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Might 

Dexterity 

Intelligence 

Will* 

Charisma 

Perception 

Rage 

Body* 

Speed* 

Land Speed 

Defense Rating 

Weapons         

Name Stat Bonus Prof. Damage Die Scaling Die 

          

          

          

          

Skill Stat Modifier Bonus Points Total 

Acrobatics Dexterity       

Athletics Might       

Bluff Charisma       

Climb Might       

Diplomacy Charisma       

Intimidate Charisma       

Investigation Perception       

Listen Perception       

Medicine Intelligence       

Sense Motive Intelligence       

Spot Perception       

Stealth Dexterity       

Swim Might       

Use Rope Dexterity       
+ 

        Spell Usage 

Maximum Current 

    

Magic 

To Hit: 1d20 + Stat Bonus   

Damage: Dmg. Die + Scaling Die + Stat Bonus 

Spell Attack: d20 + Stat Bonus  

Spell Damage: Damage Die + Scaling + Stat Bonus 

Spell Save DC: 10 + Stat Bonus  

                                                    

*    = Max 20 
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Magic Defense 



  Scaling Based on Stat Commitment   

  E D C B A S S+ 

0 - - - - - - - 

1-10 - - - - 1d4 1d6 1d8 

11-20 - - - 1d4 1d6 2d4 1d8 

21-30 1d4 1d6 1d8 2d4 1d10 1d12 2d6 

31-40 1d6 1d8 2d4 1d10 1d12 2d6 3d4 

41-50 1d8 2d4 1d10 1d12 2d6 3d4 3d6 

51+ 2d4 1d10 1d12 2d6 3d4 3d6 1d20 

                      
Stat Bonuses   

1-5 -2 

6-10 +0 

11-15 +2 

16-20 +4 

21-25 +6 

26-30 +8 

31-35 +10 

36-40 +12 

41-45 +14 

46-50 +16 

51+ +18 

Proficiency 

Fist   

Blade   

Blunt   

Bow   

Polearm   

Addition Abilities     

            

            

            

            

            

            

            

            

Armor Selection       

Gloves     Effect         

Pants     Effect         

Torso     Effect         

Helmet     Effect         

Shield     Effect         

Defense Rating: 10 + (Defense Bonus) + (Speed Bonus) + Armor (if Any) 

Magic Defense: Will Stat + Armor (If any)    

Items     

Name Amount Notes: 
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Name Description Cost    

Healing Items (Each of these items take up One item slot)    

Ration Heals 4d8 Health. Take 30 Minutes to eat. 1gp    

Healing Potion Heal 2d8 Instantly. Take 1 Action to use. 4gp    

Magic Bath 
Returns 3d10 Energy to your Casting Artifact 

or to your Holy Symbol. If used in Combat 
takes 1 Action. Cannot Exceed Maximum. 

4gp 

   

      

Generic Items (Can fit in or on any carrying case (besides Satchel) and does not affect item slots.) 

Rope Sold in 50ft Increments.  2gp    

Torch Sold in sets of 10 1gp    

Flint and Steel 20 Uses 1gp    

      

Carrying Cases (Weapons held doesn't include weapon in hand) Do not stack.  

Satchel Holds Two Items and One weapon. -    

Extended Satchel Holds Five Items and Two Weapons 3gp    

Backpack Holds 10 Items and Two Weapons. 5gp    

Explorer's Pack Holds 15 Items and Four Weapons 10gp    

Bag of the Void Holds 25 items and Ten Weapons 20gp    

Quiver Holds 20 Arrows -    

Extended Quiver Holds 60 Arrows 10gp    

      

Ammo        

Arrows Sold in packs of 20 1gp    

Fire Arrows 20 Arrows, add 1d6 of Fire Damage 6gp    

Ice Arrows 20 Arrows, add 1d6 of Frost Damage 6gp    

Arcane Arrows 20 Arrows, add 1d6 of Arcane Damage 6gp    

Nature Arrows 20 Arrows, add 1d6 of Nature Damage 6gp    

Divine Arrows 20 Arrows, add 1d6 of Divine Damage 6gp    



Armor  Cost       Might Req. 

          

Gloves          

Spider Gauntlets 3gp Add +2 to Climb Checks       - 

Swindler's Gloves 3gp Add +2 to Sleight of Hand checks     - 

Medical Gloves 3gp Add +2 to your Medicine Checks     - 

Unnamed 3gp Add +2 to your Athletics Checks     - 

Unnamed 3gp Add +2 to your Acrobatics Checks     - 

          

Pants          

Arcane Leggings 4gp Add +2 to your Magic Defense       - 

Light Leather 2gp Add +1 to your Defense Rating, no speed penalty   - 

Padded Leather 5gp Add +2 to your Defense Rating       10 

Chain Leggings 10gp Add +3 to your Defense Rating, reduce speed by 10ft. 15 

Reinforced Leggings 15gp Add +4 to your Defense Rating, reduce speed by 20ft. 20 

Plate Leggings 20gp Add +5 to your Defense Rating, Reduce speed by 30ft. 30 

          

Torso          

Arcane Robe 4gp Add +2 to your Magic Defense       - 

Light Leather 2gp Add +1 to your Defense Rating, no dexterity penalty - 

Chain Shirt 5gp Add +2 to your Defense Rating       10 

Half-Plate Armor 15gp Add +3 to your Defense Rating, reduce Dexterity Bonus by 2. 20 

Plate Armor 20gp Add +4 to your Defense Rating, reduce Dexterity Bonus by 4. 30 

          

Helmet          

Cloth Hood 6gp Add +2 to your Magic Bonus.       - 

Leather Cap 6gp Add +2 to Spot Checks.       - 

Plate Helmet 6gp Add +2 Damage Reduction.       - 

          

Shields          

Orb of Magic Reduction 4gp Add +2 to your Magic Defense       - 

Small Shield 2gp Add +2 to your Defense Rating       10 

Heavy Shield 4gp Add +3 to your Defense Rating       20 

Buckler   2gp Add +1 to your Defense Rating, can be used over an off hand item. 


