Swan Battlestar 12th Level
Last Updated: Oct. 27, 2014 

Class / level:
Scout/6 Cleric/1 Ranger/2 Fighter/2 SwB/1
 race: human 
alignment:  chaotic good
deity:  Solonor Thelandria

size: medium
age: 20

gender:
female
height:
5'8"

eyes: blue
hair: brown
skin: tan
weight:
124 lbs

Campaign: 
Darkness Rising

Home Region: 
The Dalelands, Deepingdale

Languages:
Chondathan Damaran, Elvish, Draconic, Celestial, Abyssal(skill)
=======================================================================
STR 14
(+2)bracers

HP 72

SPEED 40 ft
DEX 24
(+7)bracers
CON 12
(+1)

INT 14
(+2)

WIS 14
(+2)
periapt of wisdom+2
CHA 8
(-1)

AC:
28 (30 or 32 skirmish competence) * ***+2AC vs, confirm critical
= base + armor + + dex + size + nat + dodge + deflect + misc
= 10   +   6   +  +  7  +  0  +   0   +  1   +    2)*    + 2
AC touch: 21 (23 or 25)
AC flatfooted: 28 (30 or 32)

Initiative: +8


Base Attack: +9/+4
- when moving in or out of a threatened area, get +4 dodge bonus to AC vs attacks of opportunity  (Mobility)
if move minimum 10 ft in round, get +2 competence bonus to AC till start of next turn  (Skirmish)

if move minimum 20 ft in round, get +4 competence bonus to AC till start of next turn  (Improved Skirmish)
=======================================================================
SAVING THROWS

Total=

base  + Mod
+magic
+misc

Fortitude:+16** =
+12
+1
+2
+1 (luck) +1 (scout)(competence)
Reflex:
+18** =

+8
+7
+2
+1 (luck)

Will:
+10** =

+4
+1
+2
+1 (luck)

-**Immune to possession and mental control spells/effects :(Charm, compulsion etc.)

-** +2 resistance bonus vs. evil creatures
- ** +2 Untype bonus vs all divine spells

- ** +2 Untype bonus vs outsider spells/abilities
-** +3 Competence bonus vs death spells, death effects, inflict spells, energy drain

-** +4 Untype bonus vs transmutation spells and effects

Use of Heartstone periapt gives an extra +1 resistance bonus to saving throws

=======================================================================

- Skirmish: 
+2d6 damage on all attacks if move minimum 10 ft 

· can be applied to ranged attacks within 30 ft

- Improved Skirmish: 
+2d6 bonus damage on all attacks if move minimum 20 ft 



can be applied to ranged attacks within 30 ft

bonus of +1 hit and damage to ranged attacks within 30 ft (point blank shot)
Attack

 Bonus
Damage
Critical
Range
Type
Notes

"Gutripper"
+17
1d6+2
19-20/x2
-
P
cold iron,

Short sword






masterwork

“Coldkiss”
+17
1d6+3 + 1d6 cold 19-20/x2
P
magic +1 steel shortsword

Silver stiletto

+17
1d4+2
19-20/x2
10 ft
P/S

masterwork

+17 thrown)
1d4+2
dagger

+18
1d4+4
19-20/x2
10 ft
P/S
magic +2 steel


+18 thrown)
1d4+4
"Granpar's Bow"
 +18
+1 holy mage bane composite longbow [STR 14]


1d8+4  +2 dmg when skirmishing dex dmg +7 if target within 30 ft 
***all arrows +20 to hit and +22 with 2d6 damage against arcane casters
 and incantation users
BORROWED BOW- composite longbow +2 strength- if using magic +1 arrows- same as Granpar’s bow  except no mage bane
_______________________________________________________________________
Protective

