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CLASS RACE GENDER ALIGNMENT DEITY

SIZE TYPE AGE HEIGHT WEIGHT EYES HAIR

CONDITIONAL MODIFIERS

CHARACTER RECORD SHEET

Female

42Monstrous Humanoid 500

Janet Hall
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ABILITY NAME

Karma Silverclaw

5/1 Large

Ex-Druid/Warshaper Wemic

LEVEL
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SKILL 

MODIFIER
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2 + 0 + 0
� Balance¹ DEX* +0 = 1 + 0 + -1
� Bluff¹ CHA +0 = 0 + 0 + 0
� Climb¹ STR* +6 = 7 + 0 + -1

CON +4 = 4 + 0 + 0
� Diplomacy¹ CHA +0 = 0 + 0 + 0
� Disguise¹ CHA +0 = 0 + 0 + 0
� Escape Artist¹ DEX* +0 = 1 + 0 + -1

INT +2 = 2 + 0 + 0
� Gather Information¹ CHA +0 = 0 + 0 + 0
� Handle Animal CHA +4 = 0 + 2 + 2
� Heal¹ WIS +6 = 4 + 0 + 2

DEX* +0 = 1 + 4 + -5
� Intimidate¹ CHA +0 = 0 + 0 + 0
� Jump¹ STR* +22 = 7 + 4 + 11
� Knowledge (nature) INT +16 = 2 + 12 + 2

WIS +14 = 4 + 8 + 2
� Move Silently¹ DEX* +6 = 1 + 6 + -1
� Ride¹ DEX +3 = 1 + 0 + 2
� Search¹ INT +2 = 2 + 0 + 0

WIS +4 = 4 + 0 + 0
� Spellcraft INT +8 = 2 + 6 + 0
� Spot¹ WIS +12 = 4 +

� Survival¹ WIS + 4

6 + 2

+11 =

+ 2+10 = 4

-2TOTAL ATTACK BONUS DAMAGE CRITICAL 7 + 6 +STR**
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Skyhammer (+2 composite 
longbow)

+3/-2 2d6+1 20/x3 = + +

= + +SPECIAL PROPERTIES

110 ft 6 lb P Large Two-handed
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club)
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= + +SPECIAL PROPERTIES
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Creeper (+1 winding whip) +8/+3 1d4+7
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4 lb S Large Entangling
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WEAPON = + +TOTAL ATTACK BONUS DAMAGE CRITICAL

= + +

= + +

Skills marked with ¹ can be used normally even if the character has zero (0) skill ranks.
Skills marked with � are cross-class skills.
* ARMOR CHECK PENALTY applies.    ** Twice ARMOR CHECK PENALTY applies.
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CAMPAIGN EXPERIENCE POINTS

GEAR
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17

18

1–532 533–1066

SPECIAL ABILITIES/FEATS
–– RACE ABILITIES ––
• +8 Strength, +2 Dexterity, +2 Constitution, -2 Charisma
• Base land speed of 40 feet.
• Space/Reach: 10'/5'
• +4 Natural Armor bonus.
• Natural Weapons: 2 Claws(1d6+7)
• Darkvision 60 feet.
• +8 racial bonus on Jump checks.
• Favored Class: Barbarian
–– CLASS ABILITIES ––
• Proficient in light and medium armor, and all shields(except tower shields) 
(but cannot wear any armor made of metal)
• Proficient with all simple weapons, and with Scimitar.
• Restricted Spells: cannot cast Chaotic or Evil spells.
• Spontaneous Casting: Can spontaneously cast summon nature's ally
  spells, by sacrificing a pre-prepared spell of equal or higher level.
• Animal Companion(Ex): You have selected a Hawk as your animal
  companion.
• Nature Sense(Ex): You gain a +2 bonus on Knowledge(nature) and
  Survival checks.
• Wild Empathy(Ex): You can make a check(1d20+5) to improve the
  attitude of an animal. You must be within 30 feet of the animal, and it
  generally takes one minute to perform the action.
• Woodland Stride(Ex): You can move through natural thorns, briars, etc. at
  full speed and without suffering damage or impairment. Magically
  overgrown areas still hamper you.
• Trackless Step(Ex): You leave no trail in natural surroundings, and cannot
  be tracked unless you choose to.
• Resist Nature's Lure(Ex): +4 to saving throws against the spell-like abilities
  of fey creatures.
• Wild Shape(Su): You can turn yourself into a Small or Medium-size
  animal (and back) 1 time per day for 5 hours. The new form's Hit Dice
  cannot exceed 5.
• Morphic Features: These features only function when you are in a form
  other than your own.
• Morphic Immunities(Ex): You are immune to stunning and critical hits.
• Morphic Weapons(Su): As a move action, you can grow natural weapons
  dealing the appropriate amount of damage (see Table 5-1, MM p. 296).
  These morphic weapon need not be natural to the form the warshaper is in.
   If the warshaper's form already has that type of natural weapon, the
  morphic weapon deals damage as if it were one category larger.  You can
  change natural weapons as often as you like.
–– FEATS ––
• Alertness
• Animal Affinity
• Natural Spell
• Self-Sufficient

