


	Character Name:
	Player:

	Race:
	Subrace:
	Size:
	Age:
	Sex:
	Handedness:
	Ht:
	Wt:

	Class 1:
	Sub-Type:
	Level:
	Character Level
	Proficiency Bonus
	Experience Points

	Class 2:
	Sub-Type:
	Level:
	
	
	

	Class 3:
	Sub-Type:
	Level:
	
	
	

	Alignment:
	Deity:
	Inspiration(optional):

	Background:
	Variant(optional):
	Feature:

	Personality Trait 1:

	Personality Trait 2:

	Ideal:

	Bond:

	Flaw:



	[bookmark: _GoBack]Ability
(Original roll)
	Race
	Subrace
	Class #1
	Class #2
	Class #3
	Other
	Total
	Ability Modifier
	Save Prof?
	Casting Ability?
	Skills commonly (but not always) associated with each ability.  
Check box if proficient.

	
	
	
	Level 4
	Level 6*
	Level 8
	Level 10*
	Level 12
	Level 14*
	Level 16
	Level 19
	Level 4
	Level 6*
	Level 8
	Level 10*
	Level 12
	Level 14*
	Level 16
	Level 19
	Level 4
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	Level 10*
	Level 12
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	Level 16
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	Athletics

	DEX
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	Acrobatics  Sleight of Hand  Stealth
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	Arcana History Investigation Nature Religion Spellcasting

	WIS
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	Animal Handling  Insight  Medicine  Perception  Survival  Spellcasting

	CHA
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	DeceptionIntimidation  Performance  Persuasion  Spellcasting


*Certain classes only

	Proficiency
	Race
	Sub-Race
	Background
	Class 1
	SubClass 1
	Class 2
	SubClass 2
	Class 3
	SubClass 3

	Armor
	
	
	
	
	
	*
	*
	*
	*

	Weapons
	
	
	
	
	
	*
	*
	*
	*

	Tools
	
	
	
	
	
	*
	*
	*
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	Saving Throws 
( above)
	
	
	
	
	
	*
	*
	*
	*

	Skills 
( above)
	
	
	
	
	
	*
	*
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	*

	Languages
	
	
	
	
	
	*
	*
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* Only some proficiencies are gained for classes beyond the 1st.  See p. 164.
Special Notes about Proficiencies:_________________________________________________________________________________________

	Speed
 
	Movement modifiers
	Cause

	
	
	

	
	
	

	
	
	


	Vision modifiers
	Cause

	
	

	
	

	
	



Armor Worn
	Name
	Magic Properties
	Proficient?
	Light /
Medium /
Heavy
	Base Armor Class
	Min STR to avoid speed loss
	Stealth?
	Don & Doff Times
	Weight
	Final AC

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	


If not proficient:  (1) Disadvantage on all STR and DEX ability checks, saving throws and attack rolls and (2) can’t cast spells.

Weapons Carried
	Name
	Magic/Silver Properties
	Prof?**
	Simple /
Martial
	Melee* /
Ranged*
	Properties*
	Damage + Type
	Weight
	Ranges
	Ammo

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	


*To-Hit:d20+Magic+AM+PB [AM:Melee/Not finesse= STR AM ; Melee/finesse = STR AM or DEX AM ; Ranged/not thrown = DEX AM ; Ranged/thrown = STR AM or DEX AM]
*Damage = Damage Die + Magic + Same AM used in attack roll.  Do NOT apply PB!
**If not proficient:  Do not add your proficiency bonus (PB) to attack rolls

HIT POINTS (Hit Dice Pool =                                                                                         )
	Healthy Total = 
	Current Total = 



Immunities, Resistances, Vulnerabilities, Action, Reactions, Bonus Actions, Miscellaneous
	Description
	Reason
	Description
	Reason

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	


	Platinum (pp)

	Gold (gp)

	Electrum (ep)
	Silver (sp)
	Copper (cp)

	1 pp = 10 gp = 20 ep = 100 sp = 1000 cp



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

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	



BASIC EQUIPMENT CARRIED
	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	



ANIMALS / MOUNTS
	
	
	
	







