
str

con
strength

constitution

	 score	 ability	 abil. mod.	 mod.+½ lvl

add to 
bonus

add to 
bonus

dex

int
dexterity

intelligence

	 score	 ability	 abil. mod.	 mod.+½ lvl

add to 
bonus

add to 
bonus

wis

cha
wisdom

charisma

	 score	 ability	 abil. mod.	 mod.+½ lvl

add to 
bonus

add to 
bonus

F1

F2

F3

F4

F5

F6

F7

F8

F9

F10

F11

F12

F13

F14

F15

F16

F17

F18

F19

F20

M1

M2

M3

M4

M5

M6

M7

M8

M9

M10

M11

M12

M13

M14

M15

languages

R1

R2

R3

R4

R5

R6

R7

ability scores Skills

equipment & coins

Dungeons & Dragons& &

8-9:	 -1	 12-13:	 +1	 16-17:	 +3	 20-21:	 +5
10-11:	 ±0	 14-15:	 +2	 18-19:	 +4	 +2:	 +1

	A rcana	 History	R eligion

	 Dungeoneering	 Heal	N ature

	B luff	 Diplomacy	I ntimidate	  Streetwise

	I nsight	P erception
+10 passive +10 passive

1

2

3

4

5

6

7

8

9

10
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12

13

14

15
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17
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25

26

27

28

29

30

31
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33

34

35

36

37

38

39

40

41

42

43

44

45

46

47

48

49

50

u
se

 a
 p

a
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r 
c
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p

temporary 
hit points 
are best 
shown 
with dices

Magic itemsM

bonus misc.

bonus misc.

bonus misc.

bonus misc. bonus misc.

bonus misc.

bonus misc.

bonus misc.

bonus misc. bonus misc. bonus misc.

bonus misc.

bonus misc.

bonus misc.

P. 180P. 18

racial traitsRClass featuresC class 
page

race 
page

Athletics*

	 Endurance*

	 Acrobatics*	 Stealth*	 Thievery*

armor and shields, p. 214 - weapons, p. 218 - adventuring gear p. 222 - wondrous items p. 253 - potions p. 255
when you use an armor or a heavy shield, be sure to mark the appropriate armor penalty in the skills section.

you get 100 gold pieces from start when you create a level 1 character.

       = trained (+5 to bonus)
bonus = trained + misc.

*armor penalty:
±0   -1   -2   -3   -4

FeatsF 196, 204, 207 (php 1)
186, 192, 195 (php 2)

P. 227 (php 1)
P. 197 (php 2)

proficiencies

C1

C2

C3

C4

C5

C6

C7

C8

C9

C10

C11

C12

C13

C14

C15

C16

C17

C18

C19

C20

C21

C22

C22

C24

C25

character name level (lvl) total xp vision alignment paragon path

race class height weight size age gender deity epic destiny

hit points

+200

+100

+50

simple melee

military melee

light shield

simple ranged

military ranged

heavy shield

cloth

leather

hide

chainmail

scale

plate

8 -1 1

0 2

0 2

2

2

2

22

0
5 5

5

5

7

7

7

32 16

3 5

11

17

10

21
10

Rain 5500 low-light
Razorclaw

Common, elven

Rending Urgrosh +1. If crit, 
make extra basic melee attack

Impostor’s plate armor +2. +2
Bluff. Polymorph (minor) to cloth.

Avenger FM Pelor
Good

Make the brown text invisible by hiding the layer ”example character”.

ARMOR OF FAITH: +3 AC if 
wearing cloth and no shield.
CENCURE OF PERSUIT: 2+dex 
extra dam. if target moves away.

CHANNEL DIVINITY max 1/enc.

RAZERCLAW SHIFTING (power)

OATH OF ENMITY (power)

WEAPON PROF: Urgrosh
MELEE TRAINING: wisdom

COMBAT MEDIC: Heal +2, minor

Adventure’s kit
Urgrosh
Plate armor
Holy symbol
10 gp



default is standard action. write if it’s an

at-will (a), encounter (e) or daily (d) power.

powers

AT-WILL POWERS

A1 Basic melee attack
damage

1[W]+Str
special

A2 Basic ranged attack
damage

1[W]+Dex
special

A3
damage special

A4
damage special

A5
damage special

A6
damage special

A7
damage special

A8
damage special

A9
damage special

encounter powers

     E1
damage special

     E2
damage special

     E3
damage special

     E4
damage special

     E5
damage special

     E6
damage special

     E7
damage special

     E8
damage special

     E9
damage special

     E10
damage special

     E11
damage special

DAILY powers

     D1
damage special

     D2
damage special

     D3
damage special

     D4
damage special

     D5
damage special

     D6
damage special

     D7
damage special

     D8
damage special

     D9
damage special

     D10
damage special

     D11
damage special

Attack workspace

action points  1/encounter

defenseshit points (HP)

death saves

Second wind  1/encounter

action types

Additional 
effects

Total HP

Additional 
effects

use a 
token

Standard

Move

Minor

Free
(any number of)

