
CHARACTER NAME PLAYER REGION

CLASS RACE GENDER ALIGNMENT DEITY

SIZE TYPE AGE HEIGHT WEIGHT EYES HAIR

CONDITIONAL MODIFIERS

Skills marked with ¹ can be used normally even if the character has zero (0) skill ranks.
Skills marked with  are cross-class skills.
* ARMOR CHECK PENALTY applies.    ** Twice ARMOR CHECK PENALTY applies.AMMUNITION

SPECIAL PROPERTIESRANGE WEIGHT TYPE SIZE + +

+

=

= +

+TOTAL ATTACK BONUS DAMAGE CRITICALWEAPON = +

+ +=AMMUNITION
+ +

+

=

= +

SPECIAL PROPERTIESRANGE WEIGHT TYPE SIZE + +

+

=

= +

+TOTAL ATTACK BONUS DAMAGE CRITICALWEAPON = +

+ +=AMMUNITION
+ +

+

=

= +

SPECIAL PROPERTIESRANGE WEIGHT TYPE SIZE + +

+

=

= +

+TOTAL ATTACK BONUS DAMAGE CRITICALWEAPON = +

+ +=AMMUNITION
+ +

+

=

= +

SPECIAL PROPERTIES

110 ft 3 lb P Medium Two-handed
RANGE WEIGHT TYPE SIZE + +

+

=

= +Composite Longbow +4 1d8 20/x3
+TOTAL ATTACK BONUS DAMAGE CRITICALWEAPON = +

+ +=AMMUNITION
+ +

+

=

= +

SPECIAL PROPERTIES

30 ft 2 lb P Medium Thrown
RANGE WEIGHT TYPE SIZE + +

+

=

= +Javelin(Thrown) +4 1d6+3 20/x2
+TOTAL ATTACK BONUS DAMAGE CRITICALWEAPON = +

+ +=AMMUNITION
+ +

+

=

= +

SPECIAL PROPERTIES

4 lb S Medium One-handed
RANGE WEIGHT TYPE SIZE + +

0 + 0
=

+0 = 0 +Use Rope¹ DEX+1 Longsword +9 1d8+4 19-20/x2
-14TOTAL ATTACK BONUS DAMAGE CRITICAL 3 + 0 +

0 + 0
WEAPON Swim¹ STR** –11 =

+2 = 2 +Survival¹ WIS
+ 0 + 0+2 = 2

0TOTAL BASE ATTACK BONUS DEX 
MODIFIER

SIZE 
MODIFIER

MISC. 
MODIFIER

TEMP. 
MODIFIER Spot¹ WIS

2 + 1 +

0 + 0
ATTACK BONUS Sense Motive¹ WIS +3 =

–1 = -1 +Search¹ INT+ +0 ++ +0 + +0RANGED +4 = +4

+ 1 + 0
+ 0

ATTACK BONUS Ride¹ DEX +1 = 0
= 0 + 0Perform skills ...¹ CHA +0+0 +

-7
MELEE +7 = +4 + +3 + +0 +

0 + 0 +DEX* –7 =

+ 0

TOTAL BASE ATTACK BONUS STR 
MODIFIER

SIZE 
MODIFIER

MISC. 
MODIFIER

TEMP. 
MODIFIER Move Silently¹

0
Listen¹ WIS +2 = 2 + 0

-1 + 4 +INT +3 =SIZE 
MODIFIER

MISC. 
MODIFIER Knowledge (religion)

MODIFIIER

TOTAL
BASE 

ATTACK
STR 

MODIFIER

+ 0 + -13–10 = 3Jump¹ STR*
Intimidate¹ CHA

+0 ARCANE SPELL 
FAILURE

0GRAPPLE +7 = +4 + +3 + +0 +

+ 0 +

+0 = 0 + 0 +

-7–7 = 0BASE ATTACK BONUS +4 SPELL 
RESISTANCE

+ 1 + 0+3 = 2TEMP. Heal¹ WIS
Hide¹ DEX*

+ 0 + 0+0 = 0Gather Information¹ CHA
+ 0 + 0–1 = -1Forgery¹ INT+ +0 ++ +2 + +0WILL +3 = +1

(WISDOM)

+ 0 + -7–7 = 0Escape Artist¹ DEX*
+ 0 + 0+0 = 0Disguise¹ CHA+ +0 ++ +0 + +0REFLEX +1 = +1

(DEXTERITY)

+ 0 + 0+0 = 0Diplomacy¹ CHA
+ 0 + 0–1 = -1Craft skills…¹ INT+ +0 ++ +2 + +0FORTITUDE +6 = +4

(CONSTITUTION)

