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SPELL
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CONDITIONAL AC MODIFIERS

GRAPPLE
MODIFIER

=

TOTAL

++ +

BASE ATTACK

BONUS
STRENGTH

MODIFIER

SIZE

MODIFIER

MISC

MODIFIER

BASE ATTACK

BONUS:
BASE ATTACK (GOOD) = LEVEL

BASE ATTACK (AVG)    = RD[3 * LEVEL / 4]
BASE ATTACK (POOR)  = RD[LEVEL / 2]

STR
STRENGTH

DEX
DEXTERITY

INT
INTELLIGENCE

WIS
WISDOM

CON
CONSTITUTION

CHA
CHARISMA

ABILITY

NAME

ABILITY

SCORE

ABILITY

MODIFIER

TEMPORARY

SCORE

TEMPORARY

MODIFIER

MODIFIER = RD [(SCORE - 10) / 2]

  

  

  

  
RD [ ] - Indicates round down formula result if fractional.

TOUCH
Armor Class

TOUCH = AC - AB - SB - NA

FLAT-FOOTED = AC - DEX MOD - DODGE

FLAT-FOOTED
Armor Class

AC
ARMOR CLASS

= 10 + 

 ARMOR

BONUS

DEFLECTION

MODIFIER

DODGE

MODIFIERTOTAL

+ +++++

DEX

MODIFIER

SIZE

MODIFIER

SHIELD

BONUS
NATURAL

ARMOR

+

MISC

MODIFIER

CLASS

ABILITY

++

RACIAL

ABILITY

+

TEMP

MODIFIER

DAMAGE CRITICAL 

ATTACK BONUS DAMAGE CRITICAL 

ATTACK BONUS DAMAGE CRITICAL 

ATTACK BONUS DAMAGE CRITICAL 

ATTACK BONUS DAMAGE CRITICAL 

BASE LAND

SPEED:

FLY

SPEED:
MANEUVERABILITY:

CLIMB/SWIM

SPEED:

   Appraise 
   Autohypnosis
   Balance 
   Blu� 
   Climb 
   Concentration 
   Craft  ( ___________ )
   Craft  ( ___________ )
   Craft  ( ___________ )
   Decipher Script
   Diplomacy 
   Disable Device 
   Disguise 
   Escape Artist 
   Forgery 
   Gather Information 
   Handle Animal
   Heal 
   Hide 
   Intimidate 
   Jump 
   Knowledge ( ___________ )
   Knowledge ( ___________ )
   Knowledge ( ___________ )
   Knowledge ( ___________ )
   Knowledge ( ___________ )
   Listen 
   Move Silently 
   Open Lock
   Perform ( ___________ )
   Profession ( ___________ )
   Psicraft
   Ride 
   Search 
   Sense Motive 
   Slight of Hand
   Spellcraft
   Spot 
   Survival 
   Swim 
   Tumble
   Use Language
   Use Magic Device
   Use Psionic Device
   Use Rope 
   _____________________

 - Denotes a skill that can be used untrained.       - Mark this box with an X if the skill is a class skill for the character. 
* - Armor check penalty, if applicable.
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SKILLS
ARMOR CHECK

PENALTY:

Max
Cross-Class Ranks:

Class Ranks / 2 =

SKILL

MODIFIER SKILL NAME
KEY

ABILITY 

C
LA

SS

SK
IL

LS
 

INT

WIS

DEX*
CHA

STR*
CON

INT

INT

INT

INT

CHA

INT

CHA

DEX*
INT

CHA

CHA

WIS

DEX*
CHA

STR*
INT

INT

INT

INT

INT

WIS

DEX*
DEX

CHA

WIS

INT

DEX

INT

WIS

DEX*
INT

WIS

WIS

STR**
DEX*
INT

INT

CHA

DEX

____

MAX

CLASS RANKS:
#HD + 3 =

ABILITY

MODIFIER Ranks MISC

MODIFIER 
RACIAL

MODIFIER SYNERGIES 

** - Double armor check penalty, if applicable.
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MAX NUMBER

OF ATTACKS:
# ATTACKS = 1 + RD[(BAB - 1) / 5]

MAIN-HAND OFF-HAND
EXTRA

ATTACKS

_______________________________________________  ________________________________  ___________________  _____________________________

Character Name                                                 Character Alias                          Player                     Campaign

__________  _______________________________________  _______________________________________  _______________________________________

Level(s)       Primary Class                                         Secondary Class(es)                                Prestige Class(es)

__________  ______________________________________  _______  ________  _________  _________  __________  _________________  _____________

Adj.           Race                                                          Size       Height   Weight   Age           Gender      Religion/Deity    Alignment

