
Player Name: Mitch
PC Name: Stohp
Shatterhorn
Race: Minotaur
Gender: Female
Class: Rogue
Level: 16

E-mail:
Doomreaver3@yahoo.com
Experience points:374,000
Hero points: 3
Alignment: Neutral Good
Deity: None
Guild: None

Campaign: Lakeview
Passage
Age: 30
Weight: 829
Height: 7’ 3”
Base Speed: 30

Ability Total
Score

Base Rac
ial
Mod
.

Enhancement Modifier Additional Information

Strength 9 7 +2 -1
Dexterity 21 16 +5 +4 (lvl 4,8,12, 16) +1

(belt),
Constitution 12 10 +2 +1
Intelligence 13 15 -2 +1
Wisdom 10 12 -2 +0
Charisma 14 16 -2 +2

Hit Points:
Level 1 2 3 4 5 6 7 8 9 10 1

1
12 13 14 15 16 17 18 19 20

Die 8 8 5 7 5 6 3 6 3 5 4 2 6 5 8 8
Mod. 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1

Special 3 1 1 1 1 1 1 1 1 1 1 1 1 1
Total 9 18 27 36 43 51 56 64 69 76 8

2
86 9

4
1
0
1

11
1

1
2
1

Armor Class:
Total Base Armor Shield Dexterity Deflection Dodge Size Natural Other

AC 27 10 +7 +5 +4 +2 -1 +1 +3 vs
traps

Touch 15 10 -- -- +4 +2 -1 -- +3 vs
traps

Flat 23 10 +7 +5 -- +2 -- -1 +1 +3 vs
traps

Attacks:
Total Attack Bonus Ability Size Other

Melee +17/9 +12/7/2 +4 -1 +2 enchant



Ranged +15/8 +12/7/2 +4 -1
CMB +18 (21

grapple,
23 trip,
disarm)

+12/7/2 +5 +1 +4
grapple,+6
disarm, trip,
, no AoO.

CMD +25 12 | +8 -1 | +5 +1 +4 vs
grapple,
trip, disarm

Weapon
Name

BAB Enhancement Damage Crit.
Range

Crit.
Dam

Special Rang
e

Sap +9/4 1d8-1 20 x2 Nonlethal melee
Flail +2 +9/4 +2 1d10+1 20 x2 Trip,

disarm
melee

Improved
Unarmed
Strike

+9/4 1d4-1 20 X2 Lethal or
Nonlethal
Considered
Armed

Melee

6 AoOs
Saving Throws:

Total Bonus Class Ability Modifier Enhancement) Other
Reflex +17 +10 +5 +3 +4 vs

traps
Fortitude +9 +5 +1 +3
Will +8 +5 +0 +3
Damage reduction: Spell Resistance:
0 0
Languages:
Minotaur Tauric Common Orcish Elvish
Hafling Dwarven High Woldian Draconic Goblin
Woldian Below Sylvan Abyssal
Skill Points:

Skill Name Total Mod /
Ability

Ranks Trained Special

Acrobatics +13 +4 6 +3
Appraise +6 +1 2 +3
Bluff +12 +2 5 +3 +2 WLA (+2 badge)
Climb +3 -1 1 +3
Craft (Carpentry) +16 +1 16 +3
Diplomacy +22 +2 15 +3 (+2 WLA badge),
Disable Device +8 +4 1 +3 +half level for traps



Disguise +17 +2 10 +3 Hat of Disguise +10,
(+2 WLA badge)

Escape Artist +10 +4 3 +3
Fly +2 +4 -2
Handle Animal
Heal +0 +0
Intimidate +2 +2
Knowledge(local) +21 +1 15 +3 Meek +2, Quest

Reward +2 (Only in
float)

Knowledge
Knowledge
Knowledge
Knowledge
Knowledge
Linguistics +17 +1 11 +3 Meek +2
Perception +17 +1 10 +3 WLA +2, Race +1,

+half level vs traps
Perform +2 +2
Profession
Ride
Sense Motive +13 +0 15 +3 WLA +1
Sleight of Hand +8 +4 1 +3
Spellcraft
Stealth +4 +4 1 +3 -4
Survival +0 +0
Swim +3 -1 1 +3
Use Magic Device +16 2 11 +3
Feats, Features, and Abilities:
Note: Alternate Racials APPROVED by the PTB on 6/26/2015

Feat Class Features Racial Features Special Abilities
Agile Maneuvers Sneak Attack 8d6 Natural Armor +1
Weapon Finesse
(via Rogue
feature)

