
ADVANCED DUNGEONS & DRAGONS

Weapon proficiencies Spells 
Spells acquired per level

POSSESSIONS DESCRIPTION MOUNT
Player name Campaign # Non-prof. penalty Mount breed (if any) Mount name

Proficient: 1st 2nd 3rd 4th 5th 6th 7th 8th 9th LEFT SIDE CENTER or BACK RIGHT SIDE 0 Item Location Enc Item Location Enc
Character name CHARACTER RECORD SHEET Dungeon Master EQUIPPED Physical age Unnatural aging Hair color Eye color Social class (if any) Standing (if any) 0 0

Specialized: Item Location Wt Item Location Wt Item Location Wt Appearance: 0 0
Race Alignment Class Level 0 0 0 Age 0 0

SPECIAL ABILTIES 0 0 0 0 0
Deity Religion Class 2 Level 0 0 0 Gender 0 0

0 0 0 Distinguishing marks: 0 0
Place of origin Secondary skill Class 3 Level 0 0 0 Height 0 0

ABILITY SCORES SAVING THROWS 0 0 0 Mannerisms: 0 0

0 0 0 Weight Weakness/fear: 0 0
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Resistances 0 0 0 0 0

0 0 0 Stronghold/residence/locales frequented 0 0

COMBAT 0 0 0 0 0

10 0 / Turn undead Thief skills 0 0 0 Location Time/condition Details Location Time/condition Details 0 0

10
Armour worn Base AC Dex adj Shield AC Magical adj Special adjustments Skel. Zomb. Ghoul Shad. Wight Ghast Wraith PP OL TR MS HS HN CS DS RS BS 0 0 0 0 0

10 10 10 10 10 Magic items: Stronghold/residence Time/condition Details 0 0

AC Missile AC Surprised, rear, 
or flanked AC

After charge AC Shieldless AC Vs touch Condition of armour Mummy Spectre Vamp. Ghost Lich Special Turn 1-
12

+/- Notes: 0 0

Hit die rolls by level Tot. 0% 0% 0% 0% 0% 0% 0% 0% 0% 0 0

0 1 3 5 7 9 11 13 15 17 19

NOTES
0 0

0
Hit die Con adj 2 4 6 8 10 12 14 16 18 20 I... do hereby... 0 0

ENCUMBRANCE
350) 700) 1,050) 1,500) 120 Will 0 0

Hit points Current hp Deaths Max deaths Combat adjustments Normal Heavy Very heavy Encumbered Base move
Total encumbrance: 0 COMPANIONS

0 0

0 +/- Hit adj condition +/- Dmg adj condition Normal 120 20 4 24 0 0

2 Racial adj Dex adj Class adj Special adj Status Move Move/segment Travel (hex) Travel (mi) Name Class Lvl Race AC HP TH AL Special abilities 0 0

in 6 / 0 0

Surprise Vision Hearing Detection THAC0 WEALTH 0 EXPERIENCE MV Height Weight Age S I W D C Ch Notes

Weapon -2 -1 0 1 2 3 4 5 6 7 8 9 10 # Atk Dmg Dmg Length WvAC? Notes Coin enc Other enc Total value / - 0 0

20 20 20 19 18 17 16 15 14 13 12 11 10 - - 0 - 0 - CP: Gems: Class: +10% Other adj: Level limit: Weapon -2 -1 0 1 2 3 4 5 6 7 8 9 10 # Atk Dmg Dmg Length WvAC? Notes Mount type Base move Max unenc. Max enc Special adj
Total encumbrance: 0

Range hit adj - Melee hit adj - Dmg adj - Range: S (0) - M (-2) - L (-5) - Fire rate - Speed - Magical adj - Spec adj - SP: Jewels: Current experience: Experience for level: 20 20 20 19 18 17 16 15 14 13 12 11 10 - - 0 - 0 - - - - -

