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CHARACTER NAME PLAYER
Cleric 1) é ®
LEVEL RACE ALIGNMENT DEITY R GQNJ
CHARACTER RECORD SHEET
SIZE AGE GENDER HEIGHT WEIGHT EYES HAIR SKIN
ABILITY ABILITY TEMPORARY TEMPORARY NONLETHAL
ABILITY NAME SCORE  MODIFIER  SCORE  MODIFIER TOTAL WOUNDS/CURRENT HP DAMAGE SPEED
[ 1] B | 1 | |
STRENGTH HIT POINTS
2y ][] =10+ [+ [ 1+ [+ [ J+[J+[+[] e
DEXTERITY ARMOR CLASS
ARMOR SHIELD DEX SIZE NATURAL DEFLECTION MISC :
CON D D TOTAL BONUS BONUS MODIFIER MODIFIER ARMOR MODIFIER MODIFIER
ONSTITUTION
INT TOUCH FLAT-FOOTED 3 SKILLS  (cuissicrosscinss [
INTELLIGENCE ARMOR CLASS ARMOR CLASS = ——
A KEY SKILL ABILITY MISC
D D &4 SKILL NAME ABILITY | moDiFier |mopiFier| RANKS ImopiFier
WisboM INITIATIVE | | | | | | -
cria IR ——
CHARISMA TOTAL  wobier  MODIFiER O APPRAISE M INT B
[J BALANCER DEX* = + +
BASE ABILITY MAGIC MISC TEMPORARY
SAVING THROWS ~ TOTAL  swe  moDIFER MODIFIER MODIFIER  MODIFIER | CONDITIONALMODIFIERS | - 1 B yFF m CHA = + +
FORTITUDE = CLiMB H STR* = + +
| FORTITUDE | NN I 0
REFLEX XI CONCENTRATION B CON = + +
| REFLEX I O 5 Cearr m (I A
WILL X CRAFT m (0 ) INT = + +
S I
(WISDOM) X CrRAFT m ([ ) INT = + +
] DECIPHER SCRIPT INT = + +
SPELL I:l D =
IPLOMACY B CHA = + +
BASE ATTACK BONUS NI ¢:<icvance .
[ DisABLE DEVICE INT = + +
GRAPPLE [ DISGUISE m CHA = + +
MODIFIER | | = | | + | | + | | + | | [0 ESCAPEARTISTH DEX* = + +
BASE ATTACK STRENGTH ZE MISC
TOTAL BONUS MODIFIER MODIFIER MODIFIER [J FORGERY B INT = + +
[0 GATHER INFORMATION B CHA = + +
= + +
ATTACK ATTACK BONUS DAMAGE CRITICAL 0 HANDLE ANIMAL CHA
X HEALE WIS = + +
OHIDER DEX* = + +
RANGE [0 INTIMIDATE B CHA = + +
OJjump m STR* = + +
X KNOWLEDGE (Arcana) INT = + +
AMMUNITION L0000 00000 00000 Ooo0o0 00000 00O0o0od .
X KNOWLEDGE (History) INT = + +
ATTACK O KNowLEDGE(L____ ) INT = + +
ATTACK BONUS DAMAGE CRITICAL
O KNowLeDGE(L___ ) INT = + +
| | ocemeen ) w B
RANGE TYPE O LISTEN®m WIS = + +
[0 MOVES ILENTLY B DEX* = + +
0 OPEN Lock DEX = + +
AMMUNITION 00000 00000 00000 00000 00000 Ooooo; D PERFORM ( ) CHA = + +
ATTACK OPERFORM () cHA = + +
ATTACK BONUS DAMAGE CRITICAL O PERFORM (I ) CHA = + +
X PRoOFEssION (I ) WIS = + +
RANGE TYPE X PROFEssION ([ ) WIS = + +
O RIDEm DEX = + +
[] SEARCH E INT = + +
AMMUNITION 0O0O000 OO0O00 00000 00000 00000 00oood [J SENSE MOTIVER WIS = + +
[ SLEIGHT OF HAND DEX* = + +
ATTACK ATTACK BONUS DAMAGE CRITICAL XI SPELLCRAFT INT = + +
_-- D e o = : :
[J SURVIVAL B WIS = + +
RANGE TYPE
OSwim m STR* = + +
[0 TUMBLE DEX* = + +
= + +
AMMUNITION L0000 00000 00000 Ooo0o0 00000 00004 o USE MAcIC DeviIce CHA
0 USE RoOPERm DEX = + +
ATTACK a — = + +
ATTACK BONUS DAMAGE CRITICAL
O = + +
O = + +
RANGE TYPE

AMMUNITION

00000 00000 00000 00000 00000 00004

B Denotes a skill that can be used untrained.

] Mark this box with an X if the skill is a class skill for the character.
* Armor check penalty, if any, applies. (Double penalty for Swim.)
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CLASS FEATURES SPELLS

TURN/REBUKE ATTEMPTS 0: ATH:

TIMES/DAY
3+CHAMOD,+4/EIXTRATURNING D USEDD
EXPERIENCE POINTS
TURNING CHECK MODIFIER I:I

CAMPAIGN

ITEM PG. | WT. NUMBER OF
HD TURNED =
MOST POWERFUL
TURNING | UNDEAD AFFECTED 2d6
(MAX HD) +
i CLERIC LEVEL §TH:
UPTOo | CLERIC'S LEVEL -4 + o
3 CLERIC'S LEVEL-3 | CHA MODIFIER
If cleric level is
4-6 CLERIC'S LEVEL -2 double the HD of
the undead or
7-9 CLERIC'S LEVEL -1 more, the undead
are destroyed/
10-12 CLERIC'S LEVEL commanded rather
than turned/
13-15 CLERIC'S LEVEL +1 rebuked.
Dispelling turning
16-18 CLERIC'S LEVEL +2 | works like turning, 6TH:
but the evil cleric
19-21 CLERIC'S LEVEL +3 must equal or
exceed the turning
22+ CLERIC'S LEVEL +4 | check resultofthe  onp.
good cleric who
turned.
SPELL SAVE [ | o
DC MOD
CONDITIONAL MODIFIERS
8rh:
SPELL SPELLS BONUS
SAVE DC LEVEL PER DAY SPELLS 3RD:
TOTAL WEIGHT CARRIED|
L] o [1 o
MONEY ] o= ]
QTH:
o L] = [ ] []
- 0 = OO
o L] o« [ []
P — ] s« [ [ FEATS &
NAME
I R SPEC'AL ABILITIES [Rmpms
PG.
LIGHT ~ MEDIUM  HEAVY I:I T I:] I:I
LOAD LOAD LOAD
| | N T S Sy S
1 e [ [ ol
LIFT OVER  LIFT OFF PUSH OR 02
HEAD GROUND DRAG
03
ARMOR/PROTECTIVE ITEM AC BONUS gg
06
O
CHECK PENALTY| SPELL FAILURE SPEED WEIGHT SPECIAL PROPERTIES D;
09
NAME
SHEILD/PROTECTIVE ITEM|  ac BONUS | WEIGHT | CHECK PENALTY
m R
SPELL FAILURE SPECIAL PROPERTIES Initial languages = Common + racial
languages + one per point of Int bonus
[}l
2
PROTECTIVE ITEM AC BONUS |WEIGHT SPECIAL PROPERTIES =
WEIGHT | 03
04
0s
PROTECTIVE ITEM 0s
AC BONUS SPECIAL PROPERTIES 07
08
09
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