
Current Hit Points Death   

Class:_____________
Level: ____
Race:_____________

Name

Approach
(Law and Chaos)

Outlook
(Good and Evil)

Alignment

Vs. Slashing, 
Hacking 

and Clawing

Vs. Piercing, 
Puncturing and 

Bite-Like

Vs. Blunt, 
Whip-Like and 

Smashing

Vs. Explosive and 
Concussive

Vs. Fiery and 
Heat

Vs. Cold and 
Water-Based

Vs. Electrical 
and 

Shocking

Vs. Acidic and 
Corrosive

Vs. Raw Magic

Absorbs

Att Check:

Strength

Att Check:

Longevity

Att Check:

Agility

Att Check:

Dexterity

Att Check:

Intellect

Att Check:

Mysticism

Attributes

Bonus to Roll
Vs. Naturals

Vs. Mystics

Vs. Magic

Bonus to Roll

Bonus to Roll

Resistances

Traits
____________________

____________________

____________________

____________________

____________________

____________________

+1d10

Dodge

Block

Parry

Evades

Defense Power: 100

Criticality Struck on:

Defense Power:  

Criticality Struck on:

Defense Power:  

Criticality Struck on:

Critical 
Threshold

Natural w/ Armor

Initiative
Natural w/ Armor

Land 
Speed

Natural w/ Armor

+1d10

of

Total 
Encumbrance

Notes:

Progression Modifier

Bonus Starting Skills

Max Starting Skill Rank

Max Casting Rank

Bonus Spell Points per Level

Bonus Resistance vs. Magic

Bonus to-Hit w/ Light Wpns

Bonus to-Hit w/ Ranged Wpns

Base Evade

Land Speed Modifier

Bonus Hit Points per Level

Knock Out Percentage

Bonus Resistance vs. Naturals

Bonus to-Hit w/ Heavy Wpns

Bonus to Damage w/ Melee

Encumbrance Limit

Maximum Hit Points

Magic
Max Casting Rank Magic Well

Type of Caster

Illrathic

Mashanic

Orderly

Level Current Experience Points Next

XP



Skill Skill Rank Progression                             Pips Next
Skills

_______________

Abilities
Ability Short Description Source

Notes:

_______________
_______________
_______________
_______________
_______________
_______________
_______________
_______________
_______________
_______________
_______________
_______________
_______________
_______________
_______________
_______________
_______________



Mastery Styles

______________________________________

Skill 
Mastery Style Rank            Progression         Weapon Group 

Pips                                               Next                    to Hit                 to Dmg                Ex Dmg # of Attacks               Crit #                  Parry                   Block

______________________________________

Skill 
Mastery Style Rank            Progression         Weapon Group 

Pips                                               Next                    to Hit                 to Dmg                Ex Dmg # of Attacks               Crit #                  Parry                   Block

______________________________________

Skill 
Mastery Style Rank            Progression         Weapon Group 

Pips                                               Next                    to Hit                 to Dmg                Ex Dmg # of Attacks               Crit #                  Parry                   Block

______________________________________

Skill 
Mastery Style Rank            Progression         Weapon Group 

Pips                                               Next                    to Hit                 to Dmg                Ex Dmg # of Attacks               Crit #                  Parry                   Block

______________________________________

Skill 
Mastery Style Rank            Progression         Weapon Group 

Pips                                               Next                    to Hit                 to Dmg                Ex Dmg # of Attacks               Crit #                  Parry                   Block

______________________________________

Skill 
Mastery Style Rank            Progression         Weapon Group 

Pips                                               Next                    to Hit                 to Dmg                Ex Dmg # of Attacks               Crit #                  Parry                   Block

Weapon Skills
Preferred 
Weapons

Weapon Skill Notes and Abilities:

Basic Target Numbers Effect
Maneuvers        Weapon 1    Weapon 2    Weapon 3

Disarm Target looses all attacks for rest of Round

Pierce By-Pass Absorb

Trip Target looses 10 Initiative (+More)

Bash Causes Blind (1d6), on a 6, causes Stun

Force Improve Extra Damage by 1d6

Target Hit Legs (-1 Land Speed) or Arms (-1 to Hit)