Times/Day Used
1067–1600

Turning/Rebuking 
Check Modifier

LANGUAGESNOTES

Turning/Re
buking 

Up to 08,0003,2001,600
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.

CARRYING INFO TURN/REBUKE ATTEMPTS

MONEY

LIGHT 
LOAD MED LOAD

HEAVY 
LOAD

LIFT OVER 
HEAD

LIFT OFF 
GROUND

22+

Most Powerful Undead 
Affected(Max HD)

4-6
PUSH 
DRAG

SP

GP 19-21

16-18

7-9

10-12

13-15

1-3

PP

85

120

155

CP

Common
Druidic
Giant

Gnoll
Sylvan

TOTAL WEIGHT CARRIED 0

+1 winding whip
+1 rusting club

flint & steel
torches (2)

Shaman's Bag (bag of holding type II)
Skyhammer, +2 composite longbow

OTHER POSSESSIONS

+3 darkwood studded leather armor
WgtITEM ITEM

+1 Light wooden shield +2 10 +0 5%

ARMOR/PROTECTIVE ITEM TYPE ARMOR BONUS

The Misfits  /105000

MAX DEX BONUS

+3 Darkwood Studded 
leather Light

–1 15% 40 40
ACP SPECIAL PROPERTIESSPEED WEIGHT

+6 +5
SPELL FAILURE

Wgt

SPELL FAILURE

SPECIAL PROPERTIES

SHIELD/PROTECTIVE ITEM ARMOR BONUS WEIGHT CHECK PENALTY

+1 light wooden shield
Skullthumper, +3 Miring club

flasks of oil (10)
alchemist fires (2)

whetstone
waterskins (4)

breathing mask

# of HD Turned/Rebuked

2d6



# 4 # 4 # 4 # 4 # 4 # 4 # 4 # 4 # 4 # 4

# # # # # # # # # #

#

1
prep spell name school comp cast time range duration save SR description ref

1 Calm Animals en(comp)[mind] vs 1a Close 5 min Will neg* Yes Calms 2d4+5 HD of animals. phb:207
2 Hold Animal en(comp)[mind] vs 1a Med 5 rd(D)* Will neg* Yes Paralyzes one animal. phb:241
3 Dominate Animal en(comp)[mind] vs fr Close 5 rd Will neg Yes Subject animal obeys silent mental commands. phb:224

