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WEAPON CHART

WEearPoN PROF.

SIMPLE MELEE WEAPONS

One-Handed

Club +2
Dagger +3
Javelin +2
Mace +2
Sickle +2
Spear +2
Two-Handed

Greatclub +2
Morningstar +2
Quarterstaff +2
Scythe +2
MILITARY MELEE WEAPONS
One-Handed

Battleaxe +2
Flail +2
Handaxe +2
Longsword +3
Scimitar +2
Short sword +3
Throwing hammer +2
Warhammer +2
War pick 2
Two-Handed

Falchion +3
Glaive +2
Greataxe +2
Greatsword +3
Halberd +2
Heavy flail +2
Longspear +2
Maul +2
SUPERIOR MELEE WEAPONS
One-Handed

Bastard sword +3
Katar +3
Rapier +3
Two-Handed

Spiked chain +3
IMPROVISED MELEE WEAPONS
One-Handed

Any* n/a
Unarmed attack n/a
Two-Handed

Any* n/a

* Improvised weapons include anything you
RANGED WEAPONS
SIMPLE RANGED WEAPONS

One-Handed
Hand crossbow +2
Sling +2
Two-Handed
Crossbow +2

MILITARY RANGED WEAPONS
Two-Handed

Longbow +2
Shortbow +2
SUPERIOR RANGED WEAPONS
One-Handed

Shuriken (5) +3

IMPROVISED RANGED WEAPONS
One-Handed
Any* n/a

DamaGE

1d6
1d4
1d6
1d8
1d6
1d8

2d4
1d10
1d8
2d4

1d10
1d10
1d6
1d8
1d8
1d6
1d6
1d10
1d8

2d4
2d4
1d12
1d10
1d10
2d6
1d10
2d6

1d10
1d6
1d8

2d4

1d4
1d4

1d8

happen to pick up, from a mug of ale to a barstool.

1d6

1d6

1d8

1d10
1d8

1d4

1d4

RANGE

5/10
10/20

10/20

10/20

15/30

20/40
15/30

6/12

5/10

PRricE

19p
19p
5gp
5gp
2gp
5gp

19p
10 gp
5gp
5gp

15 gp
10 gp
5gp
15gp
10 gp
10 gp
5gp
15 gp
15 gp

25gp
25gp
30gp
30gp
25gp
259p
10 gp
30 gp

30gp
3gp
25 gp

30gp

259p
1gp

25 gp

30gp
25gp

19p

* Improvised weapons include anything you happen to pick up, from a rock to a bottle.

WEIGHT

3lb.
11lb.
21b.
6 lb.
21b.
6 Ib.

10 Ib.
8 1b.
4 1b.
10 Ib.

6 1b.
51b.
31b.
4 1b.
4 1b.
21b.
21b.
51b.
6 Ib.

7 lb.
10 Ib.
12 Ib.
8lb.
12 Ib.
10 Ib.
9lb.
12 Ib.

6 lb.
11b.
21b.

10 Ib.

1-5Ib.

6-12 Ib.

21b.

0lb.

4 Ib.

3lb.
21b.

1/2 1b.

11b.

