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Steve (Jintr Bruce Heardl

Player's Name Dungeon Master
Theodore Baldric Cawfal %{{((LN
Character's N Ali t '
aracter's Name ignmen i ’E\ :
/vq / F / in s 2 C
Class & Level —
s )i o
d 6 q Character Sketch or Symbol
Armor Hit Hit
Class Die Points
ABILITIES: ADJUSTMENTS: SAVING THROWS:
/ 2 | STRENGTH _ to melee hit, melee damage, POISON or
open doors rolls DEATH RAY
- . : :
g INTELLIGENCE (see Intelligence adjustments in
rulebook for number of languages) MAGIC WAND
[[{ | WISDOM __ on magic-based
saving throws TURN TO STONE
+ { or PARALYSIS
/4 | DEXTERITY to missile fire hit rolls,
modifies AC
,. DRAGON
/3| CONSTITUTION ad to hit die rolls for hit points TSRS
SPELLS or
/0| CHARISMA to reaction rolls, also MAGIC STAFF
determines retainer morale

LANGUAGES: _(omaen Cread v weite simpl words), LawFul

SPECIAL SKILLS: Spells, Thief's abilities, Cleric's turning, etc.
~2 AC boaus sthen aftacked )). fdl‘,lr'?‘.-“‘“'""':l‘ creatums
t1 bonus 1o hit with missile weapons

H;J‘ in ,‘ﬂdﬂﬁ’-’ HIT ROLL
HIT ROLL TABLE ADJUSTMENTS
TARGET AC: 9 8 7 6 5 4 3 2 1 0 Melee Missile

mesow (o1 [ 12 13 | 4| 05| 6| 17| 72| 11| | £ ] e2)



DUNGEONS & DRAGONS' Character Record Sheet

Player's Name Dungeon Master
Character's Name Alignment
Class Level
- /
\ / Character Sketch or Symbol
Armor Hit Hit
Class Die Points
l
ABILITIES: ADJUSTMENTS: SAVING THROWS: |
STRENGTH — to melee hit, melee damage, POISON or |
open doors rolls DEATH RAY 5
INTELLIGENCE ____ (see Intelligence adjustments in
rulebook for number of languages) MAGIC WAND
WISDOM ___ on magic-based
saving throws TURN TO STONE
or PARALYSIS ., _
DEXTERITY — to missile fire hit rolls, : i
modifies AC el
DRAGON I
CONSTITUTION ____  to hit die rolls for hit points L i =
SPELLS or
CHARISMA ___ toreaction rolls, also MAGIC STAFF
determines retainer morale
LANGUAGES:
SPECIAL SKILLS: Spells, Thief's abilities, Cleric's turning, etc.
HIT ROLL
HIT ROLL TABLE ADJUSTMENTS
TARGET AC: 9 8 7 6 5 4 3 2 1 0 Melee Missile
HIT ROLL |
NEEDED |




DUNGEONS & DRAGONS® Character Record Sheet

EQUIPMENT CARRIED

MAGICAL ITEMS

NORMAL ITEMS

OTHER NOTES including places explored, people & monsters met

PP:

EP:
SP:

GP:

CP:

MONEY and TREASURE
GEMS:

L TOTAL VALUE:

EXPERIENCE

Prime Requisite Score Bonus/Penalty ‘

Needed for next level:




DUNGEONS & DRAGONS' Character Record Sheet

Player's Name Dungeon Master
Character's Name Alignment
Class Level
[ [ ' I\'. /
II.'\\ ;"JI ‘ ".\ .Ia"rl
/ Character Sketch or Symbol
N/ L J \~_._ -
Armor Hit Hit
Class Die Points
ABILITIES: ADJUSTMENTS: SAVING THROWS:
STRENGTH —— to melee hit, melee damage, POISON or
open doors rolls DEATH RAY
INTELLIGENCE ___  (see Intelligence adjustments in
rulebook for number of languages) MAGIC WAND
WISDOM __ on magic-based
saving throws TURN TO STONE
or PARALYSIS
DEXTERITY — tomissile fire hit rolls,
modifies AC
DRAGON
ATH
CONSTITUTION _____ to hit die rolls for hit points BRE
SPELLS or
CHARISMA _________ toreaction rolls, also MAGIC STAFF
determines retainer morale
LANGUAGES:
SPECIAL SKILLS: Spells, Thief's abilities, Cleric's turning, etc.
HIT ROLL
HIT ROLL TABLE ADJUSTMENTS
TARGET AC: 9 8 7 6 5 4 3 2 1 0 Melee Missile
HIT ROLL | ' '

