Player

Name

Race

Class (level)

Basic Attack Rolls
MELEE

(STRENGTH )

RANGED

( DEXTERITY )

Movement

Armour Class

10 +

(WEIGHT
NOTES

Size, Alignment

Loyalty

Religion

Age, Gender, Eye Colour

Hair Colour, Height, Weight

ABILITY SIZE MISC BAB TOTAL Combat Manouvres  ABILITY SIZE MISC BAB TOTAL
CMB
(BONUS)
CMD
( DEFENSE )
BASE ARMOUR SPACES ABILITY MISC MISC
Run =x___ and lose DEX from AC Initiati
( After CON rnds, check CON 10+ every rnd ) nitiative
ARMOUR DEX SIZE MISC SHIELD Armour Details
NAME
IMAX DEX  |SPELL % CHECK IAC

Note that armour being worn does not add to encumbrance|

Damage

FLAT FOOTED vs TOUCH
Attack Rolls W
Weapon bonus Total Attack
(Weapon bonus Total Attack
Weapon bonus Total Attack
Weapon bonus Total Attack
Weapon bonus Total Attack

Y

Saving Rolls MISC MISC ABILITY
FORTITUDE TOTALS

( CONSTITUTION )

REFLEX

( DEXTERITY )

WILL

(WISDOM )

ability dice bonus damage
ability dice bonus damage
ability dice bonus damage
ability dice bonus damage
ability dice bonus damage
—_—
XP
HIT DIE MAXIMUM HITS
CURRENT HITS




skl
[Acrobatics
[Appraise

Bluff

Climb

Craft (

Craft (

Craft (
Diplomacy
Disable Device
Disguise
Escape Artist
Handle Animal
Heal
Intimidate
Jack Handling

Knowledge:Arcana
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O= ¢
Om=
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Om=
Om=
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Om=
0=
O

O

Om=
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RANKS

Skills

CLASS

TOTAL

Cha

Str

Int

Int

Int

Cha

Notable Crafts
Alchemy & Demolitions ® Armour & Weapons ® Carpentry ® Cannoneer
Clockwork, Mechanika & Steam Engines ® Gunsmithing
Smithing & Tools ® Bowying & Fletching ® Traps ® Textiles & Sewing

Skill

Knowledge:Creature

Knowledge:Geography

Knowledge:History

Knowledge:Mechanika

Knowledge:Nature
Knowledge:Nobility
Knowledge:Religion
Linguistics
Perception

Perform (
Profession (

Ride

Sense Motive
Sleight of Hand
Spellcraft

Stealth

Survival

Swim

Use Magic Device
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Use Untrained ?

Armour Check

Int

RANKS CLASS TOTAL

Int

Int

Int

Int

Int

Int

Int

Str

Cha

MAX SKILL RANKS = LEVEL; CLASS SKILLS GAIN +3

Feats & Abilities

GAINED NAME (NOTES) GAINED NAME (NOTES)
GAINED NAME (NOTES) GAINED NAME (NOTES)
GAINED NAME (NOTES) GAINED NAME (NOTES)
GAINED NAME (NOTES) GAINED NAME (NOTES)
GAINED NAME (NOTES) GAINED NAME (NOTES)
GAINED NAME (NOTES) GAINED NAME (NOTES)
GAINED NAME (NOTES) GAINED NAME (NOTES)
GAINED NAME (NOTES) GAINED NAME (NOTES)
GAINED NAME (NOTES) GAINED NAME (NOTES)
GAINED NAME (NOTES) GAINED NAME (NOTES)
GAINED NAME (NOTES) GAINED NAME (NOTES)
GAINED NAME (NOTES) GAINED NAME (NOTES)
GAINED NAME (NOTES) GAINED NAME (NOTES)
GAINED NAME (NOTES) GAINED NAME (NOTES)
GAINED NAME (NOTES) GAINED NAME (NOTES)
GAINED NAME (NOTES) GAINED NAME (NOTES)
GAINED NAME (NOTES) GAINED NAME (NOTES)
GAINED NAME (NOTES) GAINED NAME (NOTES)
Gained Key; Number = Level, R = Racial, C = Class|
Languages Money
APON
[WEAPON ATK BONUS BASE DMG DMG BONUS CRITICAL RANGE NOTES S ‘WEIGHT
'WEAPON ATK BONUS BASE DMG DMG BONUS CRITICAL RANGE TY NOTES WEIGHT




