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GUIDE TO THE ADVANCED CHARACTER PORTFOLIO

THIS SET OF SHEETS EMPLOYS HALF-SHEET PRINTING AND MIX & MATCH PAIRING
FOR HAVING A FLEXIBLE AND WELL-TAILORED CHARACTER SHEET FOR ALL BUILDS. AT THE
BEGINNING OF EACH CHAPTER THERE IS A BRIEF GUIDE EXPLAINING SUGGESTIONS TO
ATTEMPT TO MAKE THE SELECTION PROCESS AS SMOOTH AS POSSIBLE.

EVERY CHARACTER SHEET WILL NEED THE FOLLOWING TWO PAGES AND AT LEAST
ONE COMBINATION OF HALF-SHEETS OR ONE FULL PAGE COMBO. USING BOOKMARKS TO
NAVIGATE IS SUGGESTED AS IT MAKES QUICK WORK OF MOVING THROUGH THE MANY
PAGES. PSIONICS HAVE BEEN IMPLEMENTED IN ALL SHEETS IN AN EFFORT TO REDUCE
REDUNDANT PAGES.

FRONT PAGE- BASIC INFORMATION ABOUT THE CHARACTER INCLUDING ESSENTIALS.
INVENTORY - NECESSARY FOR TRACKING POSSESSIONS AND WEALTH.
COMBINATIONS - NEEDED TO INCLUDE RACIAL TRAITS, CLASS FEATURES, AND FEATS.

THE FOLLOWING SHEETS AND TOOLS ARE OPTIONAL AND AVAILABLE TO MAKE BOTH GAME
PLAY AND TRACKING INFORMATION EASIER.

COMBINATIONS - GROUPED CLASS ABILITIES, CREATURES AIDING THE CHARACTERS, ETC.
ADVENTURE LOG - A SET OF SHEETS FOR RECORDING EVENTS, SETTING UP DEFAULT GEAR, AND
TRACKING RELATIONSHIPS WITH NPCsS.

RECENT UPDATES
CHANGES MADE FROMV1.25.10TOV3.14.10 INCLUDE:

SPLIT CHAPTERS INTO INDIVIDUAL FILES WHILE FORMS BEING COMPLETED.
ALTERED WEAPONS BARS IN THE ALTERNATIVE SETUP SUMMARY TO INCLUDE PROPERTIES.
CHANGED O-LEVEL BONUS SPELLS FROM “O” TO A DARK BOX FOR HOMEBREWS.

LABELED FRONT PAGES WITH PAGE NAME.

COMPLETELY FILLABLE ADVENTURE LOG

FIRST SET OF FILLABLE, AUTOCALCULATING SHEETS (MORE FEATURES TO COME).
STRIPING FRONT PAGE SKILLS FOR EASIER READING.

ADDED MELEE, RANGED, AND OTHER BAB BARS.

DAMAGE REDUCTIONS MOVED, AGAINST BAR ADDED.

ADDED HP BOX TO LEVELING SHEETS.

ADDED CHARACTER BOX SHEET TO INVENTORY CHAPTER, ALSO ARTLESS INVENTORY.

FUTURE UPDATES

THE FUTURE UPDATES NOT YET ENACTED WILL BE LISTED HERE WITH EACH
AVAILABLE UPDATE. CHECK BACK IF AN EXPECTED UPDATE HAS NOT OCCURRED YET.
THE FOLLOWING UPDATES ARE IN THE PROCESS OF BEING IMPLEMENTED:

ADDED MAGIC INTELLIGENT ITEMS AND ANIMATED OBJECTS SHEETS

SINGLE SESSION CARD FOR BUFFS, SHORT HP, AND SHORT XP

MORE FILLABLE & SAVABLE FORMS

MORE AUTO-CALCULATING FEATURES

HALF-SHEET MAGIC INTELLIGENT ITEMS/PERMANENTLY ANIMATED OBJECTS
3.5 BACKWARDS COMPATIBLE USEABLE SHEETS

FOR QUESTIONS, COMMENTS, CONCERNS, AND FEEDBACK:
CONTACT WICKED K GAME'S VIA EMAIL

KAKARASA AT GMAIL DOT COM
(MANUAL ENTRY REDUCES SPAM GREATLY, THANKS!)



FRONT SHEETS

THERE ARE TWO TYPES OF FRONT SHEETS INCLUDED IN THIS PORTFOLIO:

e SOLITARY — THE SOLITARY SHEET IS DESIGNED TO BE THE SAME AS A
TRADITIONAL CHARACTERS SHEET. A SINGLE PAGE WITH ALL THE INFO FIT IN
ONE PLACE.

e PAIRED (ACTUALLY TWO SHEETS) - THE PAIRED SET IS BASED ON A DIFFERENT
APPROACH: PLACING ALL THE INFORMATION THAT IS SECONDARY OR NOT
NEEDED AS OFTEN ON A SECOND SHEET, THE PRIMARY SHEET HAS SPACE FOR
MORE WEAPONS, MORE DETAILS, AND STREAMLINED INFORMATION.

SO HOW IS THE SPLIT CHOSEN? THE INFORMATION THAT IS USED TO ADD UP
TOTALS AND FOR LEVELING UP IS MOVED ONTO THE LEVELING SHEETS. THE TOTALS,
ALONG FREQUENTLY ACCESSED LINES, ARE PLACED ON THE SUMMARY SHEET. WHILE
DOUBLE-SIDED PRINTING IS USEFUL, IT ISN'T RECOMMENDED TO PUT THE TWO ON THE
SAME PIECE OF PAPER (LOTS OF FLIPPING OVER WHEN LEVELING).

ALTERNATIVE DESIGN FEATURES MAY BE AVAILABLE AS THE FILE EVOLVES,
INCLUDING LANDSCAPE STYLES AND DIFFERENT PAGE SIZES. PLEASE REFER TO THE
BOOKMARKS FOR LABELED DIFFERENCES.

e SUMMARY PAGE
e [ EVELING PAGE
e SOLITARY
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FLY
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HEAL
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INVENTORY

THERE ARE SEVERAL FEATURES OF THE INVENTORY SHEET THAT REMAIN
CONSTANT THROUGHOUT: MAGIC ITEM SLOTS, CARRYING CAPACITIES VIA STRENGTH,
GEMSTONES AND COINED WEALTH, GEAR/EQUIPMENT, AND DISPOSABLE/USABLE ITEMS.

THAT LEAVES THE BOXES FOR EXTRA WEAPONS, CONSUMABLE MAGIC ITEMS,
TOOL/KIT BOXES, AND CONTAINERS. THESE VARY BY SHEETS, AND DEPENDING ON HOW
FREQUENTLY YOUR CHARACTER WILL BE USING EACH OF THE DIFFERENT FEATURES,
EACH SHEET WILL HAVE A VARYING DEGREE OF USEFULNESS TO YOUR BUILD. WITH ANY
CLASS USING TWO WEAPON FIGHTING, THE EXTRA WEAPONS SHEET IS RECOMMENDED AS
THERE IS A BOX FOR MARKING THE STATS WHEN THE WEAPONS ARE IN USE. IN THE CASE
OF ALCHEMISTS AND ROGUES, THE EXTRA KIT/TOOL SLOTS IS USEFUL FOR TRACKING THE
MOST COMMONLY USED OR USE LIMITED ITEMS. SPELLCASTERS MAY FIND THE EXTRA
MAGIC OBJECT ESSENTIAL TO RECORDING WAND AND STAFF CHARGES.

[PORTRAIT LAYOUTI
e ARTLESS
BALANCED
MAGIC OBJECTS
SOLO ART IMAGE
WEAPONS

[LANDSCAPE LAYOUT]
e CONTAINERS

e MAgIC OBJECTS

e WEAPONS



MAGIC GEAR & EQUIPMENT SLOTS EXTRA WEAPON SLOTS / BACKUP WEAPONS

TWE NAME ATTACK DAMAGE CRIT RANGE AMMO TYPE SIZE LBS

HEADBAND D

EYES [ O -
HEAD / FACE
[ O -
AMMUNITION N u —_— —
SHOULDER [ O _—
O -
ARMOR / ATTIRE CHEST
CONSUMABLE & REUSABLE MAGIC OBJECTS
BODY TYPE ITEM / EFFECT CL USES / USED
SHIELD —
BELT J—
WRISTS J—
RING
RING HANDS :| —_—
WEAPON I
WEAPON :I
WEAPON
WEAPON :I I
CONCEALED OBJECT
CONCEALED WEAPON j

FEET KIT / TOOL | PROPERTIES |
| weakNEss |
TN (B (DX | PREREQUISITES  USELIMIT  USE CONSUMED

[ —(—

KIT / TOOL | PROPERTIES
APPEARANCE | WEAKNESS

LOAD LOAD LOAD OVER HEAD GROUND DRAG SKILLS MODIFIED || ||

CARRYING CAPACITY & LOADS

HARDNESS HP BYPASS DC PREREQUISITES ~ USE LIMIT ~ USE CONSUMED
LIGHT MEDIUM HEAVY LIFT UP LIFT OFF PUSH OR - - Q ” |

APPEARANCE | cocx/rrar | 50 I

LOOT & SINGLE USE ITEMS GEAR & EQUIPMENT Al | VOLUMECAPACITY AVAILABLE% WEIGHT LIMIT WEIGHT HELD
OBJECT WHERE LBS USED OBJECT WHERE LBS WORN I || I | |
——o ——o == |
— 8 ——5 oo e I v B
O O T | VOLUMECAPACITY AVAILABLE% WEIGHT LIMIT WEIGHT HELD
——o ——o [ [ — p—
— & — & = |
——1o —— 0 [ oo v R o
O O VOLUME CAPACITY ~ AVAILABLE % WEIGHT LIMIT WEIGHT HELD
- S [ 1 [ |
N |
——& ——& == |
I I oo e I o B
_— g _— g T | VOLUMECAPACITY AVAILABLE% WEIGHT LIMIT WEIGHT HELD
—— —— [ [— [ |
N |
0 0 COINAGE, GEMS, & OTHER WEALTH
——g ——g ,,,,,,,,,,, iGPx 1| ] Lowa.cems IGPx ol |
O 0 COPPER [GPx.otl:[_____ | semrprecious IGPx sol:[ |
— — 0 — — O SILVER [GP x 0.1]: |:| MED. Q. GEMS [GP x 100]: |:|
—_— g —_— g GOLD IGPx 11:____ | HiGHQ GEMS IGP xsool: ]
0 O PLATINUM [GP x 10: [ 1 enegewes 1GPxwi[__ ]
N - o IGP x 1] :| GRAND JEWELS [GP x 35k 1: :|
LOOT & USE ITEMS WEIGHT GEAR & EQUIPMENT WEIGHT FINE ARTWORK, JEWELRY, & OTHER TREASURE COMBINED TOTAL: l:l



MAGIC GEAR & EQUIPMENT SLOTS

HEADBAND
EYES
HEAD / FACE
NECK
AMMUNITION
SHOULDER
ARMOR / ATTIRE CHEST
BODY
SHIELD
BELT
WRISTS
RING
RING HANDS
WEAPON
WEAPON
WEAPON
WEAPON

CONCEALED OBJECT

CONCEALED WEAPON

FEET

CARRYING CAPACITY & LOADS

LIGHT MEDIUM HEAVY LIFT UP LIFT OFF PUSH OR
LOAD LOAD LOAD OVER HEAD GROUND DRAG

T 1 R O |

LOOT & SINGLE USE ITEMS GEAR & EQUIPMENT

CONSUMABLE & REUSABLE MAGIC OBJECTS

TYPE ITEM / EFFECT CL USES / USED

KIT / TOOL |ProPERTIES

| WeAKNESS

HARDNESS [ PREREQUISITES ~ USELIMIT  USE CONSUMED

[ —

|proPERTIES

| WeAKNESS

FY60NRNe | PREREQUISITES USELIMIT  USE CONSUMED

[ [

KIT / TOOL | proPERTIES

APPEARANCE

[YOO00N8l | PREREQUISITES  USELIMIT  USE CONSUMED

OBJECT WHERE LBS USED OBJECT WHERE LBS WORN || |

|

|
OO0O00O0O0O0O0O0000000000000O0OoOoon

|

|

LOOT & USE ITEMS WEIGHT GEAR & EQUIPMENT WEIGHT
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oo o I o B
CONH  |IEL | VOLUMECAPACITY  AVAILABLE% WEIGHT LIMIT - WEIGHT HELD