Weapon                               to Hit       to Dmg      Ex Dmg    # of Att Crit #        Parry         Block

________

“Best-of” Weapon Bonuses

Weapon                               to Hit       to Dmg      Ex Dmg    # of Att Crit #        Parry         Block

Weapon                                to Hit       to Dmg      Ex Dmg    # of Att Crit #        Parry         Block

________

________

# of Attacks    Round A    Round B   # of Attacks    Round A    Round B
.5 1     then         0 2                  2 then  2

1                  1      then 1                               2.5                2    then    2

1.5                1     then 2                                3                  2 then 3



Equipment

____________________

Main Armor

Vs. Slashing, 
Hacking 

and Clawing

Vs. Piercing, 
Puncturing and 

Bite-Like

Vs. Blunt, 
Whip-Like and 

Smashing

Vs. Explosive and 
Concussive

Vs. Fiery and 
Heat

Vs. Cold and 
Water-Based

Vs. Electrical 
and 

Shocking

Vs. Acidic and 
Corrosive

Vs. Raw Magic

Critical 
Resistance

Evade
Modifier

Encumbrance

__________
Shield

Parry
Modifier

Block 
Modifier

Evade
Modifier

Critical 
Resistance

Defense
Power

Encumbrance

__________
Additional Armor

Critical 
Resistance

Encumbrance

Evade
Modifier

__________
Additional Armor

Critical 
Resistance

Encumbrance

Evade
Modifier

Item Notes / Location Encumbrance

Subtotal 
Encumbrance

Item Notes / Location Encumbrance

Subtotal 
Encumbrance

Total 
Encumbrance

Melee Weapon                                                                           # of                 Bonus          Weapon Dmg           Bonus              Extra              Crit #               Parry
Attacks              to Hit to Damage      Damage # Bonus

________________
1 extra dmg per 

rolled over 
needed to Hit 

Natural
EncumbranceBonus to Hit from…

Dexterity Strength

Dmg Type:___________

Melee Weapon                                                                           # of                 Bonus          Weapon Dmg           Bonus              Extra              Crit #               Parry
Attacks              to Hit to Damage      Damage # Bonus

________________
1 extra dmg per 

RO

Natural
EncumbranceBonus to Hit from…

Dexterity Strength

Dmg Type:___________

Melee Weapon                                                                           # of                 Bonus          Weapon Dmg           Bonus              Extra              Crit #               Parry
Attacks              to Hit to Damage      Damage # Bonus

________________
1 extra dmg per 

RO

Natural
EncumbranceBonus to Hit from…

Dexterity Strength

Dmg Type:___________

Melee Weapon                                                                           # of                 Bonus          Weapon Dmg           Bonus              Extra              Crit #               Parry
Attacks              to Hit to Damage      Damage # Bonus

________________
1 extra dmg per 

RO

Natural
EncumbranceBonus to Hit from…

Dexterity Strength

Dmg Type:___________

---- Bonus to Hit ----
Short Rng    Med Rng     Long Rng

Ranged Weapon                                                                           # of            __ to __   __ to __  __ to __          Weapon Dmg       Bonus            Extra            Crit #           Armor              Ammo                 
Attacks          Yards        Yards Yards to Damage    Damage # By-Pass                                                                                  

________________
1 extra dmg per 

RO

Natural Encumbrance

Dmg Type:___________

---- Bonus to Hit ----
Short Rng    Med Rng     Long Rng

Ranged Weapon                                                                           # of            __ to __   __ to __  __ to __          Weapon Dmg       Bonus            Extra            Crit #           Armor              Ammo                 
Attacks          Yards        Yards Yards to Damage    Damage # By-Pass                                                                                  

________________
1 extra dmg per 

RO

Natural Encumbrance

Dmg Type:___________

Attack Power:____

Attack Power:____

Attack Power:____

Attack Power:____



Steel Pieces (St. P)   [1/10 of a Bz. P]

Bronze Pieces (Bz. P)   [-]

Silver Pieces (Sv. P)   [50  Bz. P]

Gold Pieces (Gd. P)   [100 Bz. P]

Mithril Pieces (Mt. P)   [500 Bz. P]

