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equIpment:

peRSOnal attRIbuteS:

name:

class(es*):

alignment:

Race:

*Multiple Classes:

xp†:

hp:

ac:

lvl‡:

†Multiple Classes:

age:

height:

weight:

Sex:

‡Multiple Classes:

abIlItIeS:

Str:

dex:

con:

Int:

wis:

cha:

To Hit:

Surprise:

HP:

Add. Languages:

Mental Save:

Max. Henchmen:

Damage:

Missile To Hit:

Major Test:

Loyalty:

Encumbrance:

AC:

Minor Test:

Reaction:

Minor Test: Major Test:

Save vS ...:

aimed magic Items Breath weapons death, paralysis, poison petrifaction, polymorph Spells

Roll required to hit armour class

-10 -9 -8 -7 -6 -5 -4 -3 -2 -1 0 1 2 3 4 5 6 7 8 9 10

weapOnS & aRmOuR:

weapons damage vs S-m damage vs l Rate of fire Range (-2 to hit per) encumbrance

weapon in hand

Secondary weapon

missile weapon

Other

Other

armour/protection ac armour/protection ac armour/protection ac

armour

Shield

Other

gloves/Rings

Bracers

Other

Boots/footwear

capes/cloaks

Other



wealth:

c .p

S .p .

e .p .

g .p .

p .p .

coin/monetary: gems/Jewellery: Other:

SpeCIal abIlItIeS (RaCe):

nOteS:

SpeCIal abIlItIeS (ClaSS):
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