| NEEDED




DUNGEONS & DRAGONS?® Character Record Sheet

EQUIPMENT CARRIED

MAGICAL ITEMS

NORMAL ITEMS

OTHER NOTES including places explored, people & monsters met

MONEY and TREASURE

PP: GEMS:
GP:
EP:
SP:
CP:
TOTAL VALUE:

EXPERIENCE

Prime Requisite Score | ‘ Bonus/Penalty l

Needed for next level:




DUNGEONS & DRAGONS" Character Record Sheet

Player's Name Dungeon Master

Character's Name Alignment

Class Level

Character Sketch or Symbol

Armor Hit | Hit
Class Die Points
ABILITIES: ADJUSTMENTS: SAVING THROWS:
STRENGTH to melee hit, melee damage, POISON or
open doors rolls DEATH RAY
|
INTELLIGENCE ___ (see Intelligence adjustments in i
| rulebook for number of languages) MAGIC WAND |
' !
i WISDOM __ on magic-based ‘
||‘ saving thl"DWS TURN TO STONE |
or PARALYSIS
DEXTERITY __ to missile fire hit rolls,
modifies AC &
! DRAGON L
CONSTITUTION ____ to hit die rolls for hit points BEEATE |
SPELLS or
CHARISMA ___ to reaction rolls, also MAGIC STAFF .
| determines retainer morale |
| 2
| LANGUAGES: [
SPECIAL SKILLS: Spells, Thief's abilities, Cleric's turning, etc. | e
HIT ROLL
HIT ROLL TABLE ADJUSTMENTS
TARGETAC: 9 8 e 3 2 1 0 Melee Missile
HIT ROLL
NEEDED |




DUNGEONS & DRAGONS® Character Record Sheet

EQUIPMENT CARRIED

MAGICAL ITEMS

NORMAL ITEMS

OTHER NOTES including places explored, people & monsters met

" MONEY and TREASURE

PP: GEMS:
GP:

EP:

SP:

CP:

TOTAL VALUE:

EXPERIENCE

Prime Requisite Score ’> ’ Bonus/Penalty

Needed for next level:




DUNGEONS & DRAGONS" Character Record Sheet

Player's Name

Dungeon Master

Character's Name Alignment
Class Level
o } "\ J'Ill
1 f
b f
\ y / Character Sketch or Symbol
\/./ —
Armor Hit Hit
Class Die Points
ABILITIES: ADJUSTMENTS: SAVING THROWS:
STRENGTH — to melee hit, melee damage, POISON or
open doors rolls DEATH RAY
INTELLIGENCE __ (see Intelligence adjustments in
rulebook for number of languages) MAGIC WAND
WISDOM _ on magic-based
saving throws TURN TO STONE
or PARALYSIS
DEXTERITY to missile fire hit rolls,
modifies AC !
DRAGON :
BRE I
CONSTITUTION to hit die rolls for hit points it g
Ill'i |
Iy o
SPELLS or e | 1
CHARISMA to reaction rolls, also MAGIC STAFF S
determines retainer morale L
LANGUAGES:
SPECIAL SKILLS: Spells, Thief's abilities, Cleric's turning, etc.
HIT ROLL
HIT ROLL TABLE ADJUSTMENTS
TARGET AC: 9 8 7 6 5 - 3 2 Melee Missile
HIT ROLL
NEEDED




o

DUNGEONS & DRAGONS' Character Record Sheet

Player's Name Dungeon Master

Character's Name Alignment

Class Level

-| L —
\vr / Character Sketch or Symbol

.

