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Player Name:
Race: Class:
Size: Gender: Alignment:

     Hero Character Record Age: Weight: Height:
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SKILLS
½ LVL ABILITY TRAINED (+5) ARMOUR MISC MISC PSV(+10) TOTAL ½ LVL DEX MISC TOTAL

Acrobatics DEX O - INTV
acrobatic stunt, ballance, escape grab, escape bonds, reduce falling(trnd) Initiative

Arcana INT O - -
recognise magic clue, lore:monster (elemental, fey, shadow), lore:far realm(trnd), detect magic(trnd), recognise spell(trnd), indentify(trnd) BASE ARMOUR MISC TOTAL

Athletics STR O - SPD
climb, escape grab, jump, swim Speed (5' sq)

Bluff CHA O - -

Diplomacy CHA O - - AP HS/ DAY HS VALUE

Dungeoneering WIS O - -
direction sense(underground), lore:flora(underground), forage(underground), lore:monster(aberrant), recognise hazard(underground)

Endurance CON O - ACTION POINTS HEALING SURGES/ DAY HEALING SURGE VALUE

Heal WIS O - - HP/ LVL BLD TMP HP
first aid, treat disease

History INT O - -
lore:nobilty & royalty, laws & customs, recognise historic clue(trnd)

Insight WIS O - HIT POINTS PER LEVEL BLOODIED TEMPORARY HIT POINTS
resist bluff, recognise social clue, sense motive, detect illusion(passive)

Intimidate CHA O - - MAX HP DAMAGE TAKEN

Nature WIS O - -
forage, handle animal, direction sense, lore:flora, weather sense, recognise hazard, lore:monster(natural)

Perception WIS O -
oppose stealth(passive), spot, listen, search, tracking(trnd)

Religion INT O - -
recognise religious clue, lore:monster(immortal, undead)

Stealth DEX O - EXPERIENCE

Streetwise CHA O - -
gather information

Thievery DEX O -
disable trap(trnd), open lock(trnd), pick pocket(trnd), sleight of hand(trnd) NEEDED FOR NEXT LEVEL CURRENT

BASIC ATTACKS
WEAPON DAMAGE DICE ABIL BONUSES TOTAL DMG WT. GRP RANGE ½ LVL ABIL PROF BONUSES BONUSES TOTAL ATK
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o o o o o o o o o o o o o o 2ND WIND USED: o

STR 
Strength

FORT
Fortitude

CON 
Constitution

DEX 
Dexterity

REF 
Reflexes

INT 
Intelligence

WIS 
Wisdom

WILL 
Will

CHA 
Charisma

LVL 
Level

AC 
Armour Class

HEALING SURGES USED: 



CLASS ABILITIES & RACIAL FEATURES FEATS
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UTILITY POWERS DAILY POWERS
LEVEL NAME (NOTES) LEVEL NAME (NOTES)

LEVEL NAME (NOTES) LEVEL NAME (NOTES)

LEVEL NAME (NOTES) LEVEL NAME (NOTES)

WEAPON PROFICIENCIES ARMOUR PROFICIENCIES SHIELD PROFS

PERSONALITY TRAITS MONEY LANGUAGES
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Character Name:

Player Name:

     Hero Character Creator

To begin this story we will assume your character has six attributes. They are as follows:

8 10 10 10 10 11

(This is a change from the standard array so your character will not be permitted in RPGA(r) events)

Cost Cost
-7 (-4) 5 -3 2 12 +1
-5 (-2) 6 -2 3 13 +1
-4 (-1) 7 -2 5 14 +2
-2 (0) 8 -1 7 15 +2
-1 (1) 9 -1 9 16 +3
0 (2) 10 ±0 12 17 +3

1 11 ±0 16 18 +4
NOTE: the numbers in parenthesis are the costs for the ability which starts at 8, where they differ

CLASS TYPE ABILITY PLACEMENT ADVICE

o Cleric Leader WIS, STR, CHA
o Fighter Defender STR, DEX, WIS, CON
o Paladin Defender STR, CHA, WIS
o Ranger Striker STR/DEX, DEX/STR, WIS
o Rogue Striker DEX, STR, CHA
o Warlock Striker CHA, CON, INT
o Warlord Leader STR, INT, CHA
o Wizard Controller INT, WIS, DEX

STR CON DEX INT WIS CHA

RACE ABILITY MODIFICATION SPEED SIZE Avg. HT Avg. WT VISION

o Dragonborn +2 STR, +2 CHA 6 M 6'2" - 6'8" 220 - 320 lbs Normal
o Dwarves +2 CON, +2 WIS 5 M 4'3" - 4'9" 160 - 220 lbs Low-light
o Eladrin +2 DEX, +2 INT 6 M 5'5" - 6'1" 130 - 180 lbs Low-light
o Elves +2 DEX, +2 WIS 7 M 5'4" - 6'0" 130 - 170 lbs Low-light
o Half-elves +2 CON, +2 CHA 6 M 5'5" - 6'2" 130 - 190 lbs Low-light
o Halflings +2 DEX, +2 CHA 6 S 3'10" - 4'2" 75 - 85 lbs Normal
o Humans +2 ANY ABILITY 6 M 5'6" - 6'2" 135 - 220 lbs Normal
o Tieflings +2 INT, +2 CHA 6 M 5'6" - 6'2" 140 - 220 lbs Low-light

Finished. You can write your final scores below if you like. Then its time to begin writing on your character sheet

STR CON DEX INT WIS CHA

These are the abilities op an ordinary and average person, they are no good for a hero. Give yourself 22 points and consult the 
table which follows. This table shows the cost to set one of those abilities to a different rating

Ability 
Score

Ability 
Modifier

Ability 
Score

Ability 
Modifier

Next you must decide which ability to assign these scores to. The choice you make here will affect the type of character you want 
to play. For guidance the PHB suggests some ability scores which your character will find the most useful in each character class. 
A summary of this advice is presented here, it is purely for guidance and is in no way binding

Finally you must select the race your character is. Your choice will modify your ability scores, this is presented here for 
conveinience and should not be used to determine the most advantageous ability layout
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