2
prep spell name school comp cast time range duration save SR description ref

1 Entangle tra vsdf 1a Long 5 min(D) Ref prtl* No Plants entangle everyone in 40-ft.-radius. phb:227
2 Barkskin tra vsdf 1a Touch 50 min None Yes(h) Grants a +2 enhancement bonus to the target's existing natural armor bonus. phb:203
3 Plant Growth tra vsdf 1a See text Inst None No Grows vegetation, improves crops. phb:262

prep spell name school comp cast time range duration save SR description ref
—— 0-Level Spells (Orisons) ——
Create Water con(creation)[water] vs 1a Close Inst None No Creates 10 gallons of pure water. phb:215
Cure Minor Wounds con(healing) vs 1a Touch Inst Will half(h)* Yes(h)* Cures 1 point of damage. phb:216
Detect Magic div vs 1a 60 ft. [c]->5 min(D) None No Detects spells and magic items within 60 ft. phb:219
Detect Poison div vs 1a Close Inst None No Detects poison in one creature or object. phb:219
Flare evo[light] v 1a Close Inst Fort neg Yes Dazzles one creature (-1 on attack rolls). phb:232
Guidance div vs 1a Touch 1 min[d] Will neg(h) Yes +1 on one attack roll, saving throw, or skill check. phb:238
Know Direction div vs 1a Personal Inst You discern north. phb:246
Light evo[light] vm/df 1a Touch 50 min(D) None No Object shines like a torch. phb:248
Mending tra vs 1a 10 ft. Inst Will neg(h,o) Yes(h,o) Makes minor repairs on an object. phb:253
Purify Food and Drink tra vs 1a 10 ft. Inst Will neg(o) Yes(o) Purifies 5 cu. ft. of food or water. phb:267
Read Magic div vsf 1a Personal 50 min Read scrolls and spellbooks. phb:269

SPELL LIST

Animal Ability
You can use speak with animals once per day as a spell-like ability.  Knowledge (nature) has been added to your list of cleric class skills.

Plant Ability
Rebuke or command plant creatures as an evil cleric rebukes or commands undead. 3 times per day as a supernatural ability. Knowledge (nature) has been added to your list of cleric class skills.
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# 4 # 4 # 4 # 4 # 4 # 4 # 4 # 4 # 4 # 4