Weapon -2 -1 0 1 2 3 4 5 6 7 8 9 10 # Atk Dmg Dmg Length WvAC? Notes EP: Misc: Class: +10% Other adj: Level limit: Range hit adj - Melee hit adj - Dmg adj - Range: S (0) - M (-2) - L (-5) - Fire rate - Speed - Magical adj - Spec adj - Move Move/segment Travel (hex) Travel (mi)

20 20 20 19 18 17 16 15 14 13 12 11 10 - - 0 - 0 - GP: Current experience: Experience for level: Name Class Lvl Race AC HP TH AL Special abilities
COMBATRange hit adj - Melee hit adj - Dmg adj - Range: S (0) - M (-2) - L (-5) - Fire rate - Speed - Magical adj - Spec adj - PP: Class: +10% Other adj: Level limit: /

Current experience: Experience for level: MV Height Weight Age S I W D C Ch Notes 0 0
Attack(s) Damage Special abilities

Ammunition: Notes: /

Special properties: Start Qty: Weapon -2 -1 0 1 2 3 4 5 6 7 8 9 10 # Atk Dmg Dmg Length WvAC? Notes AC Hit points Current hp THAC0 Detection Special defenses

Languages: 20 20 20 19 18 17 16 15 14 13 12 11 10 - - 0 - 0 -

Sheet by Physii - Simple & Precise Range hit adj - Melee hit adj - Dmg adj - Range: S (0) - M (-2) - L (-5) - Fire rate - Speed - Magical adj - Spec adj - Notes

https://simple-and-precise.blogspot.com/
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POSSESSIONS DESCRIPTION MOUNT
Player name Campaign # Non-prof. penalty Mount breed (if any) Mount name

Proficient: 1st 2nd 3rd 4th 5th 6th 7th 8th 9th LEFT SIDE CENTER or BACK RIGHT SIDE Item Location Enc Item Location Enc
Character name CHARACTER RECORD SHEET Dungeon Master EQUIPPED Physical age Unnatural aging Hair color Eye color Social class (if any) Standing (if any)

Specialized: Item Location Wt Item Location Wt Item Location Wt Appearance:
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SPECIAL ABILTIES
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COMBAT
/ Turn undead Thief skills Location Time/condition Details Location Time/condition Details

Armour worn Base AC Dex adj Shield AC Magical adj Special adjustments Skel. Zomb. Ghoul Shad. Wight Ghast Wraith PP OL TR MS HS HN CS DS RS BS

Magic items: Stronghold/residence Time/condition Details

AC Missile AC Surprised, rear, 
or flanked AC

After charge AC Shieldless AC Vs touch Condition of armour Mummy Spectre Vamp. Ghost Lich Special Turn 
1-12

+/- Notes:

Hit die rolls by level Tot.
1 3 5 7 9 11 13 15 17 19

NOTESHit die Con adj 2 4 6 8 10 12 14 16 18 20

ENCUMBRANCE
Will

Hit points Current hp Deaths Max deaths Combat adjustments Normal Heavy Very heavy Encumbered Base move
Total encumbrance: COMPANIONS+/- Hit adj condition +/- Dmg adj condition

Racial adj Dex adj Class adj Special adj Status Move Move/segment Travel (hex) Travel (mi) Name Class Lvl Race AC HP TH AL Special abilities

in 6 /

Surprise Vision Hearing Detection THAC0 WEALTH EXPERIENCE MV Height Weight Age S I W D C Ch Notes

Weapon -2 -1 0 1 2 3 4 5 6 7 8 9 10 # Atk Dmg Dmg Length WvAC? Notes Coin enc Other enc Total value /

CP: Gems: Class: +10% Other adj: Level limit: Weapon -2 -1 0 1 2 3 4 5 6 7 8 9 10 # Atk Dmg Dmg Length WvAC? Notes Mount type Base move Max unenc. Max enc Special adj
Total encumbrance:

Range hit adj Melee hit adj Dmg adj Range: S (0) M (-2) L (-5) Fire rate Speed Magical adj Spec adj SP: Jewels: Current experience: Experience for level:

Weapon -2 -1 0 1 2 3 4 5 6 7 8 9 10 # Atk Dmg Dmg Length WvAC? Notes EP: Misc: Class: +10% Other adj: Level limit: Range hit adj Melee hit adj Dmg adj Range: S (0) M (-2) L (-5) Fire rate Speed Magical adj Spec adj Move Move/segment Travel (hex) Travel (mi)

GP: Current experience: Experience for level: Name Class Lvl Race AC HP TH AL Special abilities
COMBATRange hit adj Melee hit adj Dmg adj Range: S (0) M (-2) L (-5) Fire rate Speed Magical adj Spec adj PP: Class: +10% Other adj: Level limit: /

Current experience: Experience for level: MV Height Weight Age S I W D C Ch Notes Attack(s) Damage Special abilities

Ammunition: Notes: /

Special properties: Start Qty: Weapon -2 -1 0 1 2 3 4 5 6 7 8 9 10 # Atk Dmg Dmg Length WvAC? Notes AC Hit points Current hp THAC0 Detection Special defenses

Languages:
Sheet by Physii - Simple & Precise Range hit adj Melee hit adj Dmg adj Range: S (0) M (-2) L (-5) Fire rate Speed Magical adj Spec adj Notes

https://simple-and-precise.blogspot.com/


Strength Intelligence Wisdom Dexterity Constitution Charisma Max Encumbrance

Score Percentile Hit adj Damage adj Weight Allow. Open doors Bend bars # of languages Learn spell Min spells Max spells Save Bonus spells Spell failure Reaction adj. Missile adj AC Hit point adj System shock Resurrection Max henchmen Loyalty base React adj Normal Heavy Very heavy Encumbered

3 -3 -1 -350 1 in 6 0% 0% 0% 0 0 -3 - - -3 -3 +4 -200% 35% 40% 100% -30% -25% 100 350 700 1150

4 -2 -1 -250 1 in 6 0% 0% 0% 0 0 -2 - - -2 -2 +3 -100% 40% 45% 100% -25% -20% 150 450 800 1250

5 -2 0 -250 1 in 6 0% 0% 0% 0 0 -1 - - -1 -1 +2 -100% 45% 50% 200% -20% -15% 150 450 800 1250

6 -1 0 -150 1 in 6 0% 0% 0% 0 0 -1 - - 0 0 +1 -100% 50% 55% 200% -15% -10% 200 550 900 1350

7 -1 0 -150 1 in 6 0% 0% 0% 0 0 -1 - - 0 0 0 0% 55% 60% 300% -10% -5% 200 550 900 1350

8 0 0 0 2 in 6 1% 100% 0% 0 0 0 - - 0 0 0 0% 60% 65% 300% -5% 0% 350 700 1050 1500

9 0 0 0 2 in 6 1% 100% 35% 4 +6 0 - 20% 0 0 0 0% 65% 70% 400% 0% 0% 350 700 1050 1500

10 0 0 0 2 in 6 2% 200% 45% 5 +7 0 - 15% 0 0 0 0% 70% 75% 400% 0% 0% 350 700 1050 1500

11 0 0 0 2 in 6 2% 200% 45% 5 +7 0 - 10% 0 0 0 0% 75% 80% 400% 0% 0% 350 700 1050 1500

12 0 0 +100 2 in 6 4% 300% 45% 5 +7 0 - 5% 0 0 0 0% 80% 85% 500% 0% 0% 450 800 1150 1600

13 0 0 +100 2 in 6 4% 300% 55% 6 +9 0 1/0/0/0 0% 0 0 0 0% 85% 90% 500% 0% 5% 450 800 1150 1600

14 0 0 +200 2 in 6 7% 400% 55% 6 +9 0 2/0/0/0 0% 0 0 0 0% 88% 92% 600% 5% 10% 550 900 1250 1700

