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Wounds/Current HP

ABILITY ABILITY ABILITY TEMP TEMP
NAME SCORE MOD SCORE MOD

KEY SKILL ABILITY RANKS MISC
ABILITY MOD MOD MOD

Aylmer
Character Name Player Name

Concentration CON +7 = +2 + 5 + +0
Craft INT +1 = +1 + 0 + +0
Diplomacy CHA +25 = +7 + 10 + +8
Handle Animal CHA +18 = +7 + 11 + +0
Heal WIS +9 = +4 + 5 + +0

× Intimidate CHA +15 = +7 + 4 + +4
× Knowledge (Arcana) INT +4 = +1 + 3 + +0

Knowledge (Nobility and Ro... INT +9 = +1 + 8 + +0
Knowledge (Religion) INT +16 = +1 + 15 + +0

× Listen WIS +10 = +4 + 6 + +0
× Move Silently DEX +3 = +3 + 4 + -4
× Perform (Singing) CHA +14 = +7 + 3 + +4

Profession WIS +8 = +4 + 4 + +0
Ride DEX +15 = +3 + 10 + +2
Sense Motive WIS +16 = +4 + 12 + +0

× Spot WIS +10 = +4 + 6 + +0

 C
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SKILLS MAX
RANKS 33 / 16

CHARISMA

26 +8 ___ ___
16 +3 ___ ___
14 +2 ___ ___
13 +1 ___ ___
18 +4 ___ ___
25 +7 ___ ___

STR
DEX
CON
INT
WIS
CHA

HP

INITIATIVE

TOTAL

221
Nonlethal

TOTAL DEX Misc
Mod Mod

+3 = +3 + 0

Axiomatic Ghost Touch Holy Battleaxe +5
Size: Medium, Total Attack Bonus: +36/+31/+26/+21, Damage: 1d8+13 plus
2d6 against chaotic plus 2d6 against evil, Critical: x3, Damage Type:
Slashing, Type: One-Handed, Enhancement Bonus: +5, Masterwork, Special
Properties: Axiomatic: Bestows 1 negative level while held by those of
chaotic alignment; +2d6 damage against chaotic; Ghost Touch: Both the
enhancement and armor bonus count against attacks of incorporeal creatures;
Holy: Bestows 1 negative level while held by those of evil alignment; +2d6
damage against evil
Holy Axiomatic Power Vorpal Longsword +6
Size: Medium, Total Attack Bonus: +37/+32/+27/+22, Damage: 1d8+14 plus
3d6 and 1 negative level against chaotic (x2 critical) plus 2d6 against evil,
Critical: 19-20/x2, Damage Type: Slashing, Type: One-Handed, Enhancement
Bonus: +6, Masterwork, Special Properties: Axiomatic Power: Bestows 3
negative levels while held by those of chaotic alignment; Lawfully aligned,
+3d6 damage against chaotic and one negative level (Fort DC 23), +6d6
damage and 2 negative levels on critical; Holy: Bestows 1 negative level
while held by those of evil alignment; +2d6 damage against evil; Vorpal:
Beheads on critical, INT: 10, WIS: 14, CHA: 14, Ego: 16, AL: LG (wielder
gains 1 negative level if alignment doesn't correspond), Communication:
Speech, Senses: 120 ft. Vision, Hearing, Languages: Common, Bless: 3/day,
Zone of Truth: 3/day, Special Purpose: Defeat/Slay Demons, Lightning Bolt
(Dedicated Power): 10d6
Plate Mail of the Elven Lords +6
Armor Bonus: 8, Armor Check Penalty: -3, Arcane Spell Failure: 25%, Max
DEX Bonus: 3, Enhancement Bonus: +6, Masterwork, Special Properties:
Great Invulnerability (5/epic); Great Spell Resistance (SR 23); Mithral:
Masterwork, weight halved, medium armor
Ring of Protection +6
Protective Bonuses: +6 AC
Shield of Blinding +4
Armor Bonus: 2, Armor Check Penalty: -1, Arcane Spell Failure: 5%,
Enhancement Bonus: +4, Masterwork, Special Properties: Arrow Deflection:
DC 20 Ref save to deflect 1 ranged weapon/round; Bashing: Deals 1d8