INITIATIVE

MODIFIER
=              +              +

DEX

MODIFIERTOTAL FEAT

MISC

MODIFIER

HP
HIT POINTS

TOTAL TEMP HP

WOUNDS (CURRENT HP)

DAMAGE

REDUCTION

FORTITUDE
(CONSTITUTION)

REFLEX
(DEXTERITY)

WILL
(WISDOM)

=               +               +               +               +               +

 SAVING THROWS TOTAL  Conditional Modi�ers 
ABILITY

MODIFIER

BASE

SAVE

MAGIC

MODIFIER

MISC

MODIFIER

TEMPORARY

MODIFIER 

SAVES (GOOD) = 2 + RD[LEVEL / 2]
SAVES (POOR)  = RD[LEVEL / 3]

RACIAL

MODIFIER

=               +               +               +               +               +

=               +               +               +               +               +
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ATTACK BONUS
WEAPON

ABILITY

MOD

WEAPON

MW/EB
BASE

AB FEATS ATTACK MODS

DAMAGE BONUS
ABILITY

MOD

WEAPON

EB FEATS DAMAGE MODSNOTES NOTES

=                     + (                     *                     )      
HP

HIT POINTS
       

TOTAL             HD TOTAL               # HD            CON MOD

             

ABILITY SCORES
BASE

SCORE

MANUAL

ENHANCEMENTS

MAGICAL

ENHANCEMENTS

LEVEL

BONUS

RACIAL

ADJUSTMENT
ABILITY

STR

DEX

CON

INT

WIS

CHA

= (                 +        3       ) * (                    +                    +                    ) 

+ (                 -                  ) * (                    +                    +                    )

      

SP
TOTAL

SKILL POINTS

      

TOTAL LEVEL/HD
CLASS/RACIAL

SKILL MOD INT MOD

MISC

BONUS

LAST LEVEL BEFORE

INT MOD CHANGE

             

             

RACIAL/PRIMARY

CLASS

SECONDARY

CLASS

INT MOD

CHANGE

INT MOD

CHANGE

INT MOD

CHANGE

TERTIARY

CLASS

=                                         * (                    +                    +                    ) 

+ (                 -                  ) * (                    +                    +                    )

=                                         * (                    +                    +                    ) 

+ (                 -                  ) * (                    +                    +                    )

SPELL DURATION COUNT

SPELL NAME SPELL ROUND TALLY
INITIAL

DURATIONSPELL EFFECTS

1 ROUND = 6 SECONDS

10 ROUNDS = 1 MINUTE

LANGUAGES AFFILIATIONS

EXPERIENCE

MIN LEVEL EXP

MIN EXP = 1000 * LEVEL * ( LEVEL - 1) / 2

MAX EXP = 1000 * LEVEL * ( LEVEL + 1) / 2

MAX LEVEL EXP

TOTAL EXPERIENCE

CURRENT LEVEL

LEVEL ADJUSTMENT

TOTAL LANGUAGES = RACIAL + 1 / INT MOD + 1 / USE LANGUAGE RANK

(FAVORED) ENEMIES
IF RANGER APPLY FOLLOWING BONUSES AGAINST OPPONANT:
     SKILL BONUSES / SELECTION = +2 BLUFF, LISTEN, SENSE MOTIVE, SPOT, & SURVIVAL

     WEAPON DAMAGE ROLL BONUS / SELECTION = +2



CONTAINER:
ITEM                  DESCRIPTION                                WEIGHT

CONTAINER:MAX CAPACITY:

TOTAL WEIGHT

CARRIED: 
TOTAL WEIGHT

CARRIED: 

CARRYING CAPACITY
MAX LIGHT LOAD

= MAX LOAD / 3
MAX MEDIUM LOAD

= 2 * MAX LOAD / 3   CURRENT LOAD

CONTAINERS
CONTAINER                            DESCRIPTION                               WEIGHT 

MAX CAPACITY:

WEALTH

COINS                                             GEMS            OTHER

Copper:

Silver:

Gold:

Platinum:

MAX HEAVY LOAD*
= IF(STR > 10) {25 * 4 ^ (STR / 10)}

ELSE {10 * STR}

LIFT OVER HEAD
= MAX LOAD

LIFT OFF GROUND
= 2 * MAX LOAD

PUSH/DRAG
= 5 * MAX LOAD

* - APPLIES TO MEDIUM CREATURES
IF SMALL -> X3/4, TINY -> X1/2, DIMINUTIVE -> X1/4, FINE -> X1/8

ELSE IF LARGE -> X2, HUGE -> X4, GARGANTUAN -> X8, COLOSSAL -> X16

ITEM                DESCRIPTION                              WEIGHT



CONTAINER:
ITEM                DESCIPTION                              WEIGHT

TOTAL WEIGHT

CARRIED: 

