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Character Sheet

	Personal  Information by Jean-Philippe Laliberté

	Each character bares his own distinct looks and features. A person, after reading the personal information, will get a basic idea of your character and his ways.

Race – What race is he? (View Races Guide)

Age – How old is he? (Stick to Races standards)

Alignment – Good, Neutral or Evil?


Class – What is the name of his class? (You create this based on your stats)

Deity – Which god does your character worship?

Hand – Right or Left? (Becomes Both if Ambidexterity feat is gained.)

Gender – Male or Female?

Height – How tall is he? (Stick to Races standards)

Weight – How much does he weight?

Eyes – The color of his eyes. 

Hair – The color of his hair.

Physical Description – In a short detailed paragraph, detail the character’s looks, clothing, etc.

Distinguished Marks – Does he have any special scars, tatoos, or missing a limb?


Impediments – What are some slight problems that could get in the way of your character? Lost limb, constant sickness, etc.


Allergies / Phobias – Does he suger for any allergies or phobias?

History – Write a few descriptive paragraphs of events that happened prior to the creation of your character, and even important events that occurred in adventures.





	Races by Ktulu Mizheray and Jean-Philippe Laliberté

	From the wretched hive of Ashvroth to the holy tower of Kalimvor, thousands of creatures foil the earth. Few are the civilized species of Nasgoroth, hunched about in the safety of their cities, or clutching to their petty blades on the battlefield. 

Humans | Elves | Half-Elves | Drow | Dwarves | Half-Dwarves

Orcs | Half-Orcs | Gnomes | Halflings | Half-Giants | Felinards
Human: Short lived with a maximum age of 100 Humans are not expected to excel at any one particular area though they do have the largest effect on the world. This diversity allows the race to adapt easily to any standards of living. They have been able to settle most of the land without incident and form alliances with any of the other races. The affects of their diversity are apparent in every single human. They can range between 5’ to 6’6 feet tall, a variety of hair colors, skin tone and build. Balanced attributes, any alignment. Humans form the majority of Population.

Attribute Modifiers : None

Racial Features : +1 Feat at Level 1, Level 6, and Level 12

Elves: Ageless in the way that they view the world; Elves are considered the noblest of all creatures. Having a strong sense of good and evil the Elves abide to the ways of good, often forming fellowships with Humans and Halflings in times of despair. Diminutive in stature, Elves have free spirits and lighter hair than most creatures. Often arrogant, believing themselves to be the superior race, Elven people have a natural disliking for Dwarves ranging back to ancient times. They have the ability of dark vision up to 40 feet. They range in height from 5’ to 5’6 feet tall and can live up to 600 years old.

Attribute Modifiers : +1 [DEX] +1 [CHA] +1 [INT] –2 [STR] –1 [STA]

Racial Features : Dark Vision (40 Feet)

Half-Elves: Drawn by the beauty of the Elves, Humans find themselves falling love with them. The results of this coupling are the Half-Elves. Shorter than Humans at 5’ to 6’ tall in general Half-Elves have balanced attributes and Dark Vision up to 20 feet. Flexible in the way that Humans are, Half-Elves can turn to any alignments. These hybrids bare the soft facial traits, and pointed ears of the Elven people but are also gifted with the build and might of the humans. These spawns of different species have grown common in the realms.

Attribute Modifier : +1 [DEX] +1 [CHA] –1 [STR]

Racial Features : Dark Vision (20 Feet)

Drow: The subterranean cousins of the Elves, Drow, or Dark Elves as called by some, lean heavily in the direction of evil. Extremely smart, agile and evil, Drow bare dark skin ranging from ebony to a soft caramel color to even dark blue. They have white hair and compliment the look with either red or white eyes. Long lived, Drow can last up to 400 years and tend to live underground. Average height for a Drow is between 5’ and 5’6’’ feet tall. These cave dwellers are gifted of a dark vision up to 60 feet. These creatures share a strong afinity to Magic, and also has grown a natural resistance to it.

Attribute Modifier : +1 [DEX] +2 [INT] –2 [STA] –1 [CHA]

Racial Features : Dark Vision (60 Feet) Magic Resistance Feat granted at Level 1

Dwarves: Short, stocky and solid. Dwarves stand at an intimidating height of anywhere between 4’6’’ and 5’ feet tall. Dwarves tend to be a grim lot not interacting with the outside world except for their stony homes or caves as some call them. Renowned for their ability as blacksmiths and architects. Because they tend to stay in their underground homes Dwarves have pale skin color and have Dark Vision of up to 10 feet. Siding with whomever they choose they have no qualms over their alignment. Telling characteristics are their thick beards and broad bodies.

