Tock Ralf Cayden Cailean None Chaotic Good
CHARACTER NAME PLAYER NAME DEITY REGION ALIGNMENT
Darkvision (60
Barbarian 2, Ranger 3 Half-Orc Medium 6'6" 290 Ibs. ft.)
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*: weapon is equipped
1H-P: One handed, in primary hand. 1H-O: One handed, in off hand. 2H: Two handed. 2W-P-(OH): 2 weapons, primary hand (off
hand weapon is heavy). 2W-P-(OL): 2 weapons, primary hand (off hand weapon is light). 2W-OH: 2 weapons, off hand.
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EQUIPMENT

ITEM LOCATION QTY WT COST

Backpack Equipped 1 20 2.0

15 Ibs., 1 Bag of Holding (Type 1)

Bag of Holding (Type I) Backpack 1 15.0 2500.0

27 Ibs., 1 Bedroll, 1 Blanket (Winter), 1 Caltrops, 1 Flint and

Steel, 1 Potion of Cure Light Wounds, 7 Rations (Trail/Per Day),

1 Rope (Silk/50 ft.), 1 Waterskin (Filled), 1 Whetstone

Bedroll Bag of Holding 1 5.0 0.1
(Type 1)

Blanket (Winter) Bag of Holding 1 3.0 0.5
(Type )

Caltrops Bag of Holding 1 2.0 1.0
(Type 1)

Chain Shirt +1 Equipped 1 250 1250.0

Dagger Carried 1 10 2.0

Flint and Steel Bag of Holding 1 0.0 1.0
(Type )

Holy Symbol (Wooden) Carried 0.0 1.0

Javelin Carried 4 20 1.0(4.0)

(8.0)

Oil of Magic Weapon Pouch(Bel) 1 00 50.0

Gives a weapon a +1 enhancement bonus on attack and

damage rolls for 1 minute.

m]

Potion of Bull's Strength Pouch (Bel) 1 0.0 300.0

+4 enhancement bonus to Strength for 3 minutes

O

Potion of Cure Light Wounds Bag of Holding 1 0.0  50.0

Cures 1d8+1 points of damage (Type I)

m]

Potion of Cure Light Wounds Pouch (Belt) 2 0.0  50.0

(0.0) (100.0)

Cures 1d8+1 points of damage

0o

Pouch (Belt) Equipped 1 NaN 1.0
0 Ibs., 1 Oil of Magic Weapon, 2 Potion of Cure Light Wounds, 1
Potion of Bull's Strength
Rations (Trail/Per Day) Bag of Holding 7 1.0 0.5(3.5)
S[s]als[s}als! (Type D) (7.0)
Rope (Silk/50 ft.) Bagof Holding 1 50  10.0
4 hp, DC 24 Strength check to burst (Type I)
Waraxe +1 (Dwarven) Equipped 1 8.0 2330.0
\Waterskin (Filled) Bag of Holding 1 4.0 1.0
(Type )
\Whetstone BagofHolding 1 1.0 0.02
(Type )
TOTAL WEIGHT CARRIED/VALUE 59,5 6607.12
Ibs. ap
WEIGHT ALLOWANCE
Light 100 Medium 200 Heavy 300

Lift over head 300 Lift off ground 600 Push /Drag 1500

LANGUAGES

Common, Orc

Special Attacks
Animal Fury (Ex) [Paizo Publishing - Core
Rulebook, p.32]
While raging, you gain a bite attack, If uses as a part of a full-attack action, the bite
is made at your full base attack bonus-5. If the bite hits, it deals 1d4+2 points of
damage. You can make a bite attack as part of the action to maintain or break free
from a grapple. This attack is resolved before the grapple check is made. If the bite
attack hits, any grapple checks you make against the target this round are at a +2
bonus.
Favored Enemy (Humanoid (Human)) (Ex) [Paizo Publishing - Core
Rulebook, p.64]
You gain a +2 bonus on Bluff, Knowledge, Perception, Sense Motive, and Survival
checks when using these skills against humans. Likewise, you get a +2 bonus on
weapon attack and damage rolls against such creatures. You may make Knowledge
Skill checks untrained to identify such creatures.