AC 
Max 
Check 
Spell


Item

Type
bonus
Dex
penalty
Failure
Speed
WT
Notes

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

mithral +1
light
+6
+6
0
10%
20 ft
10 lbs

chain shirt
armor re-enforced and segmented, blueshine and daylight
ioun stone
insight
+1
na
na
na
na
na
luck of heroes +1 luck bonus AC

SPELLS  0: 3  1: 2+D  2: 0  3: 0  4: 0  5: 0  6: 0  7: 0  8: 0  9: 0


DC  0th: 11
read magic, guidance, guidance

1st: 12
magic weapon, divine favor, eye of the avoral true strike (D) 


pearls of power x2- recall any spell already cast, 1st level or lower once/day/pearl
Scroll
mending, detect poison, detect magic,
SKILLS: Sc1/44 Sc2/11 C1/5 Sc3/11 Sc4/11 Rag1/9 Sc5/11 Rag2/9 Ftr1/5Sc6/11Ftr2/5 SwB1/8





Ability
Ranks
Misc  

+2
appraise


INT
+2



+16
balance


DEX
+7
7
 (armor/+2 tumble)

-1
bluff


CHA
-1



+3
bluff vrs undead
+4 favourite enemy bonus 

+1
bluff vrs.elemental
+2 favorite enemy bonus

+10
climb


STR
+2
8
(armor

+1
concentration

CON
+1 

+2
craft


INT
+2



+2
craft, bowmaking

INT
+2



+2
craft, trapmaking

INT
+2



no
decipher script

INT
+2



-1
diplomacy


CHA
-1

+14
disable device

INT
+2
10
+2 MKWtools

-1
disguise


CHA
-1



+12
escape artist

DEX
+7
3
(armor)


+2
forgery


INT
+2



-1
gather information

CHA
-1

no
handle animal

CHA
-1



+5
heal


WIS
+2
1
+2 belt
+19
hide


DEX
+7
10
(+2armor)


-1
intimidate


CHA
-1




+14
jump


STR
+2
10
(armor/+2 tumble)




+3
knowledge, arcana

INT
+2
1
no
knowledge, architect/engineer
INT
+2

+3
knowledge, dungeoneering
INT
+2
1

+3
knowledge, geography

INT
+2
1

no
knowledge, history

INT
+2

+4
knowledge, local

INT
+2
2
+7
knowledge, nature

INT
+2
3
(+2 survival)

no
knowledge, nobility/royalty
INT
+2

+6
knowledge, religion

INT
+2
2
(+2 theologian)

+5
knowledge, the planes

INT
+2
3
+12
listen


WIS
+2
10
+18
move silently

DEX
+7
11
(armor)


+13
open lock


DEX
+7
4
+2 MKW tools

-1
perform


CHA
-1



no
profession


WIS
+1



+7
ride


DEX
+7



+13
search


INT
+2
11


+2
sense motive

WIS
+2
+8
sleight of hand

DEX
+7
1
no
spellcraft


INT
+2


+12
spot


WIS
+2
10
+10
survival


WIS
+2
8


+12
survival, follow tracks

WIS
=2
8 
(+2 search)

+2
swim


STR
+2

(armor x2)

+22
tumble


DEX
+7
11
(armor/+2 jump) +2 boots


no
use magic device

CHA
-1



+10
use rope


DEX
+7
1
+2 (rope)


speak languages


n/a

3



All rolls concerned with social dealings are made with a -4 penalty, while being the center of attention is made at a -8 penalty

SKILL TRICK-Back On Your Feet –stand up from prone as immediate action without invoking attacks of opportunity
GEAR
Total WT= 38.2(outside sack) +5(sack)= 43.2 


load: light = 43
medium = 86
heavy = 130

WT
Item

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

0
traveler's outfit
0
HEAD:
Scout Headband-darkvision 1hr. see invisible 10min. true sight 1min. (standard command)
0
FACE:
Goggles of Foe Finding (2500gp)