[ [ —

APPEARANCE | cock/mrar [ sv =0 I

TN |IEI | VOLUMECAPACITY  AVAILABLE% WEIGHT LIMIT WEIGHT HELD

|| [ —]

CONTAINER I

APPEARANCE | cock/rar [ 520

TN BB | VOLUMECAPACITY  AVAILABLE% WEIGHT LIMIT WEIGHT HELD

OUTER SIZE

| | |

COINAGE, GEMS, & OTHER WEALTH

___________ GPx 1 | LowQ. GEMS IGPx 0 I:
COPPER  [GP x.011:_____| SEMIPRECIOUS IGP x 50 I:
SILVER 1GPx011:[______| MED.Q.GEMs [GP x100l:
GOLD IGPx t - | HIGH Q. GEMs I[GP x sool:
PLATINUM IGP x101: | FINEJEWELS IGP x i I:
,,,,,,,,,,, 1GPx 1:___ ] GRAND JEWELS IGP x skI:

FINE ARTWORK, JEWELRY, & OTHER TREASURE COMBINED TOTAL:
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MAGIC GEAR & EQUIPMENT SLOTS

HEADBAND

EYES

AMMUNITION

ARMOR / ATTIRE

BELT

RING

RING

WEAPON

WEAPON

CONCEALED OBJECT

FEET

HEAD / FACE :I
NECK :I
SHOULDER :I
CHEST :I

BODY
SHIELD j
WRISTS j
HANDS j
WEAPON :I
WEAPON :I
CONCEALED WEAPON j

CARRYING CAPACITY & LOADS

LIGHT MEDIUM  HEAVY LIFTUP  LIFTOFF  PUSH OR
LOAD LOAD LOAD  OVER HEAD GROUND DRAG
LOOT & SINGLE USE ITEMS GEAR & EQUIPMENT
OBJECT WHERE 1BS USED OBJECT WHERE 1BS WORN
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OO0O0O0O0O0O0O0O0O0OoOOoooOoooOooooood

LOOT & USE ITEMS WEIGHT

oo

OO0O00O00OO0O0OOoOoOOoooOoooOooooood

GEAR & EQUIPMENT WEIGHT

EXTRA WEAPON SLOTS / BACKUP WEAPONS

TWF NAME

ATTACK DAMAGE CRIT RANGE AMMO TYPE SIZE LBS

—_—

OoOooOooooao

O

CONSUMABLE & REUSABLE MAGIC OBJECTS

TYPE

ITEM / EFFECT

CL

USES / USED

KIT / TOOL

APPEARANCE

|proPERTIES
| WeAKNESS

KIT / TOOL

| weakNESs

SKILLS MODIFIED

;

| PROPERTIES

HARDNESS [ [YORId | PREREQUISITES  USELIMIT  USE CONSUMED

PREREQUISITES ~ USE LIMIT ~ USE CONSUMED

HARDNESS [
SKILLS MODIFIED

KIT / TOOL

APPEARANCE

| weAkNESS

Hp I

|proPERTIES

BYPASS DC - PREREQUISITES ~ USE LIMIT ~ USE CONSUMED

SKILLS MODIFIED

CONTAINER

| PROPERTIES
| cocx/mrar [ s+ =0 I

GOSN JIEL | VOLUMECAPACITY  AVAILABLE% WEIGHT LIMIT WEIGHT HELD

OUTER SIZE

APPEARANCE

CONTAINER

APPEARANCE

HARDNESS | HP

VOLUME CAPACITY  AVAILABLE %

| PROPERTIES
| cock/mrar [ 520 I

WEIGHT LIMIT  WEIGHT HELD

I

CONTAINER
APPEARANCE

HARDNESS || Hr

VOLUME CAPACITY  AVAILABLE %

| PROPERTIES
| cock/rar | s =0

WEIGHT LIMIT = WEIGHT HELD

OUTER SIZE

OUTER SIZE

COINAGE, GEMS, & OTHER WEALTH

,,,,,,,,,,, IGP x 1
COPPER [GP x .01]:
SILVER [GP x 0.1]:
GOLD IGP x 1 ]:
PLATINUM [GP x 10 ]:

[GP x 1

FINE ARTWORK, JEWELRY, & OTHER TREASURE COMBINED TOTAL:

1

LOW Q. GEMS

MED. Q. GEMS
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[GP x 100]:
[GP x s500]:
IGP x 1K |:

LT



CONSUMABLE & REUSABLE MAGIC OBJECTS

ITEM / EFFECT CL USES / USED

TYPE

CARRYING CAPACITY & LOADS

LIFT UP LIFT OFF PUSH OR

LIGHT MEDIUM

HEAVY

LOAD LOAD LOAD  OVER HEAD GROUND  DRAG
LOOT & SINGLE USE ITEMS GEAR & EQUIPMENT

OBJECT WHERE LB USED OBJECT WHERE LBS WORN
— 0 ——0

— 0 ——0

— 0 ——0

— 0 ——0

——0 ——0

——0 ——0

——0 ——0

——0 ——0

——0 ——0

——0 ——0

——0 ——0

——0 ——0

——n0 ——0

— 0 ——0

— 0 ——0

— 0 ——0

— 0 ——0

— 0 ——0

— 0 ——0

— 0 ——0

——0 ——0

——0 ——0

——0 ——0

——0 ——0

——0 ——0

——0 ——0

——0 ——0

LOOT & USE ITEMS WEIGHT GEAR & EQUIPMENT WEIGHT

EXTRA WEAPON SLOTS / BACKUP WEAPONS

TWF  NAME  ATTACK DAMAGE CRIT RANGE AMMO TYPE SIZE LBS

[rocaroo |
iRk | |
PREREQ ~ USELIMIT CONSUMED
[ |

JLocirio |
[V |
PREREQ ~ USELIMIT CONSUMED
[ |

JLocito) |
[VEAKS| |
PREREQ ~ USELIMIT CONSUMED
[ [ — |

o |

[k s |
PREREQ ~ USELIMIT CONSUMED
| L] |
[sricin| |
EREY JREE |

VOLUMECAP  OPEN%  LBS.NOW  MAXLBS.
|| [ —

[seecar |
[ D~ I << I
VOLUME CAP  OPEN%  LBS.NOW ~ MAX LBS,

|| [ —

[vicn |
[0 I
VOLUME CAP  OPEN‘  LBS.NOW  MAXLBS
|| [ ——

COINAGE, GEMS, & OTHER WEALTH

___________ px [ | towqcems IGPxwlk[____ |
COPPER  [GPx.01:|_____ | semiPrecious (GPx sol:| |
SIVER  [GP x 01| MED.Q.GEMs [GPxwol:| |
GOLD I[GPx 11]: :l HIGH Q. GEMS  [GP x s00]: |:]
PLATINUM [GP x 10 ]: :l FINE JEWELS  [GP X K |: :
,,,,,,,,,,, GPx 1| | GRANDJEWELSIGP x skl:| |

FINE ARTWORK, JEWELRY, & OTHER TREASURE COMBINED TOTAL: |:|




MAGIC GEAR & EQUIPMENT SLOTS
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MAGIC GEAR & EQUIPMENT SLOTS EXTRA WEAPON SLOTS / BACKUP WEAPONS GEAR & EQUIPMENT

TWF  NAME  ATTACK DAMAGE CRIT RANGE AMMO TYPE SIZE LBS OBJECT WHERE LBS WORN
[ D —_— . ———
O -
HEAD / FACE
— | - CONSUMABLE & REUSABLE MAGIC OBJECTS
| TYPE ITEM / EFFECT CL USES / USED

LS. SHOULDER

e CHEST | _
SHIELD —
=y

b WRISTS | R

. - HANDS
, §

KIT / TOOL

APPEARANCE | WEAKNESS |

HARDNESS Hr PREREQUISITES ~ USE LIMIT  USE CONSUMED

SKILLS MODIFIED | | I | | | |

KIT / TOOL | PROPERTIES |

APPEARANCE | WEAKNESS I GEAR & EQUIPMENT WEIGHT

HARDNESS [ ISP | PREREQUISITES  USELIMIT  USE CONSUMED LOOT & SINGLE USE ITEMS

SKILLS MODIFIED | | | | || |

KIT / TOOL | PROPERTIES |

APPEARANCE |

HARDNESS [3G0000e] | PREREQUISITES USELIMIT  USE CONSUMED

SKILLS MODIFIED ” “ ” |

== |
APPEARANCE | cocx/mrar [ 20

WEAPON

WEAPON

NRRRRER RN
O0O0O00000000000000000000000

I

(o) Q
=} =]
Z Z
= =
z z
Z Z
=l =
Ll =

CONCEALED OBJECT

CONCEALED WEAPON OBJECT WHERE LBS USED

HARDNESS Sl | VOLUMECAPACITY AVAILABLE% WEIGHT LIMIT WEIGHT HELD
CARRYING CAPACITY & LOADS OUTER SIZE I[ || I I[ |

LIGHT MEDIUM HEAVY LIFT UP LIFT OFF  PUSH OR
LOAD LOAD LOAD  OVER HEAD GROUND DRAG I |

APPEARANCE | cocx rrar [ s =0 B

HARDNESS A3l | VOLUMECAPACITY AVAILABLE% WEIGHT LIMIT WEIGHT HELD
OUTER SIZE I[ I I Il |

COINAGE, GEMS, & OTHER WEALTH CONTAINER | properris | |

Gpx [ | towacems GPxwl:[_____ |
VOLUME CAPACITY ~ AVAILABLE % WEIGHT LIMIT WEIGHT HELD

OUTER SIZE || | | || || |

COPPER  [GP x.011: | SEMI-PRECIOUS IGP X 50 I:
SILVER IGP x0.41:[____ | MED.Q.GEMS IGP x1001:
GOLD IGPx 11:[____ | miGHo. Gems IGP xsool: [ | [N | eroperris | |
PLATINUM IGP x101: | mnegewets  1GPx wi: [ | [N | ock/trar ] s 0. I
7777777777 IGPx 1:|____ | GRANDIJEWELSIGP x skI: || VOLUME CAPACITY ~ AVAILABLE % WEIGHT LIMIT ~ WEIGHT HELD

FINE ARTWORK, JEWELRY, & OTHER TREASURE COMBINED TOTAL: |:| || || || ” | LOOT & USE ITEMS WEIGHT

OO0O0O0O0O0O0O0O0O0O0O0O0O0OoooOoOooooooon




MAGIC GEAR & EQUIPMENT SLOTS CONSUMABLE & REUSABLE MAGIC OBJECTS GEAR & EQUIPMENT

TYPE ITEM / EFFECT CL USES / USED OBJECT WHERE  LBS WORN

HEAD / FACE

NECK =

OOV DFR ———.