Special Qualities
Fast Movement (Ex) [Paizo Publishing - Core
Rulebook, p.31]
Your land speed is faster than the norm for your race by +10 feet. This benefit
applies only when you are wearing no armor, light armor, or medium armor, and not
carrying a heavy load.
Favored Terrain (Forest) (Ex) [Paizo Publishing - Core
Rulebook, p.65]
You gain a +2 bonus on Knowledge (Geography), Perception, Stealth, and Survival
checks when using these skills in forest terrain (coniferous and deciduous). Likewise,
you get a +2 bonus on initiative checks when in this terrain. If you desire, you leave
no trail in this terrain and cannot be tracked.
Intimidating (Ex) [Paizo Publishing - Core
Rulebook, p.25]
Half-orc receive a +2 racial bonus on Intimidate skill checks due to their fearsome
nature.
Orc Blood (Ex) [Paizo Publishing - Core
Rulebook, p.25]
Half-orc count as both humans and orcs for any effect related to race.
Orc Ferocity (Ex) [Paizo Publishing - Core
Rulebook, p.25]
Once per day, when a half-orc is brought below 0 hit points, but not killed, he can
fight on for one more round as if disabled. At the end of his next turn, unless brought
to above 0 hit points, he immediately falls unconscious and begins dying.
Rage (Ex) [Paizo Publishing - Core
Rulebook, p.32]
You can call upon inner reserves of strength and ferocity, granting you additional
combat prowess. You can rage for 14 rounds per day. You can enter rage as a free
action. The total number of rounds of rage per day is renewed after resting for 8
hours, although these hours do not need to be consecutive. While in rage, you gain a
+4 morale bonus to your Strength and a +4 morale bonus to Constitution, as well as
a +2 morale bonus on Will saves. In addition, you take a -2 penalty to Armor Class.
The increase to Constitution grants you 10 hit points, but these disappear when the
rage ends and are not lost first like temporary hit points. While in rage, you cannot
use any Charisma-, Dexterity-, or Intelligence-based skills (except Acrobatics, Fly,
Intimidate, and Ride) or any ability that requires patience or concentration. You can
end your rage as a free action and are fatigued after rage for a number of rounds
equal to 2 times the number of rounds spent in the rage. You cannot enter a new
rage while fatigued or exhausted but can otherwise enter rage multiple times during a
single encounter or combat. If you fall unconscious, your rage immediately ends,
placing you in peril of death.
Track (Ex) [Paizo Publishing - Core
Rulebook, p.64]
You gain +1 to Survival checks made to follow or identify tracks.
Uncanny Dodge (Ex) [Paizo Publishing - Core
Rulebook]
You can react to danger before your senses would normally allow you to do so. You
cannot be caught flat-footed, nor do you lose your Dexterity bonus to AC if the
attacker is invisible. You still lose your Dexterity bonus to AC if immobilized. You can
still lose your Dexterity bonus to AC if an opponent successfully uses the feint action
against you.
Weapon Familiarity (Ex) [Paizo Publishing - Core
Rulebook, p.25]
Half-orcs are proficient with greataxes and falchions, and treat any weapon with the
word "orc" in its name as a martial weapon.
Wild Empathy (Ex) [Paizo Publishing - Core
Rulebook, p.50/64]
You can improve the attitude of an animal. This abilty functions just like Diplomacy
check made to improve the attitude of a person. You roll 1d20+2 to determine the
Wild Empathy check result. The typical domestic animal has a starting attitude of
indifferent, while wild animals are usually unfriendly. To use Wild Empathy, you and
the animal must be within 30 feet of one another under normal circumstances.
Generally, influencing an animal in this way takes 1 minute, but as with influencing
people, it might take more or less time. You can use this ability to influence a magical
beast with an Intelligence score of 1 or 2, but you take a -4 penalty on the check.
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Feats
Extra Rage [Paizo Publishing - Core
Rulebook, p.124]
You can rage for 6 additional rounds per day.
Power Attack [Paizo Publishing - Core
Rulebook, p.131]
You can choose to take a -2 penalty on all melee attack rolls and combat maneuver
checks to gain a +4 bonus on all melee damage rolls. This bonus to damage is
increased by half (+50%) if you are making an attack with a two-handed weapon, a
one handed weapon using two hands, or a primary natural weapon that adds 1-1/2
times your Strength modifier on damage rolls. This bonus to damage is halved
(-50%) if you are making an attack with an off-hand weapon or secondary natural
weapon. You must choose to use this feat before making an attack roll, and its
effects last until your next turn. The bonus damage does not apply to touch attacks or
effects that do not deal hit point damage.
Quick Draw [Paizo Publishing - Core
Rulebook, p.131]
You can draw a weapon as a free action instead of as a move action. You can draw
a hidden weapon (see the Sleight of Hand skill) as a move action. A character who
has selected this feat may throw weapons at his full normal rate of attacks (much like
a character with a bow). Alchemical items, potions, scrolls, and wands cannot be
drawn quickly using this feat.
Armor Proficiency, Light [Paizo Publishing - Core
Rulebook, p.118]
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 [Paizo Publishing - Core
Rulebook, p.118]
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.
Endurance [Paizo Publishing - Core
Rulebook, p.112]
You gain a +4 bonus on the following checks and saves: Swim checks made to
resist nonlethal damage from exhaustion; Constitution checks made to continue
running; Constitution checks made to avoid nonlethal damage from a forced march;
Constitution checks made to hold your breath; Constitution checks made to avoid
nonlethal damage from starvation or thirst; Fortitude saves made to avoid nonlethal
damage from hot or cold environments; and Fortitude saves made to resist damage
from suffocation. You may sleep in light or medium armor without becoming fatigued.
Martial Weapon Proficiency Output [Paizo Publishing - Core
Rulebook, p.130]
You make attack rolls with all your martial weapons normally (without the
non-proficient penalty).
Shield Proficiency [Paizo Publishing - Core
Rulebook, p.133]
When you use a shield (except a tower shield), the shield's armor check penalty
only applies to Strength- and Dexterity-based skills.
Simple Weapon Proficiency [Paizo Publishing - Core
Rulebook, p.133]
You make attack rolls with simple weapons without penalty.
Far Shot (Granted) [Paizo Publishing - Core
Rulebook, p.124]
You only suffer a -1 penalty per full range increment between you and your target
when using a ranged weapon.

