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USING THESE SHEETS 
INlJIODUcnON: The greatest problem with character realrds Is thaI they 
tend to become messy and flimsy Ihrough use and oonstant allffilllons. and of 
course, they evenrually run out 01 room 10 record aU the in/onrwltion ImpofUlnt 10 
the chlIractl,lr. The AD .. D PERMANENT CHARACTER RECORDS and 
ADVENTURE RECORDS eliminate this problem by wpal(lting the characrer 
statisties which are faIrly constant from the abilities and values ..... hich vary often 
during advenrures. Because there Is mote room to u~. both records have 
been designed 10 function for aU character classes. Those sectIon$ which do not 
Cipply 10 the player's character should simply be Ignored. 

The t1NO records have been carefully designed to follow \ogk:al formalS. 
Information 15 grouped together uoder spedfic Imd e.osy·t~idenlify sectIom. 
And ImportanL oft·refetTed-to numbers have been placed towards the edge$ of 
the pages In eye-<:atchlng shapes and iIIusnatlons to help locate e6Ch SIlII quickly. 

The PERMANENT CHARACTER RECORD contalns both InlonTllltion 
pertaining to the characrer's abilities. whleh does not constantly clw>ge, and 
areas for background lind records I'IOf of Immediate lmpornnc.e In playing the 
game. It Is recommended thaI e~nce level lind My other data whld1 might 
be sub}llcllo alterallon, such as constilution. be listed In pencil. 

The ADVENTURE RECORD Is II necessaJY complement to the pomYWIn­
en! record. containing infotmlltion commonly ~ upon and subject to change 
during an advenrure. These sheets have space for details Ilnd a record of ~ 
advenfllre 100. 

EXPLANATIONS: The following elCp"'nalion$only concem thmtse~ with 
the less obvious sections listed on the AD ... D PERMANENT CHARACTER 
RECORD and !he AD" D ADVEHnJRERECORD. Mostcommon sections 
In !he Pl.A YERS HANDBOOK. will be explained. 

PI.J.ce 01 Origin: This refers fO the locale orregjon In ",hich !he CMrac!('J "'115 
born-dty, nalion or geogrc.phicaI ten110!y. The character mayor may no! have 
been raIsed In this locale nor does his or her family ne<:ess/Irtly n2ed to be based 
there. lhis designalioo Is helpful in providing ~kground and rnltionaUty to aid 
In defining the chal"lKler's social and political response from the 9()dety In ",hlch 
he or she presently moves. 

Religion and P/II\rOn Deity. Religion often plays /lin Important p1lJI In the lives 
of characteT$, particularly dencs. However, not everyone needs to be a member 
of /II religion. for they may decllln! the.mselves agnQ$tic or atheislloe or simply not 
Interested C\erk;s and druids. of course. must be pn.ctitioners of religion and 
muSlIllso be advoctltes of their religion's alignment II is nol quite as Important 
lhal non-clerlc IIgwes be of !he same alignment as Im-ir declared religion unless 
they have clerical callings. such /lIS paladins. 

Ch"racter Abilities: The formal for recording !his Informallon Is to write. the 
stat in the bold outlined bolCes to the left of the ability letter. All information may 
be found In ~ 9·1 3 of the PLAYERS HANDBOOK. Elsewhere on this 
sheet ttw:o: abOlties' adjustments wI1I be repeated In !he appropriate sections to 
which they apply. 

Saving ThI"O'oll" Adjustments: This refers to adjustmenls from many 
sources.......,radal constitution adjustments. wisdom magic.ll attack edjuslment, 
oIInd the effect 01 various magical devices, doIIks and rings of protectlon. ete. 
These adjuSlrTlo"lnts shouJd be m/IIde when noting current 5ilvlng throw levels at 
the start of an adventure. 

Movement, This section records changes In the speed ()f movement by the 
encumbrance o f the llgure. Base speed and encumbrance restrict!ons are listed 
logether, followed by the effect greater degrees of encumbrance have UpOll the 
ba$e speed of the charactet. 

VISion: This refers to lhe special c.lpabilitles of characters of deml·huTMn 
races. le. , Infravlslon and ultravisiofl and their ranges. 

Resistances: This refers 10 special resistance to various afflictions and maogIcs 
stemming from character class. (e.g. monks) and from racIat Immunities. 