Armor Hit Hit
Class Die Points
ABILITIES: ADJUSTMENTS: SAVING THROWS: ,
STRENGTH — to melee hit, melee damage, POISON or
open doors rolls DEATH RAY
INTELLIGENCE __ (see Intelligence adjustments in
rulebook for number of languages) MAGIC WAND
WISDOM on magic-based
saving throws TURN TO STONE
' or PARALYSIS
DEXTERITY ___ to missile fire hit rolls,
modifies AC it
DRAGON i
BREATH : .
CONSTITUTION __ to hit die rolls for hit points L;
2
_ SPELLS or
CHARISMA ___ to reaction rolls, also MAGIC STAFF
determines retainer morale

LANGUAGES:
SPECIAL SKILLS: Spells, Thief's abilities, Cleric's turning, etc.

HIT ROLL
HIT ROLL TABLE ADJUSTMENTS
TARGET AC: 9 8 7 6 5 4 3 2 1 0 Melee Missile
] | | | | |

NEEDED

HIT ROLL _ ‘ ' ‘




DUNGEONS & DRAGONS® Character Record Sheet

| EQUIPMENT CARRIED

MAGICAL ITEMS

NORMAL ITEMS

PP:
GP:
EP:

SP:

CP:

OTHER NOTES including places explored, people & monsters met

MONEY and TREASURE
GEMS:

TOTAL VALUE:

EXPERIENCE

Prime Requisite Score

Needed for next level:

Bonus/Penalty




DUNGEONS & DRAGONS' Character Record Sheet

Player's Name

Dungeon Master

Character's Name

Alignment

Class Level

Armor
Class

ABILITIES:

STRENGTH

INTELLIGENCE

WISDOM

DEXTERITY

CONSTITUTION

CHARISMA

LANGUAGES:

|

\ IX Character Sketch or Symbol
L ___ \ ___
Hit Hit
Die Points
ADJUSTMENTS: SAVING THROWS:
to melee hit, melee damage, POISON or
open doors rolls DEATH RAY

(see Intelligence adjustments in
rulebook for number of languages) MAGIC WAND

on magic-based

saving throws TURN TO STONE
or PARALYSIS

to missile fire hit rolls,

modifies AC
DRAGON :
BREATH [

to hit die rolls for hit points l

SPELLS or
to reaction rolls, also MAGIC STAFF

determines retainer morale

TARGET AC: 9 8

SPECIAL SKILLS: Spells, Thief's abilities, Cleric's turning, etc.

HIT ROLL
HIT ROLL TABLE ADJUSTMENTS
7 6 5 4 3 2 1 0 Melee Missile

HIT ROLL
NEEDED | |




DUNGEONS & DRAGONS" Character Record Sheet

Player's Name Dungeon Master
Character's Name Alignment
Class Level
// l Character Sketch or Symbol
N/ r
Armor Hit Hit
Class Die Points
ABILITIES: ADJUSTMENTS: SAVING THROWS:
| STRENGTH — to melee hit, melee damage, POISON or
open doors rolls DEATH RAY
i INTELLIGENCE _ (see Intelligence adjustments in
: rulebook for number of languages) MAGIC WAND
|
. WISDOM ___  on magic-based
!: Saving thro“’s TURN TO STONE
' or PARALYSIS
DEXTERITY — to missile fire hit rolls, .
modifies AC ! y
DRAGON I
' CONSTITUTION ____ to hit die rolls for hit points BREATH
|
SPELLS or A
CHARISMA to reaction rolls, also MAGIC STAFF
determines retainer morale e
' s
LANGUAGES: o
SPECIAL SKILLS: Spells, Thief's abilities, Cleric's turning, etc. '
HIT ROLL
HIT ROLL TABLE ADJUSTMENTS
TARGET AC: 9 8 fi 6 5 - 3 2 1 0 Melee Missile
HIT ROLL
NEEDED |




