Malcolm Zirkus
C/N Cheliaxian
Class/Level (Favored Class Fighter): Fighter 2
Worship: Situation dependent; occasionally Gorum a less often Shelyn, Torag, and Iomedae.
Description: The player was trying for a Richard Sharpe type character. The GM has him pegged as Rorschach from the Watchmen. And another player pegged him as Pullo from the HBO’ Rome series. Any of these sound good to the player; we’ll see which image wins out.
Languages: Common, Cheliaxian, Shoanti
Initiative: +2
AC: 16
Touch AC: 12
Flat-Footed AC: 15
Armor: Chainshirt (100gp, +4/+4/-2, 25lbs)
HP: 25
Wounds:
Action Points: 5 3

Harrow Points: 4 0
BAB:
+2
Speed: 30’ 
Saving Throws: FORT +4, REFLEX +4, WILL +1 (+2 v. Fear)
STR 19 (+4), DEX 14 (+2), CON 13 (+1), INT 12 (+1), WIS 12 (+1), CHA 10 (+0)

Heavy Flail: +6H, 1d10+8, 19-20/*2, 10lb, bludgeoning
Flail (back-up): +6H, 1d8+6, 20/*2, 5lb, bludgeoning
Dagger: +6H, 1d4+4, 19-20/*2

Level Bonuses Spent on: bonus hp @ level 1, bonus skill point @ level 2
Proficiency: Simple and martial weapons, all armor and shields

Traits: Unhappy Childhood/Tortured (+1 Reflex save, CotCT 16), Deft Dodger (+1 Reflex save)
Feats (3 – level 1, human bonus, fighter bonus): 

· Shingle Runner (CotCT 6, +2 to climb & jump checks, take 10 on climb checks even when distracted, automatically reduce falling damage by 1 die (this stacks with Jump and Tumble checks to further reduce falling damage).

· Toughness: +3 hit points, +1 hit point per level
· Overhand Chop: standard action, single attack with 2-handed melee weapon, add double strength bonus to damage.
· Power Attack: sacrifice BAB (tops out at BAB or STR, which ever is lowest) for extra damage.
Skill Points: 2+Int Modifier +1 (human)/level + 1 (2nd lvl) = 9
	Skill
	Mod
	SP
	Stat
	Notes

	Acrobatics
	4/6
	2
	DEX/+2
	+2 for Jumps

	*Climb
	10 
	1
	STR/+4
	

	*Craft
	1
	0
	INT/+1
	

	*Handle Animal
	0
	0
	CHA/+0
	

	*Intimidate
	5
	2
	CHA/+0
	

	*Knowledge (dungeoneering)
	5
	1
	INT/+1
	

	*Knowledge (engineering)
	5
	1
	INT/+1
	

	*Profession 
	0
	0
	WIS/+1
	

	*Ride
	2
	0
	DEX/+2
	

	*Survival
	5
	1
	WIS/+1
	

	*Swim
	8
	1
	STR/+4
	

	* = class skill
	
	9
	
	


Money: 31gp, 14sp, 10cp
Equipment: Explorer’s outfit, backpack, bedroll, belt pouch, cigar case (25gp, teak w/jade inlays), chalk, flint & steel, 50’ hemp rope, sunrod(5), torch(2), waterskin, and 4 days rations. Extra “rations” purchased in large quantity: Hill Cake, cheese, smoked meat, and bread.

Party: Bruce (Sorcerer, C/N, Valash), Ernest (Cleric, NG, Annata Vicri), Patrick (Ranger, NG, Thorndike) 
Party Loot/Trophies: 
NPCS: Zalaura the witch (we buried her skull!)
Background: Malcolm’s a bastard; there was no father and his mother, a Cheliaxian, died in child birth. He was handed over to a Korvosian orphanage. The orphanage worked its children 16 hours a day to make up for a lack of state support and embezzlement by the staff. The two most prominent jobs were crushing bone to powder (used by the well-to-do to powder wigs and pale their skins) and recycling pitch and rope from no longer serviceable ship’s lines. Later, the orphanage’s matron made a nice profit selling Malcolm and others to Gaedren Lamm.


Malcolm spent several years as one of Gaedren’s “little Lamms” and graduated to “shingle runner”. Many a time he was given a just stolen item and sent running with the owner in hot pursuit. But Malcolm got caught one too many times; Gaedren beat and left him for dead on a garbage heap.


Malcolm survived. He spent a short while stealing food until he was press-ganged into a Korvosian infantry unit. There he prospered on the slightly better food and slightly less harsh conditions and discipline. Some 5 years later he has returned.
Best Day Ever: Fed Gaedren Lamm to his pet shark. Very satisfying, but wish GL had been awake for it. Also, helped kill GL’s pet gator.
Best Day Ever Previously: The day the company officer, an unpopular talentless fellow, was slain by Shoanti riders. The surviving members of the company sheltered in a huge orchard with stone walls. We found some wine and dined on the fruit. Some of the men roasted a horse taken from the Shoanti. Eventually the Shoanti went away. A pleasant vacation.
Worst & Best Day Ever: Left for dead on garbage pile next to tannery. The smell woke me; probably saved my life.
Notable Worst Days: 1) Bitten by HUGE spiders (three times in one day!), 2) got skin disease from crazed prophet; felt better after beating him unconscious.
fived types of actions: standard actions, move actions,

full-round actions, swift actions, and free actions.

In a normal round, you can perform a standard action

and a move action, or you can perform a full-round

action. You can also perform one swift action and one or

more free actions. You can always take a move action in

place of a standard action.

In some situations (such as in a surprise round), you

may be limited to taking only a single move action or

standard action.

Standard Action: A standard action allows you to do

something, most commonly make an attack or cast a spell.

See Table: Actions in Combat for other standard actions.

Move Action: A move action allows you to move your

speed or perform an action that takes a similar amount

of time. See Table: Actions in Combat.

You can take a move action in place of a standard action.

If you move no actual distance in a round (commonly

because you have swapped your move for one or more

equivalent actions), you can take one 5-foot step either

before, during, or after the action.

Full-Round Action: A full-round action consumes all

your effort during a round. The only movement you can

take during a full-round action is a 5-foot step before,

during, or after the action. You can also perform free

actions and swift actions (see below).

Some full-round actions do not allow you to take a

5-foot step. Some full-round actions can be taken as standard actions,

but only in situations when you are limited to performing

only a standard action during your round. The

descriptions of specific actions, below, detail which actions

allow this option.

Free Action: Free actions consume a very small

amount of time and effort. You can perform one or

more free actions while taking another action normally.

However, there are reasonable limits on what you can

really do for free.

Swift Action: A swift action consumes a very small

amount of time, but represents a larger expenditure of effort

and energy than a free action. You can perform only a

single swift action per turn.

Immediate Action: An immediate action is very similar

to a swift action, but can be performed at any time—

even if it’s not your turn.

Not an Action: Some activities are so minor that they

are not even considered free actions. They literally don’t

take any time at all to do and are considered an inherent

part of doing something else.
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