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total
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Acrobatics 

Fly 

Perception

Sleight of Hand 

Appraise

Diplomacy

Handle Animal

Perform:

Spellcraft

Bluff

Disable Device 

Heal

Prof:

Stealth 

Climb 

Disguise

Intimidate

Ride 

Survival

Craft:

Escape Artist 

Linguistics

Kn:

Kn:

Kn:

Kn:

Kn:

Kn:

Sense Motive

Swim 

Use Magic Device
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player
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FORT
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RANGED
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REF
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INT
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CHA

attack modifier

attack modifier

str & 
dex
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racial notes
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mark a  to show a class skill. class skills with ranks gain a +3 trained bonus.
* skill can be used untrained       armor check penalty applies
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ATTACKS & DEFENSE

FEATS & FEATURES
class features, racial traits, feats, and character features

base climbswimfly

HERO

DRSR

SPEED

experience /
slow medium fast 

hp gained

total hp favored 
class totals

current hp

temporary 
hp

class name levelshd fc hpsskill fort ref will
CLASS RECORDERHITPOINTS

nonlethal 
hp dam

bab

*

*

*

*

*

*

*

*

*

*

*

*

*

*

*

*

*

*

misc

hair skineyes

armor

shield

misc

temp

misc temp

bab

INIT

ARMOR & WEAPONS

RESISTANCES

misc

POOL POINTS

ability

= dex
mod + misc

mod

temp

Wolfgang Nekro Joseph

 (Grimspawn) Medium Male 6'1" 170 lbs Dark Red Maroon Gray

57 Chaotic Neutral Charon the Ferryman

Common, Infernal, Abyssal, Celestial, Draconic, Undercommon, Goblin, Sylvan

10 0 10
19 4 17 2
12 1 12
20 5 18 2
12 1 14 -2
16 3 16

14
12 1 Necromancer 1 14 2 0 0 3 2

14 Necromancer 1 14 2 0 0 3 2

15 1 0 4
14 4
11 1 0 0

2 0 1 1
5 0 4 1
5 3 1 1

1 1 0
5 1 4
6 1 INT 5

15 1 0 4

0
--
0%

14

4 4
9 1 5 3
3 3
0 0

scrolls 10 2 5 3
3 3

4 2
3 3
4 4
9 2 4 3

3
1 1
3 3

(all) 10 2 5 3
5
5
5
5
5

9 1 5 3
2 1 1
3 3

bookmaker 5 1 1 3
4 4
1 1

4 2
10 2 5 3
4 4
1 1
0 0
5 2 3

STR

STR

STR

STR

STR

STR

Race: Tiefling (Grimspawn - Daemonborn)
Defensive Racial Traits: Fiendish Resistance: cold, electricity & fire 5

Darkvision 60'

Natural Skills +2 Disable Device & Sleight of Hand
Deathknell (Sp) touch dying foe, gain 1d8 hp & +2 Str 10min/foe lvl (1/day)

Soul Eater: when opponent reduced to 0 hp; gain lvl/2 temp HP for 1 minute

Class: Wizard HD: d6 skills 2 + Int Mod
Weapon and Armor Prof. Simple Weapons & no armor

Arcane Bond - Spellbook - cast any spell in book (1/day)

Scribe Scroll
Arcane School - Necromancy; prohibited Enchantment & Illusion

Command Undead (8/day) DC = 10+lvl/2+ChaMod= 14

Grave Touch (Sp) melee touch attack causes shaken (3+IntMod=8/day)

Improved Initiative +4

2,000 5,000

30
8 4 4

cold 5, electricity 5, fire 10

Cloak of Resistance (+1 AC Fortitude, Reflex, and Will).) 1

quarterstaff +1 1d6/1d6 +0 20,x2 B 4.0

daggers of bleeding +2 (4) +5+2 1d4+2 19-20,x2 10 P/S 1.0 +2 bleed dam/rnd
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EQUIPMENT & MAGIC ITEMS