Detection, This refers to specI/III skiDs inherent In certain char&ctet races. 
such as dwa!VeS. elves and gnomes. 

COMBAT: Under this heading Is included all non-changing InforrMtion 1m. 
portant in deta.iUng the combat st/lltistics and background of The charactet. 

Weapons ()f Proficiency: This section deals With !he skilled use of ........ apons 
/lIS detailed on page 37 01 the PLAYERS HANDBOOK. Any ...-eapons ",hlch a 
ch/llraclet" Is not skilled in the use of may <>nly be utUlzed with difficulty and at a 
peMlty to the attacking value. 

S urprise: This refers to the numbers needed on !he roO of a die (U5UillIy d6) 
to delermlne if lhe character Issurpri:sed o r not. The dellterity ;:sdjustment refers 
to the reaetion adjustment to $Ul'pI'\!Ie . 

Defensive Adjustments: This refers to the delCtenty defensive adjustment 
oIInd effe.:t of devices on the overalllIJ1TlOf class of the charOCh!T. 

Combat Adjustments: This r"'fer3 to both ~justmenls on the "10 hit" ron 
and to the d/llmage Innlcted through combat These adjustments TMy be the 
result 01 strength or deltlerity. class or racial specLaltles, or the function of 50me 
magical device in the character's pOli$eSSkm. In some CMes there may be 
restrlct!ons on the adjustmenls and these should be noted. 

Weapon Effect Chart: This chan lists the constant edjustroonts of ........ a ­
pon versus armor class. plus other specifl<:.s concerning the ....... apon. The PLII. Y. 
EftS HANDBOOK lists details on PlJges 37-38. 
Magical Adjustment: This space Is used only If the ....... oIIpon is spedaI or rrug\clIl 
In nafllre. 
Space Required/Range: This refers to th e IQOm needed to swing the we.apon or 
a missile weapon' s range Omits. 

Hit Poln .. : This section shows the swvival and enduT;5nce value of the 
character. The to .... 1. listed In the blocked outll"apezoid. will change with ellperi­
enee level Increase and should be recorded in pencil. 
Constiflltion Adjustment This refers to the adjustment prov\ded by the charae­
Ier'S constitution and Is added to each hit die rolled. 
Hit Die Type: The type of hit die variel; with the chdr<xler ciollss. 
Hit Points GaIned Per level: ThIs section Is de5igned to keep !nICk of the 
additional hit points gained by the character With each new level of eltpcmence.. 
Then, if the character should be drained of Hfe 1evel5 he or she wiD know Ihe 
eJCaCI amounl of hit points to forfeit with the loss 01 that level. 

Genera1 Appeamnce: This refers to a general descrlpti<>n of the chame­
ter-hls or her clothing. build, shape of fM:e and hands. complexion and hair 
style (including facial halr, lf any). 

DIstinguishing M<.rks: This may ta~ the fonn of scarring, blrthmarks. or an 
abnotmal feafllre: protruding e.l1"S. broken teeth, small eyes. etc. 

Mannerisms: this re lers to uncoTl5dous 1>Ctions oflen performed ",hen idle 
or nervous. such as twitches. rubbIng ()ne's eyes, scratching one's nose. fbdng 
one's collar, tapping one's foot etc. 

F.mll~ &.dlground: This section covers general Information deaUng 
with the character's family. Parentage Is for tlsting the character's mother and 
father. ",hile Family refers to the parental group by which he or she Is accepted. 
Not every family will possess allies. foes Of any properties. and this should be left 
to the DM's dIscretion. 

Patron: In some cases a character may acquire someone ",ho wiU aid In 
financing the chariKter's adventures in retum for 5ervlces and this should be 
recorded here. 

Weakne:sses/Phobias: The DM may wish to as»gn weai<nI.!S5e5, allergies Of 

phobias. This is strictly the realm of the DM and should be c.lrefully chosen so /lIS 

not to imbalance the game. 
Desires/loves: This refers to things greatly desired. such as gold by a dwarf. 

and beings the character Is devoted to. This is often left to the discretion of the 
player. 

Hatreds/Foes: This refers to unnatural dhllk .... and dire enemies of ihe 
character due to race. family rivals. orprevlous adventures. 

