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Level

 Wounds/Current Hit Pts
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Traits / Feats / Special Abilities
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Needed for Next Level

Con
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CON
Hit Die Type(s)TOTAL

Hit Points

 Conditional Modifiers

Acrobatics* dex

Appraise  int

Bluff cha

Climb*  str

Craft:  int

Diplomacy cha

Disable Device* dex

Disguise cha

Escape Artist* dex

Fly* dex

Handle Animal cha

Heal w is

Intimidate cha

Know: arcana  int

Know: dngneering  int

Know: engineering  int

Know: geography  int

Know: history  int

Know: local  int

Know: nature  int

Know: nobility  int

Know: planes  int

Know: religion  int

Linguistics  int

Perception wis

Perform cha

Profession: wis

Ride* dex

Sense Motive wis

Sleight of Hand* dex

Spellcraft  int

Stealth* dex

Survival w is

Swim*  str

Use Magic Device cha
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Italicized skills cannot be used with zero (0) ranks
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items including clothing, weapons, armor, jewelry, magic items, etc. that
always count towards encumbrance, but are easily accessible at all times
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Armor/Protective Items ______________
Weapons at the ready _______________

Total Weight:

Gear Worn Weight

items carried in some type of pack that are less accessible, but easily
discarded prior to combat to reduce encumbrance
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Total Weight:

Gear Packed Weight

items carried in a wagon, on a pack animal, or kept in a building where they
are least accessible, but do not count against your encumbrance.
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Initial languages = Common + racial languages + Int bonus
Each additional language = 1 rank of Linguistics skill
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Languages

Platinum:

Gold:

Silver:

Copper:

Gems:

Weight:

Coin
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50 coins weigh 1 pound
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Encumbrance
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Check
Penalty*Total Weight Speed Run

Gear Worn
clothes, armor, weapons, jewelry, etc.

Gear Worn + Gear Packed
move-equivalent action to discard pack

LoadCarrying Capacity
Light Load Medium Load Heavy Load Lift Over Head Lift Off Ground

Equals Max Load 2x Max Load

Push or Drag

5x Max Load

Companion/Familiar Race/Class/Type Size Max Load Speed Initiative ACHit Points

STR:_____ (      ) DEX:_____ (      ) CON:_____ (      ) INT:_____ (      ) WIS:_____ (      ) CHA:_____ (      )

Skills:

AttacksHit Die

Fort: Ref: Will:

Bonus Damage
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