0+2 = 2 +Concentration¹ CON
0 +

0 +MAGIC 
MODIFIER

MISC. 
MODIFIER

TEMP. 
MODIFIER

CHARISMA

SAVING THROWS TOTAL
BASE
SAVE

ABILITY 
MODIFIER

TOTAL + 0
–4 = 3 +

= 0
-7

+DEX 
MODIFIER

MISC. 
MODIFIER Climb¹ STR*

0Bluff¹ CHA +0
0 + -7

CHA 10 +0
MODIFIER

–7 = 0 +Balance¹ DEX*
+ 0 + 0–1 = -1Appraise¹ INT

INITIATIVE +0 = +0 + +0
WIS 14 +2

WISDOM

ARMOR CLASS ARMOR CLASS SKILL NAME

C
R

O
S

S
-C

LA
S

S SKILLSTOUCH 10 FLAT-FOOTED 21INT 8 –1
INTELLIGENCE

MAX RANKS 7 / 3.5
KEY 

ABILITY
SKILL 

MODIFIER
ABILITY 

MODIFIER
RANKS MISC. 

MODIFIER

ARMOR 
CHECK 

PENALTY

DAMAGE REDUCTION
CON 14 +2

CONSTITUTION

SIZE 
MODIFIER

NATURAL 
ARMOR

DEFLECT 
MOD

MISC MODTOTAL ARMOR 
BONUS

SHIELD 
BONUS

DEX 
MODIFIER

–7
DEXTERITY ARMOR CLASS

+ +0 + +0+ +0 + +0+ +2 + +0= 10 + +9

20 ft/x3
STRENGTH HIT POINTS

DEX 10 +0 AC 21

SPEED

STR 16 +3 HP 36

LEVEL CHARACTER RECORD SHEET
ABILITY NAME

ABILITY 
SCORE

ABILITY 
MODIFIER

TEMP. 
SCORE

TEMP. 
MODIFIER TOTAL WOUNDS/CURRENT HP NONLETHAL DAMAGE

4 Medium Humanoid (Orc) 0

Xen'drik

Paladin Half-Orc Male Lawful Good The Silver Flame
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16 76 153

Common
Orc

TOTAL WEIGHT CARRIED 77

NOTES LANGUAGES

Arrows (20) 3
Composite Longbow 3
Potion of Cure Light Wounds (2)
Javelin 2
Longsword +1 4
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OTHER POSSESSIONS

Heavy steel shield +2 15 –2
SHIELD/PROTECTIVE ITEM ARMOR BONUS WEIGHT CHECK PENALTY SPELL FAILURE

–5 35% 20 50

+9 +1
ACP SPELL FAILURE SPEED WEIGHT SPECIAL PROPERTIES

Xen'drik Expeditions 6000/10000
SPECIAL ABILITIES/FEATS

–– RACE ABILITIES ––
• +2 Strength, -2 Intelligence, -2 Charisma
• Base land speed of 30 feet.
• Darkvision 60 feet.
• Orc Blood: can use items keyed towards orcs
• Favored Class: Barbarian
–– CLASS ABILITIES ––
• Proficient in all armor, and all shields(except tower shields)
• Proficient with all simple and martial weapons.
• Aura of Good(Ex): You have a moderate aura of Good.
• Turn Undead(Su): Can turn undead 3 times per day. A turning
  check is made on 1d20; turning damage is equal to 2d6+1 on a
  successful check.
• Code of Conduct: You must remain Lawful Good. You must respect
  legitimate authority, act with honor, help those in need, and punish those
  that harm or threaten innocents. You must never knowingly associate with
  evil characters, or those that consistently offend your moral code.
• Detect Evil(Sp): At will, as the spell.
• Smite Evil(Su): 1 time(s) per day, you can add +0 to your attack roll; if the
  creature you strike is evil, you inflict an extra 4 points of damage.
• Aura of Courage(Su): You are immune to fear. All allies within 10 feet of
  you gain a +4 morale bonus to save against fear effects.
• Divine Health(Ex): You are immune to all diseases, including magical
  diseases such as mummy rot and lycanthropy.
• Spells: You can now cast spells. Your caster level is 2.
–– FEATS ––
• Weapon Focus (PH 102) (Longsword)
• Silver Smite (ECS 60)

ARMOR/PROTECTIVE ITEM TYPE ARMOR BONUS MAX DEX BONUS

+1 Full plate Heavy



appearance but does not burn. 

an additional use of the Smite Evil ability dealing an additional 1d6 points of sacred damage

to the opponent you smite. The fire is silvery in

Miniature: Half-Orc Paladin (UNDERDARK 6/60) Feats: Silve Smite--When you use your smite evil

You may spend one action point per day to gain ability you channel the power of the Silver Flame,

Miniature Unlock: Might of the Flame

SPECIAL ABILITIES/FEATS ADDITIONAL NOTES
Typical Spells:

Save DC       Level      Spells/day      Bonus Spells

    13             1            0                1 Level 1: Cure Light Wounds