PROFICIENCIES

Axe (Orc Double), Axe (Throwing), Battleaxe, Blowgun, Club, Crossbow (Heavy),
Crossbow (Light), Dagger, Dagger (Punching), Dart, Falchion, Flail, Flail (Heavy),
Gauntlet, Gauntlet (Spiked), Glaive, Grapple, Greataxe, Greatclub, Greatsword,
Guisarme, Halberd, Hammer (Light), Handaxe, Javelin, Kukri, Lance, Longbow,
Longspear, Longsword, Mace (Heavy), Mace (Light), Morningstar, Pick (Heavy), Pick
(Light), Quarterstaff, Ranseur, Rapier, Rock, Sap, Scimitar, Scythe, Shieldbash
(Heavy), Shieldbash (Light), Shortbow, Shortspear, Sickle, Sling, Spear, Spells (Ray),
Spells (Touch), Spiked Armor, Starknife, Sword (Bastard), Sword (Short), Trident,
Unarmed Strike, Waraxe (Dwarven), Warhammer
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Tock

Half-Orc

RACE

19

AGE

Mannlich
GENDER
Darkvision (60 ft.)
VISION

Chaotic Good
ALIGNMENT
Right
DOMINANT HAND
6'6"

HEIGHT

290 Ibs.
WEIGHT

Black

EYE COLOUR
Greenish

SKIN COLOUR
Black, Ponytail
HAIR

PHOBIAS

PERSONALITY TRAITS

INTERESTS

1
SPOKEN STYLE

RESIDENCE

LOCATION

None
REGION

Description:
Biography:

Tock wurde beim Stamm der Wolfszahnorks als Sohn der menschlichen Sklavin Lydia Tipps und des Orks Kerg geboren. Sowohl
aufgrund seines Standes als Kind einer Sklavin, als auch aufgrund seiner durch den menschlichen Anteil schwacheren physischen
Statur wurde er haufig Opfer von Ubergriffen der anderen Orkkinder. Als er 6 Jahre alt war wurden die Wolfszahnorks von Soldaten
angegriffen. Hierbei wurden Tock und seine Mutter befreit. Die Beiden kamen auf dem Hof seines Onkels Gerulf Tipps in der N&he von
$0rt$ unter. Hier erhielt Tock den menschlichen Namen Theobald Tipps. Auch wenn er von den menschlichen Kindern nicht mehr
verprigelt wurde, so wurde er doch als dummer und brutaler Ork gemieden. Einzig die drei Kinder seines Onkels (Hildemunda, Quinto
und Ayla) akzeptiereten ihn so wie er war. Insbesondere mit Ayla, der jingsten Tochter, fur die er immer so etwas wie ein groRer
Bruder war, verbindet ihn auch heute noch eine tiefe Freundschaft. Am liebsten hielt er sich in Feldern und Waldern abseits der
anderen Menschen auf, hier lernte er auch den Spuren von Tieren zu folgen und so zur Erndhrung der Familie beizutragen. Mit 16
Jahren verlie er den Hof seines Onkels in der Hoffnung eine Ansiedlung zu finden in der er ein Leben als normales Mitglied der
Gemeinschatft furen kann. Auch wenn er diese Hoffnung noch nicht vollig aufgegeben hat zieht er heute in der Regel abseits der
belebten Wege durch das Land und betritt Dérfer meist nur zum Verkauf von Pelzen erlegter Tiere oder zum Einkauf von Proviant und
Ausriistung. Er reist normalerweise nur unter seinem Orknamen Tock, da er festgestellt hat das ihm dies haufig eine bessere
Verhandlungsposition gibt. Einen nicht unerheblichen Teil seines erhandelten Einkommens laf3t er direkt wieder in Gasthausern und
Bordellen, so sie denn Halbork-Kundschaft bedienen. Wichtig ist ihm das niemand seine Narben am Oberkérper zu sehen bekommt,
die ihn als Eigentum des Wolfszahnstammes makieren.
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