— CHEST

SHIELD

WRISTS

HANDS

| ol

I I O |
|

WEAPON

[ wearoN —

KIT / TOOL | PrOPERTIES |

APPEARANCE | WEAKNESS | GEAR & EQUIPMENT WEIGHT

HARDNESS PREREQUISITES ~ USE LIMIT ~ USE CONSUMED LOOT & SINGLE USE ITEMS

SKILLS MODIFIED | | | | | | |

KIT / TOOL | PrOPERTIES |
APPEARANCE | weakNEss |
HARDNESS [302000e] | PREREQUISITES USELIMIT  USE CONSUMED

SKILLS MODIFIED || || || |

KIT / TOOL | PrOPERTIES |
APPEARANCE | weakNEss |
HARDNESS 3000008l | PREREQUISITES USELIMIT  USE CONSUMED

ERRRERRRERRRERRRA R
CEEEEEEEEEEE TR
O0O0O000000000000000000000O04d

CONCEALED OBJECT

CONCEALED WEAPON OBJECT WHERE  LBS USED

CARRYING CAPACITY & LOADS SKILLS MODIFIED | I I |
LIGHT MEDIUM HEAVY LIFT UP LIFT OFF PUSH OR —
LOAD LOAD LOAD OVER HEAD GROUND DRAG CONTAINER | |

VOLUME CAPACITY ~ AVAILABLE % WEIGHT LIMIT WEIGHT HELD
OUTER SIZE || || I[ I |
COINAGE, GEMS, & OTHER WEALTH CONTAINER [ proesams, |
77777777777 IGP x 1: l:] LOW Q. GEMS [GP x 10 ]: |:|
VOLUME CAPACITY ~ AVAILABLE % WEIGHT LIMIT WEIGHT HELD
COPPER IGP x .01]: |:| SEMI-PRECIOUS [GP x 50 |:
OUTER SIZE || || I[ Il |
SILVER IGP x 0.1]: |:| MED. Q. GEMS [GP x100]: I:l
GOLD IGP x 1 ]: |:| HIGH Q. GEMS [GP x 500]: |:| CONTAINER | |
pLATINUM [GP x101: [ ] mvepewes topxown ] [N | cock e I s ::o. I
77777777777 1GPx 1:|_____ | GRANDJEWELSIGP x skl:|_______ | VOLUME CAPACITY ~ AVAILABLE % WEIGHT LIMIT WEIGHT HELD

FINE ARTWORK, JEWELRY, & OTHER TREASURE COMBINED TOTAL: I:] || || || || | LOOT & USE ITEMS WEIGHT

OO0O0O0O000O0O0O0O00000O0OOOoO0OoOoOoOoono




MAGIC GEAR & EQUIPMENT SLOTS

HEAD / FACE

S SHOULDER

N

SHIELD

=,

o WRISTS
- vy

EXTRA WEAPON SLOTS / BACKUP WEAPONS GEAR & EQUIPMENT

TWF  NAME  ATTACK DAMAGE CRIT RANGE AMMO TYPE SIZE LBS OBJECT WHERE  LBS WORN
O -
|5 -
O -
|5 -
O -
|5 -
CONSUMABLE & REUSABLE MAGIC OBJECTS
TYPE ITEM / EFFECT cL USES / USED

. HANDS
, p

WEAPON

WEAPON

I

CONCEALED OBJECT

CONCEALED WEAPON

CARRYING CAPACITY & LOADS

LIGHT MEDIUM HEAVY LIFT UP LIFT OFF PUSH OR
LOAD LOAD LOAD OVER HEAD GROUND DRAG

COINAGE, GEMS, & OTHER WEALTH
,,,,,,,,,,, Gpx 1 | towa.cems IGPx o[ |
L]

COPPER  [GP x.011:____| SEMIPRECIOUS [GP X 50 I:
SILVER IGP x O.1]: |:] MED. Q. GEMS [GP x100]:
GOLD GPx 11:|_______ | HIGH Q. GEMS [GP x sool:
PLATINUM [GP x 101:|__| FINEJEWELS IGP x wI: ||

77777777777 IGP x 1I: |:| GRAND JEWELS [GP x sk 1:

FINE ARTWORK, JEWELRY, & OTHER TREASURE COMBINED TOTAL: |:|

OOoOO0O00OO0O0OOO0OO0OO00oO0oOoooogoo

KIT / TOOL | PROPERTIES I

APPEARANCE | WEAKNESS I GEAR & EQUIPMENT WEIGHT

EEY El  BESEE | PREREQUISTES USELIMIT  USE CONSUMED

I [ — | LOOT & SINGLE USE ITEMS
OBJECT WHERE  LBS USED

[rrommns

D000 | PREREQUISITES USELIMIT  USE CONSUMED

SKILLS MODIFIED | | | | ” |

[rori |
[ |
[RO00Ne | PREREQUISITES USELIMIT  USE CONSUMED
[ [ — |

[rorouns| |
VOLUME CAPACITY ~ AVAILABLE % WEIGHT LIMIT WEIGHT HELD
I I [ [ |

o |
VOLUME CAPACITY ~ AVAILABLE % WEIGHT LIMIT WEIGHT HELD
[ [ — [ |

[ |
oo o ] -~ I
VOLUME CAPACITY ~ AVAILABLE % WEIGHT LIMIT  WEIGHT HELD
Il Il I I | LOOT & USE ITEMS WEIGHT

000000000000 0000O0OoOoOoogoo




HALF SHEETS

EACH HALF SHEET HAS A TOP AND BOTTOM AVAILABLE. WHEN MAKING THE
CUSTOM SHEET, SIMPLE CHOOSE A TOP FOR THE FIRST PRINTING, THEN A BOTTOM FOR
THE SECOND PRINTING.

THE DETAILED CLASS WITH FEATS AND RACES SHEET IS THE DEFAULT SHEET. FEAT
CHAINS HAVE BEEN MADE AVAILABLE FOR CLASSES LIKE FIGHTER AND MONK THAT GAIN
MANY BONUS FEATS AND FOR USE OF FEATS NEEDED TO UNLOCK OTHER FEATS. FOR
SPACE REASONS IT IS RECOMMENDED THAT BONUS FEATS ARE PLACED WITH CLASS
FEATURES AND FEATS BEING USED TO UNLOCK OTHER FEATS ARE THE ONLY ONES USED
ON THE CHAINS. [IF THE END-USER IS NOT LIMITED BY SPACE, THE ISSUE IS RESOLVED.

THE SPELLCASTER/ CLASS COMBINATION IS RECOMMENDED FOR SPELLCASTERS
WITHOUT AN ANIMAL COMPANION OR FAMILIAR PAIRED WITH FEATS AND RACE. WITH
ANIMAL COMPANION OR FAMILIAR, THE DETAILED CLASS WITH RACE AND FEAT SHEET IS
RECOMMENDED ALONG WITH A SEPARATE FAMILIAR (OR ANIMAL COMPANION) HALF
COMBINED WITH THE DETAILED SPELLCASTER. ANY COMBINATION SO DESIRED IS
AVAILABLE FOR CREATING ANY NECESSARY SHEETS.

FOR EXAMPLE, A RANGER WITH SPELLS MOUNTED ON A DRAGON WITH A DIRE WOLF
ANIMAL COMPANION MAY WANT TO USE THE FOLLOWING:. THE FEATS AND RACE HALF
COMBINED WITH THE FEATS AND SPELLS HALF (FOR THE RANGER), AND TWO MOUNT
HALVES TO HAVE THE DRAGON AND DIRE WOLF ON.

[PORTRAIT LAYOUT ONLY]
DETAILED CLASS

FEATS AND RACE

CLASS AND /2 CHAIN
CLASS AND SPELLCASTER
DETAILED SPELLCASTER
FAMILIAR

COMPANION / MOUNT
DOUBLE FEAT CHAIN
CLASS AND MANIFESTER
DETAILED MANIFESTER
PSICRYSTAL



PAGE CLASS ABILITIES & FUNCTIONS USES  USES USES DC

NUMBER LEFT TOTAL FREQUENCY TOTAL




BO%X FEATS / FLAWS / HALF-FEATS Q‘)J(IEK RACIAL TRAITS

EXPERIENCE POINTS LANGUAGES

LEVEL ADVANCEMENT EXPERIENCE

XP REQUIREMENT PROGRESSION

END OF SESSION +LA ECL

XP TOTAL




USES USES . ASS ABILITIES & FUNCTIONS FEAT CHAINS

LEFT TOTAL




USES - USES  CLASS ABILITIES & FUNCTIONS SPELLS PER DAY / SPELLS KNOWN

LEFT TOTAL
SPELL SPELL SPELLS BONUS SPELLS  SCHOOL ITEM

SAVE DC LEVEL PER DAY SPELLS KNOWN  SPELLS SPELLS
[ 1 o [1 o [ 1L 1]
[ 1 st | | | | | | | |
[ 1 2np | | | | | | | | |
1 3’0o [ | | | | | |
I B O N N O Y
[ | stH [ ]| | | | | ||
1 e [ 10 T 10 7]
1 rm I T J0 7]
| 8TH | | | | | | | |
N O S N I I
CLOSE RANGE MEDIUM RANGE LONG RANGE Z
25FT+5FT 100 FT+10 FT 400 FT 140 FT = o
PER 2 LEVELS PER LEVEL PER LEVEL Z >" ;
£28462, ZE-=
SESES <5<
ESEZ=2Z=35Y
TONCINTVNION < £ < < =055 &
MODIFIER + LEVEL g E E T 6 2>
CURRENT EFFECTIVE = é z % Q E 8 ;‘ E
CASTER LEVEL [FRSENARle il
CHOSEN SCHOOL O OQOO0OO0OoOoooOong

OPPOSITION SCHOOLS O OOOOOOOO
BONUS SAVING AGAINST
BONUS TO SAVE DC




SPELLCASTER INFORMATION

CLOSE RANGE MEDIUM RANGE LONG RANGE é
25 FT +5 FT 100 FT + 10 FT 400 FT +40 FT P [
PER 2 LEVELS PER LEVEL PER LEVEL Z Z S F
S3]

528z, 7 = -

=E=E5_<3%

ESEz=2ZzZ535Y¢

CONCENTRATION [EEIERCRS RN

MODIFIER + LEVEL g = E T 5 S

CURRENT EFFECTIVE = % Z LZ) ©) E 8 é E

CASTER LEVEL [IFRSRNR AN

CHOSEN SCHOOL OOOOoOooOooog

OPPOSITION SCHOOLS OO0 O0OOOOONO
BONUS SAVING AGAINST __

BONUS TO SAVEDC _ _ __

PERMANENT & CONTINUAL SPELLS

SPELL NAME CL TARGET ONGOING EFFECT

SPELLS PER DAY / SPELLS KNOWN

SPELL SPELL SPELLS BONUS SPELLS  SCHOOL ITEM
LEVEL PER DAY SPELLS KNOWN  SPELLS SPELLS

o [ 1 o ]
ST |
2ND |
3RD |
4TH |
5TH |
I

I

I

I

6TH
7TH
8TH
9TH

JUOHODOOBLR

CONTINGENCY / GEAS / QUEST
SPELL NAME TARGET REQUIREMENT SET DAYS




FACE / SENSES

CREATURE NAME PRIMARY HABITAT 1 ECOLOGY ATIGNMENT PLAYER NAME SPACE REACH
CREATURE RACE & ANY TEMPLATES TYPE SIZE . TGENDER AEIGHT WEIGHT  HAIR / FEATTIERS SKIN / FUR ( COLOR / PATTERN ) VIS VISION SCENT
WAITING TIME & LEVEL BASE ATTACK RACIAL TOTAL BUFF TIME GRANTED SPECIAL ABILITY DISTANCE  BONUS
REPLACEMENT COST TOTAL BONUS TOTAL  HD
Tl ] |:| D D CLASS ABILITY [ 1]
TUTION)
CURRENT ~ CURRENT  BUFFING  BUFFING N INITIATIVE
SCORE  MODIFIER ~ AMOUNT  TIME LEFT RE N O ALERTNESS FEATS & ABILITIES CURRENT TEMP
I I || | D O DELIVER TOUCH X
1] I [ | — N O EMPATHIC LINK SPEEDS
] I ] | | | | (WISDOM) O IMBUE WITH SPELLS
GROUND ARMORED
|| ]| I | [or= O IMPROVED EVASION
] [ ] | | | | O IMPROVED FAMILIAR FT.
O SCRY ON FAMILIAR BURROW  CLIMB
][ ][ | |
CURRENT TEMP ELEMENTAL IMMUNITIES CMB O SHARE SPELLS’ . o
FULL AC I:H:| AQD  COLD  ELEC.  FRE  Sonic CURRENT Tewp O SPEAK WITH KIND L] -
y | | | | I | | | | | I I+ | O SPEAK WITH MASTER
o [ |
O SPELL RESISTANCE o
I:]+ ELEMENTAL RESISTANCES CMD O STORE SPELLS FLIGHT _ PRIMARY
T muonss ACID  COLD  ELEC.  FIRE SONIC CURRENT  TEMP USED _ STORED QUALITY | [MOVE TYPE
N | I |

