
Character Name Action Points

Class 1 Class 2 Class 3

Alignment Deity

Languages XP

Ability Scores

Ability Score
Ability 

Modifier
Temp Score Temp Mod

STR

DEX

CON

INT

WIS

CHA

Saving Throws
Total = base + mod + magic + misc

 Fortitude = + con + +

 Reflex = + dex + +

 Will = + wis + +

Combat
total dex misc.

Initiative Movement

Base Attack Bonus Hit Points

Melee Attack bab+str

Ranged Attack bab+dex

Combat Maneuver bonus melee+maneuver mod

Armor Class

TOTAL AC

10+ armor + shield + natural + dex + deflection + misc = total

Touch AC

10+ dex + deflection + misc = total

Flat-Footed AC

10+ armor + shield + natural + dex + deflection + misc = total

Combat Maneuver AC

10+ combat maneuver bonus + dex + deflection + misc = total

Additional Defenses

Combat Reactions � (gained at bab 0, 6, 11, 16) DR __________

Dodge 
AC bonus ½ bab

Parry 
DR bonus ½ bab + shield

Trailblazer™

Skills
class? Total ranks trained mod misc misc

 Acrobatics +3 dex armor

 Appraise +3 int

 Climb +3 str armor

 Craft +3 int

 Disable Device +3 int

 Disguise +3 cha

 Escape Artist +3 dex armor

 Handle Animal +3 cha

 Heal +3 wis

 Intimidate +3 cha

 Jump +3 str armor

 Knowledge +3 int

 Knowledge +3 int

 Knowledge +3 int

 Linguistics +3 int

 Perception +3 wis

 Perform +3 cha

 Persuasion +3 cha

 Profession +3 wis

 Ride +3 dex armor

 Search +3 int

 Sense Motive +3 wis

 Sleight of Hand +3 dex armor

 Spellcraft +3 int

 Stealth +3 dex armor

 Survival +3 wis

 Swim +3 str armor

 Use Magic Device +3 cha

 +3

 +3

Weapons/Attack Styles

1
attack bonus damage/type critical range

2
attack bonus damage/type critical range

3
attack bonus damage/type critical range

4
attack bonus damage/type critical range

5
attack bonus damage/type critical range

6
attack bonus damage/type critical range

7
attack bonus damage/type critical range

8
attack bonus damage/type critical range

Race/Gender

Height/Weight

Eyes/Hair



Feats & Abilities
 simple weapon proficiency

 martial weapon proficiency

 armor proficiencies (l/m/h)

 shield proficiencies

Spellcasting
Base Magic Bonus = + +

class 1 class 2 class 3

Cleric Domains 1 2 3

Spells per Rest Arcane Spell Failure

Spells Readied per  Rest Spell Slots per Rest %

Base Bonus Base Bonus DC “Always Ready”

0–

1st

2nd

3rd

4th

5th

6th

7th

8th

9th

Magic Item Record

Head helm

eyes

Neck amulet

cloak

Body armor

robe/vestment

Belt

Arms bracers

shield

Gloves

Boots

Ring

Ring

Equipment and Inventory
item notes weight value

healing potions coins gems

cure light wounds copper

cure moderate wounds silver

cure serious wounds gold

cure critical wounds platinum

encumbrance

Lifting Max Dex. Check Penalty Run

Light normal normal normal

Medium +3 -3 x4

Heavy +1 -5 x3

Lift Over Head (Max. Wt.)

Lift Off Ground (Max. Wt. x2)

Push/Drag (Max. Wt. x5)