Attribute Modifier : +1 [STR] +2 [STA] –1 [INT] –2 [DEX]

Racial Features : Dark Vision (10 Feet)

Man-Dwarves: An unlikely combination between Human and Dwarf, Half-Dwarves or Muls as they call themselves shave their beards to hide their identity from the rest of the world. The mothers dies giving birth to these massive children. Despite being raised motherless Muls will side with anyone giving no thought to their alignment. Strong and enduring, they stand between 5’ to 5’6’’ feet tall.

Attribute Modifier : +1 [STR] +1 [STA] –1 [INT] –1 [DEX]

Racial Features : +1 Feat at Level 1

Orcs: Ugly and dark-skinned, Orcs are beast like humanoids in appearance. As a result of their animal like heritage Orcs have no regard about their own personal hygiene. Lenient to evil, Orcs do tend to side with whomever has the greatest potential. Their incredible strength combined with their imposing heights of 6’10 to 7’6’’ feet, few complain when Orcs are on their side. Dark vision up to 40 feet makes them great night hunters/warriors.

Attribute Modifier : +2 [STR] +2 [STA] –2 [INT] –2 [CHA]

Racial Features : Bravery Feat granted at Level 1

Half-Orcs: Swine like in appearance, Half-Orcs are bigger than humans and much stronger. Standing at 6’10’’ to 7’0 feet tall they can be pretty imposing. Lenient towards evil as they tend to abide by chaotic and aggressive manners, because of their origins and the way they are treated as children. Upbringing Half-Orcs do side with good though it is rare.

Attribute Modifier : +1 [STR] +2 [STA] –1 [INT] –2 [CHA]

Racial Features : Bravery Feat granted at Level 1

Gnomes: Small humanoids, Gnomes average heights are between 3’6’’ to 4’ feet tall. Common in all Gnomes are their humorous slender figures and their curiosity. Resembling impish Dwarves, Gnomes are more likely to interact with races and civilizations than a Dwarf would. They also have dark vision of up to 50 feet and are renowned alchemists. Outside or their homes, Gnomes are fond of trinkets especially those of magical origin. They care not who they side with as their alignment bears no weight on their decision making.

Attribute Modifier : +2 [INT] +2 [WIS] –2 [STR] –2 [STA]

Racial Features : Quick Learning Feat granted at Level 1

Halflings: Short in stature even the smallest of the Gnomes tower over Halflings. Childlike in appearance Halflings are never taken seriously as they give off a look of innocence. Entertainers for the most part, Halflings have been known to take part in adventures often becoming the most valuable party member just for their short stature. Can have any alignment but tend to forget that there is evil in the world and that everything is good and just happy. This can give them trouble, as they would show no fear, not even to a dragon, until under attack. Averaging anywhere between 2’6’’ to 3’4’’ feet tall they tend to be agile and are renowned thieves. They also have dark vision up to 20 feet.

Attribute Modifier : +3 [DEX] –3 [STR]

Racial Features : None

Half-Giants: Humungous and dumb, these brutes are a combination of Humans and Giants. Their origins are apparent in their appearance, as they resemble overly big and tall humans. They have outstanding strength and endurance and will align themselves with whoever can trick them into being on their side. Standing at an imposing 8’ to 10’ feet tall these Half-Giants also posses Dark Vision up to 60 feet. Although gifted with vocal cords and the capability to speak, a large portion of Half-Giants are not smart enough to learn any languages, and revert to grunting.

Attribute Modifier : +4 [STR] +3 [STR] –4 [INT] –3 [WIS]

Racial Features : Brutish Feat granted at level 1

Felinards: Feline humanoids, Felinards origins are unknown and still a mystery to date. Ranging in appearance from hairy humans with pointed ears and fangs, to cats that can stand on their hind legs. Very agile, Felinards are known to be thieves and spies as their natural abilities give them an edge over the other races. They stand between 5’6’’ and 6’6’’ feet tall. These felines  are gifted with a Dark Vision of 60 feet.