DUNGEONS & DRAGONS?® Character Record Sheet

EQUIPMENT CARRIED

MAGICAL ITEMS

NORMAL ITEMS

OTHER NOTES including places explored, people & monsters met

MONEY and TREASURE
PP: GEMS:
GP:
EP:
SP:
CP:

TOTAL VALUE:

EXPERIENCE

Prime Requisite Score

Needed for next level:

Bonus/Penalty




'DUNGEONS & DRAGONS® Character Record Sheet

EQUIPMENT CARRIED

MAGICAL ITEMS

NORMAL ITEMS

OTHER NOTES including places explored, people & monsters met

MONEY and TREASURE
PP: GEMS:
GP:
EP:
SP:
CP:

TOTAL VALUE:

EXPERIENCE

Prime Requisite Score

Needed for next level:

Bonus/Penalty




'DUNGEONS & DRAGONS® Character Record Sheet

EQUIPMENT CARRIED

MAGICAL ITEMS

NORMAL ITEMS

OTHER NOTES including places explored, people & monsters met

MONEY and TREASURE
PP: GEMS:
GP:
EP:
SP:
CP:

TOTAL VALUE:

EXPERIENCE

Prime Requisite Score ‘ Bonus/Penalty

Needed for next level:




DUNGEONS & DRAGONS® Character Record Sheet

EQUIPMENT CARRIED

MAGICAL ITEMS

NORMAL ITEMS

OTHER NOTES including places explored, people & monsters met

MONEY and TREASURE
PP: GEMS:
GP:
EP:
SP:
Py

TOTAL VALUE:

EXPERIENCE

Prime Requisite Score

Needed for next level:

Bonus/Penalty




DUNGEONS & DRAGONS" Character Record Sheet
ol UMY 7
Player's Name
Character's Name

Dungeon Master

_Alignmem ‘
Class Level
]
\ / / C i
A y \ haracter Sketch or Symbol
R\._.""/ I_ | \ ./
Armor Hit Hit
Class Die Points
ABILITIES: ADJUSTMENTS: SAVING THROWS:
STRENGTH to melee hit, melee damage, POISON or
open doors rolls DEATH RAY
INTELLIGENCE (see Intelligence adjustments in
rulebook for number of languages) MAGIC WAND
WISDOM on magic-based
saving throws TURN TO STONE
or PARALYSIS
DEXTERITY to missile fire hit rolls,
;| modifies AC
= DRAGON I
BRE
g CONSTITUTION to hit die rolls for hit points R
[II <o
SPELLS or b
CHARISMA to reaction rolls, also MAGIC STAFF b
determines retainer morale
LANGUAGES:
SPECIAL SKILLS: Spells, Thief's abilities, Cleric's turning, etc.
HIT ROLL
HIT ROLL TABLE ADJUSTMENTS
TARGET AC: 9 8 7 6 5 4 3 2 1 0 Melee Missile
HIT ROLL | ‘ ' ‘
NEEDED | | ‘




DUNGEONS & DRAGONS" Character Record Sheet

Player's Name Dungeon Master
Character's Name Alignment
Class Level
A
Character Sketch or Symbol
Armor Hit Hit
Class Die Points
ABILITIES: ADJUSTMENTS: SAVING THROWS:
STRENGTH —— tomelee hit, melee damage, POISON or
open doors rolls DEATH RAY
INTELLIGENCE ______ (see Intelligence adjustments in
rulebook for number of languages) MAGIC WAND
WISDOM — on magic-based
saving throws TURN TO STONE
or PARALYSIS
DEXTERITY — to missile fire hit rolls,
K modifies AC
DRAGON
E
CONSTITUTION _____ 1o hit die rolls for hit points il
SPELLS or
CHARISMA to reaction rolls, also MAGIC STAFF
determines retainer morale
LANGUAGES: 184 o
SPECIAL SKILLS: Spells, Thief's abilities, Cleric's turning, etc. ] '
HIT ROLL
HIT ROLL TABLE ADJUSTMENTS
TARGET AC: 9 8 7 6 5 <4 3 2 . 1 0 Melee Missile
HIT ROLL | I | J
NEEDED | ; .' | |




