GeeE®  Character ReECORD Sheet

Character’s Name DUNGEON Master

Player’s NamMe AliGNMENt

Class Level

ARMOUR Class Hit Dice Hit PoiNts Character Sketch or Symbol
ABILITIES: ADJUSTMENTS: SAVING THROWS:
StreNgGth _____ to m€lée hit, mElée damage, POiSON OR
OPEN DOORS ROIlls Decath Ray
INtelliGENCE _________ l1aNGguages
Magic WaNd

Wisdbom ON MagGic-based

TURrRN to StoNe
OR Paralysis

saviNG throws

Dexterity to missile fire hit rolls,
Movifies AC
_ DRraGgoN Breath
ConNstitutioN to hit die rolls fOR hit poiNts
_ Spells OrR
CharisMa to rReactioN Rrolls, also Magic Stagf
OcterMiNes rRetaiNER MORaAIE
LANGUAGES: MOVEMENT RATES
SPECIAL ABILITIES: Spells, Thief’s abilities, Cleric’s tTURNING, €tc. Normal
ENCOUNteERrR
RUNNING
SWIiMMING
HIT ROLL TABLE (iNCIUDING adjustMENTtS)
AC 9 8 7 6 5 4 3 2 1 o -1 -2 -3

Mélée

Missile




EQUIPMENT CARRIED

MAGIC ITEMS

OTHER NOTES iINCIUDING places €eXplOReD, pecople § MONStERS M€t, €tc.

MONEY aNnd TREASURE

PlatiNum picces Gems
pp

GoId pieces
Gp

Electrum pieces

€p
Silver pieces

sp
COppeER pieces

cp
Total Value Total Value

O 6p Gp
IPP =5GP, I1GP =2€p = 10SPp = 100 Cp

Needed for Next level:

EXPERIENCE
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