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STR +2STRENGTH 14
DEX +2DEXTERITY 14
CON +2CONSTITUTION 14
INT +3INTELLIGENCE 16
WIS 0WISDOM 10
CHA +3CHARISMA 17

+2(CONSTITUTION) +3
Elven Immunities: +2 vs. enchantments, Well Versed : +4 vs.
bardic performance, sonic, and language-dependant effects,
Banner : +2 Morale bonus vs. fear when beneath banner

=FORTITUDE +5

+2(DEXTERITY) +4
Elven Immunities: +2 vs. enchantments, Well Versed : +4 vs.
bardic performance, sonic, and language-dependant effects,
Banner : +2 Morale bonus vs. fear when beneath banner

=REFLEX +6

(WISDOM) +4
Elven Immunities: +2 vs. enchantments, Well Versed : +4 vs.
bardic performance, sonic, and language-dependant effects,
Banner : +2 Morale bonus vs. fear when beneath banner

=WILL +4

Elven Immunities Energy Resistance, Acid (5)
Elven Immunities - Sleep Energy Resistance, Cold (5)

Crit: 19-20/×2
1-hand, S

Main hand: +7, 1d8+3
Both hands: +7, 1d8+4

+1 longsword

Order of the Shield : +1 Morale bonus vs. the target of your challenge when they
attack someone other than you, Banner : +1 Morale bonus when charging beneath
banner

19 +5 +2=
10 17

+2
12

AC
Armor DeflecDex Dodge

Flat-Footed AC

MiscNaturShield Size

Touch AC

Total

Ability Modifier TemporaryScore

Neutral Good Humanoid (Elf, Human); Deity: Sarenrae;
Age: 24 ; Height: 5' 9" ; Weight: 135lb.

Male Half-Elf Bard 4/Cavalier (Standard Bearer)
1/Marshal 2 - CL5 - CR 5

+6 +4= --+2
See the Base Attack (below) for modifiers that may also apply to CMB

18 +4 +2= 10 -+2

CM Bonus
BAB MiscSizeStrength

CM Defense
BAB Dexterity SizeStrength

Menander

Order of the Shield : +1 Morale bonus vs. the target of
your challenge when they attack someone other than
you, Banner : +1 Morale bonus when charging beneath
banner

+4 53

+4

Base Attack HP
Damage / Current HP

Initiative

Speed 30 ft

Player: John Samuel

AbilityBase MiscSaving Throw NotesResist TempTotal

TempSkill Name RanksTotal Ability

Acrobatics -+2 DEX (2)
Appraise -+3 INT (3)
Bluff 5+11 CHA (3)
Climb -+2 STR (2)

Diplomacy 5+11 CHA (3)
Disguise -+3 CHA (3)
Escape Artist -+2 DEX (2)
Fly -+2 DEX (2)

Shield's Skills : +1 bonus when used on someone other than yourself
Heal 5+15 INT (3)

Intimidate 5+11 CHA (3)
Knowledge (arcana) 5+13 INT (3)
Knowledge (dungeoneering) 1+9 INT (3)
Knowledge (engineering) -+5 INT (3)
Knowledge (geography) -+5 INT (3)
Knowledge (history) -+5 INT (3)
Knowledge (local) -+5 INT (3)
Knowledge (nature) -+5 INT (3)
Knowledge (nobility) -+5 INT (3)
Knowledge (planes) 1+9 INT (3)
Knowledge (religion) -+5 INT (3)
Linguistics 5+11 INT (3)
Perception 5+10 WIS (0)
Perform (dance) 4+10 CHA (3)
Perform (oratory) 5+11 CHA (3)
Profession (soldier) 2+5 WIS (0)
Ride -+2 DEX (2)

Sense Motive -+11 WIS (0)
Stealth -+2 DEX (2)

Survival -+0 WIS (0)
Swim -+2 STR (2)

Feats

When you wear a type of armor with which you are proficient, the armor
check penalty for that armor applies only to Dexterity- and Strength-based skill
checks.

Armor Proficiency (Heavy)

When you wear a type of armor with which you are proficient, the armor
check penalty for that armor applies only to Dexterity- and Strength-based skill
checks.

Armor Proficiency (Light)

When you wear a type of armor with which you are proficient, the armor
check penalty for that armor applies only to Dexterity- and Strength-based skill
checks.

Armor Proficiency (Medium)

You are proficient with the Longsword, Rapier, Sap, Shortsword, Shortbow
and Whip.

