
Character Name
Player Name
Class

Level XP
Race Deity 

age: height: hair:
gender: weight: eyes:

Abilities 
str

dex

con

int

wis

cha

Hit Points 
wounds/

current hp

Saves

Speed

Melee
Initia†ive Weight Carried

Size

subdual
damage

temp hp

unarmored
speed:

xp
penalty:

Miss chance: Spell resistance:

fort
(con)

ref
(dex)

will
(wis)

attack
bonus

AC

Flat Footed
AC

WEAPON: Total Attack Bonus:        /        /
Damage: Critical: Range: Weight: Type: Size:
Special properties: Ammo:

WEAPON: Total Attack Bonus:        /        /
Damage: Critical: Range: Weight: Type: Size:
Special properties: Ammo:

WEAPON: Total Attack Bonus:        /        /
Damage: Critical: Range: Weight: Type: Size:
Special properties: Ammo:

ARMOR/protective item: Armor Bonus:
Type: Max dex bonus: Arcane Spell Failure: Speed: Weight:

Check penalty: Special properties:

ARMOR/protective item: Armor Bonus:
Type: Max dex bonus: Arcane Spell Failure: Speed: Weight:

Check penalty: Special properties:

NOTES:

Touch Attack
AC

Total Armor
Check Penalty

Total Arcane
Spell Failure

damage
reduction

al
ig

nm
en

t

Score

Total Dex Mod MiscMod

Total Base Attack

= + + + +

= + + + + + +

= + + + +

= +

= +

+ + +

= + + + +

Strength
Mod

Misc.
Mod

Temp.
Mod

Size
Mod

attack
bonus /       /    

/      /    

=/       /    

/       /    

/       /    

Ranged

Armor Class

Skills

Total Base Attack

10

Armor
Bonus

Shield
Bonus

Dexterity
Mod

Size
Mod

Natural
Armor

Misc.
Mod

+ + + +

Dexterity
Mod

Misc.
Mod

Temp.
Mod

Size
Mod

L/M/H Load

Mod Temp
Score

Base
Save

Key
Ability

Skill
Mod

Ability
Mod Ranks Misc.

Mod
Max

Ranks

Ability
Mod

Magic
Mod

Misc.
Mod

Temp.
Mod

Temp
Mod

C
ro

ss
-

C
la

ss

❍ Alchemy Int = + +

❍ Animal Empathy Cha = + +

❍ Appraise* Int = + +

❍ Balance* Dex• = + +

❍ Bluff* Cha = + +

❍ Climb* Str• = + +

❍ Concentration* Con = + +

❍ Craft* (                             ) Int = + +

❍ Craft* (                             ) Int = + +

❍ Craft* (                             ) Int = + +

❍ Craft* (                             ) Int = + +

❍ Decipher Script Int = + +

❍ Diplomacy* Cha = + +

❍ Disable Device Int = + +

❍ Disguise* Cha = + +

❍ Escape Artist* Dex• = + +

❍ Forgery* Int = + +

❍ Gather Info* Cha = + +

❍ Handle Animal Cha = + +

❍ Heal* Wis = + +

❍ Hide* Dex• = + +

❍ Innuendo Wis = + +

❍ Intimidate* Cha = + +

❍ Intuit Direction Wis = + +

❍ Jump* Str• = + +

❍ Knowledge (                       ) Int = + +

❍ Knowledge (                       ) Int = + +

❍ Knowledge (                       ) Int = + +

❍ Knowledge (                       ) Int = + +

❍ Listen* Wis = + +

❍ Move Silently* Dex• = + +

❍ Open Lock Dex = + +

❍ Perform* (                  ) Cha = + +

❍ Pick Pocket Dex• = + +

❍ Profession (                        ) Wis = + +

❍ Read Lips Int = + +

❍ Ride* Dex = + +

❍ Scry* Int = + +

❍ Search* Int = + +

❍ Sense Motive* Wis = + +

❍ Spellcraft Int = + +

❍ Spot* Wis = + +

❍ Swim* Str† = + +

❍ Tumble Dex• = + +

❍ Use Magic Device Cha = + +

❍ Use Rope* Dex = + +

❍ Wilderness Lore* Wis = + +

❍ = + +

❍ = + +

❍ = + +

❍ = + +

❍ = + +

❍ = + +

❍ = + +

❍ = + +

❍ = + +

❍ = + +

Skills marked with * can be used normally even if the character has (0) skill ranks.  • Armor Check Penalty, if any, applies.  † -1 per 5 lb. of gear
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Privateer Press Says...
We hope you enjoy this Iron Kingdoms themed d20 fantasy character portfolio. Please don't redistribute this file; you can always find the most current version at privateerpress.com.

