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PLACE OF ORIGIN

CLASS: LEVEL: RACE:
ALIGNMENT: RELIGION:
PATRON DEITY(S): Alignment of:
S Al-g} |DAM| | A“l;rJl |opB\] |BEND| | SAVING THROW ADJUSTMENTS: MOVEMENT:
STRENGTH ) NORMAL =
ADD. % KNOX MAXIMUM # v CONDITION
D I [ianG. SPH_LWI |SPHJS/LVL |SPEL[S/LVL | | * —Speed versus
INTELLIGENCE Encumbrance—
MAGICAL SPE.Ll % SPELL | | - CONDITION
W ATK. ADJ. BONUS| FAILURE HEAVY (x34)=
‘:ZAE?\DOMN /- CONDITION
CTIO! MISSILE DEFENSE =
D D |_ADJ | | ADJ. | | ADJ. | | LOADED (x!5)=
DEXTERITY +/= CONDITION
C [HTPONT |5le |RF$URRECI‘| | #OF'HME.Sl | MAXIMUM  (x 4)=
ADJ. SHOCK SURVIVAL RESURRECT VISION:
CONSTITIJT[ON
CHIJ, =i TOvATTY REACTION RESISTANCES:
# HENCHMEN
CHARISMA
PSIONICS: - -
ATK. STR/DEF. STR. ATTACK MODES DEFENSE MODE MAJOR DISCIPLINES MINOR DISCIPLINE!
DETECTION:
LANGUAGES:
£ )
COMBAT* § .
COMBAT ADJUSTMENTS:
WEAPONS of PROFICIENCY: Totals:
# NON-PROFICIENCY PENALTY “TO HIT” ADJ.  DAMAGE ADJ.
= CONDITION = CONDITION
+/- CONDITION = CONDITION
/ DEFENSIVE ADJ.: / = ‘CONDITION 7= CONDITION
SURPRISE DEX. ADJ. DEX. ADJ. MAGICAL ADJ.
WEAPONS MAG. ADJ. SPACE REQUIRED SPEED 10 9 8 7 6 5 4 3 2 S-M/L
/RANGES WEAPON ADJUSTMENT VS. ARMOR CLASS DAMAGE VS. SIZE
HIT POINTS |7 2 3 4 5 6 7 8 9 10 [[11 +
() eameeemuee[" 2 [ [* [[° ¢ [7 [% [° [ [* [* |
HITPOINTS  CONST. ADJ. HIT DIE TYPE
SCARRING AND MAIMING:
INJURY DATE EXPLANATION INJURY DATE EXPLANATION
DESCRIPTION: R OF:
BIRTHDAY SEX HEIGHT WEIGHT COLOR O HAIR EYES
GENERAL APPEARANCE:
SOCIAL CLASS (IF ANY)  STANDING (IF ANY)
DISTINGUISHING MARKS:
MANNERISMS:
THIEVING SKILLS ADJUSTMENTS:
;g:(l:(KETS OPEN REMOVE/ MOVE HIDE IN HEAR CLIMB
% LOCKS FIND TRAP SILENTLY SHADOWS NOISE: VARZ A OUAGE
0 % % % % 0 % %
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FAMILY SYMBOL, SIGN OR BLAZON
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CHARACTER SKETCH
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BUSINESS SYMBOL, SIGN OR BLAZON

PARENTAGE: oD O R oW RGw G FAMILY:
BRIEF FAMILY HISTORY:
FAMILY ALLIES: FAMILY LAND HOLDINGS OR BUSINESSES:
FAMILY FOES:
PATRON CONDITIONS OF PATRONAGE LOCALES FREQUENTED/RESIDENCE:
WEAKNESSES/FEARS WHERE NOTES:
DESIRES/LOVES WHERE NOTES:
HATRED/FOES WHERE NOTES:
0O WEE NOTES:
Relations and Followers:
# NAME RELATION CLASS/POSITION LEVEL RACE SEX BIRTHDATE LOCATION NOTES:




SPELLS IN SPELLBOOKS, WEAPONS & ARMOR, MAGIC ITEMS, TREASURE, @
DS "
="

PROPERTIES OWNED, ANIMAL COMPANIONS, AND OTHER POSSESSIONS:

]
[ DEBTS/OBLIGATIONS: DATE
RECIPIENT CONDITIONS FULFILLED
" EXPERIENCE: Adjustment/New Total INVESTMENTS: VALUE- CONDITION- INCOME-
= RESIDENCE:
= = R
= = E
S
= = E
= A
R
C
H ~Topic INVESTMENT TIME SUCCESS DATE
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HIGHLIGHTS OF CHARACTER'’S LIFE & PREVIOUS ADVENTURES:

DATE DETAILS OF EVENT

TITLES GRANTED/CRIMES ACCUSED OF:

CHARACTER TRAITS:

FAVORITE TACTICS:

G 2 Last Will and Testament " @
J do hereby

DATE

SIGNATURE
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