Attribute Modifier : +2 [DEX] +1 [INT] –1 [STA] –2 [WIS]
Racial Features : Dark Vision (60 Feet), Free Fall Feat granted at level 1




	Attributes by Jean-Philippe Laliberté

	When forging a character, one must first decide of his attributes, to determine the basic capabilities of his character. Will he be a strong, enduring warrior, a brilliant magician, or a agile, cunning rogue?

The attributes are based on one’s Primary and Secondary Skills, in addition to Race Modifiers.

Physical Attributes
Strength defines the power one wields in terms of raw physical strength.

Dexterity reflects the agility and speed of one’s self.

Stamina determines the amount of pain one can endure.
Mental Attributes

Intelligence reflects one’s ease to learn, and one’s ease to manipulate magic.

Wisdom describes how clever, and fast-minded one can be.

Charisma defines the appearance and social skills of an adventurer.



	Skills by Jean-Philippe Laliberté

	With the attributes selected and complete, one must decide what his character will specialize in. 6 Primary, and 6 Secondary skills are chosen. 

Primary Skills are the skills that your character excels at naturally. He shows ease at learning these skills.


Secondary Skills are skills that your character has developed over time, but require him a longer learning spree.
[STR] 7 [STA] 8 [DEX] 12 [INT] 8 [WIS] 8 [CHA] 7

Combat Skills
Magic Skills

Misc Skills

Armor (Light) [STA]
Armor (Medium) [STA]
Armor (Heavy) [STA]
Axe [STR]
Blocking [STA]
Blunt [STR]
Brawl [STR]
Exotic Weapon [STR]
Long Blade [STR]
Marksman [DEX]
Martial Arts [DEX]
Mounted Attack [DEX]
Parrying [DEX]
Short Blade [STR]
Sneak Attack [DEX]
Spear [STR]
Tumbling [DEX]
Unarmored [STA]
Alchemy [WIS]
Alteration [INT]
Abjuration [INT]
Conjuration [INT]
Destruction [INT]
Divination [INT]
Evocation [INT]
Enchantment [CHA]
Illusion [INT]
Necromancy [INT]
Restoration [WIS]
Combat Casting [WIS]
Concentration [WIS]
Acrobatics [DEX]
Athletics [STA]
Craft [STA]
Diplomacy [CHA]
Hide [DEX]
Intimidation [CHA]
Leadership [CHA]
Merchantile [CHA]
Perfom [CHA]
Pickpocket [DEX]
Ride [DEX]
Security [DEX]
Sneak [DEX]
Swim [STA]
Know.. (History) [WIS]
Know.. (Religion) [WIS]
Know.. (Magic) [WIS]
Animal Ken [CHA]
Sailing [WIS]
Combat Skills

Armor (Light) – Proficiency to wear Light Armor

Armor (Medium) – Proficiency to wear Medium Armor

Armor (Heavy) – Proficiency to wear Heavy Armor

Axe – Ability to wield an Axe

Blocking – Capability to successfully use a shield to block attacks

Blunt – Ability to use a blunt weapon (Maces, Hammers, Flails, Staffs)

Brawl – Street fighting

Exotic Weapon – Ability to use exotic weapons (Katanas, Two-blade swords, Kukris, Kamas)

Long Blade – Ability to use one or two-handed long blades (Long swords, Bastard swords, Greatswords)

Marksman – Ability to use a ranged weapon (Bows, crossbows, shurikens)
Martial Arts – Fluid, agile and acrobatic fighting (Kung-fu, Karate)

Mounted Attack – Ability to swing a weapon while riding a horse (or other mount)

Parrying – Ability to deflect an attack and return an attack of opportunity

Short Blade – Ability to wield a short bladed weapon (Daggers, Short Swords, Rapiers)

Sneak Attack – Ability to attack an enemy unseen, delivering heavy damage

Spear – Ability to wield a polearm (Spears, Pikes, Halberds)
Tumbling – Ability to roll in and out of attack range of an enemy, in the middle of a fight

Unarmored – Proficiency to resisting damage unarmored

Magic Skills

Alchemy –

Alteration –

Abjuration –

Conjuration –

Destruction –

Divination –

Evocation – 
Enchantment – 
Illusion – 
Necromancy – 
Restoration – 
Combat Casting – Ability to cast successfully during combat (Required to cast spell during battle)

Concentration – Ability to continue casting even after taking damage

Misc Skills

Acrobatics – Ability to jump higher and do other acrobatics

Athletics – Ability to run long distances without loosing much breath

Craft – Skill to create items (Forgery, weaving, etc)

Diplomacy – Ability to gather information, discuss with etiquette, bluff, sense motive, etc.