# # # # # # # # # #

prep spell name school comp cast time range duration save SR description ref
Resistance abj vsm/df 1a Touch 1 min Will neg(h) Yes(h) Subject gains +1 on saving throws. phb:272
Virtue tra vsdf 1a Touch 1 min. Fort neg(h) Yes(h) Subject gains 1 temporary hp. phb:298
—— 1st-Level Spells ——
Calm Animals en(comp)[mind] vs 1a Close 5 min Will neg* Yes Calms 2d4+5 HD of animals. phb:207
Charm Animal en(charm)[mind] vs 1a Close 5 hrs Will neg Yes Makes one animal your friend. phb:208
Cure Light Wounds con(healing) vs 1a Touch Inst Will half(h)* Yes(h)* Cures 1d8+5 damage. phb:215
Detect Animals or Plants div vs 1a Long [c]->50 min(D) None No Detects kinds of animals or plants. phb:218
Detect Snares and Pits div vs 1a 60 ft. [c]->50 min(D) None No Reveals natural or primitive traps. phb:220
Endure Elements abj vs 1a Touch 24 hrs Will neg(h) Yes(h) Exist comfortably in hot or cold environments. phb:226
Entangle tra vsdf 1a Long 5 min(D) Ref prtl* No Plants entangle everyone in 40-ft.-radius. phb:227
Faerie Fire evo[light] vsdf 1a Long 5 min(D) None Yes 5 ft. radius burst outlines subjects w/ light, canceling blur, concealment, etc. phb:229
Goodberry tra vsdf 1a Touch 5 day None Yes 2d4 berries each cure 1 hp (max 8 hp/24 hours). phb:237
Hide from Animals abj sdf 1a Touch 50 min(D) Will neg(h) Yes Animals can't perceive 5 subject(s). phb:241
Jump tra vsm 1a Touch 5 min(D) Will neg(h) Yes Subject gets +20 bonus on Jump checks. phb:246
Longstrider tra vsm 1a Personal 5 hrs(D) Grants a +10 enhancement bonus to your speed. phb:249
Magic Fang tra vsdf 1a Touch 5 min Will neg(h) Yes(h) One natural weapon of subject creature gets +1 on attack and damage rolls. phb:250
Magic Stone tra vsdf 1a Touch 30 min[d] Will neg(h,o) Yes(h,o) Three stones gain +1 on attack, deal 1d6 +1 damage. phb:251
Obscuring Mist con(creation) vs 1a 20 ft. 5 min None No Fog surrounds you. phb:258
Pass without Trace tra vsdf 1a Touch 5 hrs(D) Will neg(h) Yes(h) 5 subject(s) leaves no tracks. phb:259
Produce Flame evo[fire] vs 1a 0 ft. 5 min (D) None Yes 1d6+5 damage, touch or thrown. phb:265
Shillelagh tra vsdf 1a Touch 5 min Will neg(o) Yes(o) Cudgel or quarterstaff becomes +1 weapon (1d10 damage). phb:278
Speak with Animals div vs 1a Personal 5 min You can communicate with animals. phb:281
Summon Nature's Ally I con(summon) vsdf fr Close 5 rd(D) None No Calls creature to fight. phb:288
—— 2nd-Level Spells ——
Animal Messenger en(comp)[mind] vsm 1a Close 5 day None* Yes Sends a Tiny animal to a specific place. phb:198
Animal Trance en(comp)[mind,sonic] vs 1a Close [c] Will neg* Yes Fascinates 2d6 HD of animals. phb:198
Barkskin tra vsdf 1a Touch 50 min None Yes(h) Grants a +2 enhancement bonus to the target's existing natural armor bonus. phb:203
Bear's Endurance tra vsdf 1a Touch 5 min Will neg(h) Yes Subject gains +4 to Con. phb:203
Bull's Strength tra vsm/df 1a Touch 5 min Will neg(h) Yes(h) Subject gains +4 to Str. phb:207
Cat's Grace tra vsm 1a Touch 5 min Will neg(h) Yes Subject gains +4 to Dex. phb:208
Chill Metal tra[cold] vsdf 1a Close 7 rd Will neg(o) Yes(o) Cold metal damages those who touch it over seven rounds (0,1d4,2d4x3,1d4,0). phb:209
Delay Poison con(healing) vsdf 1a Touch 5 hrs Fort neg(h) Yes(h) Stops poison from harming subject. phb:217
Fire Trap abj[fire] vsm 10 min Touch Perm until [d](D) Ref half* Yes Opened object deals 1d4+5 damage. phb:231
Flame Blade evo[fire] vsdf 1a 0 ft. 5 min(D) None Yes Touch attack deals 1d8 +2 damage. phb:231
Flaming Sphere evo[fire] vsm/df 1a Med 5 rd Ref neg Yes Creates rolling ball of fire, 2d6 damage. phb:232
Fog Cloud con(creation) vs 1a Med 50 min None No Fog obscures vision. phb:232
Gust of Wind evo[air] vs 1a 60 ft. 1 rd Fort neg Yes Blows away or knocks down smaller creatures. phb:238
Heat Metal tra[fire] vsdf 1a Close 7 rd Will neg(o) Yes(o) Make metal so hot it damages those who touch it(0,1d4,2d4x3,1d4,0). phb:239
Hold Animal en(comp)[mind] vs 1a Med 5 rd(D)* Will neg* Yes Paralyzes one animal. phb:241
Owl's Wisdom tra vsm/df 1a Touch 5 min Will neg(h) Yes Subject gains +4 to Wis. phb:259
Reduce Animal tra vs 1a Touch 5 hr (D) None No Shrinks one willing animal. phb:269
Resist Energy abj vsdf 1a Touch 50 min Fort neg(h) Yes(h) Subject Ignores 10 points of damage/attack from specified energy type. phb:272
Restoration, Lesser con(healing) vs 3fr Touch Inst Will neg(h) Yes(h) Dispels magical ability penalty or repairs 1d4 ability damage. phb:272
Soften Earth and Stone tra[earth] vsdf 1a Close Inst None No Turns 50 ft.-square of stone to clay or dirt to sand or mud. phb:280

SPELL LIST
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# 4 # 4 # 4 # 4 # 4 # 4 # 4 # 4 # 4 # 4