[ orince v I
DAVAGE I - I

[ornc: v I
DANAGE IR ~c: B

HIT POINTS MAX HP

| AMAGE TYPE|
Dvicr

[orncer: I
DAnAGE IR~

[oocr v I—

TEMP HP

BLEEDING / WOUNDS
HIT POINTLOSS ~ ROUNDS
SUB-DUAL DAMAGE

DAMAGE REDUCTION

DAV I

© WICKED "K' GAMES - 2009

SK

INED
ILLS

SKILL LIST

ACROBATICS
CLIMB

ESCAPE ARTIST
FLY
INTIMIDATE
PERCEPTION
STEALTH
SURVIVAL
SWIM

TOTAL
BONUS

ABILITY
USED



FACE / SENSES

CREATURE NAMI PRIMARY HIABITAT / ECOLOGY ALIGNMENT PLAYER NAMI SPACE REACH
CREATURE RACE TEMPLATES TYPE SIZE . "GENDIR HEGHT . WEIGHT  HAIR / FEATHERS SKIN 7 TUR ( COLOR / PATTERN) EVES DI\;l"lS':\(l)\INCE ;8%1‘35
WAITING TIME &  LEVEL BASE ATTACK RACIAL
REPLACEMENT COST TOTAL BONUS TOTAL  HD LA N TRICKS TRAINED PURPOSE
| (ol T ForriTunE D . D D LEARNED
(CONST] ION)
CURRENT ~ CURRENT  BUFFING  BUFFING o ATTACK INITIATIVE
SCORE ~ MODIFIER ~ AMOUNT  TIME LEFT REFLEX . FEATS & SPECIAL ABILITIES current TEMP
[ ] [ ] | | | | (DEXTERITY) O COME N
O o DEEND
(WISDOM) 7 SPEEDS
[ ] [ ] | | | | . O DOWN GROUND ARMORED
[ || J[ || | [roms O  FETCH
wis | || J[ || | O  GUARD i
CHA | 1] I [ | o HIEEL BURROW _ CLIMB
- CURRENT TEMP ELEMENTAL IMMUNITIES CMB Ie) PERFORM rr
FULL AC I:]+ RREAT :
ACID COLD ELEC. FIRE SONIC CURRENT  TEMP I} SEEK FLY SWIM
TOUCH I:H:| | || | | || || | [+ | o) STAY
. L
FLATFOOT |:]|:| ELEMENTAL RESISTANCES CMD O TRACK TLIGIT . PRIMARY
HP HarDNEss  ACID COLD ELEC. FIRE SONIC CURRENT TEMP O WORK QUALITY | [MOVE TYPE|
1 S O
, HIT POINTS MAX HP A i
‘ TRAINED TOTAL ABILITY
WEAPON | pavace Ty e RaNe> SKILL LIST St Y
ATTACK I c1ic+. MDA viACE IR
O ACROBATICS = DEX
WEAPON | pamace Tvee [ TEMP HP
o CLIMB = STR
ATTACK | cr7icAL NI DAMAGE I O ESCAPE ARTIST =i
WEAPON | pAMAGE TYPE BLEEDING / WOUNDS  © FLY = DEX
ATTACK IR oo DA ACE I HITPONT 105 ROUNDS v —_ -om
WEAPON | DAMAGE TYPE _ | | ‘ ‘ (o] PERCEPTION = WIS
SUB-DUAL DAMAGE o STEALTH = DEX
ATTACK | cr1c:. lll{oAMAGE I DAMAGE REDUCTION —
| | o SURVIVAL = WIS
WEAPON | AMAGE TYPE| | 0 SwiM R
ATTACK [ croicat lllIpAMAGE I © WICKED 'K’ GAMES - 2009 [ _




FEAT CHAINS



USES USES . ASS ABILITIES & FUNCTIONS POWER POINTS DAILY / KNOWN

LEFT TOTAL
POWER POWER POWERS POWER
MAXIMUM

CURRENT REMAINING I_l 0 : 0
MANIFESTATION : 2ND I:l |:|
pon L I R  —
| | sTH | |
PsY-ENERVATION [ 1 em [ ][ ]
|_eune touc [ e T A
| voratie minD | v O s
CLOSE RANGE MEDIUM RANGE LONG RANGE E
pRomves i SRR e »
O = Z
Z = o e
SEZ2E;
L
MODIFIER + LEVEL &5 6 E 3] g :
_— 19,
— 2 Z ¥ = Ea
CURRENT EFFECTIVE < E >- >-‘ >- -J
- N N Yy B
MANIFESTER LEVEL [ESTE-EE-SEE-CE (=
CHOSENDISCIPLINE 0 OO O O O
BONUS SAVING AGAINST [ [ 1111

BONUS TO SAVE DC [ 11111 ]




FACE / SENSES

CREATURE NAME PERSONALITY ALIGNMENT PLAYER NAME SPACE REACH
MODITICATIONS / MATERIAL COMPOSITION TYPE SIZE GENDER TIEIGHT . WEIGHT SHAPE / FORM OPAQUE COLOR / PATTERN / TEXTURE VISION SCENT
REPLACEMENT COST MASTER BASE ATTACK POWER TOTAL BUFF TIME PERSONALITY BENEFIT DISTANCE  BONUS

& WAITING TIME ~ LEVEL BONUS TOTAL RESIST
I ] Tl oxriTunE DD D CLASS ABILITY |:| E

(CO UTION)
. "URREN ; G INITIATIVE
CURRENT ~ CURRENT ~ BUFFING  BUFFING !
SCORE  MODIFIER ~ AMOUNT  TIME LEFT REFLEX O ALERTNESS FEATS & ABILITIES CURRENT TEMP
[ Il || I | ECESES ’ O CHANNEL POWER .
| I Il 11 | m— D*D D O DELIVER TOUCH SPEEDS
(oo | | —— o fuaHt
[ ] [ ] | | | | NOTES: O IMPROVED EVASION
I ] I ] | | | | O IMPROVED PSICRYSTAL FL.
CHA I ] I ] | | | | O PERSONALITY BURROW  CLIMB
BASE TEMP ELEMENTAL IMMUNITIES CMB O POWER RESISTANCE
HARDNESS I:]+ I:I ACD COLD ELEC. FIRE SONIC CURRENT Tewe O SELF-PROPULSION — e
CURRENT TEMP | | | | | | | | | | I I+ | O SHARED POWERS
FULL AC D+ O SIGHT LINK .
—— D*l:l ELEMENTAL RESISTANCES CMD O SIGHTED T PRIMARY
_ ACID COLD  ELEC. FIRE SONIC CURRENT TEMP (o TE[EPATHIC LINK QUALITY |[MOVE TYPE
FLATFOOT I:H:| C 10 00 10 10 1 L) | O TELEPATHIC SPEECH FT

[ orvwor v I

NEmm

HIT POINTS MAX HP

[ ]

[ ]

| DAMAGE TYPE

Davixc R
[ ]

DAVACE IR
=

ATTACK DAMAGE R~ Bl

[orncer - I
DANAGE ] ~c: B

WEAPON | DAMAGE TYPE

TEMP HP

BLEEDING / WOUNDS
HIT POINTLOSS ~ ROUNDS
SUB-DUAL DAMAGE

DAMAGE REDUCTION

DANAGE I
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TRAINED
SKILLS

SKILL LIST

CLIMB
FLY
PERCPETION




MANIFESTER INFORMATION POWER POINTS DAILY / KNOWN

(‘L(r)s};‘liir\‘(}‘L MEDIUM RANGE  LONG RANGE POWER POWER POWERS POWER
AL AT RERR L 3 SAVEDC 'LIVEL KNOWN  COST
O K =3 —
Z ; wn o 9 CURRENT REMAINING I_I 0 : 0
HE 7 RIS rOVER POINTS | | st 10 1
NCENTRATI 23]
(iR praEE = > =2
—— £ 2 ¥ =gz WEAUEUE [ 1o [ J[ ]
CURRENT EFFECTIVE 5 [: : a > E} I:l 4TH I:I I:I
CHOSENDISCIPLINE 0 0 0000 EQENINNEN | au [ ][]
BONUS SAVING AGAINST [ I11[] 1 [ 1]
BONUS TO SAVE DC [ ][] [ 1 sm [ 1]
INCARNATE & CONTINUAL POWERs BRGNS | [ 1 om [ 1]

POWER CL  TARGET ONGOING EFFECT
CONTINGENCY / GEAS / QUEST

NAME TARGET REQUIREMENT SET DAYS




PAGE CLASS ABILITIES & FUNCTIONS USES  USES USES DC

NUMBER LEFT  TOTAL FREQUENCY TOTAL




BO%X FEATS / FLAWS / HALF-FEATS Q‘)I(IISK RACIAL TRAITS

EXPERIENCE POINTS LANGUAGES

LEVEL ADVANCEMENT EXPERIENCE

XP REQUIREMENT PROGRESSION

END OF SESSION 1 A ECL

XP TOTAL




USES USES CLLASS ABILITIES & FUNCTIONS FEAT CHAINS

LEFT TOTAL




USES - USES 1 ASS ABILITIES & FUNCTIONS SPELLS PER DAY / SPELLS KNOWN

LEFT TOTAL
SPELL SPELL SPELLS BONUS SPELLS SCHOOL ITEM

SAVE DC LEVEL PER DAY  SPELLS KNOWN  SPELLS SPELLS
1 o [C—1 o [] | |
I T | | | | | | |
I ) > I I O I R
1 3’0o [ | | | | | |
1 +m [ 10 T 10 7]
[ | sTH | | | | | | | |
1 e [ 10 T J0 1]
1 7w [0 JC_ 10 1]
L[| 8TH | | | | | | | |
1 omw [ 10 JC_J10 1]
CLOSE RANGE 3 3 G Z
BETSFT 100 M0 T £50 Fr w40 P = =
PER 2 LEVELS PER LEVEL PER LEVEL Z >" ;
Zo 4= Z ==
CECE % <3<
ESEzZ=2Z=5Y
TONCINTVNION < £ < < E 055 &
MODIFIER + LEVEL % E E T 6 7L >
CURRENT EFFECTIVE = % E % ) E 8 é E
CASTER LEVEL [FRSENARle il

