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SUITABLE FOR CHARACTERS OF ANY RACE OR CL (mNcLubl MULTICL. CHARACTERS)

CHARACTER NAME PLAYER NAME
CLASS AND LEVEL ECT RACE/TEMPLATE STZE GENDER

[E ABILITY SCORES AEGHT WEIGHT ~ RELIGION/PATRON DETTY ALLIGNMENT
~

(& COMBAT OPTION

L]

LUK — 7=

O ——
STR - i i ]
DE RANGE INCREMENT TYPE NOTES/AMMUNITION
’—‘ WEAPON ATTACK BONUS DAMAGE CRITICAL
CONSTITUTION TOTAL M5 MISC CONSTITUTION RANGE INCREMENT TYPE NOTES/AMMUNITION
WEAPON ATTACK BONUS DAMAGE CRITICAL
TOTAL EMENT MISC MISC INTELLIGENCE
RANCE INCREMENT TYPE NOTES/AMMUNITION
WISDOM TOTAL BASE MISC MISC WISDOM WEAPON ATTACK BONUS DAMACGCE CRITICAL
CHA RANGE INCREMENT TYFPE NOTES/AMMUNITION
BONUSES PENALTIES MODIFIER
SPEED INITIATIVE MODIFIER
GRAPPLE MODIFIER = ¢ ¢ +
TOTAL BASE ATTACK STRENGTH SIZE MISC,
BONUS MODIFER MODIFIER MODIFIER

(& saviNngteROWS |

BASE ABILITY MAGIC MISC TEMPORARY CONDITIONAL MODIFIERS
TOTAL SAVE MODIFIER MODIFIER MODIFIER MODIFIER

FORTITUDE = + + + +

(CONSTITUTION)

REFLEX = + + + +

(DEXTERITY)

WILL = + + + +

(WISDOM)

~,

(& ARMORCIASS |

AC = 10+ + + + + + +

TOTAL ARMOR SHIELD DEX SIZE NATURAL DEFLECTION MISCELLANEOUS
BONUS BONUS MODIFIER MODIFIER ARMOR MODIFIER MODIFIERS SPECIAL DEFENSES

TOUCH AC FLAT-FOOTED AC

ARMOR WORN MAX DEX ARMORCHECK PENALTY WEIGHT

SHIELD CARRIED MAX DEX ARMORCHECK PENALTY WEIGHT




EXPERIENCE [E, GEAR
POINTS =

POSSESSIONS ON PERSON

ITEM LOCATION WEIGHT

POSSESSIONS NOT ON PERSON

ITEM LOCATION WEIGHT

(P TROPHYCASE

CARRYING
CAPACITY

LIGHT
LOAD:

MEDIUM
LOAD: MONEY

HEAVY
LOAD:




[ [T

DOMAINS (CLERIC ONLY) SRELLBAYE
DOMAIN NAME GRANTED POWER
DOMAIN NAME GRANTED POWER
SPECIALTY SCHOOL (WIZARD ONLY) nowy  swepe LEVEL TRRSC o gmt i swipc LEVEL v s
LI L) DD s 0]
LIl =00 L] e L]
ARCANE SPELL FAILURE %
LI =0 b~
(& TURN/REBUKEUNDEAD  NENEEIERECE RN T Je [ ][]
TIMES PER DAY TURNING CHECK TURNING DAMAGE
LIl e e

CHA MODIFIER 1420 + CHA MODIFIEL 36+ CLERIC LEVEL -
4 WITH EXTRA TURNING FEAT; CHA MODIFIER
[_
~

PSIONICPOWERS B POWER POINTS PER DAY

PRIMARY DISCIPLINE

($rAGE__________________________________

RAGESUSED O OOOOOOOOO

RAGES/DAY DURATION STR/CON WILL SAVE AC FENALTY

BONUS BONUS ROUNDS ELAPSED
[§ ANIMAL COMPANION, FAMILIAR, OR PSICRYSTAL
NAME CREATURETYPE
STR DEX CON INT WIS CHA
INITIATIVE HILEOINTS
SPEED
AC =10+ + + + TOUCH AC FLAT-FOOTED AC
MOU[;IER MODIFIER .;RMO’RV MODIFIERS
SAVING THROWS ATTACKS
FORTITUDE (CON)
WEAPON ATTACK BONUS DAMAGE CRITICAL GRAPPLE MODIFIER
REFLEX (DEX)
WEAPON ATTACK BONUS DAMAGE CRITICAL
PERSONALITY
WILL (WIS)
WEAPON ATTACK BONUS DAMAGE CRITICAL
SKILLS FEATS
+
+
+
+ SPECIAL ABILITIES TRICKS
-
-
+
+
+