# # # # # # # # # #

prep spell name school comp cast time range duration save SR description ref
Spider Climb tra vsm 1a Touch 50 min Will neg(h) Yes(h) Grants ability to walk on walls and ceilings. phb:283
Summon Nature's Ally II con(summon) vsdf fr Close 5 rd(D) None No Calls creature to fight. phb:288
Summon Swarm con(summon) vsm/df fr Close [c]+2 rd None No Summons swarm of bats, rats, or spiders. phb:289

Tree Shape tra vsdf 1a Personal 5 hrs(D) You look exactly like a tree. phb:296
Warp Wood tra vs 1a Close Inst Will neg(o) Yes(o) Bends 5 small wooden objects (shaft, handle, etc.) in a 20-ft. radius. phb:300
Wood Shape tra vsdf 1a Touch Inst Will neg(o) Yes(o) Rearranges a 15 cu ft. wooden object to suit you. phb:303
Burrow tra vsm 1a Personal 5 min(D) Subject grows claws and gains burrow speed of 10 ft. rof:189
—— 3rd-Level Spells ——
Call Lightning evo[electricity] vs fr Med 5 min Ref half Yes Calls down lightning bolts (3d6 per bolt) from sky. phb:207
Cure Moderate Wounds con(healing) vs 1a Touch Inst Will half(h)* Yes(h)* Cures 2d8+5 points of damage. phb:216
Daylight evo[light] vs 1a Touch 50 min(D) None No 60-ft. radius of bright light. phb:216
Diminish Plants tra vsdf 1a See text Inst None No Reduces size or blights growth of normal plants. phb:221
Dominate Animal en(comp)[mind] vs fr Close 5 rd Will neg Yes Subject animal obeys silent mental commands. phb:224
Magic Fang, Greater tra vsdf 1a Close 5 hrs Will neg(h) Yes(h) One natural weapon of subject creature gets +1 on attack and damage rolls. phb:250
Meld into Stone tra[earth] vsdf 1a Personal 50 min You and your gear merge with stone. phb:252
Neutralize Poison con(healing) vsm/df 1a Touch 50 min Will neg(h,o) Yes(h,o) Immunizes subject against poison, detoxifies venom in or on subject. phb:257
Plant Growth tra vsdf 1a See text Inst None No Grows vegetation, improves crops. phb:262
Poison nec vsdf 1a Touch Inst* Fort neg* Yes Touch deals 1d10 Con damage, repeats in 1 min. phb:262
Protection from Energy abj vsdf 1a Touch 50 min* Fort neg(h) Yes(h) Absorb 60 of damage from one kind of energy. phb:266
Quench tra vsdf 1a Med Inst None, Will neg(o) No, Yes(o) Extinguishes nonmagical fires or one magic item, deals 5d6 to fire creatures. phb:267
Remove Disease con(healing) vs 1a Touch Inst Fort neg(h) Yes(h) Cures all diseases affecting subject. phb:271
Sleet Storm con(creation)[cold] vsm/df 1a Long 5 rd None No 40 ft. radius 20 ft. high cylinder hampers vision and movement. phb:280
Snare tra vsdf 3 rds Touch Trigger/broke None No Creates a magic booby trap. phb:280
Speak with Plants div vs 1a Personal 5 min You can talk to normal plants and plant creatures. phb:282
Spike Growth tra vsdf 1a Med 5 hrs(D) Ref prtl Yes Creatures in area take 1d4 damage, may be slowed. phb:283
Stone Shape tra[earth] vsm/df 1a Touch Inst None No Sculpts 15 cu. ft. of stone into any shape. phb:284
Summon Nature's Ally III con(summon)* vsdf fr Close 5 rd(D) None No Calls creature to fight. phb:288
Water Breathing tra vsm/df 1a Touch 10 hrs* Will neg(h) Yes(h) Subjects can breathe underwater. phb:300
Wind Wall evo[air] vsm/df 1a Med 5 rd None* Yes Deflects arrows, smaller creatures, and gases. phb:302
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