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ARMOUR

ARMOUR SHIELD DEX WIS SIZE NATURAL MISC

CROSS  KEY MODIFIERS
MAX RANKS =LVL +3 (/2) CLASS ABILITY TOTAL ABILITY RANKS MISC
ALCHEMY Y /N INT
ANIMAL EMPATHY Y /N CHA
APPRAISE O Y /N INT
BALANCE O Y /N DEX*
BLUFF O Y /N CHA
CLIMB O Y /N STR*
CONCENTRATION O Y /N CON
CRAFT O (POISONS ) Y/N INT
CRAFT O (TRAPMAKING ) Y /N INT
CRAFT O ( ) Y/N INT
DECIPHER SCRIPT Y /N INT
DIPLOMACY [ Y /N CHA
DISABLE DEVICE Y /N INT
DISGUISE O Y /N CHA
ESCAPE ARTIST O Y /N DEX*
FORGERY [ Y /N INT
GATHER INFORMATION 0 Y /N CHA
HANDLE ANIMAL Y /N CHA
HEAL O Y/N WIS
HIDE 0 Y /N DEX*
INNUENDO Y/N WIS
INTIMIDATE [ Y /N CHA
INTUIT DIRECTION Y/N WIS
JUMP O Y /N  STR*
KNOWLEDGE ( ) Y/N INT
KNOWLEDGE ( ) Y/N INT
KNOWLEDGE ( ) Y/N INT
KNOWLEDGE ( ) Y/N INT
LISTEN O Y/N WIS
MOVE SILENTLY Y /N  DEX*
OPEN LOCK Y /N DEX
PERFORM ( ) Y/N CHA
PICK POCKET Y /N  DEX*
PROFESSION ( ) Y/N WIS
READ LIPS Y /N INT
RIDE O Y /N DEX
SCRY O Y /N INT
SEARCH [J Y /N INT
SENSE MOTIVE [J Y/N WIS
SPELLCRAFT Y /N INT
SPOT [J Y/N WIS
SWIM [ Y /N STRO
TUMBLE Y /N  DEX*
USE MAGIC DEVICE Y /N CHA
USE ROPE [J Y /N DEX
WILDERNESS LORE O Y/N WIS
Y /N

O CAN BE USED WITH 0 RANKS, * ARMOUR CHECK PENALTY APPLIES, [ -1 PER 5 LBS OF EQUIPMENT
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EQUIPMENT FEATS

ITEM LOCATION| WT | ITEM LOCATION| WT NAME EFFECT
CLASS/RACIAL ABILITIES
ABILITY EFFECT
CURRENT LOAD TOTAL WEIGHT CARRIED
MOVEMENT / LIFTING MONEY & GEMS
Movement | Rate | Movement |Rate cp.
Walk (= Base) Hour Walk
Hustle Hour Hustle SP -
Run (x 3) Day Walk
GP -
Run (x4) Special
Load | Weight Carried| Max Dex | Chk Pen | Run PP-
Light - - -
GEMS -
Medium +3 -3 x4
Heavy +1 -6 x3
EXPERIENCE
TOTAL EXPERIENCE
LIFT OVER HEAD LIFT OFF GROUND PUSH OR DRAG
=MAX LOAD =2 X MAX LOAD =5X MAX LOAD
LANGUAGES

XPS NEEDED FOR NEXT LEVEL
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HEAL RATE PER DAY

MAGIC ITEMS
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HENCHMEN / ANIMAL COMPANIONS / MERCENARIES

SPELL SAVE DC MOD

NAME RACE NUMBER HD/LVL HP INIT | SPD | AC |BAB|STR|DEX| CON| INT| WIS|CHA
NOTES
NAME RACE NUMBER HD/LVL HP INIT | SPD | AC |BAB|STR|{DEX|CON |INT [WIS |CHA
NOTES
NAME RACE NUMBER HD/LVL HP INIT | SPD | AC |BAB|STR|DEX| CON| INT| WIS|CHA
NOTES
NAME RACE NUMBER HD/LVL HP INIT | SPD | AC |BAB|STR|DEX| CON| INT| WIS|CHA
NOTES
NAME RACE NUMBER HD/LVL HP INIT | SPD | AC |BAB|STR|{DEX|CON |INT [WIS |CHA
NOTES
NAME RACE NUMBER HD/LVL HP INIT | SPD | AC |BAB|STR|DEX| CON| INT| WIS|CHA
NOTES
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PHYSICAL APPEARANCE
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PERSONALITY AND CHARACTER

ENEMIES, ALLIES, PAST
AQUAINTENCES

BACKGROUND & FURTHER NOTES

HIDEOUT
LOCATION:
NATURE:
SECRECY:

SECURITY:

FEATURES

GUILD

TYPE:
ALIGNMENT:
REACH:
LOYALTY:
ACTIVITY:
VISIBILITY:
INCOME:

ALLIES

RESOURCES
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