CHOSEN SCHOOL OO oOoOooOoogonO
OPPOSITION SCHOOLS O OOOOOOOO
BONUS SAVING AGAINST
BONUS TO SAVE DC




SPELLCASTER INFORMATION

CLOSE RANGE MEDIUM RANGE
25 FT +5 FT 100 FT + 10 FT

PER 2 LEVELS

PER LEVEL

LONG RANGE
400 FT +40 FT
PER LEVEL

CONCENTRATION

MODIFIER + LEVEL

CURRENT EFFECTIVE
CASTER LEVEL

ON

ENCHANTMENT
EVOCATION

ILLUSION
NECROMANCY

ABJURATION
CONJURATION
DIVINATION
TRANSMUTATI
UNIVERSAL

CHOSEN SCHOOL OO0 O0OO0OOogooOog
OPPOSITION SCHOOLS OO0 OOOOQOOOd
BONUS SAVING AGAINST

BONUS TO SAVE DC

PERMANENT & CONTINUAL SPELLS

SPELL NAME

CL

TARGET

ONGOING EFFECT

SPELLS PER DAY / SPELLS KNOWN

SPELL SPELL
SAVEDC  LEVEL

0
1ST
2ND
3RD
4TH
STH
6TH
7TH
8TH
9TH

I

SPELLS

PER DAY

BONUS

SPELLS

0

SPELLS

KNOWN

SCHOOL

SPELLS

ITEM
SPELLS

| |
| |
| |
| |
| |
| |
| |
| |
| |
| |

CONTINGENCY / GEAS / QUEST

SPELL NAME

TARGET

REQUIREMENT SET

DAYS




FACE / SENSES

CREATURE NAME PRIMARY HABITAT / ECOLOGY ALIGNMENT PLAYER NAME SPACE REACH
CREATURE RACE & ANY TEMPLATES TYPE SIZE GENDER HEIGHT WEIGHT HAIR / FEATHERS SKIN / FUR  ( COLOR / PATTERN ) EYES V<ISION‘ SCENT‘
WAITING TIME &  LEVEL BASE ATTACK RACIAL TOTAL  BUFE TIME GRANTED SPECIAL ABILITY DISTANCE _ BONUS
REPLACEMENT COST TOTAL BONUS TOTAL HD
| Tl 1 FORTITUDE CLASS ABILITY |:| l:l
(CONSTITUTION) INITIATIVE
CURRENT CURRENT BUFFING BUFFING ~ e
SCORE  MODIFIER  AMOUNT  TIME LEFT REEL O ALERTNESS FEATS & ABILITIES CURRENT TEMP
] I | * O DELIVER TOUCH X
. w
1 [ | m— D *D D O EMPATHIC LINK SPEEDS
WISDOM) N - W SPELLS
] I | ( ) O IMBUE WITH SPELLS GROUND. ARMORED
1 I | o O IMPROVED EVASION
IS I I | O IMPROVED FAMILIAR -
| Il | O SCRY ON FAMILIAR BURROW _ CLIMB
ELEMENTAL IMMUNITIES ~ CMB ~ © SHARESPELLS o
ACD COLD ELEC. FIRE SONIC CURRENT temp O SPEAKWITH KIND Y SWIM
| || || || | I E | O SPEAK WITH MASTER
O SPELL RESISTANCE r
ELEMENTAL RESISTANCES CMD O STORE SPELLS FLIGHT _ PRIMARY
ACID COLD ELEC. FIRE SONIC CURRENT TEMP USED - STORED QUALITY | [MOVE TYPE
SPELLS
EmA [ oo ) S

HIT POINTS MAX HP

[ oo e I
DAvAGE I~ B

[ oo v I

ATTACK I DAMAGE IR

WEAPON | DAMAGE TYPE BLEEDING / WOUNDS

ATTACK DAMAGE IR~ c: I AL ST

Wtron || 1L
SUB-DUAL E

ATTACK B DA viAGE I DAMAGE __ RDUCTION

WEAPON | DAMAGE TYPE| ‘ | | |
ATTACK I criicAa. lllIoAMAGE © WICKED 'K’ GAMES - 2009

SKILL LIST

ACROBATICS
CLIMB

ESCAPE ARTIST
FLY
INTIMIDATE
PERCEPTION
STEALTH
SURVIVAL
SWIM

TOTAL
BONUS

ABILITY
USED

= DEX
= STR
= DEX
= DEX
= CHA
= WIS
= DEX
= WIS
= STR



FACE / SENSES

SPACE REACH
CREATURE NAME PRIMARY TIABITAT 7 ECOTOGY ATIGNMENT PLAYER NAME I:I I:I
CREATURE RACT TEMPLATES TYPI SIZI GENDER TIEIGHT . WEIGHT TIAIR / FEATHERS SKIN / FUR ( COLOR / PATTERN ) B DI‘;‘;:&NCE ;S]EJLTS
WAITING TIME &  LEVEL BASE ATTACK RACIAL TOTAL BUFF TIME - -

REPLACEMENT COST TOTAL BONUS TOTAL HD

D+ D D ricks . TRICKS TRAINED PURPOSE I:l l:l

INITIATIVE

CURRENT ~ CURRENT  BUFFING  BUFFING o ATTACK
SCORE ~ MODIFER ~ AMOUNT  TIME LEFT REFLEX ! FEATS & SPECIAL ABILITIES current TEMP
I I[ I Il | IS ' O  COME A
DEX o DEFEND
s ———— EE[ ][ , SPEEDS
CON | ] I I | o DOWN GROUND ARMORED
INT | || || || | [Moms O  FETCH
I I[ I || | O  GUARD T
[ | | Il | O  HEEL PURROY, CLIMB
CRENT WP - ELEMENTAL IMMUNITIES CMB o) PERFORM -
L ACID COLD ELEC. FIRE SONIC CURRENT TEMP ) SEEK LY SWIM
Ny Y N AP
FL
|:]|:| ELEMENTAL RESISTANCES CMD O TRACK o PrvARY
—— bvm ACID COLD ELEC. FIRE SONIC CURRENT TEMP o) WORK QUALITY | [MOVE TYPE
it | e S

HIT POINTS MAX HP
oo v E— v SKILLLIST 2
ATTACK I DAVAGE I
[orcr v I— o
ArTack I DAvACE
WEAPON /EEREd | BLEEDING/ WOUNDS
ATTACK I DAMAGE | - HIT POINTLOSS ~ ROUNDS

o
(o]
o
(o]
/ (o]
WEAPON [ pavace e [ | | | ‘ O PERCEPTION — =B
(o]
(o]
(o]
o

ACROBATICS

DEX

CLIMB STR

ESCAPE ARTIST DEX

FLY = DEX

INTIMIDATE = CHA

SUB-DUAL DAMAGE STEALTH DEX

ATTACK I cvic. ] > cr IR~ B RS RO TN

| DAMAGE TYPE| | | | |
ATTACK [N cri7icAL B DAMAGE ] - ~c: MR o vickip K GAMES 2009

SURVIVAL WIS

SWIM STR




FEAT CHAINS



MANIFESTER INFORMATION POWER POINTS DAILY / KNOWN

CLOSE 1t>r\'(;£ MEDIUM RANGE  LONG RANGE POWER POWER POWERS POWER
et 100 FT + 10 FT O o 5 7 SAVEDC LEVEL KNOWN  COST
O & = p—
Z ; 75} O 9 CURRENT REMAINING I_I 0 : 0
CONCENTRATION E : z ﬁ : E S IST
MODIFIER + LEVEL % =7 E 2 = [ 1o [ J[ ]
—— 222 =¢ = g [ Tswo [ 1[ ]
e S E =R
CURRENT EFFECTIVE 25 4TH
SEEZEE MDD 1 — = —
CHOSENDISCIPLINE 0 0 0 0 0 0O EQSAEGEY | [ J1em [ 1]
BONUS SAVING AGAINST (11 RSl | 7 7w C 0]
oNus 10 savi-pe. I U
INCARNATE & CONTINUAL POWERs BREGIEEONY |1 om [ 1]

POWER CL  TARGET ONGOING EFFECT
CONTINGENCY / GEAS / QUEST

NAME TARGET REQUIREMENT SET DAYS




USES USES 1 ASS ABILITIES & FUNCTIONS POWER POINTS DAILY / KNOWN

LEFT TOTAL

POWER POWER POWERS POWER
SAVEDC LEVEL KNOWN  COST

%

CURRENT REMAINING 0
POWER POINTS 1ST

')
Z
o

MANIFESTATION
POINT LIMIT

L] 0
[ | I
[ T [ J[ ]
| | sTH | |
PSY—ENERVATION- C 1 em [ ][ ]
|_erune ToucH [N O s N
[ voLatie vino [ S
CLOSE RANGE MEDIUM RANGE LONG RANGE E
pRa s i R e z .,
O & =
Z5S 4,08
=788
EEEEE
MODIFIER + LEVEL U-] 6 E 23] g ;
— 22 ¥ =
CURRENT EFFECTIVE 5 E (>I-) : >" E
MANIFESTER LEVEL [ESII-S-C-C- (Ol
CHOSENDISCIPLINE 0 OO O O O
BONUS SAVING AGAINST [ 11110

BONUS TO SAVE DC [ 1111




FACE / SENSES

CREATURE NAME PERSONALITY ALIGNMENT PLAYER NAME SPACE REACH
MODIFICATIONS / MATERIAL COMPOSITION TYPE SIZE . TGENDER HEIGHT  WEGHT  SHAPE / FORM OPAQUI COLOR / PATTERN / TEXTURE VISION SCENT
REPLACEMENT COST MASTER BASE ATTACK POWER TOTAL BUFF TIME PERSONALITY BENEFIT DISTANCE  BONUS
& WAITING TIME  LEVEL BONUS TOTAL RESIST
I ] Tl oxriTunE DD D CLASS ABILITY |:| ]
(CO TITUTION)
v G INITIATIVE
CURRENT ~ CURRENT ~ BUFFING  BUFFING re
SCORE MODIFHER AMOUNT TIME LEFT REFLEX . O ALERTNESS FEATS & ABILITIES CURRENT TEMP
I ] I | ICESENS O CHANNEL POWER X
I 1 I | WILL X O DELIVER TOUCH SPEEDS
] [ ] | | | | (WISDOM) O FLIGHT
GROUND ARMORED
] [ ] | | | | NOTES: O IMPROVED EVASION
] [ ] | | | | O IMPROVED PSICRYSTAL FT.
] [ ] | | | | O PERSONALITY BURROW _ CLIMB
BASE TEMP ELEMENTAL IMMUNITIES CMB O POWER RESISTANCE
y o T T - N FL
HARDNESS I:H:I ACID  COLD ELEC. FIRE SONIC CURRENT Tewp O SELF-PROPULSION — e
CURRENT TEMP | | | | | | | | | | I I+ | O SHARED POWERS
FULL AC D+|:| O SIGHT LINK .
—— ELEMENTAL RESISTANCES CMD O SIGHTED o PRIMARY
D+|:| ACID COLD  ELEC. FIRE SONIC CURRENT TEMP (o TE[EPATHIC LINK QUALITY |[MOVE TYPE|
FLATFOOT I:H:| | | | | | | | | | | [ |+ | O TELEPATHIC SPEECH FL

HIT POINTS MAX HP

| pavace Tyr: SKILL LIST
[osvince e I e

| DamaAGE Ty | BLEEDING / WOUNDS ~ ©

[oomr v I L]

Davact__ wuciiox  ©

[ovuce v — 1 .

TOTAL ABILITY

BONUS USED

= STR
= DEX

= WIS



FULL SHEETS

EACH FULL SHEET IS A POPULAR TOP AND BOTTOM COMBINATION PREARRANGED
FOR SINGLE PRINTING. A WHOLE SHEET IN PORTRAIT AND LANDSCAPE LAYOUT IS
AVAILABLE FOR PLAYING THE SUMMONER CLASS WITH AN EIDOLON.

