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Movement & Gear
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Magic Jtems

DESCRIFTION LOCATION/SLOT

Miscellanecous 3tems

WANDS
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Sandy Saversnct

Acts as a Bag of Holding with a main section and two quart-sized pouches. Always weighs 5 pounds. Wearer does not need to search for stored material.
Removing an item is @ move action that does not provoke Attacks of Opportunity. The Haversack and all contents get a +2 resistance bonus to all saves.

MAINPOUCH (8 c-ft., 80 Ibs) RIGHT FOUCH (2 c-ft., 20 Ib., 2 qt.)

LEFT FOUCH (2 c-ft., 20 Ib., 2 qt.)
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Bog of Folding/Rortable Hole

Bag of Holding: appears to be a 2'x4’ cloth sack. 10 minutes of air. Retrieving items is a move-action or a full-round action if it holds more than a standard backpack.
Portable Hole: 6’ diameter, 10’ deep. 10 minutes of air. Placing Bag of Holding into Portable Hole opens portal to Astral Plane & destroys both items.
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Magical Information

SPECIALIST SCHOOL:
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EFFECT SAVE

(10+1/2Cleric level+Charisma mod)

PER DAY (3+Charismamodiiery 111 QQQQQ0QQAQAA |

Standard action; Does not provoke Attack of Opportunity; Must present Holy Symbol.

BARDIC SCHOOL:

druid

o NATURE GOND: O pomain O ANIMAL COMPANION

© DOMAIN:

e

i (RANTED POWER:

Faladin
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DIVINE BOND: Q sonoep weapon QA sTEED

EFFECT SAVE

(10+1/2Cleric level+Charisma mod) 2 %
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Standard action; Does not provoke Attack of Opportunity; Costs 2 uses of Lay on Hands.

LAY ON HANDS Heal (1d6 /2 evels) PER DAY (1/2 tevet + Charisma modifier) ‘
(N I
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Animal Information

NAME: BASE ABILITY MISC Samilior Abilities
SPECIES: ALGN/SITE/TYPE: o LVL 4AC Int Abilities
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Mount/Animal Companion
NAME:
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SENSES: PERCEFTION. R = + + 12 +0 1 Link, share spells
=i - )
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Q""ib”tns szu"b MODIFIERS D 4 +2 2 Ability score increase
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SPECIAL QUALITIES
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CRRYING CAPACITY: LIGHT MEDIUM HEAVY CURRENT LOAD LOAD WITH RIDER
HORSE, RIDING HORSE, PONY

N Large animal; Init +2; Senses low-light vision, scent; Perception +6

DEFENSE

AC 11, touch 11, flat-footed 9 (+2 Dex, —1 size); hp 15 (2d8+6)
Fort +6, Ref +5, Will +1

OFFENSE

Speed 50 ft.; Melee 2 hooves —2 (1d4+1); Space 10 ft.; Reach 5 ft.

STATISTICS

Str 16, Dex 14, Con 17, Int 2, Wis 13, Cha 7; Base Atk +1
CMB +5; CMD 17 (21 vs. trip)

Feats Endurance, Run

Skills Perception +6; SQ docile

SPECIAL ABILITIES
Docile (Ex): Unless specifically trained for combat (see the Handle
Animal skill, a horse’s hooves are treated as secondary attacks

N Med. animal; Init +1; Senses low-light vision, scent; Perception +5

DEFENSE

AC 11, touch 11, flat-footed 10 (+1 Dex); hp 13 (2d8+4)
Fort +5, Ref +4, Will +0

OFFENSE

Speed 40 ft.; Melee 2 hooves —3 (1d3)

STATISTICS

Str 13, Dex 13, Con 14, Int 2, Wis 11, Cha 4; Base Atk +1
CMB +2; CMD 13 (17 vs. trip)

Feats Endurance, RunB

Skills Perception +5; SQ docile

SPECIAL ABILITIES

Docile (Ex): Unless specifically trained for combat (see the Handle
Animal skill, a pony’s hooves are treated as secondary attacks.
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Avcane Spell Description
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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000
Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark
owners who have contributed Open Game Content; (b)”Derivative Material” means
copyrighted material including derivative works and translations (including into
other computer languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in which an existing
work may be recast, transformed or adapted; (c¢) “Distribute” means to reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute;
(d)"Open Game Content” means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does not embody the
Product Identity and is an enhancement over the prior art and any additional content
clearly identified as Open Game Content by the Contributor, and means any work
covered by this License, including translations and derivative works under copyright
law, but specifically excludes Product Identity. (e) “Product Identity” means product
and product line names, logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representations; names
and descriptions of characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or graphic designs; and
any other trademark or registered trademark clearly identified as Product identity
by the owner of the Product Identity, and which specifically excludes the Open Game
Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that
are used by a Contributor to identify itself or its products or the associated products
contributed to the Open Game License by the Contributor (g) “Use”, “Used” or “Using”
means to use, Distribute, copy, edit, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in
terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a
notice indicating that the Open Game Content may only be Used under and in terms
of this License. You must affix such a notice to any Open Game Content that you Use.
No terms may be added to or subtracted from this License except as described by
the License itself. No other terms or conditions may be applied to any Open Game
Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License,
the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license
with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original
material as Open Game Content, You represent that Your Contributions are Your
original creation and/or You have sufficient rights to grant the rights conveyed by
this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE
portion of this License to include the exact text of the COPYRIGHT NOTICE of any
Open Game Content You are copying, modifying or distributing, and You must add
the title, the copyright date, and the copyright holder’s name to the COPYRIGHT
NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including
as an indication as to compatibility, except as expressly licensed in another,
independent Agreement with the owner of each element of that Product Identity.
You agree not to indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open Game Content
except as expressly licensed in another, independent Agreement with the owner of
such Trademark or Registered Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content shall retain
all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate
which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated
versions of this License. You may use any authorized version of this License to copy,
modify and distribute any Open Game Content originally distributed under any
version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy
of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game
Content using the name of any Contributor unless You have written permission from
the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms
of this License with respect to some or all of the Open Game Content due to statute,
judicial order, or governmental regulation then You may not Use any Open Game
Material so affected.

13. Termination: This License will terminate automatically if You fail to comply
with all terms herein and fail to cure such breach within 30 days of becoming aware of
the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such
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Your character is important, and so

is_your character record sheet...

Now, with Player’s Aid IV: Character Record
Portfolio, you can keep track of every
bit of important information about your
character.

This 12-page sheet is fully compatible with the
core base classes as well as with the base classes
from Paths of Power and Strategists &
Tacticians. You will find the Handle Canoe skill
in the skill list, a spot for your Gladiator’s
reputation, and space for your Witch (4 Winds
version) and her tradition and circle powers.

In addition, there are extensive equipment
sheets, a space for animal companions and
familiars, and plenty of space for your
spellcaster’s spells.
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