WORN MAGIC ITEM EQUIPMENT

CURRENCY

equipment slots for magic items

belt:

body:

chest:

eyes:

feet:

hands:

head:

headband:

neck:

ring:

ring:

carried

gold

silver

copper

platinum

shoulders:

wrist:

N
LOADS & LIFT

light
load

lift above 
head

medium
load

lift off 
ground

heavy
load

drag & 
push

BAGS & CONTAINERS
container volume/weight limit/notes weight

item weightwgt n/a

equipment

TREASURE CARRIED
treasure weightcarried wgt n/a

CARRIED WEIGHT
armor &
weapons

currency TOTALmisc

current load light medium heavy 

FEATS & SPECIAL ABILITIES
name useduses/day

EQUIPMENT & MAGIC ITEMS
qty / uses item weightwgt n/aqty / uses

FEATS & SPECIAL ABILITIES
name useduses/day

stored

modified
load

Potion of Cure Moderate Wounds (2d8+4)

Scroll of Invisibility

Scroll of Greater Invisibility

Scroll of Mass Heroism

Hellfire Ruby (1000 gp, Fire DR 5 if kept on person)

Rod of Greater Illusion

Daggers of bleeding +2 4

3,000

5.0 0.0 0.0 5.0

33 67 100 100 200 500

0 0 0 0 0

✔
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total class
ability
bonus

0

1st

spells 
known

SPELLS PER DAY

close:
25ft +

5ft / 2 lvl

long:
400ft +

40ft / lvl

medium:
100ft +

10ft / lvl

2nd

3rd

4th

5th

6th

7th

8th

9th

levelsave dc

points
SPELL

total

level referencesrname & description

class ability other current points

WIZARD SPECIALITY SCHOOL

SPELLS

misc

class level

BLOODLINES & PATRONS

DOMAINS

speciality

focused

prohibited

bloodline/patron 

bloodline/patron 

domain

subdomain

prohibited

domain

subdomain

domain

subdomain

prep used saverangedurationschool

total class
ability
bonus

0

1st

spells 
known

SPELLS PER DAY

close:
25ft +

5ft / 2 lvl

long:
400ft +

40ft / lvl

medium:
100ft +

10ft / lvl

2nd

3rd

4th

5th

6th

7th

8th

9th

levelsave dc

points
SPELL

total class ability other current points

misc

class levelWizard 1

15 5 4 1

16 5 2 2 1

1

1

1

1

25 110 440

0

Necromancy

Enchantment

Illusion

25 100 400

0

0 Ray of Frost - deals 1d3 cold damage. Evocation

0 Bleed - Cause a stabilized creature to resume dying. Necromancy

0 Disrupt Undead - Deals 1d6 damage to one undead. Necromancy

0 Touch of Fatigue - Touch attack fatigues target. Necromancy

0 Jolt - Deal 1d3 electrical damage with a ranged touch attack. Transmutation

0 Acid Splash - Orb deals 1d3 acid damage. Conjuration

0 Detect Magic - Detects all spells and magic items within 60 ft. Divination

0 Detect Poison - Detects poison in one creature or small object. Divination

0 Read Magic - Read scrolls and spellbooks. Divination

0 Mage Hand - 5-pound telekinesis. Transmutation

0 Mending - Makes minor repairs on an object. Transmutation

0 Message - Whisper conversation at distance. Transmutation

0 Open/Close - Opens or closes small or light things. Transmutation

1 Cause Fear - One creature of 5 HD or less flees for 1d4 rounds. Necromancy

1 Chill Touch - One touch/level deals 1d6 damage and possibly 1 Str damage. Evocation

1 Burning Hands - 1d4/level fire damage (max 5d4). Evocation

1 Magic Missile - 1d4+1 damage; +1 missile per two levels above 1st (max 5). Evocation

1 Shocking Grasp - Touch delivers 1d6/level electricity damage (max 5d6). Evocation

1 Summon Monster I - Summons extraplanar creature to fight for you. Conjuration

1 Snowball - Ranged touch delivers 1d6/level cold damage (max 5d6) and might stagger a foe. Conjuration

1 Enlarge Person - Humanoid creature doubles in size. Transmutation


