[Name]

[Picture] 
[Name]† 

[Race] [Gender] [Class/Classes]
[Alignment]

[Additional Attribute/Nickname/Title]


[Author's  name]

Basic Stats

	
	Strength
	
	
	
	
	Size:
	
	

	
	Dexterity
	
	
	
	
	Height:
	[m, cm]
	

	
	Constitution
	
	
	
	
	Weight:
	[kg]
	

	
	Intelligence
	
	
	
	
	Eyes:
	
	

	
	Wisdom
	
	
	
	
	Hair:
	
	

	
	Charisma
	
	
	
	
	Skin:
	
	

	
	


Total Hit Points: 

Speed: [feet]

Armor Class: 

Touch AC: 
Flat-footed: 

Languages

[native, denominated as “[native]” ], [additional languages]

Saving Throws

	Initiative modifier:
	
	

	Fortitude save:
	
	

	Reflex save:
	
	

	Will save:
	
	

	Fear check:
	
	

	Horror check:
	
	

	Madness check:
	
	

	Attack (handheld):
	
	

	Attack (missile):
	
	

	Grapple check:
	
	


Skills

	Skill Name
	Key
Ability
	Skill
Modifier
	Ability
Modifier
	Ranks
	Misc.
Modifier

	Appraise
	Int
	 = 
	
	
	

	Balance
	Dex*
	 = 
	
	
	

	Bluff
	Cha
	 = 
	
	
	

	Climb
	Str*
	 = 
	
	
	

	Concentration
	Con
	 = 
	
	
	

	Craft_1
	Int
	 = 
	
	
	

	Craft_2
	Int
	 = 
	
	
	

	Craft_3
	Int
	 = 
	
	
	

	Decipher Script
	Int
	 = 
	
	
	

	Diplomacy
	Cha
	 = 
	
	
	

	Disable Device
	Int
	 = 
	
	
	

	Disguise
	Cha
	 = 
	
	
	

	Escape Artist
	Dex*
	 = 
	
	
	

	Forgery
	Int
	 = 
	
	
	

	Gather Information
	Cha
	 = 
	
	
	

	Handle Animal
	Cha
	 = 
	
	
	

	Heal
	Wis
	 = 
	
	
	

	Hide
	Dex*
	 = 
	
	
	

	Intimidate
	Cha
	 = 
	
	
	

	Jump
	Str*
	 = 
	
	
	

	Knowledge (dungeoneering)
	Int
	 = 
	
	
	

	Knowledge (geography)
	Int
	 = 
	
	
	

	Knowledge (local)
	Int
	 = 
	
	
	

	Knowledge (nature)
	Int
	 = 
	
	
	

	Listen
	Wis
	 = 
	
	
	

	Move Silently
	Dex*
	 = 
	
	
	

	Open Lock
	Dex
	 = 
	
	
	

	Perform_1
	Cha
	 = 
	
	
	

	Perform_2
	Cha
	 = 
	
	
	

	Perform_3
	Cha
	 = 
	
	
	

	Perform_4
	Cha
	 = 
	
	
	

	Perform_5
	Cha
	 = 
	
	
	

	Profession
	Wis
	 = 
	
	
	

	Ride
	Dex
	 = 
	
	
	

	Search
	Int
	 = 
	
	
	

	Sense Motive
	Wis
	 = 
	
	
	

	Sleight of Hand
	Dex*
	 = 
	
	
	

	Spot
	Wis
	 = 
	
	
	

	Survival
	Wis
	 = 
	
	
	

	Swim
	Str**
	 = 
	
	
	

	Tumble
	Dex*
	 = 
	
	
	

	Use Magic Device
	Cha
	 = 
	
	
	

	Use Rope
	Dex
	 = 
	
	
	


* = check penalty for wearing armor

Feats

Default: 

[Class-specific feats, denominated as “[Class Name]”]: 

[Possible second class-specific feats, denominated as “[Class Name]”]: 

Gawaine's Equipment

Weapons:

· [Weapon name, “[damage]”]

Armor: [Armor Name]

Shield: [Shield Name]

Misc Items: 

· item, (number) 

Author Background

Author Background. [Tell a bit about the gaming history and the development of this character, please!]

