NOK,THEKN CKQWN Character Record

Character Name Player Alignment Age Gender Height Weight
Culture 2™ Culture Social Rank
CLASSES & LEVELS Total Levels

Class: Agent Bard Cleric Druid NatPhil Paladin Raider Rake Scout Soldier Sorcerer Witch Wizard

Level - ___
Hit Die  d6 dé d8 d8 d4 d1o di2 ds8 d1o d1o d4 d4 d4
Prestige Class Level Hit Die _
Prestige Class Level Hit Die
ABILITY SCORES HIT POINTS CURRENT HP
Temporary Nonlethal Damage

Ability  Score/Modifier Score/Modifier
STR / / ARMOR CLASS O Touch AC o
DEX / / = 10 + Armor Bonus Flat-Footed AC
CON / / + Shield Bonus .
INT / / + Dex Modifier - SPEED Feet
WIS / / + Size Modifier _ | INITIATIVE ____
CHA / / + Natural Armor o Dex Modifier

+ Deflection Modifier o Misc Modifier

+ Misc. Modifier

SAVES Total Base Save Ability Modifier ~Magic Misc.  Temp. Extraordinary Abilities

Fortitude = + (Con) + + + Damage Reduction

Reflex = + (Dex)  + + + Regeneration -

Will = + (Wis)  + + + Spell Resistance _
Other

Base Attack Bonus

Attack Type Total Base Attack Ability Modifier

Melee = + (Str)

Ranged = + (Dex) Size Mod

Grapple = + (Str) +

ATTACKS Bonus Damage  Critical Range Type Notes

~ N -




SKILLS

Skill
Appraise
Balance*
Bluff

Climb*
Concentration
Craft

Total

Ability Mod.
(Int)

(Dex)

(Cha)

(Str)

(Con)

(Int)

Craft

(Int)

Craft

(Int)

Decipher Script
Diplomacy

Disable Device
Disguise

Escape Artist*
Forgery

Gather Information
Handle Animal
Heal

Hide*
Intimidate
Jump*
Knowledge

(Int)

(Cha)

(Int)

(Cha)

(Dex)

(Int)

(Cha)

(Cha)

(Wis)

(Dex)

(Cha)

(Str)

(Int)

Knowledge

(Int)

Knowledge

(Int)

(Int)

Knowledge
Knowledge

(Int)

Jump
Listen
Move Silently*
Open Lock
Perform
Perform
Perform
Profession

(Str)

(Wis)

(Dex)

(Dex)

(Cha)

(Cha)

(Cha)

(Wis)

Profession

(Wis)

Ride

Search

Sense Motive
Sleight of Hand*
Spellcraft

Spot

Survival

Swim*

Tumble*

Use Magic Device
Use Rope

Skills that can't be used untrained are shown in bold text.

(Dex)

(Int)

(Wis)

(Dex)

(Int)

(Wis)

(Wis)

(Str)

(Dex)

(Cha)

(Dex)

+ + + + + 4+ + + + + o+

+

+ + + + + + + + + + + + F + F A+ + + + + + + + + + + + + + + + + +

Ranks

Misc.

+ + + + + + + + + + + F F A+ + + + + + F F F F o+ A+ o+ A+ A+ A+ + A+ A+ A+ o+ + + + o+

Class Skill Class
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Armor check penalties apply to skills marked with an asterisk (double penalty for Swim).



F EATS (Feats in italics are described in Northern Crown New World Adventures)

GENERAL FEATS
O Acrobatic
O Agile
O Alertness
O Animal Affinity
O Armor Proficiency (Heavy, Medium, or Light)
O Athletic
O Atrtillery
O Bear Ancestry
O Advanced Bear Ancestry
O Heroic Bear Ancestry
O Blind-Fight
O Combat Casting
O Combat Expertise
O Improved Disarm
O Improved Feint
O Improved Trip
O Whirlwind Attack
O Combat Reflexes
O Deceitful
O Deft Hands
O Diligent
O Dodge
O Mobility
O Spring Attack
O Endurance
O Diehard
O Eschew Materials
O Exotic Weapon Proficiency
O Explosives
O Extra Turning
O Fencing
O Signature Move
O Flash
O Force Majeure
O Gift of Tongues
O Great Fortitude
O Greatsword
O Guns
O Hair Trigger
O Both Barrels
O Ranged Disarm
O Ricochet
O Surefire
O Take Aim
O Improved Counterspell
O Improved Critical
O Improved Initiative
O Improved Turning
O Improved Unarmed Strike
O Improved Grapple
O Deflect Arrows
O Snatch Arrows
O Stunning Fist
O Investigator
O Iron Will
O Leadership
O Lightning Reflexes
O Magical Aptitude
O Manners
O Maunetu Sorcerer
O Martial Weapon Proficiency