Trapfinding Meek +2
Linguistics, +2
knowledge local

Improved Grapple Finesse Rogue Perceptive +1
Combat Expertise
(via rouge feature)

Evasion Fearsome -2

Weapon
Proficiency (flail)
(via WLA)

Trap Sense +5 Cloven Hooves



Improved Disarm Improved Uncanny
Dodge

Brawler - Improved
Unarmed Strike

Weapon Focus
(Flail)

Combat Trick (Feat)

Run (Via WLA) Stand up (getting up
from prone is free
action)

Shield Proficiency Improved Evasion
Greater Grapple Rogue Talent (feat)

-greater disarm
Toughness (WLA) Opportunist - can

make AoO once a
round if ally hits
attack

Improved Trip
Greater trip
Combat Reflexes

Equipment:
Item Name Cost Weigh

t
Quant
ity

Location

Sap 2g 2 lbs 1
Club 0 6 lbs 1
Steelgrass
Breastplate +3

9300g 10 lbs

Clothes (all!) 343g,
1s

? lbs 1 Inn (1 outfit worn, this includes every
outfit in the player's handbook)

WLA fees 7000
Thieves Tools 30g 1 lbs 1
Disguise Kit 50g 8 lbs 1
Artisan’s Tools,
Masterwork

55g 5 lbs 1

Wooden Spinning
Top (RP item)

0 1 lbs 1

Inn, Good 2g/day
Meals, Good 5s/day
Hat of Disguise 1,800g 1
+2 Flail 8312



+3 silver shield 9280 1
+2 Belt (Dex) 4000
Tanglefoot Bag 40 10
Thunderstone 25 11
Rope, Silk 10g 2
Ring of Protection
+2 & Shield other

8500g

Holy Water 25g 5
Cloak of
Resistance +3

9000

Clear Spindle Ioun
STone

4000 (Sustains user without food or water)

Helm of
Underwater Action

24,000 Lets user move, breath, and see
underwater.

Gold: 30,940 93s
Total worth:
Party Treasury
Total Encumbrance: 53 lbs Light Light: 60, Medium 61-120, Heavy

121-180
Magic Items:

Item name Location Charges / Uses
Compressed feather
Pillow

Fatted Calf
When used

1

Shadow Crystal Fatted Calf
A crystal that reflects shadows
instead of light

Drow Goggles Pocket
Protects wearer from bursts of light

GG Silverware (Lottery
award)

WLA badge Person N/A

Magical Body Slots:
Slot Item

Armor Steelgrass Breastplate +3
Shield +3 Silver Shield, heavy

https://docs.google.com/spreadsheets/d/1gLQq97B-c3AnBjUALAEQjaor4uBHNVW0SgU69GlgVak/edit


Belt Belt of +2 Dex
Body: robes and vestments
Chest: mantles, shirts, and vests
Eyes: eyes, glasses, and goggles
Feet: boots, shoes, and slippers
Hands: gauntlets and gloves
Head: circlets, crowns, hats, helms, masks Hat of Disguise
Headband: headbands and phylacteries
Neck: amulets, brooches, necklaces, periapt,
and scarabs
Rings (one or two) Protection +2
Shoulders: capes and cloaks
Wrist: bracelets and bracers

Appearance: At just above 7 feet tall and 829 lbs, Stohp is small for a Minotaur, with horns filed
down to half length and soft brown fur. Sometimes this can cause confusion as to her age,
which she exploits occasionally. When she is trying to impress someone and/or look like a
businesswoman she wears her Artisan’s Outfit, which is almost new and well crafted, consisting
of a blue button up shirt and sea green skirt, invoking the surrounding Turtle Lake. Otherwise
she wears her leather armor with baggy peasants clothing over it, similar to what a porter would
wear though with some stains from the oils used in her carpentry.

History: Stohp is the daughter of a pair of proud, strong warriors of the Pirates of Jack who
retired to dote on their firstborn child, determined to raise a warrior that would do them proud
and bring honor and glory to the family name. Unfortunately their hopes were quickly dashed,
for Stohp grew to be a small child, easily bested in the games of combat by the other youths
and without the prodigious strength Minotaur are known for. By the time she was 7 her
disappointed parents began to grow restless, and they eventually decided to return to the sea,
entrusting Stohps care to an old friend of theirs, a Human named Ed Jackdaw, recently retired
from his long-time occupation as a ship’s carpenter. Stohp loved her “Uncle Jack” and his skill
at crafting small wooden toys.