15 0 0 +200 2 in 6 7% 400% 65% 7 +11 +1 2/1/0/0 0% 0 0 -1 100% 91% 94% 700% 15% 15% 550 900 1250 1700

16 0 +1 +350 3 in 6 10% 500% 65% 7 +11 +2 2/2/0/0 0% +1 +1 -2 200% 95% 96% 800% 20% 25% 700 1050 1400 1850

17 +1 +1 +500 3 in 6 13% 600% 75% 8 +14 +3 2/2/1/0 0% +2 +2 -3 +2 (+3) 97% 98% 1000% 30% 30% 850 1200 1550 2000

18 +1 +2 +750 3 in 6 16% 700% 85% 9 +18 +4 2/2/1/1 0% +3 +3 -4 +2 (+4) 99% 100% 1500% 40% 35% 1000 1400 1700 2250

18 50 +1 +3 +1000 3 in 6 20% 1100 1450 1750 2500

18 75 +2 +3 +1250 4 in 6 25% 1200 1500 1800 2750

18 90 +2 +4 +1500 4 in 6 30% 1300 1600 2000 3000

18 99 +2 +5 +2000 4 in 6 35% 1400 1700 2200 3500

18 00 +3 +6 +3000 5 in 6 40% 1500 1900 2400 4500 Unencumbered Encumbered

Armour Enc AC Movement Weapon Length Enc Dmg, S or M Dmg, L Speed Fire rate S M L 10 9 8 7 6 5 4 3 2 Ranged Melee Shield Enc Melee AC adj Missile AC adj Animal Travel Movement Max Enc Travel Movement Max Enc

Unarmoured 0 10 12 Axe, battle 4 75 1d8 1d8 7 - - - - +2 +1 +1 0 0 -1 -1 -1 -3 Axe, hand, thrownAxe, battle Small +1 +1 Horse, draft 3 12 4000 3/2 6 8000

Padded 100 8 9 Axe, hand, throwing 1.5 50 1d6 1d4 4 - - - - +1 +1 +1 0 0 -1 -2 -2 -3 Bow, composite, longAxe, hand or throwingMedium +1 +1 Horse, heavy war 4 15 5000 2 7.5 7500

Leather 150 8 12 Bardiche 5 125 2d4 3d4 9 - - - - +3 +2 +2 +1 +1 0 0 -1 -2 Bow, composite, shortBardiche Large +1 +3 Horse, light war 5 24 3000 5/2 12 5000

Studded (lamellar) 200 7 9 Bec de corbin 6 100 1d8 1d6 9 - - - - -1 0 0 0 0 0 +2 +2 +2 Bow, long Bec de corbin Horse, medium war 5 18 4000 5/2 9 6500

Ring mail 250 7 9 Bill-guisarme 8+ 150 2d4 1d10 10 - - - - 0 0 +1 0 0 0 0 0 0 Bow, short Bill-guisarme Horse, riding (light) 6 24 4000 3 12 6000

Scale mail 400 6 6 Bo stick 5 15 1d6 1d3 3 - - - - +3 0 +1 0 -1 -3 -5 -7 -9 Club, thrown Bo stick Mule 4 12 2000 2 6 6000

Chain mail 300 5 9 Club 3 30 1d6 1d3 4 - - - - +1 0 0 -1 -1 -2 -3 -4 -5 Crossbow, heavy Club Pony 4 12 2000 2 6 3000

Chain mail, elven 150 5 12 Dagger 1.25 10 1d4 1d3 2 - - - - +3 +1 +1 0 0 -2 -2 -3 -3 Crossbow, light Dagger

Splint mail 400 4 6 Fauchard 8+ 60 1d6 1d8 8 - - - - -1 -1 0 0 0 -1 -1 -2 -2 Dagger, thrown Fauchard

Banded mail 350 4 9 Fauchard-fork 8 80 1d8 1d10 8 - - - - +1 0 +1 0 0 0 -1 -1 -1 Dart Fauchard-fork