Bard Weapon Proficiencies

Gain a bloodline power
Eldritch Heritage

Gain increased bloodline powers
Eldritch Heritage [Mythic]
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Experience & Wealth
Experience Points: 15000/23000
Current Cash: 2,005 gp, 10 sp
Reputation: Fame: 8, PP: 8, 100 miles.

Total Weight Carried: 110.05/520lbs, Light Load
(Light: 173 lbs, Medium: 346 lbs, Heavy: 520 lbs)

Gear

Light Shield Bash -
+1 Darkwood light wooden shield 2.5 lbs
+1 longsword 4 lbs
+1 Mithral chain shirt 12.5 lbs
Arrows x20 0.15 lbs
Backpack (20 @ 38.5 lbs) 2 lbs
Banner, complex 2 lbs
Bedroll <In: Backpack (20 @ 38.5 lbs)> 5 lbs
Belt pouch (3 @ 41.3 lbs) 0.5 lbs
Darkwood composite longbow 1.5 lbs
Explorer's outfit (Free) -
Flint and steel <In: Belt pouch (3 @ 41.3 lbs)> -
Mess kit <In: Belt pouch (3 @ 41.3 lbs)> 1 lb
Money <In: Belt pouch (3 @ 41.3 lbs)> 40.3 lbs
Muleback cords 0.25 lbs

Crit: ×3
Rng: 110'
2-hand, P

Darkwood composite longbow
Ranged, both hands: +7, 1d8

Order of the Shield : +1 Morale bonus vs. the target of your challenge when they
attack someone other than you, Banner : +1 Morale bonus when charging beneath
banner

+2 Max Dex: -, Armor Check: -
Spell Fail: 5%, Shield

+1 Darkwood light wooden shield

+5 Max Dex: +6, Armor Check: -
Spell Fail: 10%, Light

+1 Mithral chain shirt

Feats

Choose two benefits when you gain a class level.
Fast Learner

You are proficient with all Martial weapons.
Martial Weapon Proficiency - All

You are adept at numerous disciplines.

Prerequisites : Character level 5th, half-elf, multitalented racial trait.

Benefit: All of your classes are considered favored classes. You gain either +1 hit
point or +1 skill point whenever you take a level in any class. Apply these
bonuses retroactively for all class levels that have not yet gained one of these
bonuses.

Normal : Half-elves with the multitalented racial trait have two favored classes.

Multitalented Mastery

+1d6 precision damage for melee attacks if you and an ally with this feat flank the
same target.

Precise Strike

You can use a shield and take only the standard penalties.
Shield Proficiency

Proficient with all simple weapons.
Simple Weapon Proficiency - All

You get a +3 bonus on all checks involving the chosen skill.
Skill Focus (Heal)

Traits

Your cohorts, followers, and summoned creatures gain +1 vs. Mind-affecting
effects, +1 Leadership score if you have the Leadership feat.

Natural-Born Leader

You treat others with a clear and calculating intellect. You gain a +1 trait bonus on
all Heal checks, and you may use your Intelligence modifier when making Heal
checks instead of your Wisdom modifier.

Precise Treatment

Total Weight Carried: 110.05/520lbs, Light Load
(Light: 173 lbs, Medium: 346 lbs, Heavy: 520
lbs)

Gear

Pot <In: Backpack (20 @ 38.5 lbs)> 4 lbs
Ring of ferocious action (5/day) -
Rope <In: Backpack (20 @ 38.5 lbs)> 10 lbs
Soap <In: Backpack (20 @ 38.5 lbs)> 0.5 lbs
Spell component pouch 2 lbs
Torch x10 <In: Backpack (20 @ 38.5 lbs)> 1 lb
Trail rations x5 <In: Backpack (20 @ 38.5 lbs)> 1 lb
Waterskin <In: Backpack (20 @ 38.5 lbs)> 4 lbs

Special Abilities

As a swift action, you can expend one use of mythic power to inspire a tactical
advance on the field of battle. This allows you and each of your allies within
30 feet to take either a single move action of the character’s choice or a 5-
foot step, as long as you or your ally has the ability to take such an action (for
example, an unconscious character still can’t take an action). The action
granted by this ability doesn’t count toward the number or type of actions a
creature is allowed to take on its turn.

Advance (Ex)

At 2nd tier, you gain a bonus on initiative checks equal to your mythic tier. In
addition, as a free action on your turn, you can expend one use of mythic
power to take an additional standard action during that turn. This additional
standard action can’t be used to cast a spell. You can’t gain an extra action in
this way more than once per round.