(This version of the portfolio does not include text fields in the PDF file.)



Equipment

Money & Gems Lifting / Encumbrance

Fea†s / Special Abilities

LanguagesFarthings (cp) :

Shields (sp) :

Crowns (gp) :

Towers (pp) :

Gems

Initial languages = Cygnaran + racial languages + Int bonus

Speak Language Skill Points ________ = Extra Languages

Total weight of Spell Components

TOTAL WEIGHT CARRIED

Lift Over Head (= max load) :

Lift Off Ground (= 2x max load) :

Push or Drag (=5x max load) :

Weight Magic I†ems Weight

Iron Kingdoms™ D20 Character Portfolio v1.0, 02/02. ©2002 Privateer Press LLC. All rights reserved. Permission granted to reproduce for personal use only.
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Load

Light

Med.

Heavy

Normal

+3

+1

Normal

-3

-6

Normal

x4

x3

Weight
Carried

Max
Dex

Check
Penalty Run

Movement
1 Round
(tactical)

Walk

Hustle

Run (3x)

Run (4x)

1 Minute
(local)

1 Hour
(overland)

1 Day
(overland)

Privateer Press Says...
These are the names of the most common coins used in the Kingdom of Cygnar.  This lingo is understood everywhere, as Cygnaran is the common tongue of the Iron Kingdoms.  

While all nations have their own coinage, each share these four types in common. This handy coincidence was actually negotiated during the Corvis Treaties, the summit that formed the Iron Kingdoms from the ashes of the Orgoth occupation. 



Appearance

Abou† This Character

Accomplishments

Background

Quote

Allies

Enemies

Awards & Honors

Character Name
age: birth date: height:
hair: skin: sex:
size: weight: eyes:
handedness: nationality:
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Companions / Familiars

Weapons / Armor

Name
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Class: Level: Hit Points:

Race: Gender:

STR:                 DEX:                 CON:                 INT:                 WIS:                 CHA Speed: Initiative:

SAVING THROWS:  Fort:                Ref:                Will: AC: Attacks:                /                /

Feats, Skills, & Special Abilities:

Class: Level: Hit Points:

Race: Gender:

STR:                 DEX:                 CON:                 INT:                 WIS:                 CHA Speed: Initiative:

SAVING THROWS:  Fort:                Ref:                Will: AC: Attacks:                /                /

Feats, Skills, & Special Abilities:

Class: Level: Hit Points:

Race: Gender:

STR:                 DEX:                 CON:                 INT:                 WIS:                 CHA Speed: Initiative:

SAVING THROWS:  Fort:                Ref:                Will: AC: Attacks:                /                /

Feats, Skills, & Special Abilities:

Class: Level: Hit Points:

Race: Gender:

STR:                 DEX:                 CON:                 INT:                 WIS:                 CHA Speed: Initiative:

SAVING THROWS:  Fort:                Ref:                Will: AC: Attacks:                /                /

Feats, Skills, & Special Abilities:

/           /

/           /

Damage: Critical: Range: Weight:

Type: Size: Ammo:

Special properties:

Damage: Critical: Range: Weight:

Type: Size: Ammo:

Special properties:

Damage: Critical: Range: Weight:

Type: Size: Ammo:

Special properties:

Type: Max Dex Bonus: Arcane Spell Failure:

Speed: Weight: Check Penalty:

Special properties:

Type: Max Dex Bonus: Arcane Spell Failure:

Speed: Weight: Check Penalty:

Special properties:

Type: Max Dex Bonus: Arcane Spell Failure:

Speed: Weight: Check Penalty:

Special properties:

/           /

Name

Name

Name

Weapon total attack bonus

Weapon total attack bonus

Weapon total attack bonus

Armor/Protec†ive I†em armor bonus

Armor/Protec†ive I†em armor bonus

Armor/Protec†ive I†em armor bonus

Privateer Press Says...
Can you ever have too many weapons or bits of armor? We didn't think so. If you are the same way, you can use this page to store the rest of your arsenal. 