Plate mail 450 3 6 Fist or open hand 2 0 1d2 1 1 - +4 0 +2 0 0 -1 -3 -5 -7 Hammer, thrown Fist or open hand

Unarmoured, magical 0 10 12 Flail, footman's 4 150 1d6+1 2d4 7 - - - - -1 +1 +1 +1 +1 +2 +1 +2 +2 Javelin Flail, footman's

Padded, magical 50 8 9 Flail, horseman's 2 35 1d4+1 1d4+1 6 - - - - 0 +1 +1 +1 0 0 0 0 0 Sling, bullet Flail, horseman's

Leather, magical 75 8 12 Fork, military 7+ 75 1d8 2d4 7 - - - - +1 0 +1 +1 0 0 +1 -2 -2 Sling, stone Fork, military

Studded (lamellar), magical 100 7 9 Glaive 8+ 75 1d6 1d10 8 - - - - 0 0 0 0 0 0 0 -1 -1 Spear, thrown Glaive

Ring mail, magical 125 7 9 Glaive-guisarme 8+ 100 2d4 2d6 9 - - - - 0 0 0 0 0 0 0 -1 -1 Glaive-guisarme

Scale mail, magical 200 6 6 Guisarme 6+ 80 2d4 1d8 8 - - - - -1 -1 0 0 0 -1 -1 -2 -2 Guisarme

Chain mail, magical 150 5 9 Guisarme-voulge 7+ 150 2d4 2d4 10 - - - - 0 0 0 +1 +1 +1 0 -1 -1 Guisarme-voulge

Chain mail, elven 75 5 12 Halberd 5+ 175 1d10 2d6 9 - - - - 0 +1 +1 +2 +2 +2 +1 +1 +1 Halberd

Splint mail, magical 200 4 6 Hammer, lucern 5+ 150 2d4 1d6 9 - - - - 0 0 +1 +1 +2 +2 +2 +1 +1 Hammer, lucern

Banded mail, magical 175 4 9 Hammer 1.5 50 1d4+1 1d4 4 - - - - 0 0 0 0 0 +1 0 +1 0 Hammer

Plate mail, magical 225 3 6 Jo stick 3 40 1d6 1d4 2 - - - - +2 0 +1 0 -1 -2 -4 -6 -8 Jo stick

Bracers of AC 8 0 8 12 Lance, light horse 14 50 1d6 1d8 8 - - - - 0 0 +1 +1 +2 +2 +2 +3 +3 Lance, light horse

Bracers of AC 7 0 7 12 Lance, medium horse 10 100 1d6+1 2d6 7 - - - - 0 0 0 0 0 0 -1 -2 -2 Lance, medium horse

Bracers of AC 6 0 6 12 Lance, heavy horse 12 150 2d4+1 3d6 6 - - - - 0 0 0 0 +1 +1 +1 +1 0 Lance, heavy horse

Bracers of AC 5 0 5 12 Mace, footman's 2.5 100 1d6+1 1d6 7 - - - - -1 +1 0 0 0 0 0 +1 +1 Mace, footman's

Bracers of AC 4 0 4 12 Mace, horseman's 1.5 50 1d6 1d4 6 - - - - 0 0 0 0 0 0 0 +1 +1 Mace, horseman's

Bracers of AC 3 0 3 12 Morning star 4 125 2d4 1d6+1 7 - - - - +2 +2 +1 +1 +1 +1 +1 +1 0 Morning star

Bracers of AC 2 0 2 12 Partisan 7+ 80 1d6 1d6+1 9 - - - - 0 0 0 0 0 0 0 0 0 Partisan

Pick, military, footman's 4 60 1d6+1 2d4 7 - - - - -2 -1 -1 -1 0 +1 +1 +2 +2 Pick, military, footman's

Pick, military, horseman's 2 40 1d4+1 1d4 5 - - - - -1 -1 -1 0 0 +1 +1 +1 +1 Pick, military, horseman's