Ignore all cover to AC except total cover when attacking foes
0
THROAT:
Peripat of Wisdom +2 enhancement bonus (4000 gp)
1 SHOULDER: Shadow Cloak (5500gp always +1 deflection to AC-(immediate command)-3x/day either/or concealment 1rd, teleport 10ft any direction line of sight
2 
Elemental Protection- once a day for one round, as immediate action declare energy type( fire, cold, acid, electricity or sonic) and gain 10ER against that energy type. (1500gp)
12.5
BODY: 
Mithral Chain Shirt +1 (2,100 gp)




- provides a +6 armor bonus to AC
0
Least crystal of life keeping (1000gp) +3 competence bonus to saving throws vrs. death effects, inflict spells, energy drain, death spells


Re-enforced add +1 to armor AC, 10% heavier 800gp


Segmented –max, dex bonus increases by +1 200gp
Easy Load-treat medium load as light, walk 10hr/day with no Con check 1500gp


Vital Coverage-+2 AC vs. confirm critical 200gp

Blue shine +2 hide, acid proof, rust proof 1500gp


Daylight swift command 30min/day non continuous daylight as spell
0
TORSO:
  OPEN SLOT
0
WAIST:
  Belt of the Re-enforced Form/Healing Belt ability (5400gp + 1125gp) Untype +4bonus  to saving throws vrs. transmutation spells or spell effects also 1/day cast standard transmutation spell as swift spell

+2 competence bonus Heal checks (standard command) 3 charges/day


Heal 1 charge=2d8, 2charge=3d8, 3charge=4d8

0.5
  FEET:
Slippers of Spider Climb/Skirmisher Boots ability Acrobat Boots(4,800gp + 4800gp+990gp)-10 minutes/day, gain spider climb as spell. Movement reduced to 20’, arms and hands free. Cannot spider climb on severe slippery surfaces (icy,oily,greasy)

Constant +2 damage when skirmishing.
(swift command) 2x/day extra melee attack at full BAB must have moved at least 10ft. from starting location

+2 Tumble-swift command 3charges/day extra movement 1=1oft 2=15ft 3=20ft
5
ARMS:
Bracers of Physical Might (12000gp) +2 armor AC, +2STR enhancement bonus, +2 DEX enhancement bonus
0
HANDS:
Gloves of Dexterity +2 Red Wizard mark (3900gp)


+2 competence bonus to dexterity
0
RING1:
Ring of Protection from Evil (Custom Made)(4,000 gp)




- as spell continuous
0
RING2:
Ring of 4 winds +2 deflection AC or feather fall 4x/day
0
SHIELD:
  OPEN SLOT


"Gutripper" cold iron shortsword, masterwork (320 gp)



- an orcish blade, 

- has a smooth black boned hilt with a 'n' shaped cross guard Blade is dull grey, which tapers but then widens near the point,one edge is razor sharp, the other edge is serrated, angled such that it would cause ragged tears in flesh as it was withdrawn.
2
“Coldkiss” magic steel shortsword. (   gp)



-blade is white steel with bluish tinge which tapers to a small point and smooth as ice with razor sharp edge. Handle is smooth white ivory with a ball pommel. Delivers cold damage as it slices.

1
silver stiletto masterwork

1 
dagger, magic +2 (8000gp)
3
"Granpar's Bow"+1 mighty magebane composite longbow STR+2

vs. arcane magic users, casters, abilities etc. acts as a +3 bow to hit and damage and does extra 2d6 damage
0
has Lesser Fiendslayer crystal - allows arrows to deliver extra 1d6 holy damage against evil outsiders. All arrows holy to overcome DR or
0
has Lesser Acid Assault crystal- arrows deliver 1d6 extra acid damage
9
3 quivers