CONTAINER: MAX CAPACITY:MAX CAPACITY:

ITEM                DESCIPTION                              WEIGHT

TOTAL WEIGHT

CARRIED: 



FEAT 
 

REF. PAGE #

N
O

TE
S

CLASS FEATURES

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

FEAT 
 

REF. PAGE #

N
O

TE
S

FEAT 
 

REF. PAGE #

N
O

TE
S

FEAT 
 

REF. PAGE #

N
O

TE
S

FEAT 
 

REF. PAGE #

N
O

TE
S

FEAT 
 

REF. PAGE #
N

O
TE

S

FEAT 
 

REF. PAGE #

N
O

TE
S

FEAT 
 

REF. PAGE #

N
O

TE
S

FEAT 
 

REF. PAGE #

N
O

TE
S

FEAT 
 

REF. PAGE #

N
O

TE
S

FEAT 
 

REF. PAGE #

N
O

TE
S

FEAT 
 

REF. PAGE #

N
O

TE
S

FEAT 
 

REF. PAGE #

N
O

TE
S



FEAT 
 

REF. PAGE #

N
O

TE
S

CLASS FEATURES

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

NOTES

CLASS FEATURE LEVEL GAINED

FEAT 
 

REF. PAGE #

N
O

TE
S

FEAT 
 

REF. PAGE #

N
O

TE
S

FEAT 
 

REF. PAGE #

N
O

TE
S

FEAT 
 

REF. PAGE #

N
O

TE
S

FEAT 
 

REF. PAGE #
N

O
TE

S

FEAT 
 

REF. PAGE #

N
O

TE
S

FEAT 
 

REF. PAGE #

N
O

TE
S

FEAT 
 

REF. PAGE #

N
O

TE
S

FEAT 
 

REF. PAGE #

N
O

TE
S

FEAT 
 

REF. PAGE #

N
O

TE
S

FEAT 
 

REF. PAGE #

N
O

TE
S

FEAT 
 

REF. PAGE #

N
O

TE
S



 

HEAD (HEADBAND, HAT, HELMET, OR PHYLACTERY) SPECIAL PROPERTIES

SHIELD  

SPELL FAILURE

EYES (EYE LENSES OR GOGGLES)  SPECIAL PROPERTIES

NECK (AMULET, BROOCH, MEDALLION, PERIAPT,  OR SCARAB) SPECIAL PROPERTIES

SHOULDERS (CLOAK, CAPE, OR MANTLE) SPECIAL PROPERTIES

RING #1  SPECIAL PROPERTIES

RING #2  SPECIAL PROPERTIES

HANDS (GLOVES OR GAUNTLETS)  SPECIAL PROPERTIES

ARMS/WRISTS (BRACERS OR BRACELETS) SPECIAL PROPERTIES

TORSO (VEST, VESTMENT, OR SHIRT) SPECIAL PROPERTIES

WAIST (BELT OR GIRDLE)  SPECIAL PROPERTIES

FEET (BOOTS, SHOES, OR SLIPPERS)  

OTHER (IOUN STONES) SPECIAL PROPERTIES

SPECIAL ABILITIES

SPELLS & INFUSIONS

  0   0

 1st  

  2nd  

  3rd
  

  4th
  

  5th
  

  6th
  

  7th
  

  8th
  

  9th
  

SPELLS KNOWN LEVEL  SPELLS/DAY

ARCANE SPELL FAILURE: %
CONDITIONAL MODIFIERS

SPECIALTY/PROHIBITED SCHOOLS

SPELL SAVE: DC MOD
= 10 + CASTER ABILITY MOD





















SPELL SAVE DC
DC MOD + SPELL LEVEL

AC BONUS WEIGHT CHECK PENALTY

SPECIAL PROPERTIES

BONUS SPELLS SPELLS CAST



Page #

RACIAL TRAITS
Page #

SPECIAL PROPERTIES

ARMOR / PROTECTIVE ITEM  

ARMOR/PROTECTIVE ITEMS

TYPE       AC BONUS             MAXDEX

CHECK PENALTY   SPELL FAILURE           SPEED  WEIGHT               SPECIAL PROPERTIES



LOCATIONS
CITY/REGION         CONTINENT                ADJACENT MARKERS SIGNIFICANCE

CURRENT LOCATION:

NON-PLAYER CHARACTERS
NAME          LAST KNOWN LOCATION                NOTES

QUESTS
RELEVANT NPC(S) START/END LOCATION(S) REWARD(S) DESCRIPTION/GOAL(S)