Spells

Spell Components

School Specialization

Clerical Domains

Spell Books

Spell Save
dc mod:

Readied

0th

1st

2nd

3rd

4th

5th

wt.Item

Prohibited Schools:

Patron Deity:

wt.Item

Total Weight

6th

7th

8th

9th

Spell
Book
Code

Readied
Spell
Book
Code

Readied

Name:

Code (“A”, “1”, etc.):

PAGES USED

0th: 4th: 7th:

1st: 5th: 8th:

2nd: 6th: 9th:

3rd: TOTAL

Weight:

Notes:   

Name:

Code (“A”, “1”, etc.):

PAGES USED

0th: 4th: 7th:

1st: 5th: 8th:

2nd: 6th: 9th:

3rd: TOTAL

Weight:

Notes:   

Name:

Code (“A”, “1”, etc.):

PAGES USED

0th: 4th: 7th:

1st: 5th: 8th:

2nd: 6th: 9th:

3rd: TOTAL

Weight:

Notes:   

Name:

Code (“A”, “1”, etc.):

PAGES USED

0th: 4th: 7th:

1st: 5th: 8th:

2nd: 6th: 9th:

3rd: TOTAL

Weight:

Notes:   

Spell
Book
Code
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Spell
Save DC

LEVEL

0th

1st

2nd

3rd

4th

5th

6th

7th

8th

9th

0

Spells/
Day

Bonus
Spells

# Spells
Known
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Privateer Press Says...
Those of you with spellcasting characters will want to print this page -- maybe even more than one copy, depending on how you organize your spells. Because this page has tools for both divine and arcane casters, you'll probably end up ignoring some of the components. 

Spellcasters with a "library" should write down all of their spells, and then use the "Readied" checkboxes to indicate which are memorized. The Spell Book Code column can help you keep track of what spell is in what book, in case your character gets lit on fire and some spellbooks get toasted. (What, am I the only one that happens to?)

Casters that don't need to track a "library" should just write down the spells they have prepared for that day -- or you could write down all the spells you commonly use, and use checks to indicate which ones are on prepared. 

To indicate a bonus spells from a specialization or clerical domain, use a "B" instead of an "X" in the Readied column, or make some other note by the spell name. 



Notes
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Privateer Press Says...
OK, so it's a blank page. But it looks fabulous, don't you think? Doesn't your character deserve the best? We think so.



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
rademark owners who have contributed Open Game Content;
b)"Derivative Material" means copyrighted material including

derivative works and translations (including into other computer
anguages), potation, modification, correction, addition, exten-
ion, upgrade, improvement, compilation, abridgment or other
orm in which an existing work may be recast, transformed or
adapted; (c) "Distribute" means to reproduce, license, rent,
ease, sell, broadcast, publicly display, transmit or otherwise dis-
ribute; (d)"Open Game Content" means the game mechanic
and includes the methods, procedures, processes and routines
o the extent such content does not embody the Product Identity
and is an enhancement over the prior art and any additional
ontent clearly identified as Open Game Content by the

Contributor, and means any work covered by this License,
ncluding 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; sto-
ies, storylines, plots, thematic elements, dialogue, incidents,
anguage, artwork, symbols, designs, depictions, likenesses,
ormats, poses, concepts, themes and graphic, photographic
and other visual or audio representations; names and descrip-
ons of characters, spells, enchantments, personalities, teams,

personas, likenesses and special abilities; places, locations,
environments, creatures, equipment, magical or supernatural
abilities 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
pecifically 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
he Contributor (g) "Use", "Used" or "Using" means to use,
Distribute, copy, edit, format, modify, translate and otherwise
reate 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
ou Use. No terms may be added to or subtracted from this

License except as described by the License itself. No other
erms or conditions may be applied to any Open Game Content
distributed using this License.
3.Offer and Acceptance: By Using the Open Game Content You
ndicate Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use
his License, the Contributors grant You a perpetual, worldwide,
oyalty-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 contribut-
ng original material as Open Game Content, You represent that
Your Contributions are Your original creation and/or You have
ufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPY-
RIGHT 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 distribut-
ing 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 ver-
sion 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 govern-
mental 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 sublicens-
es 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.

Iron Kingdoms D20 Character Portfolio Copyright 2002
Privateer Press LLC

This electronic document contains terms which originate in the D20 System Rules Document (SRD), and is distributed
under the terms of the Open Gaming License. While many game terms in this character portfolio derive from the SRD, it

contains no new Open Game Content. This document is ©2002, Privateer Press LLC. Permission is granted to photo-
copy or print this document for personal use only. Electronic redistribution is prohibited.
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