5 serren wood arrows non-magical ghost touch


6 adamantine arrows



5 Drow Bane Arrows +1 (167 gp each)



2 Orc Bane Arrows +1



8 silver arrows



4 dragon bane arrows +1



10 cold iron arrows



7 normal steel arrows



4 black dragon claw arrows extra +1 acid damage


6 serpent tongue arrows

0
ioun stone dusty rose prism +1 AC insight bonus
1
MW potion belt 10/10
0
elixir of hiding [+10 competence to hide]; (250 gp)
0
potion of cat's grace; (300 gp)
0
vial anti-toxin 
0
oil bless weapon x3
0
potion bull strength

0
potion CLW 
0
potion CMW 
0
potion CSW

0
potion fly

0
potion haste
0
3 Daylight Pellets (90 gp)


range = 50 ft, "daylight" illumination 60 ft, duration = 10 rounds
0
heartstone  10 charges  1800gp- cure disease and/or +2 resistance bonus to saving throws uses up one charge

0
2 pearls of power (2000gp)
0
Wand of CLW charges = 50
5 +Heward’s Handy Haversack (2000gp)



INSIDE THE SACK
LEFT POUCH(20lbs. Max.)
WT. 7.5 lbs

0 vial anti-toxin 
0 potion CLWx3
0
potion CMWx2

0
vial universal solvent

0
potion invisibility

0
potion disguise self

5
silk rope, 50-feet

· grant +2 circumstance bonus on Use Rope checks

1
bar of soap

1
Masterwork thieves tools set of normal thieves tools

0.5

- small steel mirror

0

- candles; x5

0

- needle/thread

0

- fishhook/line

0

- tindertwig; x5

0

- vials of powder water; x3



- add a drop of water to produce 1 gallon of water

Right Pouch (20LBS.MAX.)
 WT.13 LBS.

Scrollcase-see scrolls
0 Winter blanket
10 - dehydrated food; 20 days (arms and equipment guide, page 33)

wt = half of trail rations must consume twice as much water daily

3
sunrods X3
Main Central Pouch (80LBS. MAX.)
Wt.33 LBS
33
11 QUIVERS

4 serpent tongue arrows


113 cold iron arrows


8 black dragonclaw arrows


20 flight arrows


40 silver arrows


60 steel arrows
O` shadow potions displacement, invisibility, CSW

Each shadow potion takes 1d4 wisdom damage
SPECIAL ABILITIES / FEATS

Armor: 

all
Shields:
ALL 

Weapons:
ALL SIMPLE, ALL MARTIAL WEAPONS
From Shadow Throne

Superior Low Light Vision 240’
Cold Energy Resistance 5

Human: (Quarter-Wood Elf)

- Medium-size 

- base land speed = 30 feet. 

- +1 extra feat at 1st level.

- +4 extra skill points at 1st level and 1 extra skill point at each 

  additional level.

- Favored Class: Any

Scout: Complete Adventurer, page 10

- Skirmish: 



- if move minimum 10 ft in round, get +2 competence bonus to AC 


  till start of next turn



- if move minimum 10 ft in round, get +2d6 damage on all attacks 



- can be applied to ranged attacks within 30 ft



- only vs. living creatures with discernable anatomy


- lose Skirmish if armor/load is medium or heavy 

- Trapfinding:


- can use "search" and "disable device" against traps as a rogue

- Battle Fortitude: 
- gain +1 competence bonus vs fortitude saves


- gain +1 competence bonus to initiative


- lose Battle Fortitude if armor/load is medium or heavy

- 

Uncanny Dodge:


- Retains DEX bonus to AC, even if flat-footed   or struck by an invisible attacker

- Trackless Step:
- cannot be tracked in natural surroundings

- Fast Movement:


- gain +10 ft enhancement bonus to move (base land speed)


- lose Fast Movement if armor/load is medium or heavy 

- Evasion-
as monk-if attack allows half damage on a successful reflex saves; then take no damage on a successful reflex save.
Flawless Stride (Ex): move through any sort of terrain that slows movement (such as undergrowth, rubble, and similar terrain) at normal speed and without taking damage or suffering any other impairment.