A SET OF SHEETS ARE AVAILABLE TO BOTH SPELLCASTERS AND PSIONS. THERE
ARE 3 DIFFERENT STYLES OF THE LISTS FOR KNOWN./ AVAILABLE SPELLS/POWERS. AN
ADDITIONAL SHEET IS INCLUDED FOR CASTER/MANIFESTERS THAT READY, PREPARE, OR
CHOOSES THEIR SPELLS AFTER RESTING. THIS IS CONVENIENT FOR EITHER GIVING A GM
A LIST OF SPELLS PICKED FOR THAT DAY OR FOR KEEPING TRACK YOURSELF.

e ART BOX WITH CLASS, RACE, AND FEATS
e FEIDOLON SHEET

[PORTRAIT LAYOUT ONLY]

DETAILED CLASS WITH RACE AND FEATS

CLASS AND /2 FEAT CHAIN WITH RACE AND FEATS
CLASS AND SPELLCASTER WITH RACE AND FEATS
DETAILED SPELLCASTER WITH FAMILIAR

DETAILED SPELLCASTER WITH COMPANION / MOUNT
CLASS AND MANIFESTER WITH RACE AND FEATS
DETAILED MANIFESTER WITH PSICRYSTAL

[PORTRAIT LAYOUT ONLY]

e SPELLS/POWERS PER DAY LIST

e 12 SPELL/POWER SLOTS [ALTERNATING]

e 13 SPELL/POWER SLOTS [LIGHT OR DARK]



PORTRAIT / SYMBOL / ART tack/  CLASS & RACIAL ABILITIES

oK FEATS & BONUS TRAITS

QUICK RACIAL TRAITS

EXPERIENCE POINTS LANGUAGES

LEVEL ADVANCEMENT EXPERIENCE

XP REQUIREMENT PROGRESSION

END OF SESSION +LA ECL

XP TOTAL




PORTRAIT / SYMBOL / ART RACIAL TRAITS QI)J(IISIK l;ggg FEATS & BONUS TRAITS

CLASS & RACIAL ABILITIES

EXPERIENCE POINT LANGUAGES

LEVEL ADVANCEMENT EXPERIENCE

XP REQUIREMENT PROGRESSION

END OF SESSION +LLA ECL

XP TOTAL




FACE / SENSES

SPACE REACH

CREATURE NAMI PRIMARY HABITAT / ECOLOGY ALIGNMENT PLAYER NAMI

VISION SCENT
CREATURE BASE FORM / OUTSIDER TYPI TYPE SIZE GENDER HEIGHT WEIGHT HAIR / FEATHERS SKIN / FUR  ( COLOR / PATTERN ) EYES DISTANCE BONUS

FREE EVOLUTIONS BASE ATTACK INITIATIVE HIT POINTS MAXHP by i1y © WICKED 'K’ GAMES - 2009 |:| I:I

BONUS TOTAL
CURRENT ~ CURRENT  BUFFING  BUFFING TEMPERARY
START TOTAL SCORE SCORE ~ MODIFER ~ AMOUNT  TIMELEFT  CHANGES SPEEDS
GROUND ARMORED
E— Tl |
POOL MASTER
USID LIVEL  DELAYING TO | | | I | L
EVOLUTION | | | | |
BURROW  CLIMB
o | | | [
TOTAL BUFF TIME TEMPORARY MODIFIER I I I I | | | || | T
FORTITUDE - FLY SWIM
' wis | S| | N | N | —
— G| o
(DEXTERITY) BLEEDING / WOUNDS ARMOR CHECK SPELL ARCANE DAMAGE FLIGHT PRIMARY
HIT POINT LOSS ROUNDS PENALTY RESISTANCE  FAIL %  REDUCTION QUALITY | [MOVE TYPE
ILL N
(WISDOM) FL.
TOTAL  BUFF TIME TOTAL BUFF TIME
COMBAT MANEUVER COMBAT MA J TRANED - QKT NAMES TOTAL POOL VOLUTIONS
BASE / BONUS + DEFENSE + SKILL BoNus [l cost
TOTAL BUFF TIME ENHANCE ~ HP  HARDNESS RESISTED ACROBATICS

APPRAISE

B L] ey

ENHANCE HP  HARDNESS

ELEC. FIRE
TouCH L0

ENHANCE ~ HP  HARDNESS SONIC

0

AMMO TYPE
AMMO TYPE
AMMO TYPE
AMMO TYPE

BLUFF

CLIMB

CRAFT

CRAFT

L]

CRAFT

s
> =
=
= =
3 >
-
I + ¥

DIPLOMACY

DISABLE DEVICE

DISGUISE

ESCAPE ARTIST

AMMO TYPE
AMMO TYPE
AMMO TYPE
WEAPON |
i [ o~
ATK BUFF DURATION

FLY

HANDLE ANIMAL

HEAL

INTIMIDATE

KNOWLEDGE [ARCANA]

=

=
i
(@}
= B

KNOWLEDGE [DUNGEONEERING]

KNOWLEDGE [ENGINEERING]

ii

KNOWLEDGE [GEOGRAPHY]

WEAPON AMMO /USE

|
DMG TYPE l:l HARDNESS

ATTACK DAMAGE || criticAL
ATK BUFF pma BUFF || our Ao~

WEAPON | 1vvio ruse]
DMG TYPE HP |:| HARDNESS
ATTACK CRITICAL
ATK BUFF pma BUFF [ our Ao~
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ADVENTURE LOG / CAMPAIGN JOURNAL

THIS HANDY SET OF SHEETS IS DESIGNED TO KEEP YOU FROM FORGETTING DETAILS
FROM SESSION TO SESSION. THE OVERVIEW SHEET IS FOR TRACKING THE OVERALL
STORYLINE AS PROGRESSED(UNLESS YOUR GM IS PLAYING THE ADVENTURES
UNCONNECTED, IN WHICH CASE THIS SHEET IS UNNECESSARY). THE SESSION SHEETS
ARE FOR TRACKING EACH INDIVIDUAL SESSION. THESE ARE GEARED TO HOLD
APPROXIMATELY A 4 HOUR SESSION. SHOULD YOU BE NEARING 8 HOURS, USING TWO
ENTRIES IS RECOMMENDED. THE SESSION AND OVERVIEW SHEET ARE INTENDED TO HOLD
SHORT INFORMATION TO BE ACCESSED ON THE OTHER SHEETS. MARKING THE PAGE
NUMBER AND SLOT ENTRY HELPS REFERENCES FIT. (EXAMPLE: ON THE SESSION SHEET,
IT REFERS TO ROGUE THE NPC WITH *2F*, THIS MEANS MORE DETAILS ABOUT ROGUE THE
NPC CAN BE FOUND ON THE SECOND NPC SHEET IN SLOT F).

YOU MAY ALSO HAVE NOTICED THE SCENARIO ORGANIZING PLANNER SHEET. THIS
SHEET IS HANDY FOR MARKING DEFAULT PREFERENCES. FOR EXAMPLE, IF IN THE CITY
YOU ARE ADVENTURING IN IT IS FORBIDDEN TO WEAR HEAVY ARMOR, A DEFAULT SCENARIO
FOR TOWN CAN BE MADE. IF YOU ALLOW YOUR ANIMAL COMPANION TO ROAM FREE WHILE
IN TOWN OR TO DROP YOUR HORSE OFF AT A REPUTABLE STABLES WHILE ROAMING THE
NARROW STREETS, IT CAN BE ADDED TO THAT SCENARIO. MORE IMPORTANTLY, LET'S SAY
THAT YOUR PARTY HAS A POLICY OF LEAVING SOME PARTY MEMBERS WITH THE GEAR AND
GOLD WHILE OTHERS TAKE THE LOOT FOR HAWKING, AND LATER WHILE ROAMING THE
STREETS YOUR GOLD POUCH IS PICK-POCKETED. LUCKILY THE LOSS OF GOLD IS LESS
SUBSTANTIAL THEN IF YOU WERE WALKING AROUND WITH ALL YOUR GOLD. ONE LAST BIG
SUGGESTION; SCENARIO SHEET SHOULD BE ACKNOWLEDGED BY YOUR GM AS BEING IN
EFFECT BEFORE PUTTING THIS IN EFFECT.

OVERVIEW PAGE
e SCENARIO ORGANIZING PLANNER
SESSION ENTRY (ONE SHEET IS NEEDED PER TWO GAMES)

LOCATIONS
CONTACTS
EMPLOYMENT
LONG-TERM GOALS
REWARDS



CAMPAIGN / ADVENTURE NAME: STARTING DATE: / /

STORY INTRODUCTION :

OPENING LINES

TRAVELING COMPANIONS

14
Ll
=
0
(0]
x

NPC NAME WHY A KEY ROLE / IMPORTANCE NPC NAME WHY A KEY ROLE / IMPORTANCE

KEY CHARACTERS

CATALYST / REASON LOCATION PIVOTAL PLOT POINT NEW DIRECTION HEADED

PLOT PROGRESSION

PLOT KNOWN THUS FAR :

OVERALL NOTES

VISUAL ELEMENT VISUAL ELEMENT VISUAL ELEMENT
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CHARACTER NAME: SCENARIO ORGANIZING PLANNER

SETTING SETTING SETTING SETTING

i) ) " i)

0 0 0 0

z z z z

E LOCATION 5 LOCATION E LOCATION E LOCATION

b3 = b3 b

5 5 5 5

& TIME RELATED g TIME RELATED 2 TIME RELATED & TIME RELATED
O (6] O O

0 ) 0 0

= SITUATIONAL = SITUATIONAL = SITUATIONAL = SITUATIONAL

< < < <

z z z z

0 0 3 0

9 OTHER 9 OTHER 9 OTHER 9 OTHER
SETTING SETTING SETTING SETTING

1] 1] 1] Ll

0 0 0 0

z Z z z

E LOCATION g LOCATION E LOCATION E LOCATION

b3 p> b3 b3

5 5 5 5

o TIME RELATED & TIME RELATED 2 TIME RELATED o TIME RELATED
(6] O (0] (6]

0 ) 0 0

z SITUATIONAL = SITUATIONAL = SITUATIONAL z SITUATIONAL

< < < <

z z z z

0 3 0 a

9 OTHER 9 OTHER 9 OTHER 9 OTHER

<

z CLOTHING WORN HELD 7/ WIELDED - LEFT CARRIED WEALTH - LOCATION CARRIED WEALTH %
E

p ARMOR WORN HELD 7 WIELDED - RIGHT STOWED WEALTH - LOCATION STOWED GEAR - LOCATION
=)

5]

L COMPANION / MOUNT LOCATION CONTAINERS WORN OR CARRIED

0

v IMPORTANT KITS / GEAR INCLUDED

m

z CLOTHING WORN HELD 7/ WIELDED - LEFT CARRIED WEALTH - LOCATION CARRIED WEALTH %
=

P ARMOR WORN HELD 7/ WIELDED - RIGHT STOWED WEALTH - LOCATION STOWED GEAR - LOCATION
=

o]

L COMPANION / MOUNT LOCATION CONTAINERS WORN OR CARRIED

0

o IMPORTANT KITS / GEAR INCLUDED

O

z CLOTHING WORN HELD 7/ WIELDED - LEFT CARRIED WEALTH - LOCATION CARRIED WEALTH %
=

P ARMOR WORN HELD 7 WIELDED - RIGHT STOWED WEALTH - LOCATION STOWED GEAR - LOCATION
=

o]

L COMPANION / MOUNT LOCATION CONTAINERS WORN OR CARRIED

0

v IMPORTANT KITS / GEAR INCLUDED

a

z CLOTHING WORN HELD 7/ WIELDED - LEFT CARRIED WEALTH - LOCATION CARRIED WEALTH %
=

P ARMOR WORN HELD 7/ WIELDED - RIGHT STOWED WEALTH - LOCATION STOWED GEAR - LOCATION
5

0

L COMPANION / MOUNT LOCATION CONTAINERS WORN OR CARRIED

0

0 IMPORTANT KITS / GEAR INCLUDED

w

Z CLOTHING WORN HELD 7/ WIELDED - LEFT CARRIED WEALTH - LOCATION CARRIED WEALTH %
=

& ARMOR WORN HELD 7 WIELDED - RIGHT STOWED WEALTH - LOCATION STOWED GEAR - LOCATION
2

5]

L COMPANION / MOUNT LOCATION CONTAINERS WORN OR CARRIED

0

O

IMPORTANT KITS / GEAR INCLUDED
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JOURNAL ENTRY #

ADVENTURE:

DATE: / /

PARTY MEMBERS PRESENT !