Pike, awl 18+ 80 1d6 1d12 13 - - - - -2 -1 0 0 0 0 0 0 -1 Pike, awl

Ranseur 8+ 50 2d4 2d4 8 - - - - +1 0 0 0 0 0 -1 -1 -2 Ranseur

Scimitar 3 40 1d8 1d8 4 - - - - +3 +1 +1 0 0 +1 -2 -2 -3 Scimitar

Spear 5-13+ 50 1d6 1d8 7 - - - - 0 0 0 0 0 -1 -1 -1 -2 Spear

Spetum 8+ 50 1d6+1 2d6 8 - - - - +2 +1 0 0 0 0 0 -1 -2 Spetum

Staff, quarter 6-8 50 1d6 1d6 4 - - - - 0 +1 +1 0 0 -1 -3 -5 -7 Staff, quarter

Sword, bastard 4.5 100 2d4 2d8 6 - - - - 0 +1 +1 +1 +1 +1 +1 0 0 Sword, bastard

Sword, broad 3.5 75 2d4 1d6+1 5 - - - - +2 +1 +1 +1 0 0 -1 -2 -3 Sword, broad

Sword, long 3.5 60 1d8 1d12 5 - - - - +2 +1 0 0 0 0 0 -1 -2 Sword, long

Sword, short 2 35 1d6 1d8 3 - - - - +2 0 +1 0 0 0 -1 -2 -3 Sword, short

Sword, two-handed 6 250 1d10 3d6 10 - - - - 0 +1 +3 +3 +3 +2 +2 +2 +2 Sword, two-handed

Trident 4-8+ 50 1d6+1 3d4 7 - - - - +1 0 +1 0 0 -1 -1 -2 -3 Trident

Voulge 8+ 125 2d4 2d4 10 - - - - 0 0 0 +1 +1 +1 0 -1 -1 Voulge

Axe, hand, thrown - 50 1d6 1d4 - 1 1 2 3 +1 0 0 0 -1 -1 -2 -3 -4

Bow, composite, long - 100 1d6 1d6 - 2 6 12 21 +3 +3 +2 +2 +1 0 0 -1 -2

Bow, composite, short - 50 1d6 1d6 - 2 5 10 18 +3 +2 +2 +2 +1 0 -1 -3 -3

Bow, long - 80 1d6 1d6 - 2 7 14 21 +3 +3 +3 +3 +2 +1 0 0 -1

Bow, short - 50 1d6 1d6 - 2 5 10 15 +2 +2 +2 +1 0 0 -1 -4 -5

Club, thrown - 30 1d6 1d3 - 1 1 2 3 0 0 -1 -1 -1 -2 -3 -5 -7

Crossbow, heavy - 80 1d4+1 1d4 - 1/2 8 16 24 +4 +4 +4 +3 +3 +2 +1 0 -1

Crossbow, light - 50 1d4 1d6+1 - 1 6 12 18 +3 +3 +3 +2 +1 0 0 -1 -2

Dagger, thrown - 10 1d4 1d3 - 2 1 2 3 +1 0 0 -1 -1 -2 -3 -4 -5

Dart - 5 1d3 1d2 - 3 1.5 3 4.5 +1 0 +1 0 -1 -2 -3 -4 -5

Hammer, thrown - 20 1d4+1 1d4 - 1 1 2 3 +1 0 0 0 0 0 0 -1 -2

Javelin - 20 1d6 1d6 - 1 2 4 6 +1 0 +1 0 -1 -2 -3 -4 -5

Sling, bullet - 2 1d4+1 1d6+1 - 1 5 10 20 +3 +1 +2 0 0 0 -1 -2 -2

Sling, stone - 1 1d4 1d4 - 1 4 8 16 +3 +1 +2 0 0 -1 -2 -4 -5

Spear, thrown - 50 1d6 1d8 - 1 1 2 3 0 0 0 0 -1 -2 -2 -3 -3