Character Background

Character Background

Sourcebooks used for Character Creation

· [author, “name”, publisher, year]

---------------------------------------------------------------------------------------------------------------------------------------------------

Author Information for the Appendices:

If you want to be credited properly, please give your name (and maybe some personal information like, say, your age, your gaming experiences, etc. à la netbook credit) here!
Example: Gawaine Madram
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Madram, image from Legend of Heroes IV, © Nihon Falcom Company 2000

Human Male Ranger 1/Rogue 3
Chaotic Good

Blessed of Lugh


By: Rafael 

Basic Stats

	
	Strength
	10
	(+0)
	
	
	Size:
	Medium
	

	
	Dexterity
	16
	(+3)
	
	
	Height:
	1,79 m
	

	
	Constitution
	12
	(+1)
	
	
	Weight:
	67 kg
	

	
	Intelligence
	14
	(+2)
	
	
	Eyes:
	Blue
	

	
	Wisdom
	12
	(+1)
	
	
	Hair:
	Red
	

	
	Charisma
	12
	(+1)
	
	
	Skin:
	Light
	

	
	


Total Hit Points:  20

Speed: 30 feet

Armor Class: 13 = 10 +3 [dexterity] 

Touch AC: 13
Flat-footed: 10

Languages

Tepestani [native], Mordentish, Vaasi

Skills

	Skill Name
	Key
Ability
	Skill
Modifier
	Ability
Modifier
	Ranks
	Misc.
Modifier

	Appraise
	Int
	4 = 
	+2
	+2
	

	Balance
	Dex*
	8 = 
	+3
	+3
	+2 [tumble] 

	Bluff
	Cha
	2 = 
	+1
	+1
	

	Climb
	Str*
	1 = 
	+0
	+1
	

	Concentration
	Con
	4 = 
	+1
	+3
	

	Craft_1
	Int
	2 = 
	+2
	
	

	Craft_2
	Int
	2 = 
	+2
	
	

	Craft_3
	Int
	2 = 
	+2
	
	

	Decipher Script
	Int
	4 = 
	+2
	+2
	

	Diplomacy
	Cha
	2 = 
	+1
	+1
	

	Disable Device
	Int
	5 = 
	+2
	+3
	

	Disguise
	Cha
	3 = 
	+1
	+2
	

	Escape Artist
	Dex*
	5 = 
	+3
	+2
	

	Forgery
	Int
	3 = 
	+2
	+1
	

	Gather Information
	Cha
	2 = 
	+1
	+1
	

	Handle Animal
	Cha
	3 = 
	+1
	+2
	

	Heal
	Wis
	3 = 
	+1
	+2
	

	Hide
	Dex*
	8 = 
	+3
	+3
	+2 [stealthy] 

	Intimidate
	Cha
	2 = 
	+1
	+1
	

	Jump
	Str*
	5 = 
	+0
	+3
	+2 [tumble] 

	Knowledge (dungeoneering)
	Int
	3 = 
	+2
	+1
	

	Knowledge (geography)
	Int
	3 = 
	+2
	+1
	

	Knowledge (local)
	Int
	3 = 
	+2
	+1
	

	Knowledge (nature)
	Int
	4 = 
	+2
	+2
	

	Listen
	Wis
	3 = 
	+1
	+2
	

	Move Silently
	Dex*
	8 = 
	+3
	+3
	+2 [stealthy] 

	Open Lock
	Dex
	5 = 
	+3
	+2
	

	Perform_1
	Cha
	1 = 
	+1
	
	

	Perform_2
	Cha
	1 = 
	+1
	
	

	Perform_3
	Cha
	1 = 
	+1
	
	

	Perform_4
	Cha
	1 = 
	+1
	
	

	Perform_5
	Cha
	1 = 
	+1
	
	