Relations and Followers: This 5eCOOn Includes f~. hirelings, a550Ci­
ates and rela~ves important In the nle of the character. TSR's NON·PlAYER 
CHARACTER RECORDS are ideal for keeping traek 0/ these personalities 

Miscellaneous Possess;ons: This $OCIlon Is for use In recording aU posses­
sions of the character under specific. headings. Each block of sp.!IoCe should be 
c.l refully assigned a topic to cover in regards to the ImpofUlnce of the subjects.. 
This heading should be listed In tm- bold-faced bolC at the k>p 0/ the section. 
Mbgic·useT5 and clerics may want to uSt! lhe largest section for recording their 
spells, while Agh ters and other classes may desire to use the space for other 
possessiorIs. It Is also rerommended that a note be made as 10 where the Items 
are stored and. spoIIOO pennitting. notes em how they are stored and how they are 
protected. For this PUrp::lSe, most of the sections have been given a few addition, 
allines at the top of each. 

When !Is~ng propo2rties owned, It is suggested that the name be given and 
then lis Ioattion. When noting animal companions or familiars. the reoommend­
ed iOTTMt is: name_type_hltdke_ AC_HP_ IAT -D (damage) and then 
any notes. 

DebWOOligations: This refers 10 any debts Incurred by loan:!: from a bene­
factor. taxes owed the state . debts o f honor. Or promises made. It may also 
concern quests and geases. 

Experience: This should be IlIfltlen as the new e><perience gained from the 
ADVENTURE RECORD. followed by a new total In order to make the tools 
more noticeable. the use of a red pen or pencil might be considered. 

Investments: This refers to any busines.il investments made or properti .... 
owned on ",hich lhe ch/IIracter hopes to tum a profit 

Residence: General delollils may be Iisled here conceming the character's 
residence, but it is advised tMt a map and key of the pU.ce be keptsepo!lrale!y. 

Research: This refers mostly 10 research aimed at developing new and 
u nknown hems and spells or In uncovering old /lnd !orgott.m lore. A more 
det/lli\ed listing on the Pl'rtlcular$ of the research should be kepl on a wparate 
,~0«1 

Highlights of Character' s !.Jfe: This refers only to major events in the life of a 
charo!lcler. Detailed records of the character's adventures may be kept in a 
:il.!parate diary. • 
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CharaCter SketChfamily SymBol, SigN or BlazoN BuSiNeSS SymBol, SigN or BlazoN
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HigHligHts oF CHArACter’s liFe & previous ADventures:

Date
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CharaCter traitS:

favorite taCtiCS:

date SigNature

do herebyI
Last Will and Testament
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~ T rallS: llli$ rdefs 10 lIttttuda lind ~ tendendes ......n;ch $'C 
peculiar 10 the charlrder'1 personality. These may include such InIlls 1115 being II 
compuIsive~. lIlad>es' fl'\&\. a. pracUc.lII~. miIer. Of chlImpIon of ... -~ Fa.'oIOrilc T aedes: Thill deta.ik fightll'lg I«Ik:s !h.l!he charader will often use. 
such 1115 gouging eyes. a.tta.cklng from behnd lID !he time. Of 1IIw¥ doing the 
chlwIrous Ihlng and gIvIog the eoponenl • IlIlr en.anu. 

ADVENTURE RECORDS: TheM sheets elimll\llte the COfl$tant wellr a.nd 
Iellt common 10 e ciwlracler record end further provide II record lor I!lICh 
a.dvenrure the ciwlracter goe5 on Per!lne:nl MdIons should be fi1Ied OUI on the 
ADVENTURE RECORD befoR the ehal1lder embarks on an Miwnture. 
When the advoml\D'e III eomple!:ed. either In one M:Iidon Of efter ~ dlIys 01 
play. thedetaibshould be recorded. theuperience lOWIedand thesheetplaced 
Insidethe PERMANENT CHARAcnR RECORD. 

EX.Pl.ANAnONS: Most of the secdorIs arc wJ.f~tooy and the following 
~ti0n5 only c:onean themselves with seaIons whidl TMY not be dear 10 
the pl.ayer. 