Adament Pieces (Ad. P)   [1,000 Bz. P]

Loot
Money

Encumbrance

.1 per 10 St. P

Encumbrance

.1 per 10 Bz. P

Encumbrance

.1 per 5 Sv. P

Encumbrance

.1 per 4 Gd. P

Encumbrance

.1 per 1 Mt. P

Encumbrance

.1 per 30 Ad. P

Subtotal 
Encumbrance

Gems, Stones and Precious Metals

Subtotal 
Encumbrance

Item Notes / Location Encumbrance Item Notes / Location Encumbrance

Subtotal 
Encumbrance

Subtotal 
Encumbrance

of
Total 

Encumbrance

Encumbrance
From Equipment

Page



Illrathic Spell Sheet
Major Access Sources Minor Access Sources

Full Magic Well

Spell Points

Max Casting 
Rank

Spell Rank

Cast Spell
Skill

Spell Ready
Skill

At the 
Ready?

Notes:

Casting      Casting
Spell Rank               Source                       Cost       Difficulty      Time              Range     AoE     Duration        Effect

Spell Points

Spell Points

Spell Points

Spell Points

Spell Points

Spell Points

Spell Points

Spell Points

Spell Points

Spell Points

Spell Type

Spell Type

Spell Type

Spell Type

Spell Type

Spell Type

Spell Type

Spell Type

Spell Type

Spell Type
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	11a: [Shadow Mage]
	11b: 1
	11c: [Wood Elf]
	11d: 
	11e: 11
	11f: 12
	11g: 16
	11h: 15
	11i: 13
	11ww: 15
	11ee: 0
	11ef: 0
	11k: 0
	11l: 42%
	11o: 13
	11p: +2
	11r: +2
	11s: +2
	11u: 0
	11v: 1
	11w: 1+3
	11y: 5
	11z: +1
	11eh: 1+1
	11n: 1+2
	11q: 2+1
	11t: 2
	11x: 1+3
	12b: 2
	12c: 12
	12d: -13
	12e: 
	12f: 
	12g: 13
	12h: 13
	12i: 13
	12j: 13
	12l: 15
	12m: 15
	12o: 6.2
	12p: 14.5
	12q: 14.5
	12r: 12
	12s: 12
	12t: 
	12u: 0
	12v: 13
	12w: 10
	12x: 12
	11m: 0
	12z: 
	12a: +1
	13b: 1st
	13c: 9
	13d: 
	13e: 0
	13f: 50
	13g: 
	13h: 
	13i: 
	13j: 
	13k: 
	13l: 
	13m: 
	11eg: 21
	12k: 3.6666666666666665
	Type of Caster: Choice1
	111: Casting Skill
	119: Spell Ready
	120: 1
	121: 1
	122: 2
	123: Combat Casting
	124: 1
	125: 3
	126: 5
	127: General Theivery
	128: 1
	129: 3
	130: 5
	131: Nimbleness
	132: 1
	133: 2
	134: 3
	135: Observation
	136: 1
	137: 1
	138: 2
	139: 
	140: 
	141: 
	142: 
	143: 
	144: 
	145: 
	146: 
	147: 
	148: 
	149: 
	150: 
	151: 
	152: 
	153: 
	154: 
	155: 
	156: 
	157: 
	158: 
	159: 
	160: 
	161: 
	162: 
	163: 
	164: 
	165: 
	166: 
	167: 
	168: 
	169: 
	170: 
	171: 
	172: 
	173: 
	174: 
	175: 
	176: 
	177: 
	178: 
	179: 
	180: 
	181: 
	182: 
	Notes: 
	183: Aura Vision
	184: See Auras and in low light
	185: [Race]
	186: Nimble
	187: Base Evade +1
	188: [Race]
	189: Unassailable
	190: Roll 1d6 +1/2 Lv, roll of 4+ sniffs out ambushes 
	191: [Phylum]
	192: Slick
	193: If not focused, can slip away from sight 
