Char, the Red Comet
7th level Monk
Sex: Male
Race: Human
Align: LG
age: 25
height:5’10”
weight: 140


STR
18
+4
Saving Throws

DEX
16
+3
Fort
8 = 5 + 3

CON
16
+3
Refl˟
8 = 5 + 3

INT
10
0
Will
7 = 5 + 2

WIS
14
+2
˟ Evasion


CHA
11
0
+2 vs. enchantments

XP:
26,000

Next: 34,000
Languages: Common, Dwarven,

Celestial
Initiative: 7
Defense: robe (14)
CMD: 26
Move: 50 ft./200 ft
AC: 21
Touch: 17
Flat: 17
Offense:  Base Attack:  + 5

CMB: 11
Weapon
Att
dam
Crit
Type
Rg

+1 Unarmed gloves
11
d8+5
20
B
+d4 electric

Flurry of blows
11/11/6
d8+5
20

full round action

+1 Quarterstaff
10
d6+5
20
B


Flurry of blows
10/10/5
d6+5
20

full round action

M. Heavy XBow
9
d10
19
B
50’

  Takes full round to reload

Stunning fist 5/day (DC Fort 14): Stun or Fatigued ((((((
Scorpion style:  Single unarmed attack, DC 15 or speed 5’, 2 rounds

Gorgon’s fist: Single unarmed attack, DC15 or staggered, 1 round
Ki Pool ((((((( +4 AC (1), +1 attack (1), +20’ move (1)

Heal 14 pts. (2)
Additional Abilities: Slow fall 30’, Immune to Disease,
+2 charisma based checks vs. dwarves
Possessions
+4 Monk’s Robe, (DR 5 electricity)

+1 silver gloves (good aligned, +d4 electrical)

+1 Quarter Staff, Masterworks heavy crossbow

Necklace of Water Breathing (+4 swim)
Quiver with 10 bolts ((((( ((((( 

Backpack

Rations, 10 days  ((((( ((((( Water skin, 3 days (((
Bed Roll, 4945 GP
Feats 


Improved Unarmed Strike


Stunning Fist


Dodge 


WF: unarmed 


Toughness


Scorpion Style


Improved Initiative


Extra Ki


Gorgon’s Fist


Another Feat





Hit points: 74 + d8






































Skills (5/level) +5


Acrobatics	D	13=10+3


   Jump		17


Appraise	I	0 = 0+0


Bluff	R	0 = 0+0


   With Dwarves*		2


Climb	S	12=9+3


Craft	I	0 = 0+0


Diplomacy	R	0 = 0+0


   With Dwarves*		2


Disguise	R	0 = 0+0


Escape Artist	D	11=8+3


Fly		D	4 = 0+4


Handle Animal	R	   = 0+0


Heal	W	2 = 0+2


Intimidate	R	0 = 0+0


   With Dwarves*		2


Know	I	   = 0+0


Linguistics	I	1 = 1+0


Perception	W	12=10+2


Perform	R	0 = 0+0


Profession	W	2 = 0+2


Ride*	D	7 = 4+3


Sense Motive	W	6 = 4+2


Sleight of Hand	D	   = 0+3


Spellcraft	I	   = 0+0


Stealth	D	12=9+3


Survival	W	2 = 0+2


Swim +4	S	11=4+7


Use Magic Device	D	   = 0+3








