


























































































































































































































































































































































































































































































































































































































































□ AN I M A L E M PAT H Y C H A

□ AP P R A I S E ■ I N T

□ BA L A N C E ■ D E X*
□ BLU F F ■ C H A

□ CL I M B ■ S T R*
□ CO M P O S U R E W I S

□ CO N C E N T R AT I O N ■ CO N

□ CR A F T ■ (______________) I N T

□ DE C I P H E R SC R I P T I N T

□ DI P LO M AC Y ■ C H A

□ DI S A B L E DE V I C E I N T

□ DI S G U I S E ■ C H A

□ ES C A PE ART I S T ■ D E X*
□ FO RG E RY ■ I N T

□ GAT H E R IN F O R M AT I O N ■ C H A

□ HA N D L E AN I M A L C H A

□ HE A L ■ wis
□ HI D E ■ D E X*
□ IN N U E N D O W I S

□ IN T I M I D AT E ■ C H A

□ IN T U I T DI R E C T I O N W I S

□ JU M P ■ S T R*
□ KN OW L E D G E

(AGE OF LEGENDS) I N T

□ KN OW L E D G E (A RC A N A)  I N T

□ KN OW L E D G E (A RC H I T E C T U R E

& E N G I N E E R I N G)  I N T

□ KN OW L E D G E (B L I G H T) I N T

□ KN OW L E D G E (G E O G R A P H Y ) I N T

□ KN OW L E D G E (H I S TO RY ) I N T

□ KN OW L E D G E (LO C A L) I N T

□ KN OW L E D G E (N AT U R E) I N T

□ KN OW L E D G E

(N O B I L I T Y & ROYA LT Y ) I N T

□ KN OW L E D G E (H I S TO RY ) I N T

□ KN OW L E D G E ( _________) I N T

□ LI S T E N ■ W I S

□ MOV E SI L E N T LY ■ D E X*
□ OPE N LO C K D E X

□ PE R F O R M ■ (___________)
( ______________________)
( ______________________) C H A

□ PI C K PO C K E T D E X*
□ PRO F E S S I O N ( __________) W I S

□ RE A D L I P S I N T

□ RI D E ■ (_______________) dex
□ SE A RC H ■ I N T

□ SE N S E MOT I V E ■ W I S

□ SP OT ■ W I S

□ SW I M ■ S T R**
□ TU M B L E D E X*
□ US E RO PE ■ D E X

□ WE AV E S I G H T ■ I N T

□ WI L D E R N E S S LO R E ■ W I S

character name

class race

height weight eyes hair

player

alignment deity

level size age gender

STR
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DEX
D E X T E R I T Y
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MODIFIER

TEMPORARY
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TEMPORARY
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=
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AMMUNITION

Skills marked with ■ can be used normally even if the character has zero (0) skill
ranks. Mark cross-class skills with �. *ARMOR CHECK PENALTY, if any, applies.
** –1 per 5 lb. of gear.

FORTITUDE
(CONSTITUTION)

REFLEX
(D E X T E R I T Y)

WILL
(WISDOM)

HP
H I T P O I N TS

DEFENSE

TOTAL

TOTAL EQUIPMENT BONUS
OR CLASS BONUS

DEX
MODIFIER

SIZE
MODIFIER

NATURAL
ARMOR

10+ + + +=
ARMOR
CHECK

PENALTY

SPEED

INITIATIVE
M O D I F I E R
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DEX
MODIFIER

= +

BASE ATTACK
B O N U S

SUBDUAL DAMAGE
HIT DIE
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WEAPON
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WEAVES

CP —

SP —

MK —

GC —

WT.WT.

LEVEL

0

1ST

2ND

3RD

4TH

5TH

6TH

7TH

8TH

9TH

WEAVE
SAVE DC

WEAVES
PER DAY

BONUS
WEAVES

WEAVE SAVE
DC MOD
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C A M PA I G N

E X PE R I E N C E P O I N TS

LANGUAGES

LIGHT LOAD
MEDIUM

LOAD
HEAVY LOAD

LIFT OVER
HEAD

LIFT OFF
GROUND

PUSH OR
DRAG

EQUALS
MAX LOAD

2 X MAX LOAD 5 X MAX LOAD

TOTAL WEIGHT CARRIED

ONE POWER TALENTS

ONE POWER AFFINITIES
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