Much to everyone’s surprise, the following year her parents returned with a second child. They
had unknowingly conceived her shortly before leaving out to sea, and christened the child Koh.
Torn between parental duties and their reaffirmed vows to serve aboard ship, honor to their
comrades in arms eventually won and they only stayed a few months before going out to sea
again, promising to spend every shore leave they could home.

Koh was in many ways Stohps opposite. Big and strong, she was also quite the scrapper,
easily besting her peers; in short, everything her parents had dreamed of for Stohp. Uncle Jack
did his best to care for the child, but wasn’t a Minotaur and couldn’t teach the traditions and
perspectives of the culture, so Stohp took it upon herself to raise Koh as she knew her parents
would.



Thus Koh spent her childhood studying combat and fighting, turning her body into a weapon.
Their parents returned after 10 years at sea and began taking a personal hand in her training,
their expert tutelage expanding her skills to exemplary status. Still, Stohp found her oddly
unwilling to use those skills, only becoming aggressive when she perceived slights against her
elder sister, which was fairly common. At the age of 12 Koh had a reputation for effortlessly
beating anyone who insulted Stohp with bare hands, even championing her sister in a few honor
duels against older opponents, some of which Stohp had admittedly set up to push her sister.

When Koh came of age, her parents couldn’t be prouder, and she was soon serving in the army
of their tribe. To Stohp though, Koh was clearly unhappy, which confused her to no end. She
had everything she could possibly want, was the apple of her parent’s eyes and honored by all
the tribe, so why did she seem miserable? Still, there was little chance to ask. Koh seemed
determined to hide her discontent, putting on a façade of discipline and satisfaction whenever
friends and family were around.

No one else seemed able to see the truth except for Uncle Jack, who eventually arranged for
their parents to be away when Koh visited home once. Stohp immediately questioned her
sister, asking her what could possibly be the matter. Koh’s eventual confession shocked Stohp
to the core: she hated the idea of war. She hated the way everyone expected her to march off
to some unknown land and kill with weapons existing only to kill, and had honed her hand to
hand combat skills all her life specifically to avoid killing.

Stohps decision was instant and firm. Apologizing to her sister for forcing her down the path
she had always wished she could have, she proposed the pair leave, escape from Minotaur
society that glorified combat to the wider world. Reluctant at first, Koh warmed to the idea after
some time, and they went to Uncle Joe for help. So a few months later, just after Stohp’s 22nd

birthday, they snuck aboard a ship captained by a friend of Jack’s with no connection to their
parents and sailed away to Plateau City. Using coin Jack had given them, they purchased
passage through the portal to the Floating City thousands of miles away, far from the coasts
their parents had sailed for decades.

Life in the Floating City has not been easy for the pair. Knowing no one and with few resources,
they struggled for the first year, their savings spent or stolen by pickpockets. Things were
looking truly desperate when their luck finally turned. Koh met and befriended the owner of the
Fattened Calf, a boisterous Minotaur named Grokk Greatbelly, who took them in, letting them
use a room large enough for the large pair to live together, paying Koh for her help in the
kitchens, and introducing them to friends and connections on the docks that let the pair find odd
jobs to make ends meet. Two years later, the sisters have made a home for themselves, Stohp
earning some with the toys and carpentry work Uncle Jack taught her and Koh becoming a cook
under Grokk’s tutelage. Still, the pair’s income is a pittance, short of true economic
independence, and the daily doldrums of life has set in, making them wish some sort of
adventure or opportunity would knock on their door.



History, part 2:

Opportunity did knock, from a greatly unexpected direction. One night Stohp was having a quiet
drink with her sister and they overheard a meeting between several business owners worried
about various troubles around the Fence. Then a bunch of Ratfolk showed up, attacked
everyone, and Stohp and Koh had to defend themselves. At the end of the fight the combatants
formed an adventuring group. Koh was quite eager to join, but Stohp was rather leery of the
whole idea. She’d given up her dreams of being a fierce warrior years ago. Still her sister was
joining, and Stohp will always support her sister.

Their first adventure was… odd. It involved a mad druid, a plague of rats, and didn’t exactly
make Stohp feel like a hero. At the end of it Koh got an amazing opportunity to study with an
ancient master of martial arts. She jumped at the chance, but that meant leaving the
adventuring group and the sister splitting up. Regretfully, they did so, and Stohp resolved to do
her best to make this adventuring thing work. So she buckled down, joined the Woldian
Adventuring League, and tried to learn the trade. She even made a bid for leadership of the
group, which she got on a temporary basis. Lately they’ve even performed acts that made her
feel like a hero, recapturing the childhood dream in some small way.

