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ARMOR CLASS

TOUCH
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TOTAL MODIFIER MODIFIER

HP
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TOTAL NONLETHAL DAMAGE

WOUNDS/CURRENT HP

DAMAGE 
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CONDITIONAL AC MODIFIERS

RACIAL TRAITS

PROTECTIVE ITEM AC BONUS WEIGHT SPECIAL PROPERTIES

SHIELD/PROTECTIVE ITEM AC BONUS WEIGHT CHECK PENALTY

SPELL FAILURE  SPECIAL PROPERTIES

ARMOR/PROTECTIVE ITEM TYPE AC BONUS MAX DEX

CHECK PENALTY SPELL FAILURE SPEED WEIGHT SPECIAL PROPERTIES

ARMOR/PROTECTIVE ITEMS

PROTECTIVE ITEM AC BONUS WEIGHT SPECIAL PROPERTIES

PROTECTIVE ITEM AC BONUS WEIGHT SPECIAL PROPERTIES

r 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.)

□ Appraise r   int
□ Autohypnosis  wis
□ Balance r   dex*  
□ Bluff r   cha
□ Climb r  str*
□ Concentration r  con
□ Craft r ( ______________) int
□ Craft r ( ______________) int
□ Craft r ( ______________) int
□ Decipher Script  int
□ Diplomacy r  cha
□ Disable Device   int
□ Disguise r   cha
□ Escape Artist r  dex*  
□ Forgery r  int
□ Gather Information r   cha
□ Handle Animal   cha
□ Heal r  wis
□ Hide r   dex*  
□ Intimidate r  cha
□ Jump r  str*
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□ Knowledge  ( __________) int
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□ Listen r   wis
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□ Open Lock   dex
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□ Profession ( ___________) wis
□ Psicraft   int  
□ Ride r  dex
□ Search r   int
□ Sense Motive r   wis  
□ Sleight of Hand  dex*
□ Spellcraft   int  
□ Spot r   wis 
□ Survival r   wis  
□ Swim r  str* 
□ Tumble  dex* 
□ Use Magic Device  cha
□ Use Psionic Device   cha 
□ Use Rope r  dex
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CARRYING CAPACITY
LIGHT LOAD MEDIUM LOAD HEAVY LOAD LIFT OVER HEAD LIFT OFF GROUND PUSH OR DRAG
   EQUALS MAX LOAD 2 X MAX LOAD 5 X MAX LOAD

CONTAINERS
CONTAINER CAPACITY WEIGHT

WEALTH
MONEY GEMS ART OTHER
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LANGUAGES
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EACH ADDITIONAL LANGUAGE (Speak Language)=1 skill point
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