TIMELINE SUMMARY NPCS PROGRESS EVENTS ROSTER

—

EVENT ENVIRONMENT LOCATION IMPACT ON PARTY
QUEST / GOAL / JOB LOCATION CURRENT STATUS RESULT / REWARD
NPC NAME INTERACTION NPC NAME INTERACTION
SESSION CONCLUSSION :
PAST & FUTURE FACTORS :
OURNAL ENTRY # ADVENTURE: DATE: / /
PARTY MEMBERS PRESENT :
EVENT ENVIRONMENT LOCATION IMPACT ON PARTY
QUEST / GOAL / JOB LOCATION CURRENT STATUS RESULT / REWARD
NPC NAME INTERACTION NPC NAME INTERACTION

SUMMARY NPCS PROGRESS EVENTS ROSTER

SESSION CONCLUSSION :

L
z
|
w
=
=

PAST & FUTURE FACTORS :
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LOCATION SHEET # DATES USED: / TO / /
<
S LOCATION NAME GEOGRAPHIC POSITION CLIMATE TYPE TERRAIN TYPE
|
4 NOTEABLE FEATURES RELEVANCE / IMPORTANCE
u1]
|6 LOCATION NAME GEOGRAPHIC POSITION CLIMATE TYPE TERRAIN TYPE
|
& NOTEABLE FEATURES RELEVANCE / IMPORTANCE
6}
S LOCATION NAME GEOGRAPHIC POSITION CLIMATE TYPE TERRAIN TYPE
|
& NOTEABLE FEATURES RELEVANCE / IMPORTANCE
a]
|6 LOCATION NAME GEOGRAPHIC POSITION CLIMATE TYPE TERRAIN TYPE
|
g NOTEABLE FEATURES RELEVANCE / IMPORTANCE
MAP OF MAP OF MAP OF MAP OF

LOCATION NAME GEOGRAPHIC POSITION

CLIMATE TYPE

TERRAIN TYPE

NOTEABLE FEATURES

RELEVANCE / IMPORTANCE

LOCATION NAME GEOGRAPHIC POSITION

CLIMATE TYPE

TERRAIN TYPE

NOTEABLE FEATURES

RELEVANCE / IMPORTANCE

LOCATION NAME GEOGRAPHIC POSITION

CLIMATE TYPE

TERRAIN TYPE

NOTEABLE FEATURES

RELEVANCE / IMPORTANCE

SLOT H SLOT G SLOT F SLOT E

LOCATION NAME GEOGRAPHIC POSITION

CLIMATE TYPE

TERRAIN TYPE

NOTEABLE FEATURES

RELEVANCE / IMPORTANCE

MAP OF

MAP OF

MAP OF

MAP OF
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CONTACT SHEET #

DATES USED

SLOT M SLOT L SLOT K SLOT J SLOT 1 SLOT H SLOT G SLOT F SLOT E SLOT D SLOT C SLOT B SLOT A

NPC NAME RELATION TO CHARACTER ALLEGIANCES MEETING PLACES
VARIOUS ALIASES RELEVANCE / IMPORTANCE

NPC NAME RELATION TO CHARACTER ALLEGIANCES MEETING PLACES
VARIOUS ALIASES RELEVANCE / IMPORTANCE

NPC NAME RELATION TO CHARACTER ALLEGIANCES MEETING PLACES
VARIOUS ALIASES RELEVANCE / IMPORTANCE

NPC NAME RELATION TO CHARACTER ALLEGIANCES MEETING PLACES
VARIOUS ALIASES RELEVANCE / IMPORTANCE

NPC NAME RELATION TO CHARACTER ALLEGIANCES MEETING PLACES
VARIOUS ALIASES RELEVANCE / IMPORTANCE

NPC NAME RELATION TO CHARACTER ALLEGIANCES MEETING PLACES
VARIOUS ALIASES RELEVANCE / IMPORTANCE

NPC NAME RELATION TO CHARACTER ALLEGIANCES MEETING PLACES
VARIOUS ALIASES RELEVANCE / IMPORTANCE

NPC NAME RELATION TO CHARACTER ALLEGIANCES MEETING PLACES
VARIOUS ALIASES RELEVANCE / IMPORTANCE

NPC NAME RELATION TO CHARACTER ALLEGIANCES MEETING PLACES
VARIOUS ALIASES RELEVANCE / IMPORTANCE

NPC NAME RELATION TO CHARACTER ALLEGIANCES MEETING PLACES
VARIOUS ALIASES RELEVANCE / IMPORTANCE

NPC NAME RELATION TO CHARACTER ALLEGIANCES MEETING PLACES
VARIOUS ALIASES RELEVANCE / IMPORTANCE

NPC NAME RELATION TO CHARACTER ALLEGIANCES MEETING PLACES
VARIOUS ALIASES RELEVANCE / IMPORTANCE

NPC NAME RELATION TO CHARACTER ALLEGIANCES MEETING PLACES

VARIOUS ALIASES

RELEVANCE / IMPORTANCE
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EMPLOYMENT SHEET # DATES USED:

/ / TO / /

CLIENT / EMPLOYER WORK AREA

TERMS OF COMPLETION / FAVOR OUTLINE

PARTICIPANTS / PREP NEEDED

RESULTS / COMPENSATION / CONSEQUENCES

CLIENT / EMPLOYER WORK AREA

TERMS OF COMPLETION / FAVOR OUTLINE

PARTICIPANTS / PREP NEEDED

RESULTS / COMPENSATION / CONSEQUENCES

CLIENT / EMPLOYER WORK AREA

TERMS OF COMPLETION / FAVOR OUTLINE

PARTICIPANTS / PREP NEEDED

RESULTS / COMPENSATION / CONSEQUENCES

CLIENT / EMPLOYER WORK AREA

TERMS OF COMPLETION / FAVOR OUTLINE

PARTICIPANTS / PREP NEEDED

RESULTS / COMPENSATION / CONSEQUENCES

CLIENT / EMPLOYER WORK AREA

TERMS OF COMPLETION / FAVOR OUTLINE

PARTICIPANTS / PREP NEEDED

RESULTS / COMPENSATION / CONSEQUENCES

CLIENT / EMPLOYER WORK AREA

TERMS OF COMPLETION / FAVOR OUTLINE

PARTICIPANTS / PREP NEEDED

RESULTS / COMPENSATION / CONSEQUENCES

CLIENT / EMPLOYER WORK AREA

TERMS OF COMPLETION / FAVOR OUTLINE

PARTICIPANTS / PREP NEEDED

RESULTS / COMPENSATION / CONSEQUENCES

SLOT H SLOT G SLOT F SLOT E SLOT D SLOT C SLOT B SLOT A

CLIENT / EMPLOYER WORK AREA

TERMS OF COMPLETION / FAVOR OUTLINE

PARTICIPANTS / PREP NEEDED

RESULTS / COMPENSATION / CONSEQUENCES

CLIENT / EMPLOYER WORK AREA

TERMS OF COMPLETION / FAVOR OUTLINE

PARTICIPANTS / PREP NEEDED

RESULTS / COMPENSATION / CONSEQUENCES

CLIENT / EMPLOYER WORK AREA

TERMS OF COMPLETION / FAVOR OUTLINE

PARTICIPANTS / PREP NEEDED

RESULTS / COMPENSATION / CONSEQUENCES

CLIENT / EMPLOYER WORK AREA

TERMS OF COMPLETION / FAVOR OUTLINE

PARTICIPANTS / PREP NEEDED

RESULTS / COMPENSATION / CONSEQUENCES

CLIENT / EMPLOYER WORK AREA

TERMS OF COMPLETION / FAVOR OUTLINE

PARTICIPANTS / PREP NEEDED

RESULTS / COMPENSATION / CONSEQUENCES

SLOT M SLOT L SLOT K SLOT J

CLIENT / EMPLOYER WORK AREA

TERMS OF COMPLETION / FAVOR OUTLINE

PARTICIPANTS / PREP NEEDED

RESULTS / COMPENSATION / CONSEQUENCES
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ONGOING TASKS SHEET # DATES USED: / TO /