FUlng InfonNltion: In the upper right twlnd side 01 the pa.ge is information 
used In maintaining coder lind easy ldenlification of each advenlUre. The 1oaI­
lion Of IIn<III goal o f the adventure sl'oould be noIed. lIS weD 115 II numer1<:al 
reference 10 pike the adventure In chronokJgical perspectiYe with earlier a.d..-.m. -~lUre o",tes; llM! dilK'5 of starting lind ending the adventure (game 
lime) should be noted here. 

Movement Thill refeI-s 10 eomballind melee moYemIInt ..,ther than travel 
speeds (for such, Inquire of your OM, who will ftnd IIppropriate tables In !he 
DUNGEON MASTERS GUIDEl. The rT1O'oI0TIml bMe III the speed lIIIowed 
when ul'll!flCUfTlber Of only unying II minimum Ioa.d. and not ~foelilili9 
COI'flPIelI /ICtklns.. Encumbfanee reduces ITlIl'\IaMnI speed; 10 ~ of normeJ foe 
HelI\Iy. ~ for l...oa.ded a.nd % lor the ~um encumbranee. ~ and 
climbing rnovetnml have noI been detailed MId lin! left 10 thedomain of !he OM. 
Combining forms of f1'IO'oIemeTll will okIjust mouemenl speed by both /.acIOr$. 
Special mowmerll rekn; 10 skiJls provided by mounts and spedal deW:es. such 
as II ring 0{ wm~, walking or ring 0{ PY/ng. 

Ughl Source; ThIs relers 10 any light source the charxler III c./Inying durlng 
en OiIdYenture a.nd whal WI! light soun::e miIY be. In eonjunc1lon. the flame 
lDustrallon In the upper left·hand eomer should be checked wiwrllhe chanoeter is 
~ a burning light source 10 act as II reminder. 

Secret Ooon: This refers 10 the chao'n of ~ a Mere! door a.nd will 
uary with Ike ra.ce of Ihe chal1lder. 

Ustenlng: This refers 10 the mance b the charKter 10 hear noise ......twn 
listening lit a. door Of 5imlIarsitualiorl. This numba wIII\IMY with rKiaI type end 
approprillte values TMY be found in the DUNGEON MASTERS GUIDE on 
.... EO. 

T reMUll! Policy: Often eMI'IICters wID establish the intended Split 01 any 
treasure found. lImong !he members of the party. prior 10 senlng off on the 
IIdventure. 
AppI!lI~; In some c./ISeS the chanoeter miIY wish to a.lter his or 

her IllItural appear.ance lor concealmenl Of lIS II disguise. ~ 5poi!ICe should be 
used 10 note any change In the chanoeter's normaillppearanc:e. 

Curtent Adjustments to AbiB.t\es: This rekrs 10 lIlterations In !he abilities of 
thechara.cler dueto ma.gic. dlsoz<tse. eutW$, wounck. and to bth.ofwhith hew 
she 1$ aurendy under the inlluenee. Some of these ad,iusttnents!MY c:ome lIS the 
result of an encounter during the a.dwnlUrt. 

Armor a.s..: llM! numba Inseribed on the IIhIekII$ the bd;usIed value of 
armor dass In optimum cirnJmstanee. based on lIrmot plus dexterity and 
lTWIgIcaIadjusttnents. 

ShlekllEst AC: This refers 10 the a.rmor dIISs 0/ the chal1lCler when a.nad<ed 
WIthout shldd Of from the Rank which the shidd does not proWct. 

Rear AC: This refers to the atmOf class of the (~when altbCked !tom 
behind Of when allempcjng 10 flee II melee. or if he or she has. fallen to Ihe ground 
lind hl$ or her dexterity adjUstmenl does noI apply. 

Hil PoInlS: This 5ed'lon shows the Io0IlIUrvivailind endurance vlllue of the 
eharacter, lind also records \osse$ 10 it llM! undarnaged. lIdjusIed toW o f hit 
points pc:lI!5eSMd by the character shoukI be ","lien In 1M boIdfa.c:ed ~ 
ThIs number h!t.s been adjusled by (()n$lltulkJn IKijuslments which apply to uch 
hll die roOed lind by spedal adjustments due to the ~ 0( n'IlIgIciII 
devica Instead of <XlnStlIntly ehaJl!jng 1M hit poInl toad. wounds R«Ived 
should be ~ In pendI In the $plOt rese-rved /or wounds by a SO!rIes of 
sIMha. Whm hit ~u Me reeoo.-ued due 10 huIIng. the ~ 
number of wounds should be eRISed. 