She’s also almost died, repeatedly, a fact that scares her, especially after their last adventure
that left no member of the party unscathed. Sure she helped saved the day, but she’s yet
uncertain if this is really what she wants to do with her life.

Trivia

Stohp is the cunning sister. As a child she always wanted to fulfill her parents expectations of
becoming a powerful warrior, but life has disabused her of that notion. Growing up among her
stronger peers on Minotaur Island has taught her to avoid direct confrontation, and without her
sister around she will try to escape rather than start an argument or fight. Most problems she
tackles indirectly, bluffing her way past foes or catching them by surprise, though sometimes
these methods are ineffective compared to Koh’s more direct approach.

The sisters began trimming their horns short after leaving the island in order to show their
abandonment of their homeland and its culture. Among the more traditionally minded Minotaur
of the city this sometimes leads to dispute, as taking pride in your horns is ingrained in the
culture and some consider trimming them almost sacrilege. She has no regrets though, and
has grown to appreciate the laws and methods of settling dispute that the Humans of the city
use, vastly preferring them to honor duels. Grokk Greatbelly and many of his patrons provide a
haven for them, as most know and respect the reasoning behind the sisters’ choices.



Shortly before they met Grokk Greatbelly Stohp resorted to pick-pocketing on the market streets
to survive. Though she felt it was necessary at the time, she greatly regrets the event and
hopes to never be that desperate again.

Her father is Zint Bloodhoof, a skilled warrior and prankster. He married fellow warrior Pahn
Shatterhorn, who is extremely serious and almost never tells jokes, in a strange case of
opposites attracting. They met after he played a prank on her and she threw him overboard,
though she later admitted the prank was really funny. Being a powerful warrior in her own right,
their daughters were given Pahn’s surname, and any sons will take Zint’s surname.

Although she pursued leadership of the Shields, she didn’t actually want to be in charge per se.
She saw a problem, namely a lack of coordination and clear direction for the group, and
envisioned a solution, elect a permanent leader. Since it was her idea, one she thought much
about before bringing it up to the group at large, she felt obligated to personally handle the
situation. After all she had seen the need and put the most thought into it. In the end she only
got temporarily in charge, and was happy to pass the reigns when her time was up.

OOC Note: I will roleplay Stohps low strength by having her get Koh to do most strength based
tasks. She will also avoid direct confrontation as much as possible, as she feels insecure in
combat. If, despite her best efforts, she finds herself in combat, she will focus on hindering her
foes as best she can for her allies rather than bludgeoning things with a weapon (meaning lots
of combat maneuvers instead of attacks).

This Woldian Pathfinder Player Character Sheet Template was created by Kent and tweaked by Cayzle on 11 Jan 2011. Approved
for all Wold PCs.

Skill Points

Money Tracker

Char creation - 80g left?
Module 1 gold gathered: ? - immediately added to party pot
Saved the Trash: + 3,700g
Journeyman dues: - 1,000g
Silver Shield +1 - 1280
Clothing! - 343g, 1s
Sold stuff + 2000g
Spoils of war +5000
WLA fee -2500
Loot +6000
Armor upgrade -3000
Holy Water -125 (12/15/18)



Loot from underwater - 28k (3-8-2020)

Exp tracker

Module 1 halfway - 1000 exp
Module 2 end - 1000 exp
? - 400 exp
Exit from Turtle races - 1500 exp
250 - swift end of HoL 2nd kidnapping
750 - End of Module?
250 - Great RP
1000 - Zombies!!!!!
100 - RP
Module finish (saved the trash!): 3000
Street fight: 2000
Killed Shredds: 4000
Boat: 300
Trail: 400
Cleared Farm: 1850
Investigation: 900
Weights: 1200
EXP catchup gift: 5000
Got claw! 1600
Saved the Wold: 10,000
Post crying woods: 4000
Won a bar fight by preventing it: 2500
Finished mummies off: 4500
Forgot to track for about a year - set to 75,000 (3-8-2020)

Plans:

8th: from this point can get advanced trip/disarm/grapple

WLA bonuses: 9th level, leadership, 12th bodyguard or cosmopolitan, 16th whichever I didn’t
get at 12th

Sometime before 12th level: get combat reflexes for Bodyguard