Amazing Initiative (1/round) (Ex)

At 5th level, a cavalier’s banner becomes a symbol of inspiration to his allies
and companions. As long as the cavalier’s banner is clearly visible, all allies
within 60 feet receive a +2 morale bonus on saving throws against fear and a
+1 morale bonus on attack rolls made as part of a charge. At 10th level, and
every five levels thereafter, these bonuses increase by +1. The banner must
be at least Small or larger and must be carried or displayed by the cavalier or
his mount to function.

Modification from Standard Bearer : A standard bearer gains the banner
ability at 1st level and the bonuses increase at 5th level and every five levels
thereafter.

Addition from Awesome Pennon : Whenever his banner is visible, allies of
the standard bearer within 60 feet gain a +1 morale bonus on attack rolls,
immunity to fear effects, and a +3 morale bonus on saving throws against
mind-affecting effects.

Banner +2/+1 (Ex)

A bard adds half his class level (minimum 1) to all Knowledge skill checks and
may make all Knowledge skill checks untrained.

Bardic Knowledge +2 (Ex)

A bard is trained to use the Perform skill to create magical effects on those
around him, including himself if desired. He can use this ability for a number of
rounds per day equal to 4 + his Charisma modifier. At each level after 1st a
bard can use bardic performance for 2 additional rounds per day. Each round,
the bard can produce any one of the types of bardic performance that he has
mastered, as indicated by his level.

Starting a bardic performance is a standard action, but it can be maintained
each round as a free action. Changing a bardic performance from one effect
to another requires the bard to stop and previous performance and start a new
one as a standard action. A bardic performance cannot be disrupted, but it
ends immediately if the bard is killed, paralyzed, stunned, knocked
unconscious, or otherwise prevented from taking a free action to maintain it
each round. A bard cannot have more than one bardic performance in effect
at one time.

At 7th level, a bard can start a bardic performance as a move action instead
of a standard action. At 13th level, a bard can start a bardic performance as a
swift action.

Each bardic performance has audible components, visual components, or
both

If a bardic performance has audible components, the targets must be able to
hear the bard for the performance to have any effect, and many such
performances are language dependent (as noted in the description). A deaf
bard has a 20% change to fail when attempting to use a bardic performance
with an audible component. If he fails this check, the attempt still counts
against his daily limit. Deaf creatures are immune to bardic performances with
audible components.

If a bardic performance has a visual component, the targets must have line of
sight to the bard for the performance to have any effect. A blind bard has a
50% chance to fail when attempting to use a bardic performance with a visual
component. If he fails this check, the attempt still counts against his daily limit.
Blind creatures are immune to bardic performances with visual components.

Bardic Performance (standard action) (13 rounds/day)

At 1st level, a bard learns to counter magic effects that depend on sound (but
not spells that have verbal components.) Each round of the countersong he
makes a Perform (keyboard, percussion, wind, string, or sing) skill check. Any
creature within 30 feet of the bard (including the bard himself) that is affected
by a sonic or language-dependent magical attack may use the bard's Perform
check result in place of its saving throw if, after the saving throw is rolled, the
Perform check result proves to be higher. If a creature within range of the
countersong is already under the effect of a non-instantaneous sonic or
language-dependent magical attack, it gains another saving throw against the
effect each round it hears the countersong, but it must use the bard's Perform
skill check result for the save. Countersong does not work on effects that don't
allow saves. Countersong relies on audible components.

Bardic Performance: Countersong (Su)

At 1st level, a bard can use his performance to counter magic effects that
depend on sight. Each round of the distraction, he makes a Perform (act,
comedy, dance, or oratory) skill check. Any creature within 30 feet of the bard
(including the bard himself) that is affected by an illusion (pattern) or illusion
(figment) magical attack may use the bard's Perform check result in place of
its saving throw if, after the saving throw is rolled, the Perform check result
proves to be higher. If a creature within range of the distraction is already
under the effect of a non-instantaneous illusion (pattern) or illusion (figment)
magical attack, it gains another saving throw against the effect each round it
sees the distraction, but it must use the bard's Perform check result for the
save. Distraction does not work on effects that don't allow saves. Distraction
relies on visual components.

Bardic Performance: Distraction (Su)

At 1st level a bard can use his performance to cause one or more creatures
to become fascinated with him. Each creature to be fascinated must be within
90 feet, able to see and hear the bard, and capable of paying attention to him.
The bard must also be able to see the creatures affected. The distraction of a
nearby combat or other dangers prevents the ability from working. For every
three levels a bard has attained beyond 1st, he can target one additional
creature with this ability.