O Mounted Combat
O Mounted Archery
O Ride-by Attack
O Spirited Charge
O Trample
O Natural Spell
O Negotiator
O Nimble Fingers
O Persuasive
O Philosophical Society Member
O Pniese Paladin
O Point Blank Shot
O Far Shot
O Precise Shot
O Improved Precise Shot
O Rapid Shot
O Manyshot
O Shot on the Run
O Polearms
O Close Order Drill
O Powaw Druid
O Power Attack
O Cleave
O Great Cleave
O Improved Bull Rush
O Improved Overrun
O Improved Sunder
O Quick Draw
O Rapid Reload (applies to guns & crossbows)
O Run
O Self-Sufficient
O Shield Proficiency
O Improved Shield Bash
O Tower Shield Proficiency
O Simple Weapon Proficiency
O SkKkill Focus
O Spell Focus
O Augment Summoning
O Greater Spell Focus
O Spell Mastery
O Spell Penetration
O Greater Spell Penetration
O Stealthy
O Toughness
O Track
O Turtle Ancestry
O Advanced Turtle Ancestry
O Heroic Turtle Ancestry
O Two-Weapon Fighting
O Two-Weapon Defense
O ImprovedTwo-Weapon Fighting
O GreaterTwo-Weapon Fighting
O Two Worlds
O Weapon Finesse
O Weapon Focus
O Greater Weapon Focus
O Weapon Specialization
O Greater Weapon Specialization
O Wolf Ancestry
O Advanced Wolf Ancestry
O Heroic Wolf Ancestry




ITEM CREATION FEATS
O Brew Potion
O Compose Chant

O Craft Magic Arms and Armor

O Craft Pipe

O Craft Rod

O Craft Staff

O Craft Wand

O Craft Wondrous Item
O Forge Ring

O Scribe Scroll

O Inscribe Tattoo

O Raise Earth Effigy
O Raise Standing Stone

SPECIAL ABILITIES

INVENTION FEATS
O Craft Invention
O Cheap Invention
O Fast Invention Repair
O Hardened Invention
O Increased Invention Damage
O Increased Invention Hit Points
O Increased Vehicle Speed
O Invention Specialization
O Science Specialization

METAMAGIC FEATS
O Empower Spell

O Enlarge Spell

O Extend Spell

Macic
Base Spell Save DG

Arcane Spell Failure

Level  Spells Spells

Known per Day
0

O Heighten Spell
O Maximize Spell
O Quicken Spell
O Silent Spell

O Still Spell

O Widen Spell

METASCIENCE FEATS

O Silent Apparatus
O Subtle Apparatus

PSIONIC FEATS
O Evil Eye

O Firebug

O Second Sight

(= 10 + Ability Modifier)

% (see Armor)

Bonus Save DG
Spells

lst

2nd

3rd

4th

5th

6th

7th

8th

9th

Base Save DG

per Day

0

NATURAL PHILOSOPHER PHENOMENA

(= 10 + Int Modifier)
Level Phenomena Bonus
Phenom.

Save DG

lst

2nd

3rd

[_LANGUAGES

4th

5th

6th

7th

8th

9th




ARMOR, SHIELD, & PROTECTIVE ITEMS

Armor Type AG Bonus Max Dex Check Penalty Spell Failure Speed Weight
Notes

Shield Type AG Bonus Max Dex Check Penalty Spell Failure Speed Weight
Notes
Protective Item AC Bonus
Protective Item AC Bonus
Protective Item AC Bonus

GEAR

[tem Weight Cost

NOTES
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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.

|. 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.

3.0ffer 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.

I'l. 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.

| 3. 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 provision shall be reformed only to the extent necessary to make it
enforceable.

|5. COPYRIGHT NOTICE

Open Game License v |.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc,; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy
Collins, David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on original material by E. Gary Gygax and Dave
Arneson.

Occult Lore Copyright 2002, Trident inc. d/b/a Atlas Games

Nyambe: African Adventures Copyright 2002, Trident Inc. d/b/a Atlas Games; author Christopher W. Dolunt

Northern Crown: Gazetteer Copyright 2005, Trident Inc. d/b/a Atlas Games; author Douglas Anderson

Northern Crown: New World Adventures Copyright 2005, Trident Inc. d/b/a Atlas Games; author Douglas Anderson

Northern Crown Character Sheet Copyright 2005, Douglas Anderson.