DUNGEONS & DRAGONS® Character Record Sheet

EQUIPMENT CARRIED

MAGICAL ITEMS

NORMAL ITEMS

OTHER NOTES including places explored, people & monsters met

MONEY and TREASURE
PP: GEMS:
GP:
EP:
SP:
CP:

TOTAL VALUE:

EXPERIENCE

Prime Requisite Score

Needed for next level:

Bonus/Penalty

]




DUNGEONS & DRAGONS" Character Record Sheet

nr AR HITELS -Seneaeen 3 ISR EFIES [ e TN

Player's Name Dungeon Master

|
@l Character's Name Alignment
|
'|
Class Level
/
l, J J \ /
\ \ /
\_\ /-*' ‘ \ / Character Sketch or Symbol
' N A _— I",, —.f
Armor Hit Hit
Class Die Points
ABILITIES: ADJUSTMENTS: SAVING THROWS:
|
' STRENGTH — to melee hit, melee damage, POISON or
apen doors rolls DEATH RAY
INTELLIGENCE _________ (see Intelligence adjustments in
rulebook for number of languages) MAGIC WAND
WISDOM — on magic-based
I saving throws TURN TO STONE
i or PARALYSIS
il DEXTERITY — to missile fire hit rolls,
modifies AC
| DRAGON
! R
!'{- CONSTITUTION _______ to hit die rolls for hit points HEEQTH
I
\ SPELLS or )
. CHARISMA _______ to reaction rolls, also MAGIC STAFF _
determines retainer morale ¥
LANGUAGES: ;
SPECIAL SKILLS: Spells, Thief's abilities, Cleric's turning, etc.
HIT ROLL
HIT ROLL TABLE ADJUSTMENTS
TARGET AC: 9 8 7 6 5 4 3 2 1 0 Melee Missile
HIT ROLL | | |
NEEDED i




DUNGEONS & DRAGONS?® Character Record Sheet

EQUIPMENT CARRIED

MAGICAL ITEMS

NORMAL ITEMS

OTHER NOTES including places explored, people & monsters met

MONEY and TREASURE

PP: GEMS:
GP:
EP:
SP:
CP:

TOTAL VALUE:

EXPERIENCE

Prime Requisite Score

Needed for next level:

Bonus/Penalty




DUNGEONS & DRAGONS" Character Record Sheet

Player's Name Dungeon Master
=
Character's Name Alignment
Class Level
/ Character Sketch or Symbol
b
Armor Hit Hit
Class Die Points
ABILITIES: ADJUSTMENTS: SAVING THROWS:
|
STRENGTH £ to melee hit, melee damage, POISON or [1
open doors rolls DEATH RAY ’
INTELLIGENCE _______ (see Intelligence adjustments in ‘
rulebook for number of languages) MAGIC WAND ‘ N
i
WISDOM —__ on magic-based ‘ ;
saving throws TURN TO STONE 8
or PARALYSIS e
DEXTERITY — to missile fire hit rolls, I :
modifies AC |-;-:
DRAGON
MI
CONSTITUTION ______ to hit die rolls for hit points RIEATH i.
thcr "
SPELLS or i
CHARISMA ____ toreaction rolls, also MAGIC STAFF o
determines retainer morale
LANGUAGES:
SPECIAL SKILLS: Spells, Thief's abilities, Cleric's turning, etc.
HIT ROLL
HIT ROLL TABLE ADJUSTMENTS
TARGET AC: 9 8 7 6 5 - 3 2 1 0 Melee Missile
HIT ROLL ‘ ‘ || f
NEEDED r ; |




DUNGEONS & DRAGONS?® Character Record Sheet

EQUIPMENT CARRIED
MAGICAL ITEMS NORMAL ITEMS

OTHER NOTES including places explored, people & monsters met

MONEY and TREASURE EXPERIENCE

PP: GEMS:
GP:
EP:

SP: | Prime Requisite Score Bonus/Penalty
CPs
TOTAL VALUE: Needed for next level:

A




DUNGEONS & DRAGONS?® Character Record Sheet

EQUIPMENT CARRIED

MAGICAL ITEMS

NORMAL ITEMS

OTHER NOTES including places explored, people & monsters met

PP:

GP:
EP:

SP:

CP:

MONEY and TREASURE
GEMS:

TOTAL VALUE:

'EXPERIENCE

] =)
Prime Requisite Score I Bonus/Penalty

Needed for next level:




DUNGEONS & DRAGONS' Character Record Sheet

Player's Name

Dungeon Master

Character's Name

Alignment

Class Level
‘\ [}
\ / \
\ / \ Character Sketch or Symbol
Y. Hﬂ'
Armor Hit Hit
Class Die Points
ABILITIES: ADJUSTMENTS: SAVING THROWS:
STRENGTH — to melee hit, melee damage, POISON or
open doors rolls DEATH RAY
INTELLIGENCE __ (see Intelligence adjustments in
rulebook for number of languages) MAGIC WAND
WISDOM ____ on magic-based
Sa\’ing thrﬂ\"s TURN TO STONE
or PARALYSIS
DEXTERITY _ to missile fire hit rolls,
modifies AC
DRAGON
CONSTITUTION __  to hit die rolls for hit points BRESSH
SPELLS or
CHARISMA ________ to reaction rolls, also MAGIC STAFF
determines retainer morale
LANGUAGES:
SPECIAL SKILLS: Spells, Thief's abilities, Cleric's turning, etc.
HIT ROLL
HIT ROLL TABLE ADJUSTMENTS
TARGET AC: 9 8 7 6 5 Bl 3 2 1 0 Melee Missile
HIT ROLL | |

NEEDED




DUNGEONS & DRAGONS?® Character Record Sheet

EQUIPMENT CARRIED

MAGICAL ITEMS

NORMAL ITEMS

OTHER NOTES including places explored, people & monsters met

SP:

PP:
GP:
EP:
CP:
TOTAL VALUE:

MONEY and TREASURE
GEMS:

EXPERIENCE

Prime Requisite Score

Needed for next level:

Bonus/Penalty




DUNGEONS & DRAGONS" Character Record Sheet

Player's Name Dungeon Master
Character's Name Alignment
|
Class Level
\ / \
A A \ Character Sketch or Symbol
& 4 E— -
Armor Hit Hit
Class Die Points
ABILITIES: ADJUSTMENTS: SAVING THROWS:
STRENGTH _ to melee hit, melee damage, POISON or
open doors rolls DEATH RAY
INTELLIGENCE __ (see Intelligence adjustments in
rulebook for number of languages) MAGIC WAND
WISDOM ___ on magic-based
saving throws TURN TO STONE

or PARALYSIS

DEXTERITY _ to missile fire hit rolls,
modifies AC
i PRAGON
o
"il CONSTITUTION _____ to hit die rolls for hit points BREALH
= |I
5 ' SPELLS or B
CHARISMA to reaction rolls, also MAGIC STAFF &
determines retainer morale f o
LANGUAGES:
SPECIAL SKILLS: Spells, Thief's abilities, Cleric's turning, etc.
HIT ROLL
HIT ROLL TABLE ADJUSTMENTS
TARGET AC: 9 8 7 : 6 _ 5 B 3 2 1 0 Melee Missile
HIT ROLL | : ' \ ‘ "
NEEDED | |




DUNGEONS & DRAGONS?® Character Record Sheet

EQUIPMENT CARRIED
MAGICAL ITEMS NORMAL ITEMS

OTHER NOTES including places explored, people & monsters met

MONEY and TREASURE EXPERIENCE

PP: GEMS:
GP:
EP:
SP:
CP:

Prime Requisite Score Bonus/Penalty

£ ]

TOTAL VALUE: Needed for next level: .