Each creature within range receives a Will save (DC 10 + 1/2 bard's level +
bard's Cha modifier) to negate the effect. If a creature's saving throw
succeeds, the bard cannot attempt to fascinate that creature again for 24
hours. If its saving throw fails, the creature sits quietly and observes the
performance for as long as the bard continues to maintain it. While fascinated,
a target takes a -4 penalty on skill checks made as reactions, such as
Perception checks. Any potential threat requires the target allows the target to
make a new saving throw against the effect. Any obvious threat, such as
someone drawing a weapon, casting a spell, or aiming a ranged weapon at
the target, automatically breaks the effect.

Fascinate is an enchantment (compulsion), mind-affecting ability. Fascinate
relies on audible and visual components in order to function.

Bardic Performance: Fascinate (2 targets) (DC 15) (Su)

A bard of 3rd level or higher can use his performance to help an ally succeed
at a task. The ally must be within 30 feet and able to see and hear the bard.
The ally gets a +2 competence bonus on skill checks with a particular skill as
long as she continues to hear the bard's performance. This bonus increases
by +1 for every four levels the bard has attained beyond 3rd (+3 at 7th, +4 at
11th, +5 at 15th, and +6 at 19th).

Certain uses of this ability are infeasible, such as Stealth, and may be
disallowed at the GM's discretion. A bard can't inspire competence in himself.
Inspire competence relies on audible components.

Bardic Performance: Inspire Competence +2 (Su)

A 1st level bard can use his performance to inspire courage in his allies
(including himself), bolstering them against fear and improving their combat
abilities. To be affected, an ally must be able to perceive the bard's
performance. An affected ally receives a +1 morale bonus on saving throws
against charm and fear effects and a +1 competence bonus on attack and
weapon damage rolls. At 5th level, and every six bard levels thereafter, this
bonus increases by +1, to a maximum of +4 at 17th level. Inspire courage is a
mind-affecting ability. Inspire courage can use audible or visual components.
The bard must choose which component to use when starting his
performance.

Bardic Performance: Inspire Courage +1 (Su)

Whenever you cast a spell of the summoning subschool, the creatures
summoned gain DR/evil equal to 1/2 your sorcerer level (minimum 1). This
does not stack with any DR the creature might have.

Bloodline Arcana: Celestial (Ex)

Your bloodline is blessed by a celestial power, either from a celestial ancestor
or through divine intervention. Although this power drives you along the path
of good, your fate (and alignment) is your own to determine.

Bloodline Arcana: Whenever you cast a spell of the summoning subschool,
the creatures summoned gain DR/evil equal to 1/2 your sorcerer level
(minimum 1). This does not stack with any DR the creature might have.

Bloodline Powers: Your celestial heritage grants you a great many powers,
but they come at a price. The lords of the higher planes are watching you and
your actions closely.

Celestial

Half-elves count as both elves and humans for any effect related to race.
Elf Blood
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Special Abilities

Whenever you’re below 0 hit points, you automatically stabilize without needing
to attempt a Constitution check. If you have an ability that allows you to act while
below 0 hit points, you still lose hit points for taking actions, as specified by that
ability. Bleed damage still causes you to lose hit points when below 0 hit points.
In addition, you don’t die until your total number of negative hit points is equal to
or greater than double your Constitution score.

Hard to Kill (Ex)

Starting at 1st level, you can unleash a ray of heavenly fire as a standard
action, targeting any foe within 30 feet as a ranged touch attack. Against evil
creatures, this ray deals 1d4 points of damage + 1 for every two sorcerer levels
you possess. This damage is divine and not subject to energy resistance or
immunity. This ray heals good creatures of 1d4 points of damage + 1 for every
two sorcerer levels you possess. A good creature cannot benefit from your
heavenly fire more than once per day. Neutral creatures are neither harmed nor
healed by this effect. You can use this ability a number of times per day equal
to 3 + your Charisma modifier.

Heavenly Fire (6/day) (Sp)

With surprising speed, you can leap to an ally’s defense. When a opponent
makes a melee attack against one of your allies, you can expend one use of
mythic power as an immediate action to move up to double your speed or take
a 5-foot step. You must end this movement adjacent to the attacking opponent.
When you end this movement, you can immediately use the aid another action
to grant a bonus to your ally’s AC (Core Rulebook 197). This bonus is applied
before the opponent’s triggering attack. These actions don’t count against your
actions this turn.

