SPECIAL ABILITIES, LANGUAGES, FEATURES

INVENTORY

Race:
Class:
CHARACTER NAME k
P
Points for next level:
BONUS TO
Melee attack rolls,
Damage,
Opening doors —_— LEVEL
V (@) Death Ray M
O Poison
EXPERIENCE
BONUS TO O Magic Wands
Known languages, (@) Paralysis, Petrification
Save vs. lllusions, - —
Knowledge O Dragon Breath
(@] Spells, Rods, Staves
SAVING THROWS J
BONUS TO PERSONALITY TRAITS
R e B S
Save vs. Charms,
Willpower, [ = ]
Perception
Melee attack  Ranged attack
IDEALS
e s
BONUS TO [ — ]
Ranged attack rolls,
Armour Class,
Initiative
Armour equipped
sbloc BONDS
e s e G
e —
7 N\
Name Attack Bonus  Damage
BONUS TO 1, \YZ \YZ. Q)
Hit Points per level,
Save vs. Poison,
Endurance AN FLAWS
N Q JQ 7
(7 Q
7
BONUS TO
N AN AN J
Encounter reaction,
Persuasion
>
\ ATTACKS AND SPELLCASTING /? ( CHARACTER BACKGROUND
N ‘- ~N
v
1 Light load: Current load: /
Heavy load:

GOLD AND TREASURE




	txtName: 
	txtRace: 
	txtClass: 
	txtStrMod: 
	txtIntMod: 
	txtWisMod: 
	txtDexMod: 
	txtConMod: 
	txtChaMod: 
	txtStr: 
	txtInt: 
	txtWis: 
	txtDex: 
	txtCon: 
	txtCha: 
	txtAbilities: 
	txtHP: 
	txtWounds: 
	txtSaveDR: 
	txtSavePoi: 
	txtSaveMW: 
	txtSavePar: 
	txtSaveDB: 
	txtSaveSpel: 
	txtLevel: 
	txtNextLevel: 
	txtExperience: 
	txtTraits: 
	txtIdeals: 
	txtBonds: 
	txtFlaws: 
	txtBackground: 
	txtInv_1: 
	txtInv_2: 
	txtInv_3: 
	txtGold_1: 
	txtGold_2: 
	txtLightLoad: 
	txtHeavyLoad: 
	txtCurrentLoad: 
	txtAttackBonus: 
	txtArmourClass: 
	txtAttackMelee: 
	txtAttackRanged: 
	txtArmour: 
	txtWeapon: 
	txtWeapon_2: 
	txtWeapon_1_AB: 
	txtWeapon_2_AB: 
	txtWeapon_1_Damage: 
	txtWeapon_2_Damage: 
	txtAttacksSpells: 


