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CHARACTER NAME PLAYER REGION

CLASS RACE GENDER ALIGNMENT DEITY

SIZE TYPE AGE HEIGHT WEIGHT EYES HAIR

CONDITIONAL MODIFIERS
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Skills marked with ¹ can be used normally even if the character has zero (0) skill ranks.
Skills marked with S are cross-class skills.
* ARMOR CHECK PENALTY applies.    ** Twice ARMOR CHECK PENALTY applies.
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S Use Rope¹ DEX

+ 0
£ Tumble DEX* +16 = 4 +

0
£ Swim¹ STR** +8 = 4 + 4

5 + 0 +WIS +5 =

+ 13 + 0

2 + 0
£ Spot¹ WIS +18 = 5

+ 0
£ Sense Motive¹ WIS +7 = 5 +

0
S Search¹ INT +0 = 0 + 0

4 + 0 +DEX +4 =

+ 2 + 0

8 + 0
£ Move Silently¹ DEX* +6 = 4

+ 18
£ Listen¹ WIS +13 = 5 +

0
£ Jump¹ STR* +26 = 4 + 4

0 + 0 +CHA +0 =

+ 4 + 0

0 + 0
£ Hide¹ DEX* +8 = 4

+ 0
S Heal¹ WIS +5 = 5 +

0
S Gather Information¹ CHA +0 = 0 + 0

0 + 0 +INT +0 =

+ 11 + 0

0 + 0
£ Escape Artist¹ DEX* +15 = 4

+ 0
S Disguise¹ CHA +0 = 0 +

0
£ Diplomacy¹ CHA +0 = 0 + 0

3 + 0 +CON +3 =

+ 9 + 5

0 + 0
£ Climb¹ STR* +18 = 4

+ 2
S Bluff¹ CHA +0 = 0 +

0
£ Balance¹ DEX* +12 = 4 + 6
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ABILITY NAME

Brother Roland

12 Medium

Monk Human

LEVEL CHARACTER RECORD SHEET

Male

15Humanoid 192 lbs



CAMPAIGN EXPERIENCE POINTS

GEAR
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18

# of HD Turned/Rebuked

2d6

Bracers of Armor +3 9000

Boots of Spider Climbing 4800

Ring of Magic Fang +1 6000 Flask of Oil - 2

Monk's Belt 13000 Bedroll

Gloves of Dexterity +2 4000 5 Thunderstones

Ring of Protection +1 4000 2 Potions of Healing (moderate)

SPELL FAILURE

Cost

SPELL FAILURE

SPECIAL PROPERTIES

SHIELD/PROTECTIVE ITEM ARMOR BONUS WEIGHT CHECK PENALTY

ACP SPECIAL PROPERTIESSPEED WEIGHT

ARMOR/PROTECTIVE ITEM TYPE ARMOR BONUS MAX DEX BONUS

OTHER POSSESSIONS

Vest of Health +2 4000 Bag of Holding Type I (contents below) 2500
CostITEM ITEM

2 Torches

Headband of Wisdom +2 4000 Silk Rope - 50-ft

Cloak of Resistance +3 9000

Tinder/Flint

Darkvision Tatoo - 60-ft 2500

Ki Straps (DC +5) 5300

Amulet of Natural Armor +2 8000

HRC - Masterwork, Axiomatic 8550

TOTAL VALUE CARRIED (gp) 84650

Stunning Fist - 13/day; DC 26 vs Fort Monk AC bonus of +3 (lvl 17 from belt)

Improved Trip - Immediate attack if success Monk Damage - 2d8 (lvl 17 from belt)

Still Mind - +2 vs Enchantment School

Combat Reflexes - 5 AoO/flat footed

Ki Strike - Hands deal magical/lawful damage

Slow Fall - < 60-ft, no damage

Purity of Body - immunity to diseases

Diamond Body - immunity to all poisons

Wholeness of Body - heal self 24hp/day

    1) IPD - 2 hits w/ flurry, force foe back 5'

Abundant Step - Dimension Door 1/day

Pain Touch - nauseated 1 round w/ stun

Common

Nauseated - one move action per turn

    2) BSN - stun w/ 2 rounds, 1d4 confusion Confusion - character babbles

    3) FoS - attack after abundant step Stunned - no actions, -2AC, no dex

Sun School - 

PP 67

CP

PUSH 
DRAG

SP

GP 19-21

16-18

7-9

10-12

13-15

1-3

4-6

Most Powerful Undead 
Affected(Max HD)

If your cleric level is 
double the HD of the 
undead or more, the 

undead are 
destroyed/commanded 

rather than 
turned/rebuked. Dispelling 
rebuking/turning works like 
turning/rebuking, but you 
must equal or exceed the 
check result of the cleric 

who rebuked/turned.

CARRYING INFO TURN/REBUKE ATTEMPTS

MONEY

LIGHT 
LOAD MED LOAD

HEAVY 
LOAD

LIFT OVER 
HEAD

LIFT OFF 
GROUND

22+

LANGUAGESSPECIAL NOTES

Turning/Re
buking 

Up to 01,500600300

1–100 101–200

SPECIAL ABILITIES/FEATS
–– RACE ABILITIES ––
• Base land speed of 30 feet.
• Favored Class: Any
–– CLASS ABILITIES ––
• Proficient with Club, Dagger, Handaxe, Heavy Crossbow, Javelin, Kama, 
Light Crossbow, Nunchaku, Quarterstaff, Sai, Shuriken, Siangham, Sling, 
Unarmed Strike.
• Armor Restriction
• AC Bonus(Ex)
• Flurry of Blows(Ex)
• Unarmed Strike
• Stunning Fist
• Combat Reflexes
• Improved Trip
• Improved Evasion(Ex)
• Fast Movement(Ex)
• Still Mind(Ex)
• Ki Strike(Su)
• Slow Fall(Ex)
• Purity of Body(Ex)
• Wholeness of Body(Su)
• Diamond Body(Su)
• Abundant Step(Su)
–– FEATS ––
• Improved Initiative
• Weapon Focus(Unarmed Strike)
• Improved Toughness
• Pain Touch
• Sun School
• Intuitive Attack

Times/Day Used
201–300

Turning/Rebuking 
Check Modifier