BASE
GRAPPLE
MELEE
RANGED

ATTACK Base STR/DEX Size Misc Temp
TOTAL Attack Bonus Mod Mod Mod Mod

+23/+18/+13/+8
+31 = +23 + 8 + 0 + 0 + ___
+31/+26/+21/+16 = +23 + 8 + 0 + 0 + ___
+26/+21/+16/+11 = +23 + 3 + 0 + 0 + ___

Carrying Capacity
Light: 306 lbs
Medium: 613 lbs
Heavy: 920 lbs
Lift off Ground: 1,840 lbs
Push or Drag: 4,600 lbs

Load Limits
Weight carried: 42.6 lbs
With Backpacks: 42.6 lbs
Max. DEX Bonus: --
Check Penalty: --
Maximum Run: ×4
Speed Penalty: --ppppp ppppp

ppppp ppppp
ppppp ppppp
ppppp ppppp

ppppp ppppp
ppppp ppppp
ppppp ppppp
ppppp ppppp

AMMUNITION

WEAPONS AND ARMOR

Pal30; Medium Male Human; Lawful Good; Age: 34; 5'10"; 192lb.; Eyes: Brown; Hair:
Short, Coppery Red; Skin: Pale White; Build: Muscular

20/40/80 ft.
Speed

Total Skill Points: 132/132

Touch: 19
Flat-footed: 42

Combat Expertise: +1-+5 from attack; Dodge: +1; Mobility: +4 vs. att. of opp.

AC 45 = 10 + 14 + 6 + 3 + 0 + 6 + 6 + 0
TOTAL Armor Shield DEX Size Natural Deflection Misc

SAVING THROWS
Base Ability Misc Magic Temp

TOTAL Save Mod Mod Mod Mod

FORTITUDE

REFLEX

WILL

+23 = +14 + 2 + 7 + 0 + ___

+18 = +8 + 3 + 7 + 0 + ___

+19 = +8 + 4 + 7 + 0 + ___

CONDITIONAL MODIFIERS
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ABILITY MOD MOD MOD
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bashing damage, acting as +1 weapon; Blinding: Flashes twice a day on
command, blinding all within 20 ft. 1d4 rounds unless Reflex saving throw
made (DC 14); Fire Resistance, Greater: Absorbs first 30 points of fire
damage per round

WEAPONS
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Experience

Amulet of Epic Natural
Armor +6, 720000gp

Amulet of Health +4,
16000gp

Axiomatic Ghost Touch
Holy Battleaxe +5
(1d8+13 plus 2d6
against chaotic plus 2d6
against evil), 6lb.,
200310gp

Belt of Giant Strength +6,
1lb., 36000gp

80 Gold Pieces, 1.6 lbs
Holy Axiomatic Power

Vorpal Longsword +6
(1d8+14 plus 3d6 and 1
negative level against
chaotic (x2 critical) plus
2d6 against evil), 4lb.,
8891815gp

Plate Mail of the Elven
Lords +6 (AC +14),
25lb., 3620500gp,
Armor Bonus: 8, Armor
Check Penalty: -3,
Arcane Spell Failure:
25%, Max DEX Bonus:
3, Enhancement Bonus:
+6, Masterwork,
Special Properties:
Great Invulnerability
(5/epic); Great Spell
Resistance (SR 23);
Mithral: Masterwork,
weight halved, medium
armor

Ring of Protection +6,
720000gp, Protective
Bonus: +6 AC

Shield of Blinding +4 (AC
+6), 5lb., 131170gp,
Armor Bonus: 2, Armor
Check Penalty: -1,
Arcane Spell Failure:
5%, Enhancement
Bonus: +4, Masterwork,
Special Properties:
Arrow Deflection: DC
20 Ref save to deflect 1
ranged weapon/round;
Bashing: Deals 1d8
bashing damage, acting
as +1 weapon;
Blinding: Flashes twice

a day on command,
blinding all within 20 ft.
1d4 rounds unless
Reflex saving throw
made (DC 14); Fire
Resistance, Greater:
Absorbs first 30 points
of fire damage per
round

Talisman of Pure Good,
Charges: 6. Wielder
must be good. Causes a
flaming crack to open
and swallow an evil
divine spell caster up to
100 feet away if failing
Reflex save (DC 19).
Contains 6 damaging
charges; touching one
causes 6d6 damage to a
neutral divine
spellcaster or 8d6
damage to an evil
divine spellcaster.