Rnr Anack AdjusunenIS: This sedion Is US«i to lndic./lle any adjustments 
rec::eluotd !OI' attacking. with SUf'PriW. a Ic:MI from behind lind any C'Ondition$ Of 
IlUbsequern additional effect receIYed Iof the IICIIon. 

PsIonic Strength: U psionics are U5ed.. rumml lIaa.dI and defense strengths 
should be listed here in pencil and lifIerati0051'Nde as the points are us«l 

Weapon In Hand: This does not Imply thM this ~ is ~ In hand. 
but it IoViD be the weapon for which the chara.der wiD fb'$I grab If threatened. 
Choice 01 weapon rnIIY ~ ~ and $houId therefore be written In pendl 

Pummdlng. GrapPling and ~rtog: This refers 10 WelIponJe:ss rom· 
blat. eombal usuaJly Intenl on causlngonly temporary dama.ge. SInce this !ann of 
combiIl contall1$ many vllrlables. it Is helpful loulcullotll these modifiers prior 10 
the adwnrure. FOf uch form 01 weaponless rombal there lire three 5imila. 
Ultegor\es of adJustmems. The attack ildjustmenl modllie$ the ctwlnce o f $UOOI!SS 

of each lIl!aCk mIKk!. The daomage ad}u:stmenl modlfies !he dama.ge InRlcted by II 
successful lIttack on ;m opponent. and the defense adjustment modilles the 
amount 01 datTlltgli! taken by the character wherI alUJcked by his or her op­

.''',.,'' 
~vIng Throws: These value5 life the aodju5led saving tIm;N.r$ of the chanoe­

ler perWning 10 the characteis prewnt e~ \eveI. The UIIing Ihfow 
adjustments noIed on the ironl of the AD'" D P£RMANENT CHARACTER 
RECORD should be IilIken Into iICCOUnt. 

Morille ModIfier: ThIs modi/ieT rdlects the most recent deeds t;tl W\Uot Of 
Infamy performed by the character. This value wiD lIller!he ~ roD 0/ any 
oon-pIa.yer chlIra.cter in his or her 4'ft'Ip/oy. The OM wID 6nd tables with rnora.Je 
modilierson j»ges36-37 of the DUNGEON MASTERS GUIDE. 

Cash urried: This .el~ to a.ny monia carried by the character belore 
starting on the adventure. 

Thieving Skills: This secIkx'I recorcb the ViI.rIous skiIb of thieves Of thoJe 
dlIsses a.bIe 10 use similar IlbiIities. 1'he &g In the righl comer of each box .. used 
10 noljl adjustments provided by rae.- .nd d-Wlfi!llCter'S dexterity scc:n. The I'1'llI,Ior 
5P11Ce Is used to reaxd the adju5ted KOrf:S b 1UC(e$$ lit perfonning each of 
these JkIIIs IIllhe pcesenllewl of expmIse 01 the chaUlCtft. 

Spells Memorized llM! space$ lor spelW\evel are used 10 note the number 
of spells thai can be mernorizot'd lit uch spell ~ The boxed JedIoI'I III to be 
used In IisIing the spells <:Mried by the character. The slashed off _ is lor the 
pla.yer 10 marlt the number of the spells memorized a.1 ~ givm time and their 
Ie. wherI the spells twlve been cast. This linaol note should be written ......tIh a ...... 

Carrying Cai»dtY: This refers 10 the maximum voIwne of !feMUre.nd gem­
which may be Ulmed away in eontalrwrs bJousjIl by the character. Enc:um­
brance limits supercede lin\! extra. capacity brought. Since treasure is usually 
l;OIns. the YOIume is a.nnotllted by II dtmlHng of the gold pieces this eI:lu&s: 

v ..... G. P. EquIvalent 

SmoII """'" "=, 25.~ 
~ ... ~ 

LA".. """'" "=, 5Og.p . 

SmoD_~ ,=, l OOg,p. 
lied shil1 

""",,,,,,k 3=' 3OO.~ 

Lnrge$o!lck 4 eu. It. 4OOg.p. 

Volume of a. Nckpack is reduced by tht: gem- a/rudy $lOWed In it.. 
Packing USI: This In..-.mtooy lists whert: ~ are Slowed when the 

ciwlracter III UlrfYIng them.. The weight of the ilem$ c./Irri«! should be listed 10 IIid 
in detmninlng total encumbrance. 

