


































































































































































































































































































































































































































































CHARACTER RECORD SHEET

®

character name

player

alignment deity size age gender height weight campaign

class and level race

©2004 Wizards of the Coast, Inc. 
Permission granted to photocopy for personal use only.

EXPERIENCE
EXPERIENCE

NEEDED FOR NEXT LEVEL LEVEL ADJUSTMENT ECL

CLASS FEATURES

NOTES

CLASS FEATURE PAGE REF.

NOTES

CLASS FEATURE PAGE REF.

NOTES

CLASS FEATURE PAGE REF.

NOTES

CLASS FEATURE PAGE REF.

NOTES

CLASS FEATURE PAGE REF.

NOTES

CLASS FEATURE PAGE REF.

NOTES

CLASS FEATURE PAGE REF.

NOTES

CLASS FEATURE PAGE REF.

NOTES

CLASS FEATURE PAGE REF.

NOTES

CLASS FEATURE PAGE REF.

AMMUNITION  __________________________  □□□□□  □□□□□  □□□□□  □□□□□  □□□□□ 
  □□□□□  □□□□□  □□□□□  □□□□□  □□□□□ 

ATTACK ATTACK BONUS DAMAGE CRITICAL

RANGE TYPE NOTES

AMMUNITION  __________________________  □□□□□  □□□□□  □□□□□  □□□□□  □□□□□ 
  □□□□□  □□□□□  □□□□□  □□□□□  □□□□□ 

ATTACK ATTACK BONUS DAMAGE CRITICAL

RANGE TYPE NOTES

AMMUNITION  __________________________  □□□□□  □□□□□  □□□□□  □□□□□  □□□□□ 
  □□□□□  □□□□□  □□□□□  □□□□□  □□□□□ 

ATTACK ATTACK BONUS DAMAGE CRITICAL

RANGE TYPE NOTES

AMMUNITION  __________________________  □□□□□  □□□□□  □□□□□  □□□□□  □□□□□ 
  □□□□□  □□□□□  □□□□□  □□□□□  □□□□□ 

ATTACK ATTACK BONUS DAMAGE CRITICAL

RANGE TYPE NOTES

AMMUNITION  __________________________  □□□□□  □□□□□  □□□□□  □□□□□  □□□□□ 
  □□□□□  □□□□□  □□□□□  □□□□□  □□□□□ 

ATTACK ATTACK BONUS DAMAGE CRITICAL

RANGE TYPE NOTES

STR
STRENGTH

DEX
DEXTERITY

INT
INTELLIGENCE

WIS
WISDOM

CON
CONSTITUTION

CHA
CHARISMA
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WILL
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= + + + +
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r Denotes a skill that can be used untrained.      □ Mark this box with an X if the skill is a class skill for the character. 
*Armor check penalty, if any, applies. (Double penalty for Swim.)
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□ Use Psionic Device   cha 
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