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ABILIT IES ADJUSTMENT BONUSES

Languages:

Magical save:

Reaction:

Hit points:

Henchmen:

To Damage:

Know spell:

Spell failure:

Defence:

System shock:

Loyalty:

Weight (gp):

Min :

Reaction:

No of Deaths:

Max :

Doors : Bars:

Special Abilities

Miscellaneous ItemsArmour

Weapons

Scrolls

Potions

Rings

Non WeaponDamage Speed

SAVING T HROWS

T hac0

Size

ProficienciesProficiencies

Ver: Cs98s

Name:

Race:

Class:

Height:

Weight:

Max Press:

Resurrection:

S-M L

Weapon

(new weapon 1/ levels) (new nonweapon / levels)

Poison & Death Magic:
Paralyzation

Petrification &
Polymorphing:

Rod, Staff & Wand:

Breath Weapon:

Magic Spell:

A ge:

Level:

Exp:

T itle:

Sex:

Alignment:

Deity:

Movement:

Total to Hit:

Total to Damage:

STRENGT H:

INT ELLIGENCE:

WISDOM:

CHARISM A:

DEXT ERIT Y:

CONST IT UT ION:

AD & D Character PlayersSheet Name

To Hit:

STATE HAND THAT RINGS ARE ON

(m/s)

Reason For Deaths



T hieves Abilities
Pick
Pockets

Open
Locks

Find
Traps

Move
Silent

Hide
Shadow

Hear
Noise

Climb
Walls

Read
Languages

Level

Dex

Race

%%% %%%%%

% % % % % % % % Total %

Stuff Left At Home or Elsewhere

Pouch 1 Pouch 2

Pouch 3 Pouch 4Money

Languages

Character Notes & Other Stuff

Campaign:

Handedness:

Climbing Rating:

Parry AC:

Next Level XP:

Place of Residence:

Other Equipment CarriedEquipment in Backpack Missiles
Quivers, Arrows, Darts, Bolts.

The extra notes for Clerics should help for those that find Clerics difficult to play....um, i wonder who.

Gems

Game T ime:


