Player: Race: Hobgoblin

5/ CHARACTER SHEET FOR. 5

Character: Grib Gnollcrusher Class: Savage 3 Al\/[BYTK)N ‘
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ATTRIBUTES  Mob SAVING THROWS DunGEON THROWS it I o B
Strength: 15 +2 Blast: 13+ Climb: 16+ In Six CHances
Dexterity: 13 +1 Death: 13+ Force: 15+ 4 in 6 chance to identify unknown smells
Constitution: 14 +1 Paralysis: 13+ Locks: 17+
Intelligence: 7 -1 Poison: 12+ Notice: 15+
Wisdom: 6 -2 Reflex: 14+ Sneak: 18+
Charisma: 9 +0 Spells: 15+ Traps: 16+
Qé;f + modifier vs DC QA;? equal or greater Qé;f equal or greater @ equal or lower
Ciass FEATURES PROFICIENCES To Hit Bonus  ARMOR Class HiT PoINTS
Expertise: Charge Axes, Bows, Clubs
Identify: Weakness Daggers, Flails, Maces
Other: Spears, Swords
EXPERIENCE POINTS MisceLLANEOUS NOTES Infravision OJ LANGUAGES
Current: 0 2nd Force Throw Hit Die: d8 Hobgoblin
Next Level: 1,000 Rest Die: 1d8
EQuIPMENT CP SP EP GP PP KNOWN SPELLS
84

Belt Pouch with coins:

Battleaxe (1d8, throw up to 30 feet)

Dagger (1d4)

Sap (1d4, knocks unaware opponents unconscious)
Studded Leather Armor (+2 AC, +2 Sneak)

Light Shield (+1 AC, +1 Sneak) Ist  2nd  3rd  4th  S5th 6th 7t
Helmet (+2 Blast) SpeLLs Per DAy
Backpack : crowbar, 2 flasks of jellied oil, 5 days of rations, MEMORIZED SPELLS

sledge, flint & steel, & 10 torches

ENCUMBRANCE & SPEED

Status Weight Exploration Combat Sprint
Light 30 240 52 156
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