraxe.
× Wild Empathy(Ex): You can make a check(1d20+5) to improve the attitude
   of an animal. You must be within 30 feet of it; and it generally takes one
   minute to perform the action.
× Favored Enemy: You have certain types of enemies that you have
   extensive knowledge about. Against these creatures; you gain the listed
   bonus to Bluff; Listen; Sense Motive; Spot; and Survival checks; as well
   as weapon damage rolls.
   × Aberration (+2 bonus)
–– FEATS ––
× Alertness(PH 89) : +2 bonus on Listen and Spot checks.
× Endurance(PH 93)² : +4 bonus on checks or saves to resist nonlethal
   damage.
× Lightning Reflexes(PH 97) : +2 bonus on Reflex saves.
× Track(PH 101)² : Use Survival skill to track.
× Two-Weapon Fighting(PH 102)² : Reduce two-weapon fighting penalties
   by 2.
× Weapon Focus(PH 102) (Urgrosh, Dwarven) : +1 bonus on attack rolls
   with selected weapon.

Torso Slot

Amulet of natural armor (+2) (8000 GP) 0

Face Slot

MAX DEX BONUS

Cloak of charisma (+2) (4000 GP)

6,000 /

ARMOR/PROTECTIVE ITEM TYPE ARMOR BONUS

Neck Slot

+1 Mithral breastplate Light +6
ACP SPELL FAILURE SPEED WEIGHT

0

Waist Slot
(none) (0 GP) 0

(none) (0 GP)

SPECIAL PROPERTIES

Wgt

Ring of protection (+1) (2000 GP)
Ring Slot (RH)

+2

    Bolts, 20x

SPECIAL PROPERTIES

Masterwork Heavy 
steel shield

ITEM

Head Slot

Adventurer's Kit
    Pouch

Sling

Ring Slot (LH)

+5

OTHER POSSESSIONS

15 -1 15%

Shoulder Slot

Hand Slot

(none) (0 GP) 0

2

0(none) (0 GP)

(none) (0 GP) 0
Arm Slot
(none) (0 GP) 0

–1 15%

SHIELD/PROTECTIVE ITEM

20 15

ARMOR BONUS WEIGHT CHECK PENALTY SPELL FAILURE

ITEM Wgt

MW Urgrosh, Royal
Warhammer, Royal
Crossbow, Heavy

        Pet Rocks

MW Chain Shirt, Royal

Magic Items Equipped by Slot
Potion, Cure Light Wounds; 0x

Healer's Kit
Shield, Heavy Wooden
Signal Whistle

(none) (0 GP)

Body Slot

NOTES

w/ cloak

0(none) (0 GP)

(none) (0 GP)
Feet Slot

0
32TOTAL WEIGHT CARRIED

LANGUAGES

Common

TURN/REBUKE ATTEMPTS

Dwarven
Undercommon

CARRYING INFO

+2 Bonus to Kingsport social

HEAVY 
LOAD

76

MED LOAD
LIGHT 
LOAD

153 230

If your cleric level is 
double the HD of the 
undead or more, the 

undead are 
destroyed/commanded 

rather than 
turned/rebuked. Dispelling 
rebuking/turning works like 
turning/rebuking, but you 
must equal or exceed the 
check result of the cleric 

who rebuked/turned.

2d6Up to 0

1-3

10-12

4-6

7-9

# of HD Turned/Rebuked
Most Powerful Undead 

Affected(Max HD)

Used Turning/Rebuking 
Check ModifierTimes/Day

buking 
Check

1,150

LIFT OVER 
HEAD

MONEY

230 460

LIFT OFF 
GROUND

PUSH 
DRAG

22+

13-15
SP

19-21

16-18

GP

Art

CP

Other (GP)

Gems

PP

23

21


