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“The 7 Basic Statistics”
	Name 
	#
	Game impact of these values

	Strength
	
	To-Hit Bonus
	Damage
Bonus
	Max.
Carry
	Max.
Lift
	Open Doors 
(d6)
	Bend bars/
Lift gates

	Intelligence
	
	Add’l
Lang.
	Max.
Spell Level
	Chance to 
Learn Spell
	Max #
Spells/Level
	Spell Immunities?

	Wisdom
	
	Bonus vs. Mental
Saving Throws
	Bonus Spells: 1st(  ), 2nd(  ), 3rd(  ),4th(  ),5th(  ),6th(  ),7th(  )
	Chance of Spell Fail.
	Spell Immunities?

	Dexterity
	
	Reaction (surprise)
Adjustment
	Bonus “To Hit” w/ 
Throw Weapons
	Bonus to
Armor Class
	(Plus thief mod’s)

	Constitution
	
	Bonus hit points 
per Hit Dice roll
	System Shock
Survival
	Resurrection 
Survival
	Bonus to Poison 
Saving Throw
	Regen.

	Charisma
	
	Maximum #
of Henchmen
	Modifier to H’man
Loyalty Score
	Adjustment to reaction 
roll when parleying 
	Comeliness
Modifier

	Comeliness
	
	General
Appearance



RACIAL ABILITIES
	
	
	

	
	
	

	
	
	



HIT POINTS
	Healty 
Total = 
	
	Current Total = 




ARMOR CLASS
	Armor Worn / Value
	Dex. Bonus
	Extra Bonus #1
	Extra Bonus #2
	Extra Bonus #3
	Total
AC



SAVING THROWS
	Name of Effect
	Base
	Wis Bonus (Mind Aff.)
	Extra Bonus #1
	Extra Bonus #2
	Extra Bonus #3
	True Save

	Paralyzation/Poison/Death Magic
	
	
	
	
	
	

	Rod, Staff or Wand
	
	
	
	
	
	

	Petrification or Polymorph
	
	
	
	
	
	

	Breath Weapons
	
	
	
	
	
	

	Spells
	
	
	
	
	
	



LANGUAGES
	
	
	
	
	

	
	
	
	
	



COINS CARRIED
	Platinum (pp)



	Gold (gp)

	Silver (sp)
	Copper (cp)

	10 pp = 1 gp
	1gp = 1gp
	10 sp = 1 gp
	100 cp = 1 gp



GEMS AND JEWELRY CARRIED
	Description
	Value (gp)
	Description
	Value (gp)
	Description
	Value (gp)

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	



BASIC EQUIPMENT CARRIED
	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	



ANIMALS / MOUNTS
	
	
	
	






