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CHARACTER RECORD SHEET

ALCHEMY INT

ANIMAL EMPATHY CHA

APPRAISE R INT

BALANCE R DEX*
BLUFF R CHA

CLIMB R STR*
CONCENTRATION R CON

CRAFT R INT

DECIPHER SCRIPT INT

DIPLOMACY R CHA

DISABLE DEVICE INT

DISGUISE R CHA

ESCAPE ARTIST R DEX*
FORGERY R INT

GATHER INFORMATION R CHA

HANDLE ANIMAL CHA

HEAL R WIS

HIDE R DEX*
INNUENDO WIS

INTIMIDATE R CHA

INTUIT DIRECTION WIS

JUMP R STR*
KNOWLEDGE INT

KNOWLEDGE INT

KNOWLEDGE INT

KNOWLEDGE INT

LISTEN R WIS

MOVE SILENTLY R DEX*
OPEN LOCK DEX

PERFORM R CHA

PICK POCKET DEX*
PROFESSION WIS

READ LIPS INT

RIDE R DEX

SCRY R INT

SEARCH R INT

SENSE MOTIVE R WIS

SPELLCRAFT INT

SPOT R WIS

SWIM R STR†
TUMBLE DEX*
USE MAGIC DEVICE CHA
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APPRAISE C INT

BALANCE C DEX*

BLUFF C CHA

CLIMB C STR*

CONCENTRATION C CON

CRAFT C INT

DECIPHER SCRIPT INT

DIPLOMACY C CHA

DISABLE DEVICE INT

DISGUISE C CHA

ESCAPE ARTIST C DEX*

FORGERY C INT

GATHER INFORMATION C CHA

HANDLE ANIMAL CHA

HEAL C WIS

HIDE C DEX*

INTIMIDATE C CHA

JUMP C STR*

KNOWLEDGE INT

KNOWLEDGE INT

KNOWLEDGE INT

KNOWLEDGE INT

LISTEN C WIS

MOVE SILENTLY C DEX*

OPEN LOCK DEX

PERFORM CHA

PERFORM CHA

PERFORM CHA

PROFESSION WIS

RIDE C DEX

SEARCH C INT

SENSE MOTIVE C WIS

SLEIGHT OF HAND DEX*

SPELLCRAFT INT

SPOT C WIS

SURVIVAL C WIS
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TUMBLE DEX*
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DISABLE DEVICE INT
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BALANCE DEX*
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CONCENTRATION CON
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DIPLOMACY CHA
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ESCAPE ARTIST DEX*

FORGERY INT

GATHER INFORMATION CHA

HEAL WIS

HIDE DEX*

INTIMIDATE CHA

JUMP STR*

LISTEN WIS
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SEARCH INT
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SPOT WIS
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ANIMAL EMPATHY CHA

APPRAISE C INT

AUTOHYPNOSIS WIS

BALANCE C DEX*

BLUFF C CHA

CLIMB C STR*

CONCENTRATION C CON

CRAFT C INT

DECIPHER SCRIPT INT

DIPLOMACY C CHA

DISABLE DEVICE INT

DISGUISE C CHA

ESCAPE ARTIST C DEX*

FORGERY C INT

GATHER INFORMATION C CHA

HANDLE ANIMAL CHA

HEAL C WIS

HIDE C DEX*

INNUENDO WIS

INTIMIDATE C CHA

INTUIT DIRECTION WIS

JUMP C STR*

KNOWLEDGE INT

KNOWLEDGE INT

KNOWLEDGE INT

KNOWLEDGE INT

LISTEN C WIS

MOVE SILENTLY C DEX*

NATURAL MEDICINE INT

OPEN LOCK DEX

PERFORM C CHA

PICK POCKET DEX*

PROFESSION WIS

PSICRAFT INT

READ LIPS INT

RIDE C DEX

SCRY C INT

SEARCH C INT

SENSE MOTIVE C WIS

SPELLCRAFT INT

SPOT C WIS
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LANGUAGES

ITEM LOCATION WT ITEM LOCATION WT ITEM LOCATION WT

EQUIPMENT

XPS NEEDED FOR NEXT LEVEL

MOVEMENT/LIFTING
MOVEMENT MOVEMENTRATE

WALK (= BASE)

HUSTLE

RUN (X3)

RUN (X4)

HOUR WALK

HOUR HUSTLE

DAY WALK

SPECIAL

RATE

LOAD

LIGHT

MEDIUM

HEAVY

WEIGHT CARRIED CHK PEN RUNMAX DEX

+3

NORMAL

+1

NORMAL NORMAL

-3 X4

-6 X3

MONEY � GEMSEXPERIENCE
TOTAL EXPERIENCE CP —

SP —

GP —

PP —

GEMS —
LIFT OVER HEAD

= MAX LOAD

LIFT OFF GROUND
= 2 X MAX LOAD

PUSH OR DRAG
= 5 X MAX LOAD

CLASS � RACIAL ABILITIES FEATS

TOTAL WEIGHT CARRIEDCURRENT LOAD

LANGUAGES

ITEM LOCATION WT ITEM LOCATION WT ITEM LOCATION WT

EQUIPMENT

MONEY AND GEMS

CP —

SP —

GP —

PP —

GEMS —

TOTAL WEIGHT CARRIEDCURRENT LOAD

WALK HUSTLE RUN

= BASE SPEED = 2 × BASE SPEED = 4 × BASE SPEED

MOVEMENT

LIFT OVER HEAD LIFT OFF GROUND PUSH OR DRAG

= MAX LOAD = 2 × MAX LOAD = 5 × MAX LOAD

LIFTING

NORMAL

+3
+1
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–3
–6

NORMAL

×4
×3

MAX DEX ENC PEN RUN

LIGHT

HEAVY

MEDIUM

LOAD CAPACITY

XPS NEEDED FOR NEXT LEVEL

TOTAL EXPERIENCE

HIT POINTS BY LEVEL

EXPERIENCEMOVEMENT AND LIFTING

SPECIAL ABILITIES AND FEATS
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