Heroic Block (Ex)

See twice as far as a human in low light, distinguishing color and detail.
Low-Light Vision

Mythic characters can draw upon a wellspring of power to accomplish amazing
deeds and cheat fate. This power is used by a number of different abilities.
Each day, you can expend an amount of mythic power equal to 3 plus double
your mythic tier (5/day at 1st tier, 7/day at 2nd, etc.). This amount is your
maximum amount of mythic power. If an ability allows you to regain uses of your
mythic power, you can never have more than this amount.

Mythic Power (7/day, Surge +1d6)

Whenever you successfully use the aid another action, your ally also adds your
tier to the aid another bonus. If you use your surge ability on the aid another roll,
add the result of the surge die to this bonus as well.

Perfect Aid (Ex)

Once per day, a cavalier can challenge a foe to combat. As a swift action, the
cavalier chooses one target within sight to challenge. The cavalier’s melee
attacks deal extra damage whenever the attacks are made against the target of
his challenge. This extra damage is equal to the cavalier’s level. The cavalier
can use this ability once per day at 1st level, plus one additional time per day
for every three levels beyond 1st, to a maximum of seven times per day at 19th
level. Challenging a foe requires much of the cavalier’s concentration. The
cavalier takes a –2 penalty to his Armor Class, except against attacks made by
the target of his challenge.

The challenge remains in effect until the target is dead or unconscious or until
the combat ends. Each cavalier’s challenge also includes another effect which is
listed in the section describing the cavalier’s order.

Addition from Order of the Shield : Whenever an order of the shield cavalier
issues a challenge, he receives a +1 morale bonus on attack rolls made against
the target of his challenge if the target makes an attack against a target other
than the cavalier. This bonus lasts for 1 minute. The bonus increases by +1 for
every four levels the cavalier possesses.

Shield's Challenge +1 (1/day) (Ex)

An order of the shield cavalier adds Heal (Wis) and Knowledge (local) (Int) to
his list of class skills. Whenever an order of the shield cavalier uses the Heal
skill on a creature other than himself, he receives a bonus on the check equal to
1/2 his cavalier level (minimum +1).

Shield's Skills +1 (Ex)

You can call upon your mythic power to overcome difficult challenges. You can
expend one use of mythic power to increase any d20 roll you just made by
rolling 1d6 and adding it to the result. Using this ability is an immediate action
taken after the result of the original roll is revealed. This can change the
outcome of the roll. The bonus die gained by using this ability increases to 1d8
at 4th tier, 1d10 at 7th tier, and 1d12 at 10th tier.

Surge (1d6) (Su)

At 1st level, a cavalier receives a teamwork feat as a bonus feat. He must meet
the prerequisites for this feat. As a standard action, the cavalier can grant this
feat to all allies within 30 feet who can see and hear him. Allies retain the use of
this bonus feat for 3 rounds plus 1 round for every two levels the cavalier
possesses. The cavalier can use this ability once per day at 1st level, plus one
additional time per day at 5th level and for every 5 levels thereafter.

Tactician (Precise Strike) 3 rds (1/day) (Ex)

You may substitute the final value of your Perform: Oratory skill for Diplomacy or
Sense Motive checks

Versatile Performance (Oratory) +11 (Ex)

At 2nd level, the bard becomes resistant to the bardic performance of others,
and to sonic effects in general. The bard gains a +4 bonus on saving throws
made against bardic performance, sonic, and language-dependent effects.

Well Versed (Ex)

Tracked Resources
Amazing Initiative (1/round) (Ex)
Arrows

Bardic Performance (standard action) (13 rounds/day)

Heavenly Fire (6/day) (Sp)
Mythic Power (7/day, Surge +1d6)
Shield's Challenge +1 (1/day) (Ex)
Tactician (Precise Strike) 3 rds (1/day) (Ex)
Torch
Trail rations

Languages
Catfolk Elven

Celestial Infernal
Common Necral

Languages
Draconic Sylvan
Dwarven Undercommon

Spells & Powers
Bard spells known (CL 4th; concentration +7)
Melee Touch +6 Ranged Touch +6
2nd (2/day)—cure moderate wounds, invisibility
1st (4/day) —cure light wounds, expeditious retreat,
moment of greatness, saving finale (DC 14)
0th (at will) —detect magic, flare (DC 13), know direction,
message, open/close (DC 13), read magic

Background
Menander is a child of Karinith who has been raised as a
standard bearer and future leader of infantry forces.

He has been sent out to gain seasoning as an officer and
leader.