	Profession
	Wis
	2 = 
	+1
	+1
	

	Ride
	Dex
	4 = 
	+3
	+1
	

	Search
	Int
	4 = 
	+2
	+2
	

	Sense Motive
	Wis
	3 = 
	+1
	+2
	

	Sleight of Hand
	Dex*
	5 = 
	+3
	+2
	

	Spot
	Wis
	2 = 
	+1
	+1
	

	Survival
	Wis
	3 = 
	+1
	+2
	

	Swim
	Str**
	1 = 
	+0
	+1
	

	Tumble
	Dex*
	10 = 
	+3
	+7
	

	Use Magic Device
	Cha
	4 = 
	+1
	+3
	

	Use Rope
	Dex
	5 = 
	+3
	+2
	


*= check penalty for wearing armor
Saving Throws

	Initiative modifier:
	+3
	= +3 [dexterity] 

	Fortitude save:
	+4
	= 3 [base] +1 [constitution] 

	Reflex save:
	+8
	= 5 [base] +3 [dexterity] 

	Will save:
	+2
	= 1 [base] +1 [wisdom] 

	Fear check:
	+3
	= +2 [will save] +1 [blessed] 

	Horror check:
	+3
	= +2 [will save] +1 [blessed] 

	Madness check:
	+2
	= +2 [will save] 

	Attack (handheld):
	+3
	= 3 [base] 

	Attack (missile):
	+6
	= 3 [base] +3 [dexterity] 

	Grapple check:
	+3
	= 3 [base] 

	
	


Feats

Default:  

Stealthy, Blessed, Redhead (Spell-like abilities: Detect Magic, Guidance)

[Class-specific feats, denominated as “[Class Name]”]:  

Evasion, Trapsense +1, Trapfinding, Sneak attack +2d6

[Possible second class-specific feats, denominated as “[Class Name]”]: 

Favoured Ememy (Humans), Track, Wild Empathy

Gawaine's Equipment

Weapons:

· Kukri, Masterwork [1d4+1, crit 18-20/x2 +3, 2 lb., light, slashing]

· Scimitar, Masterwork [1d6 +1, crit 18-20/x2 +3, 4 lb, one-handed, slashing] 

· Dart [1d4, crit x2, range inc. 20 ft., 1/2 lb, piercing] 

· Heavy Crossbow [1d10, crit 19-20/x2, range inc 120 ft., 8 lb., piercing] 

Armor:  Chain Shirt

Shield:  Darkwood Shield

Misc Items: 

· Quiver of crossbow bolts (10)

· 10 silver darts 

· backpack 

· bedroll

· candle

· silver mirror

· soap

· lockpicking gear

· sewing needle

· bottle of Nevucharian Dwarven Ale

· wooden amulet of Lugh [eight-pointed star]

· 1 acid flask

· 1 flask of holy water (Belenus)

· climber's kit

· 2 potions cure light wounds

· 2 Thunderstones

· 2 potions hide from undead  

· 1 Elixir of Truth

Author Background

Gawaine is a character I designed for Nathan of the FoS' “The Devil and the Deep Blue Sea” game. He is very inspired by Madram, the lonesome wanderer from Falcom's Legend of Heroes/Dragonslayer series. In many of my campaigns, I have NPCs with the name of Gawaine showing up from time to time, but apart from the name, they have nothing in common.

Character Background

This young scoundrel of barely twenty years was born to a family of foresters living on the shores of th Blackmist River near the forbidding ShadowRift.

Gawaine's parents were following the ways of the old faith, his father being one of the last remaining clerics of Lugh.

The young boy, however, was far less interested in the old ways of magic, than into the many tales of adventures that the wandering bards sung at the local inn, and one day just packed his bag and travelled northwards to Linde...

Gawaine is still more a boy than a man, and lacks the discipline and the professionalism of other thieves. Lately, he has grown tired of the life as a gentleman bandit. He begins to realize that one day, he might return to his place of birth and indeed take over his father position as the high priest of Lugh.

Sourcebooks used for Character Creation

· Monte Cook et al., “Dungeons & Drangons Player’s Handbook”, Wizards of the Coast, 2003
· Andrew Cermak et al., “Ravenloft Campaign Setting”, White Wolf, 2002
-------------------

Author Information: written by Raphael (plus short bio info)
†	If you use a picture from a copyrighted source, please name the author and/or the copyright holder here!


	      Like: Madram, a character from Legend of Heroes IV, © Nihon Falcom Company 2000 


	      If taken from an artist website, provide the URL and artist name. 


	      Pictures without reference to an author or company will not be displayed in the netbook.