Followers; It is helpful 10 twlYe wpltate sheets listing the donails about any 
hireflngs in the employ of the<:harllCt~. 

~: Keeping tnICk of treasure iICqUIMd. fllOflSlers sI,)In M1d ocher 
KUons 01 major Import performed during the adwnture oMU aid In ~ 
credit by the OM. llM! final lo&al should be tnlnslerTed to the permmenl record III 
the: end 01 the ildventure. 

AFTERWORD: Even lhough lhese rl!COl'd5l1fe rompret.enslve they all! limit­
ed 10 their physical dirnensioo5 and the player !MY desire 10 include more detail 
than space provides. For such InfOfmiltioo as Tf:5eM:h. residence. M1d a d<rt.lIed 
diary o f Ihe charlrder's adwnrures It is wggeSted thai !he player iIdd Inserts on 
notebook paper. 

llM! PERMANENT CHARAcnR RECORD and ADVENTURE RE· 
CORDS are cIe:s9>ed 10 be SIOn!d together. with the adventure records In 
duonoIc9caI order inside the pemIolInerv reaxrl ......twn oompkted. For iI.u1Nr 
protE'e1kln. It is reoornrnended thaI the entire charac:1er fik! be kepi In II three-ring 
nQ(j1book. It might prow helpful 10 UK the AD ... D NON·PLAYER CHAR_ 
ACTER RECORDS lex detailing hlrellngt and h«lchmen of the piIIyeI' chuar;. 

ler lind thae mav also be stored with the cNl1Ider file. 
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ThIS ,tern L~ the only one of the many popular playing aids for ADVANCED DUNGEONS & DRAGONsr>4 game produced by TSR 
Hobb.es. 11K. Other plal,l1ng ald~ for AD&DN games cummr.ly avaLlable include 

The WORLD OF GREYHAWKT>< Fantasy World Semng approwd lor use WIth AD&Dt~ games 

AD&D Dungl!Of'l MlI'hla :Xrl!t'n (combat savmg thro,,"s reference) 

AD&D Pt..yer Character RecOl'd Sheets 
AD&D PermMent Character Folder and Advemure Record Sheet~ 
AO&D Non Player Character R~OI'd Sheets 

ThJngeon Module G I (Steading of the Hill GllInt ChLef) 
Dungeon Module G2 !GIaCIlI\ Rtft of the FlOsl Giant Jarl\ 
Dungeon Module GJ(Han of the File Giant King) 

Dungeon Module 01 (Descent [mo the Depths of the ElIrth) 
Dungeon Module 02 !Shrlne of the Kuo·Toal 
DUr'lgeon Module OJ (Vaul! 01 the DrOll,') 

Dung.!on Module S I rromb of HOTTors) 
Dungeon Module S2 (White Plume Moulllain) 

Dungeon Module Ti IVLllage of Homm!"t) 

In addLhon, otht'r plaYing aLds CUllen!!y a",atlabllt for ur.e WIth DUNGEONS & DRAGONS gamt' Include 

Dungeon Geomorph~_ Set Ont' (BaSIC Dungeon) 
Dungeon Go.!omorph~ Set Two (Ca"'t'5 & Caverns) 
Dungeon Geomorphs_ Set Three [L<W.er Dungeon) 

Outdoor Geomorphs. Set Olll! (WaDed CLty) 

Dungeon Module B1 fin Search of tM Unknown) 

Mon5tff & Treasule Auorlmem. Ser One (Leveb One to Three) 
Monster & Treasure A\9)Tlmenl, Ser Two (Levels Four 10 SIX) 
MonSler & Treasure Auortmern. Se[ Three (Levels Se\'en to Nmt') 

Other releasn of addLllonal Items reklUng to AD&DDi games are planned for the future TSR Hobbles publishes II complete line of fantasy. 
§cience hctlon. lind hlStorlcal games and ruk!s wht<:h are ava!lable from bener hobby. gllme. and department stores I'IiItionwtd.e If you desire a 
complett' catalog /lndror Ihi' nllme of YOI.II nearest OU[Iet. write 10; TSR Hobbles_ POB 756. uke Geneva_ WI53147 