Hide – Ability to remain unseen

Intimidation – Ability to convince by making the other feel inferior

Leadership – Capability to command troops

Merchantile – Ability to bargain for items

Perfom – Ability to play an instrument and/or sing, or tell a tale

Pickpocket – Ability to steal off somebody without being caught

Ride – Ability to ride a horse, or other mount

Security – Ability to pick locks, disable traps, etc.

Sneak – Ability to move without being heard

Swim – Ability to swim swiftly through water

Knowledge (History) – Knowledge of ancient Legends, Myths, and events

Knowledge (Religion) – Knowledge of Deities

Knowledge (Magic) – Knowledge of Magical Schools, and powers

Animal Ken – Afinity to animals, ability to calming them, taming them

Sailing – Ability to sail a boat in the right direction, without sinking




	Feats by Jean-Philippe Laliberté

	Feats are granted by a game master to the most successful players, based on some of their greater achievements. These offer the characters a new or enhanced skill. Two may be chosen by default, when creating a new character.

Ambidexterity [Combat]

Prerequisite : Short Blade and Long Blade skills

Benefit : One can wield a long blade or large, one-handed weapon in his main hand, and a short blade in the off-hand, and suffer no penalties. He becomes as agile with his off-hand, as his main hand, though it is still significantly weaker in raw strength. When wielding two weapons, a warrior may only carry a buckler for shielding, though it will hinder his use of his off-hand by some.

Awareness [Misc]

Prerequisite : none
Benefit : The adventurer becomes overly sensitive to his surroundings, allowing him to hear the lowest of noises, catch the weakest of pulsations on the ground, and to spot to smallest of subjects. This is popular to rogues and rangers alike.

Blind Fighting [Combat]
Prerequisite : Any Weapon Skills

Benefit : A fighter knows how to fight without the use of his eyes. Weather blinded by magic, or blind-folded, the combatant relies on his other senses and instincts to attack his opponent successfully. One cannot be flanked by an invisible attacker, and suffers no detriments when blocking him.

Blind Shot [Combat]
Prerequisite : Marksman
Benefit : Similar to Blind Fighting, an warrior using a ranged weapon will be able to hit a target without seeing it, instead aiming with the use of his other senses and instincts.

Bravery [Misc]
Prerequisite : none

Benefit : When facing in battle, or in heated discussion, one will not falter when confronted to intimidation. He bares powerful courage that brushes away any feelings of inferiority.

Brutish [Misc]
Prerequisite : Intimidation

Benefit : Relying on violence, a thunderous voice, and a strong build, one excels at brutal intimidation. Though a lot of information can be bashed out of certain people, one much use brutality with caution, for it may break alliances, and create new enemies.

Familiar [Misc]
Prerequisite : Animal Ken skill

Benefit : An adventurer will share a bond with a tamed animal of his choice, and will be able to communicate with it through telepathy. The animal can vary from a domestic one, such as a dog or cat, to an exotic Dire Tiger, depending on the strengths, and capabilities of the person.

Fearless [Misc]
Prerequisite : Bravery, Intimidation

Benefit : After facing many perils, one eventually learns to channel his fear. He no longer steps down when intimidated, when facing any creatures, from an Orc to a great Dragon, or any locations. Very few can achieve such mental states, and often their emotions vanish with the fear, turning them into careless warriors.

Far Shot [Combat]
Prerequisite : Marksman

Benefit : One becomes astoundingly skilled to aim, and is capable to push his ranged weapon to extremes granting him a range of fifty more yards, with deadly precision. Such skill becomes very useful when on the battlefield, or when trying to snipe an enemy.


Free Fall [Misc]
Prerequisite : Acrobatics

Benefit : One can fall high distances without taking even as much as a bruise. They are able to calculate their velocity to land into a painless roll.


Iron Will [Misc]
Prerequisite : Leadership

Benefit : One displays unbreakable will, inspiring faith and courage to his subordinates. It encourages them to work harder and fight fierce battles. They will not back away from battle when faced with even the deadliest, and most terrifying enemies.

