Character Name:
Player:

Class(es):
Level:
Kit (if any):

Race:
Age:
Sex:
Handedness:
Ht:
Wt:

Alignment:
Deity:
Current Experience 

Points:

“The 7 Basic Statistics”

Name 
#
Game impact of these values

Strength

To-Hit Bonus
Damage

Bonus
Max.

Carry
Max.

Lift
Open Doors 

(d6)
Bend bars/

Lift gates

Intelligence

Add’l

Lang.
Max.

Spell Level
Chance to 

Learn Spell
Max #

Spells/Level
Spell Immunities?

Wisdom

Bonus vs. Mental

Saving Throws
Bonus Spells: 1st(  ), 2nd(  ), 3rd(  ),4th(  ),5th(  ),6th(  ),7th(  )
Chance of Spell Fail.
Spell Immunities?

Dexterity

Reaction (surprise)

Adjustment
Bonus “To Hit” w/ 

Throw Weapons
Bonus to

Armor Class
(Plus thief mod’s)

Constitution

Bonus hit points 

per Hit Dice roll
System Shock

Survival
Resurrection 

Survival
Bonus to Poison 

Saving Throw
Regen.

Charisma

Maximum #

of Henchmen
Modifier to H’man

Loyalty Score
Adjustment to reaction 

roll when parleying 
Comeliness

Modifier

Comeliness

General

Appearance

RACIAL ABILITIES













HIT POINTS

Healty 

Total = 

Current Total = 



ARMOR CLASS

Armor Worn / Value
Dex. Bonus
Extra Bonus #1
Extra Bonus #2
Extra Bonus #3
Total

AC

SAVING THROWS

Name of Effect
Number (or higher)

To roll (d20) to succeed
Notes and Bonuses

(Wisdom bonus to “mind affecting”  saves =    )

Paralyzation/Poison/Death Magic



Rod, Staff or Wand



Petrification or Polymorph



Breath Weapons



Spells



LANGUAGES













COINS CARRIED

Platinum (pp)


Gold (gp)


Electrum (ep)
Silver (sp)
Copper (cp)

5 pp = 1 gp
1gp = 1gp
2 ep = 1 gp
10 sp = 1 gp
100 cp = 1 gp

GEMS AND JEWELRY CARRIED

Description
Value (gp)
Description
Value (gp)
Description
Value (gp)





























BASIC EQUIPMENT CARRIED



























































































MAGIC ITEMS OWNED (page 1 of 2)  Put a ( if carried with you

Potions (combat speed = 4)

(() Name



Doses

Power(s)

Protection Scrolls (combat speed = 6)

Protection from 


  Protection from 


  Protection from 




Protection from 


  Protection from 


  Protection from 




Mage/Priest Spell Scrolls (combat speed = spell casting time)

(() # 
Spell Type

Spell Level

Spell Name



  Scriber’s Level
Wands, Rods and Staves (combat speed =   wand=3 , rod=1 , staff=2)

(()Name


  Power(s)







  Charges used
Rings (combat speed = 3, if applicable)

(()Name


  Power(s)







  Where worn?

MAGIC ITEMS OWNED (page 2 of 2)  Put a ( if carried with you

Miscellaneous Magic Items (combat speed = 3 if not stated otherwise, and if applicable):

(()Name:


  Speed:
  Power(s):







































(()Name:


  Speed:
  Power(s):







































(()Name:


  Speed:
  Power(s):







































(()Name:


  Speed:
  Power(s):







































(()Name:


  Speed:
  Power(s):







































(()Name:


  Speed:
  Power(s):







































(()Name:


  Speed:
  Power(s):







































(()Name:


  Speed:
  Power(s):





































 (()Name:


  Speed:
  Power(s):







































Armor:

(()Size/Name


  Total AC
  Power(s)
Weapons (combat speed = weapon speed minus magic plusses)

(() Name


  Damage (S-M / L)  
Speed
  Powers





                /               

  










                /               

  











                /               

  











                /               

  











                /               

  










                /               

  











                /               

  











                /               

  








Weapon Proficiencies
To-Hit:

Weapon
Speed
To

Hit

Armor

Class

0
Strength Bonus 

“To Hit”
Magic Bonus 

“To Hit”
Other

Bonus(es)

“To Hit”
Ranges

S/M/L

(0/-2/-5)
# of Attacks / Round (or Fire Rate of Ranged Weapons)
Total

THAC0 (THAC0 minus bonuses)



























































































Special Notes:



Do I Hit?  Roll (Total THAC0 minus Enemy Armor Class), or higher,  on 20 sided die
Non-Proficiency Penalties “To-Hit”:
· Warrior : -2

· Wizard : -5

· Priest : -3

· Rogue : -3

Attacks Per Round: Everyone at every level gets 1 attack per round with a weapon, except:

· Some ranged weapons have a “fire rate”, which can be over 1/round, effectively giving multiple attacks in 1 round.

· Warriors at 7th level and up gain multiple attacks per round

· Fighters and Rangers who “Specialize” in a weapon might get multiple attacks per round.

· Warriors and Rogues may attack with 2 weapons (1 in each hand), effectively getting 2 attacks / round.  They suffer a penalty of -2 “To Hit” for the first weapon and -4 “To Hit” on the 2nd weapon (Rangers do not suffer these penalties).

Damage:

Weapon
Base Damage

(SM/L)
Strength Bonus 

“Damage”
Magic Bonus 

“Damage”
Other

Bonus(es)

“Damage”
Special Abilities (Poison, etc)


Total

Damage

(Damage plus bonuses)









































































Special Notes:



NON-WEAPON PROFICIENCIES

Proficiency Name
# of Slots
Relevant Ability (#)
Modifier
Roll this (or less) to succeed
General Description

Sample:

Direction Sense
1


Wisdom

(14)
+1
15
Lost chance: -5%

Concentrate for 1d6 rounds & :

successful roll = know true heading

failed roll (<20) = off of true by less than 90 deg.

failed roll (=20) = exactly opposite of true heading





















































