Special Abilities
Aura of Courage (Su): Effect:

Immune to fear, +4 morale
bonus in 10' radius vs. fear

Aura of Good (Ex): Detect
Good

Detect Evil (Sp): At will
Divine Grace (Su)
Divine Health (Ex): Immune

to disease
Lay on Hands (Su): Heal 210

hp
Paladin's Mount (Warhorse):

Heavy Warhorse; Type:
Animal; Size: Large; HD:
16d8+48; Hits: 120; AC:
28 (-1 size; +1 Dex; +18
natural); touch 10;
flat-footed 27; Base Attack
Bonus: +12/+23; Attack:
Hoof +18 melee (1d6+7);
Full Attack: Hoof (2) +18
melee (1d6+7) and bite
+13 melee (1d4+3);
Space/Reach: 10 ft./5 ft.;
Initiative: +1; Speed: 60
ft.; Fort: +17; Ref: +11;
Will: +9; STR: 24; DEX:
13; CON: 17; INT: 11;
WIS: 13; CHA: 6; Special
Abilities: Low-light Vision
(Ex); Scent (Ex); Skills:
Jump +12; Listen +5; Spot
+4; Feats: Endurance;Run;
Special: Improved
Evasion, Share Spells,
Empathic Link, Share
Saving Throws; Improved
Speed; Command creatures
of its kind; Mount Spell
Resistance: 35

Remove Disease (Sp): 9
times/week

Smite Evil (Su): Attack
Bonus: +7; Bonus
Damage: 90; Times per
Day: 7

Turn or Rebuke Undead:
Turn: Times Per Day: 10;
Turning Check Bonus: +9

Weapon Proficiencies:
Martial; Simple; Light
Armor; Medium Armor;
Heavy Armor; Shield

Feats
Blind-Fight: Fight without

seeing foes
Cleave: Follow through with

powerful blows
Combat Expertise: Trade up

to -5 from attack bonus for
bonus on AC

Combat Reflexes: Additional
attacks of opportunity
equal to DEX modifier

Dodge: +1 AC vs. chosen
melee opponent

Epic Leadership: +37: Epic
attraction of cohort and
followers

Epic Reputation: +4 bonus on
Bluff, Diplomacy, Gather
Information, Intimidate
and Perform

Great Cleave: Cleave any
number of times

Great Smiting: ×3: A
successful smite attack
does additional level bonus
damage

Holy Strike: Nonaligned
weapons treated as holy

Common, Celestial

LANGUAGES

EQUIPMENT

SPECIAL ABILITIES/FEATS

NOTES

14 0 - -
15 1 3 +1
16 2 3 +1
17 3 3 +1
18 4 3 +1

Spell Spells Bonus
Save DC LEVEL per day Spells

Spell Save DC Mod: +4

MONEY
Total: 80gp
80 gp

Total Cost: 14,335,795gp
Armor and Weapons on Person: 42.6lb.
Total Gear in Backpacks: 0.0lb.
Total Gear and Armor: 42.6lb.

Campaign

441,763 (Next: 465,000, Req.: 23,237)
30%Arcane Spell Failure
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giving 2d6 extra damage against evil
creatures.

Leadership: +37: Attract loyal companions
and devoted followers who assist you

Mobility: +4 bonus to AC against attacks of
opportunity when character moves

Overwhelming Critical (Choose):
1d6/2d6/3d6 extra damage on critical hit

Power Attack: Trade to-hit for damage

SPECIAL ABILITIES/FEATS