Lightning Reflexes [Combat]
Prerequisite : Awareness

Benefit : An adventurer becomes highly sensitive to his surroundings and allows him to spot, or sense invisible or hidden attackers, and to evade his attack with amazing reflexes. Evading a sneak attack grants the adventurer with an attack of opportunity, as his assailant is thrown off-balance from surprise.


Magical Resistance [Magic]
Prerequisite : none
Benefit : One becomes capable, through high will, to repel the effects of weaker magical spells, and diminish the effects of other stronger ones. He does NOT become invincible to magical attacks, but can prove useful when facing a strong spell-caster.
Master Ambidexterity [Combat]
Prerequisite : Ambidexterity

Benefit : After long training, the warrior gains equal strength and agility in both of his arms, granting him with the coordination to wield a long blade, or large, one-handed weapon in each hand.

Point-Blank Shot [Combat]
Prerequisite : Marksman

Benefit : An excellent archer can use his bow at a very close-range. The strength of these shots are extremely powerful and deadly, and hit with precision. The adventurer is capable of stabbing his enemies with his arrows, before using them to shoot the next down.

Quick Learning [Misc]
Prerequisite : none
Benefit : Being a great learner, one can upgrade a selected primary skill rating by one OR upgrade a secondary skill rating by two.

Skill Upgrade [Misc]

Prerequisite (Option 1) : Selected Skill of Decent(5) rating or above

Benefit (Option 1) : After training, one’s secondary skill may become one of his primary skills, allowing him to grow quicker in that skill.

Prerequisite (Option 2) : None
Benefit (Option 2) : One can select a skill he does not have, and gain it as a new secondary skill.
Spy Artist [Misc]
Prerequisite : Awareness, Sneak, Diplomacy

Benefit : One excels in the arts of spying. He is capable of reading lips, eavesdropping, and becomes a master of disguise and silent movement.

Tracking [Misc]
Prerequisite : Awareness

Benefit : An adventurer shares a bond to the environments surrounding him, allowing him to spot the slightest details, and to track his enemies through wilderness, or any climate. They can tell how long a person has passed from the footsteps, and which velocity and direction he was going. Placing his head to the ground, he becomes capable to send the pulsations of his target, if he is within relatively short distance.

Trampling [Combat]
Prerequisite : Ride, Mounted Attack

Benefit : A rider becomes capable to use his horse (or other ride) to trample and crush enemies that are on foot, or to ram other mounted enemies. 





	Magic Schools by Arania Lawakiro

	Each Magical School is gifted with different powers and effects on the world around. 

Alchemy -

Alteration -

Abjuration -

Conjuration -

Destruction -

Divination -

Evocation -


Enchantment -


Illusion -


Necromancy -


Restoration -




Skill Rating System

	Ranking
	Score (%)

	-3 Highly Adverse

-2 Adverse

-1 Untalented

0 Very bad

1 Bad

2 Poor

3 Fair

4 Mediocre

5 Decent

6 Proficient

7 Good

8 Very Good

9 Excellent

10 Superb

11 Superior

12 Heroic

13 Magnificent

14 Legendary

15 Divine
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Level Upgrades System

	Rank
	Level
	Promotions
	Max Skill Rating

	Beginner








Heroic









Epic









Legend









Divine
	[LVL01]

[LVL02]
[LVL03]
[LVL04] 

[LVL05]
 

[LVL06] 
[LVL07] 
[LVL08] 

[LVL09] 
[LVL10] 


[LVL11]
[LVL12] 

[LVL13] 
[LVL14] 

[LVL15] 


[LVL16] 
[LVL17] 

[LVL18] 

[LVL19] 

[LVL20]

[LVL21] [LVL22] 

[LVL23] 
[LVL24] 

[LVL25] 


[LVL26] [LVL27] 

[LVL28] 

[LVL29] 

[LVL30]

[LVL31] 
[LVL32] 

[LVL33] 
[LVL34] 

[LVL35] 


[LVL36] [LVL37] 
[LVL38] 

[LVL39] [LVL40] 

	+1 Feat

+1 Attribute

+1 Feat

+1 Attribute

+1 Feat

+1 Attribute
+1 Feat

+1 Attribute

+1 Epic Feat +1 Attribute
+1 Attribute
+1 Feat

+1 Attribute
+1 Epic Feat

+1 Attribute
+1 Epic Feat

+1 Attribute

+1 Epic Feat +1 Attribute
	Good

Superb

Heroic

Magnificent

Legendary

Divine