GRrour

Mace
Light blade
Spear
Mace
Light blade
Spear

Mace
Mace
Staff
Heavy blade

Axe

Flail

Axe

Heavy blade
Heavy blade
Light blade
Hammer
Hammer
Pick

Heavy blade

Heavy blade, polearm
Axe

Heavy blade

Axe, polearm

Flail

Polearm, spear
Hammer

Heavy blade
Light blade
Light blade

Flail

None
Unarmed

None

Crossbow

Sling

Crossbow

Bow

Bow

Light blade

None

PROPERTIES

Off-hand, light thrown
Heavy thrown
Versatile

Off-hand

Versatile

Versatile

Versatile

Off-hand, heavy thrown
Versatile

High crit

Off-hand

Off-hand, heavy thrown
Versatile

High crit, versatile

High crit
Reach
High crit

Reach

Reach

Versatile
Off-hand, high crit

Reach

Load free

Load free

Load minor

Load free

Load free, small

Light thrown







S s Rt MAGIC ITEM INDEX

BONUS SKILL NAME

ACROBATICS

ARCANA

ATHLETICS

BLUFF

DIPLOMACY

ENDURANCE

HEAL

HISTORY

INSIGHT

INTIMIDATE

NATURE

PERCEPTION

RELIGION

STEALTH

STREETWISE

THIEVERY

ABILITY SCORE MODIFIERS

SKILLS

DEx

INT

STR

CHA

CHA

DUNGEONEERING Wis

Con

Wis

INT

Wis

CHA

Wis

Wis

INT

Dex

CHA

Dex

U T e
WEAPON D
WEAPON D
n/a WEAPON D
WEAPON D
n/a ARMOR D
na ARMS D
FEET D
n/a HANDS D
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n/a NECK D
n/a RING D
n/a RING D
WAIST D
n/a D
n/a D
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O
n/a D
O
O
0
ABILITY SCORE MODIFIERS D
O
O
O
0
O

Daily Item Powers Per Day
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RITUALS

LANGUAGES KNOWN
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Timie/AuAses

AGE HEeIGHT WEIGHT
DESCRIPTION
ILLUSTRATION
NamE SPEED NamE SPEED
RAcE RAcE
STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA
Mop Mop Mob Mob Mob Mob Mob Mop Mop Mop Mob
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O

ATTACKS/POWERS

w O

ATTACKS/POWERS

NoTEs
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ALLIES/CONTACTS ENEMIES/FOES




STARTING ABILITY SCORES
STR DEX CON INT WIS CHA STARTING HP

LeveL HP ToTAL ABILITY SCORE INCREASE PowWER FeaT FEATURE
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Town/CiTIES ImpoRTANT NPCs/LocATIONS




ADVENTURE NAME
ViLLANS/MonNsTERS DEFEATED
TRrReASURE GAINED

NoTEes

LocaTioN

ADVENTURE NAME
ViLLAINS/MONSTERS DEFEATED
TReEASURE GAINED

NoTEs

LocaTioN

ADVENTURE NAME
ViLLANS/MoNsTERS DEFEATED
TRrReASURE GAINED

NoTEes

LocaTioN

ADVENTURE NAME
ViLLAINS/MONSTERS DEFEATED
TReEASURE GAINED

NoTEs

LocaTioN




ADVENTURE NAME
ViLLAINS/MoNSTERS DEFEATED
TReEASURE GAINED

NoTEs

LocaTioN

ADVENTURE NAME
ViLLAINS/MONSTERS DEFEATED
TREASURE GAINED

NoTes

LocaTioN

ADVENTURE NAME
ViLLAINS/MoNsSTERS DEFEATED
TReEASUVRE GAINED

NoTEes

LocaTioN

ADVENTURE NAME
ViLLAINS/MONsSTERS DEFEATED
TREASURE GAINED

NoTes

LocaTioN




ADVENTURE NAME
ViLLAINS/MOoNSTERS DEFEATED
TReEASURE GAINED

NoTEes

LocaTioN

ADVENTURE NAME
ViLLAINS/MONSTERS DEFEATED
TReASVRE GAINED

NoTes

LocaTioN

ADVENTURE NAME
ViLLAINS/MOoNSTERS DEFEATED
TReEASURE GAINED

NoTEes

LocaTioN

ADVENTURE NAME
ViLLAINS/MONSTERS DEFEATED
TReASURE GAINED

NoTes

LocaTioN




ADVENTURE NAME
ViLLAINS/MONSTERS DEFEATED
TREASURE GAINED

NoTEes

LocaTioN

ADVENTURE NAME
ViLLAINS/MONSTERS DEFEATED
TReASURE GAINED

NoTes

LocaTioN

ADVENTURE NAME
ViLLAINS/MONSTERS DEFEATED
TReEASURE GAINED

NoTEes

LocaTioN

ADVENTURE NAME
ViLLAINS/MONSTERS DEFEATED
TReASURE GAINED

NoTes

LocaTioN
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REMINDERS:

Character Table Tent: Photocopy this sheet and fill it out with your latest character information before every session. Cut out and then fold along the dotted line, facing towards your GM for easy
reference during game play. Cheating on this sheet immediately earns the enmity and undying ire of Orcus. You have been warned.

