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Class LEVEL
Alignment Experience Points (XP)

Age Prime Attribute

Ancestry XP Bonus

Deity

Attribute Bonuses

Bonus to Missiles (DEX)

Hit Point Bonus (CON)

Additional Languages

Max # of  Special Hirelings

Items & EquipmentGold & Treasure

Coins:

Gems:

Other:

CHARACTER NAME:

STR

INT

WIS

CON

DEX

CHA

Roll Needed to Hit Armor Class

0 1 2 3 4 5 6 7 8 9

Weapon Damage To Hit Bonus Range

Movement Rate

HIT POINTS

SAVING THROW

ARMOR CLASS

Class Abilities
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