CAMPAICGN

(@ skiL {3 RACIAL TRAITS/CLASS FEATURE

& KEY SKILL ABILITY MISC.
7 SKILLNAME ABILITY MODIFER RANKS MODIFER  MODIFER
[ Areraise ¢ INT = + +
O Auvronvenosis WIS = + +
[J Barance* e DEX = + +
O Biurre CHA = + +
O Cums* e STR - + +
[0 ConcentraTION # CON = + +
O crarr( )¢ INT - + +
e P —— (Brpears
O crarr( )& INT = + + Ao FEATS
[ Decrener Scrier INT = + +
O Diromacy CHA = + +
[ DisasLe Device INT - + +
O Discurse CHA = i &
[ Escare Artis DEX - + +
[ Forcery INT = + +
[ Gareer InForRMATION # CHA = + +
[J Hanpre Anmvar CHA = + +
[0 HeaLe WIS = + +
O Hioe* e DEX = + +
O InTiMIDATE CHA = + +
O Jume® & STR - + +
o S (& rancuaces
O Gob's Favor LUK = 3 " AN LANGUAGES
O Loor LUK = + e Initial languages - Common + automatic languages + Int bonus
[0 Knowrence ( ) INT = + +
[0 Listen e WIS = + +
O Move SiLentiy* & DEX = + +
[ orenLock DEX = + +
[0 PerrorM (acr) @ CHA = + +
[ PerrorM (comzny) CHA = + + ~
.
[0 PerroRM (pance) CHA = + + @ KILL NERGIES
PERFORM (kEvEoarn) @ CHA = +
- ORM g * 5+ RANKSIN ... GIVESA +2 BONUSON...
[ PerrorM (orarony) ® CHA - + +
I:l PERFORM (rERCUSSION) CHA = + + Autohypnosis KHDWiEdge (Psionics) Checks
D PERFORM (strine mustaument) 4 CHA = + + Bluff Dlpl(]]‘n:lcyl;lnlt(lmldate, Zln(:lélelghf of Hand Chetl(s‘,
Disguise checks to act in character
D PERFORM (winD INSTRUMENT) 4 CHA = + + c R gh e
ncentrati t NOoSis ¢
[ PerrorM (sinc) # CHA = + + ° fcen ration “10 );p Os1S ecl s T
Crafr Related Appraise checks
[0 Perrorm ( )¢ CHA = + + = - .pp . - °
5 Decipher Script Use Magic Device checks involving scrolls
[0 Proression L y WIS = + +
Escape Artist Use Rope checks involving bindings
[0 Proression ( ) WIS - + + - - -
Handle Animal Ride checks and wild empathy checks
O Psicrarr INT = + + ] Tismble chsck
um umble checks
O Rioce DEX 2 + ; 4
0 s = INT Knowledge (arcane) Spellcraft checks
EARCH E + +
0 s Mo — Knowledge (arch/eng) Search checks involving secret doors and
SensE MoTIVE ¢ 5 - i 3y similar compartments
5 -
L] Stercir oF Hany DEX = * - Knowledge (dungeon) Survival checks when underground
O Seeeicarr INT = ¥ ® Knowledge (geography) Survival checks to avoid getting lost and avoid hazards
O Seore WIS = L * Knowledge (history) Bardic knowledge checks (class feature)
O Survivaz + WIS = 7 H Knowledge (local) Gather Information checks
O swiv* e STR = i 'k Knowledge (nature) Survival checks in aboveground natural environments
i ) .
0 Tuwmste DEX = 27 a3 Knowledge (nbl/royal) Diplomacy checks
O Use Macic Device CHA o * + Knowledge (the planes) Survival checks when on other planes
O sk Psionic Devier CHA ~ st ¥ Knowledge (psionics) Psicraft checks
O UszRor: + DEX & * + Knowledge (religion) Checks to turn or rebuke undead
—
[E LUCK Psicraft Use Psionic Device checks involving power stones
Search Survival checks when following tracks
Luck can be used to change rolls, create or remove convinient situations or objects, activate any of p inl heck
the luck specific skills, change loot pools, and to curry the favor of the DM. Sense Motive DlP omacy checks
How Luck works: Luck has twe main aspects, passive and active. Passively, Luck effects certain skills Spellcraft Use Magic Device checks iHVDIVing scrolls
such as Gamble and Loot. Actively Luck has many diverse functions that can be fairly unpredictable. s
Luck points must be used to actively use luck. Luck points are synonymous with stat points. Using Survival KnOW1Edge (nature) checks
a luck point will permanently remove a luck stat point, however the DM has the abillity to award
more stat points at any given time. When using a Iuck point, the user must roll a D20 to decide the luck type. Tumble Balance and Jump checks
Note: Any player may use a luck point at any time on any roll or situaticn. Use Magic Device Spellcraft ChECkS to decipher scrolls

Luck Types: There are four types of luck, good huck (11-19), no luck (10), bad luck (2-9), and critical luck (1 & 20). frect : :

the player decides what to do with the luck point once the outcome of the luck type roll is decided, unless the Use Psionic Device Psicraft checks to address j2(} A

outcome is bad or critical (1) luck, in which case the DM will decide the outcome of the luck point usage. If a i 5 i q

luck point with good luck is applied to aroll, it can either dirrectly effect the number on the roll by two or give Use Rope Climb and Escape Artist checks anO1Vlng ropes
the player the option to reroll. If a luck point with critical (zo) luck is applied to a roll, it can either dirrectly

effect the number on the roll by five or give the player the option to reroll with a D2o+5. Skills in italics are psionics-related
Note: No luck acts as if a luck point was not used, but the player still removes one luck point from [ Mark this box with an X if the skill is a class skill for the character.
their total. # Denotes a skill that ean e used untrained.

* Armor cleck penalty, ifany, applics. (Double penalty for Swim.)