OGL

This printing of Character Codex is done under version
1.0 of the Open Gaming License and the System Reference
Document by permission from Wizards of the Coast, Inc.
Subsequent printings will incorporate final versions of the
license, guide and document.

Designation of Product Identity: The following items are
hereby designated as Product Identity in accordance with
Section 1(e) of the Open Game License, version 1.0: Any and all
logos and identifying marks and trade dress; all proper nouns,
monster names, NPC names, geographic terms, capitalized
terms, italicized terms, artwork, maps, symbols, depictions, and
illustrations, except such elements that already appear in the
System Reference Document.

Designation of Open Content: Subject to the Product Identity
designation above, all NPC, creature, and trap statistic blocks are
designated as Open Gaming Content, as well as all spell names,
weapon statistics, and other elements that are derived from the
System Reference Document. No art or illustration is open content.

Some of the portions of this book which are delineated
OGC originate from the System Reference Document and
are copyright © 1999, 2000 Wizards of the Coast, Inc. The
remainder of these OGC portions of these book are hereby
added to Open Game Content and, if so used, should bear
the COPYRIGHT NOTICE “Character Codex, Copyright 2008
Goodman Games (contact info@goodman-games.com, or see
www.goodman-games.com)”.

Character Codex is copyright © 2008 Goodman Games.

Dungeons & Dragons ® and Wizards of the Coast ® are
Registered Trademarks of Wizards of the Coast, and are used
with Permission. Open game content may only be used under
and in the terms of the Open Game License.

‘d20 System’ and the ‘d20 System’ logo are Trademarks
owned by Wizards of the Coast and are used according to the
terms of the d20 System License version 1.0. A copy of this
license can be found at www.wizards.com.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights
Reserved.

1. Definitions: (a) "Contributors” means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)’Derivative Material” means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c)

“Distribute” means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d)"Open Game
Content” means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content
does not embody the Product Identity and is an enhancement over
the prior art and any additional content clearly identified as Open
Game Content by the Contributor, and means any work covered
by this License, including translations and derivative works under
copyright law, but specifically excludes Product Identity. (e) “Product
Identity” means product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characters; stories,
storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual or
audio representations; names and descriptions of characters,
spells, enchantments, personalities, teams, personas, likenesses
and special abilities; places, locations, environments, creatures,
equipment, magical or supernatural abilites or effects, logos,
symbols, or graphic designs; and any other trademark or registered
trademark clearly identified as Product identity by the owner of the
Product Identity, and which specifically excludes the Open Game
Content; (f) “Trademark” means the logos, names, mark, sign, motto,
designs that are used by a Contributor to identify itself or its products
or the associated products contributed to the Open Game License by
the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute,
copy, edit, format, modify, translate and otherwise create Derivative
Material of Open Game Content. (h) “You” or “Your” means the
licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content
that contains a notice indicating that the Open Game Content may
only be Used under and in terms of this License. You must affix such
a notice to any Open Game Content that you Use. No terms may be
added to or subtracted from this License except as described by the
License itself. No other terms or conditions may be applied to any
Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use
this License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this License
to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright

date, and the copyright holder’s name to the COPYRIGHT NOTICE of
any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the owner
of each element of that Product Identity. You agree not to indicate
compatibility or co-adaptability with any Trademark or Registered
Trademark in conjunction with a work containing Open Game Content
except as expressly licensed in another, independent Agreement with
the owner of such Trademark or Registered Trademark. The use of
any Product Identity in Open Game Content does not constitute a
challenge to the ownership of that Product Identity. The owner of any
Product Identity used in Open Game Content shall retain all rights,
title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distributing are
Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any authorized
version of this License to copy, modify and distribute any Open Game
Content originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise
the Open Game Content using the name of any Contributor unless
You have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with
any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or governmental
regulation then You may not Use any Open Game Material so
affected.

13 Termination: This License will terminate automatically if You fail
to comply with all terms herein and fail to cure such breach within 30
days of becoming aware of the breach. All sublicenses shall survive
the termination of this License.

14 Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Rules Document Copyright 2000 Wizards of the Coast,
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on
original material by E. Gary Gygax and Dave Arneson.

Character Codex, Copyright 2008 Goodman Games (contact
info@goodman-games.com, or see www.goodman-games.com)
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