Bloodied
1/2 hp

Surges/day 

Surge value
1/4 hp 

used surges

saving throw mods

resistances

	 speed

	 initiative

base	 armor	 item	 misc.

dex mod. 
+ ½ lvl

1

2

3

4

5

6

7

8

9

10

11

12

13

14

15

16

17

18

19

20

21

22

23

24

25

26

27

28

29

30

31
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33

34

35

36

37

38

39

40

41

42

43

44

45

46

47

48

49

50

u
se a pa

per c
lip

hit points

+200

+100

+50

temporary hit points are best shown with a die.
otherwise, you can use a second paper clip.

gained 
per lvl

Magic item combat powers

Armor

Arms

Feet

Hands

Head

Neck

Ring

Ring

Waist

Weapon

Daily item powers per day

Heroic (1-10) Milestone

Paragon (11-20) Milestone

Epic (21-30) Milestone

m
in

o
r

fr
ee

used

½ lvl

add to 
bonus

+

+

d
ef

en
se

m
el

ee

ra
n

g
ed

m
o

v
e

m
in

o
r

fr
ee

re
a

c
ti

o
n

in
te

rr
u

pt

at
ta

c
k

Str

Dex AC

AC

re
fe

re
n

c
e

m
el

ee

ra
n

g
ed

m
o

v
e

m
in

o
r

fr
ee

re
a

c
t .
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r.

m
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ee
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c
t .
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r.

	 feat	 misc.

© rickard elimää. permission granted to photocopy for personal use only.

bonus

reference

	mod.	prof.	 feat	 enh.	 misc.	 misc.
abil.

ability

range

Dex

used

used

10+½lvl

add to 
bonus

willpower

reflexes

ref
					     dex/
misc.	 misc.	 enh.	 feat	armor	 int

int/
dex	 class	 feat	 enh.	 misc.	 misc.

wis/
cha	 class	 feat	 enh.	 misc.	 misc.

					     str/
misc.	 misc.	 enh.	 feat	 class	 con

fortitude

armor class

Fort

AC

reference reference

bonus

reference reference

bonus

bonus

will

bonus +

++

+ +

++

+ +

+

+

=

= +

+

+

+

+ = =

= =+ +

++

+ +

++

+

= +: + + + +

bonus

reference

	mod.	prof.	 feat	 enh.	 misc.	 misc.
abil.

ability

Str += : + + + +

+

+ +

+

weapon

damage

reference

feat	 enh.	 misc.	 misc.[W]

+ + + +=

weapon

damage

reference

feat	 enh.	 misc.	 misc.[W]

+ + + +=

weapon

damage

reference

feat	 enh.	 misc.	 misc.[W]

+ + + +=

Write the type of weapon here

9/10 4/2

49

24 12
7

6

6 6

12

8

2

2 1
M1

5

55

wis

wis

3

5
6

0

3

55

3
C1 F1M3

12

1
1

1

1

Bond of persuit	 1W+Wiz	 target != adj. shift 2+Dex

Radiant vengance	 1d8+Wiz	 gain 5 temp. hp.

Agile recovery	  ---	 stands up from prone.

	 Razorclaw shift.  ---	 bloodied: speed+2, AC/Ref+1/enc.

	 Abjure undead	 3d10+Wiz  cl. burst: 5, 1 undead, pull 6, imm./turn

	 Divine guidance	  ---	 cl. burst: 10, ally vs oath, attack 2d20

	 Angelic alacry	 2W+Wiz	 before attack: shift 4

	 Sequestering str.  2W+Wiz	  teleport target and me 4 sq.

	 Dance of flame	 2W+Wiz
	 Thunder n echo	1W+Wiz+1d10  	

	 Oath of Enmity	  ---	 cl. burst: 10, roll 2d20 melee/enc.

Impostor’s plate armor

Urgrosh

-2 if plate

1d121d12+1 1
M1

Rending weapon

WizWiz

Wiz

Wiz

Wiz

Wiz
Wiz

AC

AC
AC

AC
AC

ACWiz

Wiz Will

DexDex

/turn: end of turn

/enc.: end of encounter

/save: until successful save throw

(fire) 5 ong. dam. / save. If save fails:
range 5: new enemy gets ong. dam. 5

miss: ½ dam. Effect: 2nd attack. cl.burst 2 
Wiz vs Fort. 1d6+Wiz, push 2 sqr.



Encounter powers

At-Will powersA

E

Daily PowersD

use the letter and number combination as a reference instead of writing the power’s or the feats’ full name on page 2.

Rituals

E1

E2

E3

E4

E5

E6

E7

E8

E9

E10

E11

D1

D2

D3

D4

D5

D6

D7

D8

D9

D10

D11

A1 Basic melee attack (p. 287)	 Str vs AC	 1[W]+Str

A2 Basic ranged attack (p. 287)	 Dex vs AC	 1[W]+Dex

A3

A4

A5

A6

A7

A8

A9

	 Angelic alacry	 2W+Wiz	 before attack: shift 4

(fire) 5 ong. dam. / save. If save fails:
range 5: new enemy gets ong. dam. 5



notes

personalitybackground appearance

companions & allies