DUNGEONS & DRAGONS ' Character Record Sheet

Player's Name Dungeon Master
Character's Name Alignment
Class Level
\ \
Character Sketch or Symbol
N\ /A
Armor Hit Hit
Class Die Points
ABILITIES: ADJUSTMENTS: SAVING THROWS:
STRENGTH — to melee hit, melee damage, POISON or
open doors rolls DEATH RAY
INTELLIGENCE __ (see Intelligence adjustments in
rulebook for number of languages) MAGIC WAND
WISDOM _ on magic-based
saving throws TURN TO STONE
or PARALYSIS
DEXTERITY __ to missile fire hit rolls,
modifies AC |
DRAGON 4
| _ CONSTITUTION ________ to hit die rolls for hit points b =
i SPELLS or
: CHARISMA to reaction rolls, also MAGIC STAFF
determines retainer morale i
8
LANGUAGES: .
SPECIAL SKILLS: Spells, Thief's abilities, Cleric's turning, etc.
HIT ROLL
HIT ROLL TABLE ADJUSTMENTS
TARGET AC: 9 8 7 6 5 4 3 2 1 0 Melee Missile
HIT ROLL |
NEEDED |




[_)UNGEONS & DRAGONS?® Character Record Sheet

EQUIPMENT CARRIED

MAGICAL ITEMS

NORMAL ITEMS

OTHER NOTES including places explored, people & monsters met

MONEY and TREASURE

PP: GEMS:
GP:
EP:
SP:
CP:
TOTAL VALUE:

EXPERIENCE

Prime Requisite Score

Needed for next level:

Bonus/Penalty




DUNGEONS & DRAGONS" Character Record Sheet

Player's Name Dungeon Master

Ehar;lcter's Name Alignment

Class Level

n ) \ |
| \ / \i\ Ch Sketch or Symbol
\ . / aracter Sketch or Symbo
. -
| Armor Hit Hit
al Class Die Points

| ABILITIES: ADJUSTMENTS: SAVING THROWS:
| STRENGTH ——— to melee hit, melee damage, POISON or

‘ open doors rolls DEATH RAY

INTELLIGENCE ___  (see Intelligence adjustments in

rulebook for number of languages) MAGIC WAND
WISDOM — on magic-bhased
saving throws TURN TO STONE
or PARALYSIS
DEXTERITY ——— to missile fire hit rolls,
modifies AC
DRAGON
£ = : BREATH
CONSTITUTION _______ to hit die rolls for hit points
SPELLS or
CHARISMA to reaction rolls, also MAGIC STAFF
determines retainer morale |’.';}]
LANGUAGES:
SPECIAL SKILLS: Spells, Thief's abilities, Cleric's turning, etc.
HIT ROLL
HIT ROLL TABLE ADJUSTMENTS
TARGET AC: 9 8 7 6 5 4 3 2 1 0  Melee Missile
HIT ROLL | ' | | ' |
NEEDED | | | | |




DUNGEONS & DRAGONS® Character Record Sheet

\ EQUIPMENT CARRIED

A SR VR T ,

MAGICAL ITEMS

NORMAL ITEMS

OTHER NOTES including places explored, people & monsters met

MONEY and TREASURE
PP: GEMS:
GP:
EP:
SP:
CP:

TOTAL VALUE:

EXPERIENCE

Prime Requisite Score Bonus/Penalty

|
= — —_ =

Needed for next level:




DUNGEONS & DRAGONS Character Record Sheet

Player's Name Dungeon Master
Character's Name Alignment
Class Level
J’/' \
\ / Character Sketch or Symbol
N/
Armor Hit Hit
Class Die Points
ABILITIES: ADJUSTMENTS: SAVING THROWS:
STRENGTH _ to melee hit, melee damage, POISON or
open doors rolls DEATH RAY
INTELLIGENCE __ (see Intelligence adjustments in
rulebook for number of languages) MAGIC WAND
WISDOM __ on magic-based
saving throws TURN TO STONE
or PARALYSIS
DEXTERITY _ to missile fire hit rolls, |
z modifies AC E
= DRAGON '
BREATH
i CONSTITUTION ___ to hit die rolls for hit points ]
- ] "
SPELLS or Lt
CHARISMA _________ toreaction rolls, also MAGIC STAFF _—
determines retainer morale
LANGUAGES:

SPECIAL SKILLS: Spells, Thief's abilities, Cleric's turning, etc.