This ability does not let her move more quickly through terrain that requires a Climb or Swim check to navigate, nor can she move more quickly through terrain or undergrowth that has been magically manipulated to impede motion.

Cleric, Theologian: Dragon Magazine 353, page 89

- no turning or rebuking undead

- spontaneous cast: "cure" spells

- bonus of +2 on knowledge, religion checks

- bonus of +2 vs any divine spells and outsider spells/ abilities

Ranger, Spiritual Connection: Complete Champion page 90

- 1st favorite enemy   Undead


+4 bonus damage vrs undead


+4 bonus on Bluff, Listen, Sense Motive, Spot,& Survival skill checks vrs undead

-2nd favorite enemy.   Elementals


+2 bonus damage vrs elementals


+2 bonus on Bluff, Listen, Sense Motive, Spot,& Survival skill checks vrs elementals
no Wild Empathy replace with Speak to Animals or Plants (as spell)- any combination 3X/day

Track: (1st level ranger bonus feat)


  May attempt to find tracks DC greater than 10 using search or survival skills.

May attempt to follow tracks DC greater than 10 using survival skills

Point Blank Shot: (Elf Domain bonus feat)

bonus of +1 hit and damage to ranged attacks within 30 ft

War Domain: bonus feats


- Martial Weapon Proficiency: longbow/composite longbow


- Weapon Focus: longbow/composite longbow (+1 to hit)

Precise Shot (3rd level bonus feat)

- no penalty to hit opponents engaged in melee

Luck of Heroes: Regional feat (1st level bonus feat)

- AC luck bonus +1

- saving throw luck bonus +1

Dodge: (human bonus feat)

- receives a +1 dodge bonus to AC

Mobility: (flaw bonus feat)

- when moving in or out of a threatened area, get +4 dodge bonus to AC vs  attacks of opportunity

Telling Blow: (flaw bonus feat)

- melee and ranged attacks apply skirmish and sneak attack damage on a 

  critical hit. 

- skirmish/sneak attack damage is not multiplied by weapon critical modifier

Swift Hunter: (6th level bonus feat) Complete Scoundrel pg.80  

-ranger and scout levels stack for determining extra damage and bonus to AC granted when skirmishing

-ranger and scout levels stack for determining additional favorite enemies as well as the total bonus granted against favorite enemies

-apply skirmish damage against favorite enemies even if normally immune to extra damage from critical hits or skirmish attacks.

Improved Skirmish: (4th level scout bonus feat) Complete Scoundrel pg.78

-move at least 20 ft. from starting position at start of turn, skirmish damage increases by 2d6 and competence bonus to AC from skirmish improves by 2.  

Rapid Shot: (2nd level ranger bonus feat) PHB pg.84

-as full attack action, get one extra attack with ranged weapon. The attack is at the highest base attack bonus but each attack, the extra one and the normal ones suffer a -2 penalty to hit.
Manyshot: (9th level bonus feat) PHB pg.97

-as a standard action may fire 2 arrows at single target within 30 ft. use one attack roll for both arrows with a -4 penalty. Apply precision damage only once. On a critical hit, only first arrow deals critical damage. For each +5 BAB after +6, add one additional arrow with a cumulative -2 penalty to a max BAB of +16.
Greater Manyshot: (1st level fighter bonus feat) XPHB pg.47

-as Manyshot except make separate attack rolls for each arrow which may be fired at separate targets. Precision damage and critical hits apply to each arrow.

Shot On The Run: (2nd level fighter bonus feat)
When using the attack action with a ranged weapon, you can move both before and after the attack, provided that the total distance moved is not greater than your speed.

