Character Sheet





Character’s Name:  �
Player’s Name: �
�
Race: �
Sex :�
Age: �
Hair: �
Eyes: �
Height: �
Weight: �
�
Class: �
Alignment: �
Level: �
Hit Points:          /�
�
XP’s:�
Deity/Liege/Patron: �
Social Class:�
�



Abilities & Attributes





Strength: �
Hit Prob: �
Damage Adj:�
Weight Allowance: �
Max Press: �
Open Doors: �
BB/LG:  %�
�
Dexterity: �
Reaction Adjustment: �
Missile Attack Adjustment: �
Defensive Adjustment: �
�
Constitution: �
HP Adj: �
Sys Shock:      %�
Resurrection Survival:       %�
Poison Save: �
Regeneration: �
�
Intelligence: �
# of Languages: �
Spell Level: �
Chance to Learn: �
Max #/Level: �
Immunity: �
�
Wisdom: �
Mag Def Adj: �
Bonus Spells: �
Spell Fail Chance:   %�
Immunity:�
�
Charisma: �
Max # Henchmen: �
Loyalty Base: �
Reaction Adj: �
�
Saving Throws:�
Paralyzation, Poison, Death Magic:�
Rod, Staff, Wand:�
Petrification, Polymorph:�
Breath:�
Spell:�
�
Notes for Saving Throws: �
�
Known Languages:�
�



General Racial Abilities: 





Detect Secret/Concealed Doors:�
Detect Sloping 


Passages:�
Detect New Construction:�
Determine Approximate Depth Under ground:�
Detect Sliding/Shifting Walls/Rooms:�
�
Vision Type 


& Distance:�
Resist 


Charm:�
Resist 


Sleep:�
Detect Pits/Falling Blocks:�
Surprised on


a      in      .�
�
Other Information:�
�



Rouge Abilities





Pick Pockets:          %�
Open Locks:          %�
Find/Remove Traps (or secret doors):        %�
Move Silently:          %�
�
Hide In Shadows:     %�
Detect Noise:          %�
Climb Walls:          %�
Read Languages:          %�
�
Adjustments (Dexterity, Race, armor):�
Backstab Multiplier:  X�
�



Weapons & Armors





Armor Class (AC):�
Armor:�
Helm:�
Shield:�
Attacks/Round:   /�
THAC0:�
�
Weapon Type / Name�
To Hit�
To Damage�
Speed�
Small & Medium Damage�
Large Damage�
�
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Weapons & Armor-Continued





Skilled In Use Of:�
�
�
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�
�
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�
�
�
�
�
�
�
�
�
�
Proficient in _____Weapons�
Non-Proficiency Penalty: _____�
Added Proficiency Every _____ Levels�
�



Missile Weapons:


Missile Type�
Hit �
Damage�
Rate of Fire�
Short�
Medium�
Long�
Sml & Med Damage�
Large Dmg�
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Turning Undead:


Skeleton:�
Zombie:�
Ghoul:�
Shadow:�
Wight�
Ghast�
Wraith�
�
Mummy:�
Spectre:�
Vampire:�
Ghost:�
Lich:�
Special:�
�



Companions, Henchmen, Hirelings, Animals





Name�
Lev�
Race�
Class�
Align�
AC�
Weap�
STR�
DEX�
CON�
INT�
WIS�
CHA�
Wealth�
Items�
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Money & Valuables





Platinum:�
Gold:�
Silver:�
Copper:�
Brass:�
�
Gems & Jewels:�
�



Equipment & Other Items





Item�
Weight�
Location�
Notes�
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