HIT ROLL
HIT ROLL TABLE ADJUSTMENTS
TARGET AC: 9 8 7 6 5 -+ 3 2 1 0 Melee Missile

HIT ROLL ' ' ' ' |
NEEDED _ | | !




EQUIPMENT CARRIED

MAGICAL ITEMS

NORMAL ITEMS

OTHER NOTES including places explored, people & monsters met

PP:
GP:
EP:
SP:
CP:

TOTAL VALUE:

MONEY and TREASURE
GEMS:

EXPERIENCE

Prime Requisite Score

Needed for next level:

Bonus/Penalty




DUNGEONS & DRAGONS' Character Record Sheet

Player's Name Dungeon Master
Character's Name Alignment
Class Level
e ] Uy /
- \ /
b 4 \ f Character Sketch or Symbol
..‘_-\V.‘, '5\4"{
Armor Hit Hit
Class Die Points
ABILITIES: ADJUSTMENTS: SAVING THROWS:
STRENGTH — to melee hit, melee damage, POISON or
open doors rolls DEATH RAY
INTELLIGENCE __ (see Intelligence adjustments in
rulebook for number of languages) MAGIC WAND
WISDOM __ on magic-based
saving throws TURN TO STONE
or PARALYSIS
DEXTERITY _ to missile fire hit rolls,
modifies AC
DRAGON
CONSTITUTION __  to hit die rolls for hit points HREACPH
SPELLS or
CHARISMA ___ to reaction rolls, also MAGIC STAFF
determines retainer morale
LANGUAGES:
SPECIAL SKILLS: Spells, Thief's abilities, Cleric's turning, etc.
HIT ROLL
HIT ROLL TABLE ADJUSTMENTS
TARGET AC: 9 8 7 6 5 + 3 2 1 0 Melee Missile
HIT ROLL | \ \
NEEDED | ] |




DUNGEONS & DRAGONS® Character Record Sheet

EQUIPMENT CARRIED
MAGICAL ITEMS NORMAL ITEMS

OTHER NOTES including places explored, people & monsters met

MONEY and TREASURE _ EXPERIENCE

PP: GEMS:
GP:
EP: —_—

SP: Prime Requisite Score Bonus/Penalty |
CP: Laae ===

TOTAL VALUE: Needed for next level; o




DUNGEONS & DRAGONS Character Record Sheet

Player's Name Dungeon Master
Character's Name Alignment
Class Level
-\: ; D \ Character Sketch or Symbol
D
Armor Hit Hit
Class Die Points
ABILITIES: ADJUSTMENTS: SAVING THROWS:
STRENGTH —— to melee hit, melee damage, POISON or
open doors rolls DEATH RAY
INTELLIGENCE _____ (see Intelligence adjustments in
rulebook for number of languages) MAGIC WAND
WISDOM —_ on magic-based
saving thl'()w& TURN TO STONE
5 or PARALYSIS
L] DEXTERITY — to missile fire hit rolls,
! modifies AC
v DRAGON
CONSTITUTION ______ to hit die rolls for hit points ol l-i
'|
SPELLS or '
CHARISMA — to reaction rolls, also MAGIC STAFF Loy
determines retainer morale s
LANGUAGES:
SPECIAL SKILLS: Spells, Thief's abilities, Cleric's turning, etc.
HIT ROLL
HIT ROLL TABLE ADJUSTMENTS
TARGET AC: 9 8 7 6 5 B 3 2 1 0 Melee Missile
HIT ROLL
NEEDED .




DUNGEONS & DRAGONS® Character Record Sheet

EQUIPMENT CARRIED
MAGICAL ITEMS NORMAL ITEMS

OTHER NOTES including places explored, people & monsters met

MONEY and TREASURE EXPERIENCE
PP; GEMS:
GP:
EP:

SP: Prime Requisite Score J Bonus/Penalty ’
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