Dead Eye: (12th level bonus feat)  add your Dexterity bonus on damage rolls made with ranged weapons for which you have the Weapon Focus feat, so long as the target is within 30 feet. Does not apply to creatures immune to critical hits
Weapon Finesse: (1st level Swashbuckler bonus feat)
Dislike of Nobility (flaw)

- You have a dim view of the Nobility, considering them to be little more than bullies, cowards, and thieves with power and wealth. Despite the dislike and distrust, you do not necessarily make your dislike known. along with the dislike comes fear of their power that can be brought against you. 

- When dealing with others who are obviously nobles (or the fact is pointed out to you), you suffer a -2 penalty to all social related rolls dealing with the person or people in question. 

- In addition, once per game session (as applicable), the DM or another 

  player can enforce this flaw to make you directly oppose or ignore a 

  request or order given by a noble. 

Shy (flaw)

3 You are distinctly ill at ease when dealing with people, and you try to avoid social situations whenever possible. All rolls concerned with social dealings are made with a -4 penalty, and any roll your character makes while being the center of attention is made at a -8 penalty. Don't expect to make any public speeches. =================================================================

Elf Domain Spells:

(1) true strike; (2) cat's grace; (3) snare; (4) tree stride; 

(5) commune with nature; (6) find the path; (7) liveoak; 

(8) sunburst; (9) antipathy

War Domain Spells:

(1) magic weapon; (2) spiritual weapon; (3) magic vestment; (4) divine power; 

(5) flame strike; (6) blade barrier; (7) power word, blind; (8) power word stun
 (9) power word, kill

=======================================================================

TREASURE



platinum ring (50 gp)



- focus for Gideon's "shield other" spell

cp = 




sp = 1




gp = 1298


pp =
=======================================================================
"Nivea"

Nivea is a mare. 

Colouration: dark brown body; black mane; black tail; black fetlocks

Swan believes her to be an exceptionally intelligent horse; loyal and affectionate towards her.


Light Warhorse: large animal, AL = neutral


HD = 3, hp = 22, Init = +1, Spd = 60 ft,


AC = 14, touch AC = 10, flat-foot AC = 13, 


space/reach = 10'/5 ft, base attack/grapple = +2/+9


Atk = hoof: +4 melee (1d4+3)


full attack = 2 hooves: +4 melee (1d4+1/1d4+1) & bite: -1 melee (1d3+1)


STR = 16, DEX = 13, CON = 17 , INT = 2 , WIS = 13, CHA = 6


Fort = +6, Ref = +4, Will = +2


Feats = endurance, run


Skills = listen +4, spot +4


SQ: low-light vision, scent


Tricks (6/6): Purpose = combat riding (attack, come, defend, down, guard, heel)

Carrying Capacity: drag = 3,450 lbs

- light load = 230 lbs  (60 ft; run x4)

- medium load = 460 lbs (40 ft; run x4)

- heavy load = 690 lbs  (40 ft; run x3)

Equipment

wt (1b)

equipment
124 

rider

 43

rider's gear

 25

riding saddle

  1

bit and bridle

  8

saddlebags

  4

- waterskin, full

  1

- dagger

- 2

backpack

208 lbs

= light load (60 ft; run x4)

	LEVEL
	CLASS
	HIT POINTS 
	TOTAL

	1
	SCOUT 1  d8
	8 +1 = 9
	9

	2
	SCOUT 2  d8
	4 +1 = 5
	14

	3
	CLERIC 1  d8
	3 +1 = 4
	18

	4
	SCOUT 3  d8
	6 +1 = 7
	25

	+5
	RANGER 1  d8
	3 =1 = 4
	29

	6
	SCOUT 4  d8
	7 +1 = 8
	37

	7
	SCOUT 5  d8
	2 +1 = 3
	40

	8
	RANGER 2  d8
	3 +1 = 4
	44

	9
	Fighter 1  d10
	4 +1 = 5
	49

	10
	SCOUT 6  d8
	3+1 = 4
	53

	11
	Fighter 2  d10
	8 +1 = 9
	62

	12
	Swashbuckler 1 d10
	9 +1 = 10
	72

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	


