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Class:

RACE:

Patron Deity:

Place of Origin:

Character Sketch

Attributes:

*COMBAT*

Hit Points

AC

Saving Throws:

Level:

Alignment:

Religion:

Date Character Began

Player Name Campaign

Saving Throw Adjustments:

Condition+/–

Resistances:

Proficiency in Weapons, Armor & Helms:

Combat Adjustments:

AC Base

+

( )

Character Name

Castle Keeper

Challenge 
Base

Ability
Modifier

Challenge 
Base

Ability
Modifier

Challenge 
Base

Ability
Modifier

Challenge 
Base

Ability
Modifier

Challenge 
Base

Ability
Modifier

Challenge 
Base

Ability
Modifier

Condition+/–

Languages:

Dex. Adj. Magic Adj.

+

Armor Worn

Shieldless Ac Rear AC

Condition+/– +/–Base To Hit Base
Melee

Base
Missile

Hit Die Type Con. Adj.

Move Base

Racial Abilities:

=

Condition

Wounds:

(Check Prime
Attributes)

Weapon in Hand

Weaponless Combat:

Turning
Undead:

Special Abilities:

Weapon Bonus Damage Range / Notes

Spells Per Day:
Spells—
—Known

9th8th7th6th5th4th3rd2nd1st0

Church:

Pummeling DamageGrappling AC

Touch ACOverbearing AC

Holy Symbol

# Turned =
1d12 Common,

1d6 Extraoridnary
or 1 UniqueWis. Mod.

+

Level Misc. Mod.

+=

Turn Check

Strength

CON

INT

WIS

CHA

DEX

STR

Dexterity

Constitution

Intelligence

WIsdom

Charisma

Paralysis/
  Constriction—

Arcane Magic/
  Illusion—

Divine Magic/Confusion/
  Gaze/Polymorph/
  Petrification—

Breath Weapon/
  Traps—

Disease/Energy Drain/
  Poison—

Death Attack/Charm/
  Fear—

Strength

CON

INT

WIS

CHA

DEX

STR

Dexterity

Constitution

Intelligence

WIsdom

Charisma

Paralysis/
  Constriction—

Arcane Magic/
  Illusion—

Divine Magic/Confusion/
  Gaze/Polymorph/
  Petrification—

Breath Weapon/
  Traps—

Disease/Energy Drain/
  Poison—

Death Attack/Charm/
  Fear—
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Magic Items

Left Side Center or Back Right Side

do herebyI

Encumbrance: –

Enc. Rating

Load Vs.
Move Rate: Total Weight Carried

Wealth:

Copper–

Silver–

Electrum–

Gold–

Platinum–

Gems–

Jewels–

Miscellaneous–

Total Value

Treasure—

Experience Points:

Combat— Other—

Next Level Goal:

Total:

Debts Owed/Obligations:

Age— Color of:

Eyes

Weaknesses/FearSocial Standing

Height

Weight

Sex General Appearance:

Distinguishing Marks:

Mannerisms:

Hatreds/Foes Desires/Loves

Compatriots:
Name Class# Level Race Note

Followers/Hirelings—Associates/Relatives

Notes:

Will:

Possessions:

Item Location Weight

Light = 1
–1 Att. Chk. & AC

Moderate = ½
–2 Att. Chk. & AC

Heavy = ¼
–4 Att. Chk. & AC

Overburdened = 1’
–8 Att. Chk. & AC

Total Weight

Description:
Apparent Age Unnatural Aging Hair

Item Location WeightItem Location Weight

Name Class# Level Race Note

– –
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Condition+/– +/–Base To Hit Base
Melee

Base
Missile

Hit Die Type Con. Adj.

