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	Helmet: 
	Max HP: 
	AC: 
	Current HP: 
	Shield: 
	Hit Die Value: 
	Name: 
	Score: 
	0: 
	1: 
	2: 
	3: 
	4: 
	5: 

	Modifier: 
	0: 
	1: 
	2: 
	3: 
	4: 
	5: 

	Class: 
	Level: 
	Race: 
	Alignment: 
	XP: 
	Saving Throw: 
	XP Bonus: 
	Mods: 
	Notes: 
	Spells: 
	Languages: 
	Equipment: Circle either A or B (50gp)
Pack A: Backpack, bedroll, flint and steel, 12 torches, 50` rope, crowbar, 7 days rations and waterskin, 2x30lb sacks.
Pack B: Backpack, bedroll, flint and steel, hooded lantern with 6 pints lantern oil, hammer, 12 iron spikes, 10` pole, 7 days rations and waterskin, 2x30lb sacks. 
Extra:
 
	Weapon: Unarmored 10 (+ DEX) =____
Leather +2
Chain +4
Plate +6
Shield +1 
Helmet (can save from 1 critical hit then damaged)
 
Weapon Melee:
 
Bonus to hit + STR = 
  
Weapon Range:
 
 Bonus to hit + DEX = 
	ToHit: 
	0: 
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 

	Gold: 
	Copper: 
	Silver: 
	Gems: 
	Portrait: 