GOAL / QUEST LOCATIONS

TASK GIVEN / REQUIREMENTS FOR COMPLETION

PARTICIPANTS / PREPARATIONS MADE

NEXT STEP / CONTINUED FROM LAST SLOT

PARTICIPANTS / PREPARATIONS MADE

NEXT STEP /CONTINUED FROM LAST SLOT

PARTICIPANTS / PREPARATIONS MADE

FINAL STEP / LAST ENTRY FOR THIS SLOT

GOAL / QUEST LOCATIONS

TASK GIVEN / REQUIREMENTS FOR COMPLETION

PARTICIPANTS / PREPARATIONS MADE

NEXT STEP / CONTINUED FROM LAST SLOT

PARTICIPANTS / PREPARATIONS MADE

NEXT STEP /CONTINUED FROM LAST SLOT

PARTICIPANTS / PREPARATIONS MADE

FINAL STEP / LAST ENTRY FOR THIS SLOT

GOAL / QUEST LOCATIONS

TASK GIVEN / REQUIREMENTS FOR COMPLETION

PARTICIPANTS / PREPARATIONS MADE

NEXT STEP / CONTINUED FROM LAST SLOT

PARTICIPANTS / PREPARATIONS MADE

NEXT STEP /CONTINUED FROM LAST SLOT

PARTICIPANTS / PREPARATIONS MADE

FINAL STEP / LAST ENTRY FOR THIS SLOT

GOAL / QUEST LOCATIONS

TASK GIVEN / REQUIREMENTS FOR COMPLETION

PARTICIPANTS / PREPARATIONS MADE

NEXT STEP / CONTINUED FROM LAST SLOT

PARTICIPANTS / PREPARATIONS MADE

NEXT STEP /CONTINUED FROM LAST SLOT

PARTICIPANTS / PREPARATIONS MADE

FINAL STEP / LAST ENTRY FOR THIS SLOT

GOAL / QUEST LOCATIONS

TASK GIVEN / REQUIREMENTS FOR COMPLETION

PARTICIPANTS / PREPARATIONS MADE

NEXT STEP / CONTINUED FROM LAST SLOT

PARTICIPANTS / PREPARATIONS MADE

NEXT STEP /CONTINUED FROM LAST SLOT

PARTICIPANTS / PREPARATIONS MADE

FINAL STEP / LAST ENTRY FOR THIS SLOT

GOAL / QUEST LOCATIONS

TASK GIVEN / REQUIREMENTS FOR COMPLETION

PARTICIPANTS / PREPARATIONS MADE

NEXT STEP / CONTINUED FROM LAST SLOT

PARTICIPANTS / PREPARATIONS MADE

NEXT STEP /CONTINUED FROM LAST SLOT

PARTICIPANTS / PREPARATIONS MADE

FINAL STEP / LAST ENTRY FOR THIS SLOT

SLOT G SLOT F SLOT E SLOT D SLOT C SLOT B SLOT A

GOAL / QUEST LOCATIONS

TASK GIVEN / REQUIREMENTS FOR COMPLETION

PARTICIPANTS / PREPARATIONS MADE

NEXT STEP / CONTINUED FROM LAST SLOT

PARTICIPANTS / PREPARATIONS MADE

NEXT STEP /CONTINUED FROM LAST SLOT

PARTICIPANTS / PREPARATIONS MADE

FINAL STEP / LAST ENTRY FOR THIS SLOT
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REWARDS SHEET #

DATES USED: / / TO / /

PROJECT NAME / UNDERTAKING NAME

REWARD IF COMPLETED WITHIN GIVE PARAMETERS

TIME CONSTRAINTS OTHER LIMITS

REWARDS FOR UNSATISFACTORY RESULTS

PROJECT NAME / UNDERTAKING NAME

REWARD IF COMPLETED WITHIN GIVE PARAMETERS

TIME CONSTRAINTS OTHER LIMITS

REWARDS FOR UNSATISFACTORY RESULTS

PROJECT NAME / UNDERTAKING NAME

REWARD IF COMPLETED WITHIN GIVE PARAMETERS

TIME CONSTRAINTS OTHER LIMITS

REWARDS FOR UNSATISFACTORY RESULTS

PROJECT NAME / UNDERTAKING NAME

REWARD IF COMPLETED WITHIN GIVE PARAMETERS

TIME CONSTRAINTS OTHER LIMITS

REWARDS FOR UNSATISFACTORY RESULTS

PROJECT NAME / UNDERTAKING NAME

REWARD IF COMPLETED WITHIN GIVE PARAMETERS

TIME CONSTRAINTS OTHER LIMITS

REWARDS FOR UNSATISFACTORY RESULTS

PROJECT NAME / UNDERTAKING NAME

REWARD IF COMPLETED WITHIN GIVE PARAMETERS

TIME CONSTRAINTS OTHER LIMITS

REWARDS FOR UNSATISFACTORY RESULTS

PROJECT NAME / UNDERTAKING NAME

REWARD IF COMPLETED WITHIN GIVE PARAMETERS

TIME CONSTRAINTS OTHER LIMITS

REWARDS FOR UNSATISFACTORY RESULTS

PROJECT NAME / UNDERTAKING NAME

REWARD IF COMPLETED WITHIN GIVE PARAMETERS

TIME CONSTRAINTS OTHER LIMITS

REWARDS FOR UNSATISFACTORY RESULTS

PROJECT NAME / UNDERTAKING NAME

REWARD IF COMPLETED WITHIN GIVE PARAMETERS

TIME CONSTRAINTS OTHER LIMITS

REWARDS FOR UNSATISFACTORY RESULTS

PROJECT NAME / UNDERTAKING NAME

REWARD IF COMPLETED WITHIN GIVE PARAMETERS

TIME CONSTRAINTS OTHER LIMITS

REWARDS FOR UNSATISFACTORY RESULTS

PROJECT NAME / UNDERTAKING NAME

REWARD IF COMPLETED WITHIN GIVE PARAMETERS

TIME CONSTRAINTS OTHER LIMITS

REWARDS FOR UNSATISFACTORY RESULTS

PROJECT NAME / UNDERTAKING NAME

REWARD IF COMPLETED WITHIN GIVE PARAMETERS

TIME CONSTRAINTS OTHER LIMITS

REWARDS FOR UNSATISFACTORY RESULTS

SLOT M SLOT L SLOT K SLOT J SLOT 1 SLOT H SLOT G SLOT F SLOT E SLOT D SLOT C SLOT B SLOT A

PROJECT NAME / UNDERTAKING NAME

REWARD IF COMPLETED WITHIN GIVE PARAMETERS

TIME CONSTRAINTS OTHER LIMITS

REWARDS FOR UNSATISFACTORY RESULTS
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CAMPAIGN / ADVENTURE NAME: STARTING DATE: / / VISUAL ELEMENT

STORY INTRODUCTION :

OPENING LINES

TRAVELING COMPANIONS :

ROSTER

VISUAL ELEMENT

NPC NAME WHY A KEY ROLE / IMPORTANCE NPC NAME WHY A KEY ROLE / IMPORTANCE

KEY CHARACTERS

CATALYST / REASON LOCATION PIVOTAL PLOT POINT NEW DIRECTION HEADED

VISUAL ELEMENT

PLOT PROGRESSION

PLOT KNOWN THUS FAR :

OVERALL NOTES
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SCENARIO ORGANIZING PLANNER

CHARACTER NAME

CONFIGURATION B

CONFIGURATION B

CONFIGURATION B CONFIGURATION B

CONFIGURATION B

© WICKED "K’ GAMES - 2009

CLOTHING WORN HELD 7/ WIELDED - LEFT CARRIED WEALTH - LOCATION CARRIED WEALTH %
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JOURNAL ENTRY # & ADVENTURE: DATES: / /

PARTY MEMBERS PRESENT !

EVENT ENVIRONMENT LOCATION IMPACT ON PARTY

QUEST / LOCATION CURRENT STATUS RESULT /
GOAL / JOB REWARD
NPC NAME INTERACTION NPC NAME INTERACTION

SESSION CONCLUSSION :

PAST & FUTURE FACTORS :

TIMELINE § SUMMARY ] NPCS | PROGRESS § EVENTS JROSTER

PARTY MEMBERS PRESENT !

EVENT ENVIRONMENT LOCATION IMPACT ON PARTY

QUEST 7/ LOCATION CURRENT STATUS RESULT /
GOAL / JOB REWARD
NPC NAME INTERACTION NPC NAME INTERACTION

SESSION CONCLUSSION :

PAST & FUTURE FACTORS :

TIMELINE § SUMMARY | NPCS | PROGRESS § EVENTS JROSTER
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TO

/

/

DATES USED

LOCATION SHEET #

LOCATION NAME GEOGRAPHIC POSITION

CLIMATE TYPE

TERRAIN TYPE
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SLOT D SLOT C SLOT B SLOT A

SLOT H SLOT G SLOT F SLOT E

MAP OF
NOTEABLE FEATURES RELEVANCE / IMPORTANCE
LOCATION NAME GEOGRAPHIC POSITION CLIMATE TYPE TERRAIN TYPE
NOTEABLE FEATURES RELEVANCE / IMPORTANCE
LOCATION NAME GEOGRAPHIC POSITION CLIMATE TYPE TERRAIN TYPE
NOTEABLE FEATURES RELEVANCE / IMPORTANCE
MAP OF
LOCATION NAME GEOGRAPHIC POSITION CLIMATE TYPE TERRAIN TYPE
NOTEABLE FEATURES RELEVANCE / IMPORTANCE
LOCATION NAME GEOGRAPHIC POSITION CLIMATE TYPE TERRAIN TYPE
NOTEABLE FEATURES RELEVANCE / IMPORTANCE
LOCATION NAME GEOGRAPHIC POSITION CLIMATE TYPE TERRAIN TYPE
MAP OF
NOTEABLE FEATURES RELEVANCE / IMPORTANCE
LOCATION NAME GEOGRAPHIC POSITION CLIMATE TYPE TERRAIN TYPE
NOTEABLE FEATURES RELEVANCE / IMPORTANCE
LOCATION NAME GEOGRAPHIC POSITION CLIMATE TYPE TERRAIN TYPE
NOTEABLE FEATURES RELEVANCE / IMPORTANCE
MAP OF MAP OF MAP OF MAP OF MAP OF




TO

/

/

DATES USED

CONTACT SHEET #

NPC RELATION TO MEETING
NAME CHARACTER ALLEGIANCES PLACES
VARIOUS RELEVANCE /
ALIASES IMPORTANCE

NPC RELATION TO MEETING
NAME CHARACTER ALLEGIANCES PLACES
VARIOUS RELEVANCE /
ALIASES IMPORTANCE

NPC RELATION TO MEETING
NAME CHARACTER ALLEGIANCES PLACES
VARIOUS RELEVANCE /
ALIASES IMPORTANCE

NPC RELATION TO MEETING
NAME CHARACTER ALLEGIANCES PLACES
VARIOUS RELEVANCE /

ALIASES IMPORTANCE

NPC RELATION TO MEETING
NAME CHARACTER ALLEGIANCES PLACES
VARIOUS RELEVANCE /
ALIASES IMPORTANCE

NPC RELATION TO MEETING
NAME CHARACTER ALLEGIANCES PLACES
VARIOUS RELEVANCE /

ALIASES IMPORTANCE

NPC RELATION TO MEETING
NAME CHARACTER ALLEGIANCES PLACES
VARIOUS RELEVANCE /
ALIASES IMPORTANCE

NPC RELATION TO MEETING
NAME CHARACTER ALLEGIANCES PLACES
VARIOUS RELEVANCE /
ALIASES IMPORTANCE

NPC RELATION TO MEETING
NAME CHARACTER ALLEGIANCES PLACES
VARIOUS RELEVANCE /
ALIASES IMPORTANCE

NPC RELATION TO MEETING
NAME CHARACTER ALLEGIANCES PLACES
VARIOUS RELEVANCE /
ALIASES IMPORTANCE

NPC RELATION TO MEETING
NAME CHARACTER ALLEGIANCES PLACES
VARIOUS RELEVANCE /

ALIASES IMPORTANCE

NPC RELATION TO MEETING
NAME CHARACTER ALLEGIANCES PLACES
VARIOUS RELEVANCE /
ALIASES IMPORTANCE
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TO

/

/

DATES USED

EMPLOYMENT SHEET #

CLIENT / WORK TERMS OF
EMPLOYER AREA COMPLETION
PARTICIPANTS / COMPENSATION /

PREP NEEDED CONSEQUENCES

CLIENT / WORK TERMS OF
EMPLOYER AREA COMPLETION
PARTICIPANTS / COMPENSATION /

PREP NEEDED CONSEQUENCES

CLIENT / WORK TERMS OF
EMPLOYER AREA COMPLETION
PARTICIPANTS / COMPENSATION /

PREP NEEDED CONSEQUENCES

CLIENT / WORK TERMS OF
EMPLOYER AREA COMPLETION
PARTICIPANTS / COMPENSATION /

PREP NEEDED CONSEQUENCES

CLIENT / WORK TERMS OF
EMPLOYER AREA COMPLETION
PARTICIPANTS / COMPENSATION /

PREP NEEDED CONSEQUENCES

CLIENT / WORK TERMS OF
EMPLOYER AREA COMPLETION
PARTICIPANTS / COMPENSATION /

PREP NEEDED CONSEQUENCES

CLIENT / WORK TERMS OF
EMPLOYER AREA COMPLETION
PARTICIPANTS / COMPENSATION /

PREP NEEDED CONSEQUENCES

CLIENT / WORK TERMS OF
EMPLOYER AREA COMPLETION
PARTICIPANTS / COMPENSATION /

PREP NEEDED CONSEQUENCES

CLIENT / WORK TERMS OF
EMPLOYER AREA COMPLETION
PARTICIPANTS / COMPENSATION /

PREP NEEDED CONSEQUENCES

CLIENT / WORK TERMS OF
EMPLOYER AREA COMPLETION
PARTICIPANTS / COMPENSATION /

PREP NEEDED CONSEQUENCES

CLIENT / WORK TERMS OF
EMPLOYER AREA COMPLETION
PARTICIPANTS / COMPENSATION /

PREP NEEDED CONSEQUENCES

CLIENT / WORK TERMS OF

EMPLOYER AREA COMPLETION

PARTICIPANTS /
PREP NEEDED

COMPENSATION /
CONSEQUENCES
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TO

/

/

DATES USED

ONGOING TASKS SHEET #

SLOT F SLOT E SLOT D SLOT C SLOT B SLOT A

AL /
GQOUELST LOCATIONS TASK GIVEN
PARTICIPANTS /
PREPARATIONS MADE NEXT STEP
PARTICIPANTS /
PREPARATIONS MADE NEXT STEP
PARTICIPANTS /
PREPARATIONS MADE NEXT STEP
GOAL /
QUEST LOCATIONS TASK GIVEN
PARTICIPANTS /
PREPARATIONS MADE NEXT STEP
PARTICIPANTS /
PREPARATIONS MADE NEXT STEP
PARTICIPANTS /
PREPARATIONS MADE NEXT STEP
GOAL /
QUEST LOCATIONS TASK GIVEN
PARTICIPANTS /
PREPARATIONS MADE NEXT STEP
PARTICIPANTS /
PREPARATIONS MADE NEXT STEP
PARTICIPANTS /
PREPARATIONS MADE NEXT STEP
GOAL /
QUEST LOCATIONS TASK GIVEN
PARTICIPANTS /
PREPARATIONS MADE NEXT STEP
PARTICIPANTS /
PREPARATIONS MADE NEXT STEP
PARTICIPANTS /
PREPARATIONS MADE NEXT STEP
GOAL /
QUEST LOCATIONS TASK GIVEN
PARTICIPANTS /
PREPARATIONS MADE NEXT STEP
PARTICIPANTS /
PREPARATIONS MADE NEXT STEP
PARTICIPANTS /
PREPARATIONS MADE NEXT STEP
GOAL /
QUEST LOCATIONS TASK GIVEN

PARTICIPANTS /
PREPARATIONS MADE

PARTICIPANTS /
PREPARATIONS MADE

PARTICIPANTS /
PREPARATIONS MADE

NEXT STEP

NEXT STEP

NEXT STEP
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TO

/

/

DATES USED

REWARDS SHEET #

PROJECT NAME /
UNDERTAKING NAME

REWARD IF COMPLETED
WITHIN GIVE PARAMETERS
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