Move Base

Racial Abilities:

=

Condition

Wounds:

(Check Prime
Attributes)

Name HD DamageAC HP #At

# Attacks:

Mount:

Weapon Bonus Damage Range / Notes

Weapon in Hand

Weaponless Combat:

Pummeling DamageGrappling AC

Touch ACOverbearing AC

Followers:

Patron:

Lord/Lady:

Cbt Dominance 
Attacks

Turning
Undead:

# Turned =
1d12 Common,

1d6 Extraoridnary
or 1 UniqueWis. Mod.

+

Level Misc. Mod.

+=

Turn Check

Special Abilities:

Strength

CON

INT

WIS

CHA

DEX

STR

Dexterity

Constitution

Intelligence

WIsdom

Charisma

Paralysis/
  Constriction—

Arcane Magic/
  Illusion—

Divine Magic/Confusion/
  Gaze/Polymorph/
  Petrification—

Breath Weapon/
  Traps—

Disease/Energy Drain/
  Poison—

Death Attack/Charm/
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  Constriction—

Arcane Magic/
  Illusion—

Divine Magic/Confusion/
  Gaze/Polymorph/
  Petrification—

Breath Weapon/
  Traps—

Disease/Energy Drain/
  Poison—

Death Attack/Charm/
  Fear—

Strength

CON

INT

WIS

CHA

DEX

STR

Dexterity

Constitution

Intelligence

WIsdom

Charisma

Paralysis/
  Constriction—

Arcane Magic/
  Illusion—

Divine Magic/Confusion/
  Gaze/Polymorph/
  Petrification—

Breath Weapon/
  Traps—

Disease/Energy Drain/
  Poison—

Death Attack/Charm/
  Fear—

W
IZ
A
R
D
  IL

L
U
S
IO
N
IS
T



Magic Items

Left Side Center or Back Right Side

do herebyI

Encumbrance: –

Enc. Rating

Load Vs.
Move Rate: Total Weight Carried

Wealth:

Copper–

Silver–

Electrum–

Gold–

Platinum–

Gems–

Jewels–

Miscellaneous–

Total Value

Treasure—

Experience Points:

Combat— Other—

Next Level Goal:

Total:

Debts Owed/Obligations:

Age— Color of:

Eyes

Weaknesses/FearSocial Standing

Height

Weight

Sex General Appearance:

Distinguishing Marks:

Mannerisms:

Hatreds/Foes Desires/Loves

Compatriots:
Name Class# Level Race Note

Followers/Hirelings—Associates/Relatives

Notes:

Will:

Possessions:

Item Location Weight

Light = 1
–1 Att. Chk. & AC

Moderate = ½
–2 Att. Chk. & AC

Heavy = ¼
–4 Att. Chk. & AC

Overburdened = 1’
–8 Att. Chk. & AC

Total Weight

Description:
Apparent Age Unnatural Aging Hair

Item Location WeightItem Location Weight

Name Class# Level Race Note

– –



Castles & Crusades 
Player Character Record

™CASTLES & CRUSADES
Player Character Record

™

Player Character Record

Class:

RACE:

Patron Deity:

Place of Origin:

Character Sketch

Attributes:

*COMBAT*

Hit Points

AC

Saving Throws:

Level:

Alignment:

Religion:

Date Character Began

Player Name Campaign

Saving Throw Adjustments:

Condition+/–

Resistances:

Proficiency in Weapons, Armor & Helms:

Combat Adjustments:

AC Base

+

( )

Character Name

Castle Keeper

Challenge 
Base

Ability
Modifier

Challenge 
Base

Ability
Modifier

Challenge 
Base

Ability
Modifier

Challenge 
Base

Ability
Modifier

Challenge 
Base

Ability
Modifier

Challenge 
Base

Ability
Modifier

Condition+/–

Languages:

Dex. Adj. Magic Adj.

+

Armor Worn

Shieldless Ac Rear AC

Condition+/– +/–Base To Hit Base
Melee

Base
Missile

Hit Die Type Con. Adj.

Move Base

Racial Abilities:

=

Condition
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(Dex)

Rank in Guild/Order:

Rogue Abilities:
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