	194: [Phylum]
	195: Deadly Strikes
	196: Critical # -1 
	197: [Phylum]
	198: Disengage
	199: Can leave melee without receiving a Routing Attack 
	200: [Phylum]
	201: Rouge Caster
	202: Lv 2
	203: [Class]
	204: Fast Caster
	205: Cast quickly, see discription
	206: [Class]
	207: A Time to be Unseen
	208: Lv 4
	209: [ ]
	210: Lore of the Shadow Mage
	211: Belong to who...?
	212: [ ]
	213: 
	214: 
	215: [ ]
	216: 
	217: 
	218: [ ]
	301: [Paired Small Weapons]
	302: 1
	303: 6
	304: [Small Swords]
	373: [Crossbow]
	374: [Staff]
	305: 
	306: 
	307: 
	308: 
	309: +2
	310: 
	311: 
	312: 
	375: [ ]
	376: [ ]
	313: [Basic Mastery]
	314: 1
	315: 4
	316: [Small Swords]
	377: [ ]
	378: [ ]
	317: 
	318: +1
	319: 
	320: 
	321: 
	322: 
	323: 
	324: 
	379: [ ]
	380: [ ]
	325: [ ]
	326: 
	327: 
	328: [ ]
	381: [ ]
	382: [ ]
	329: 
	330: 
	331: 
	332: 
	333: 
	334: 
	335: 
	336: 
	383: [ ]
	337: [ ]
	338: 
	339: 
	340: [ ]
	341: 
	342: 
	343: 
	344: 
	345: 
	346: 
	347: 
	348: 
	349: [ ]
	350: 
	351: 
	352: [ ]
	353: 
	354: 
	355: 
	356: 
	357: 
	358: 
	359: 
	360: 
	361: [ ]
	362: 
	363: 
	364: [ ]
	365: 
	366: 
	367: 
	368: 
	369: 
	370: 
	371: 
	372: 
	384: 
	385: [Blave]
	386: []
	387: []
	388: 
	389: 
	390: 
	414: [ ]
	406: [Small Swords]
	407: +1
	408: 
	409: 
	410: +2
	411: 
	412: 
	413: 
	391: 
	392: 
	393: 
	415: 
	416: 
	417: 
	418: 
	419: 
	420: 
	421: 
	394: 
	395: 
	396: 
	422: [ ]
	423: 
	424: 
	425: 
	426: 
	427: 
	428: 
	429: 
	397: 8
	398: 
	399: 
	400: 10
	401: 
	402: 
	403: 6
	404: 
	405: 
	9abs1: 
	9abs2: 
	9abs3: 
	9abs4: 
	9abs5: 
	9abs6: 
	9abs7: 
	9abs8: 
	9abs9: 
	502: 
	503: 
	506: 
	507: +1
	508: 
	509: 
	510: 
	513: 
	514: 
	517: 
	518: 
	521: 2.5
	522: +2
	523: 1d4
	524: 0
	525: 5
	Group1: Choice1
	526: 19
	527: +1
	529: [Slash]
	530: 4
	532: 
	533: 
	534: 
	535: 
	536: 
	538: 
	Group2: Off
	537: 
	540: [  ]
	541: 
	543: 
	544: 
	545: 
	546: 
	547: 
	Group3: Off
	549: 
	548: 
	551: [  ]
	552: 
	554: 
	555: 
	556: 
	557: 
	Group4: Off
	558: 
	559: 
	561: [  ]
	562: 
	564: .5
	565: +3
	566: 0
	567: -3
	568: 1d4
	569: 0
	570: 3
	571: 19
	572: 4
	573: 10
	576: 5
	577: 10
	578: 11
	579: 25
	580: 26
	581: 50
	575: [Prc]
	583: 
	584: 
	585: 
	586: 
	587: 
	588: 
	589: 
	590: 
	591: 
	592: 
	595: 
	596: 
	597: 
	598: 
	599: 
	599a: 
	594: [  ]
	501: []
	504: 
	542: [ ]
	606: [Body]
	505: [Bracers]
	600: [Body]
	601: [Body]
	511: 1
	553: [ ]
	607: [  ]
	560: 
	602: [Body]
	512: []
	515: 
	563: [Crossbow]
	550: 
	608: [  ]
	574: 3
	516: []
	603: [Body]
	519: 
	582: [ ]
	609: [  ]
	593: 
	520: [Blave]
	604: [  ]
	528: 2
	611: 3
	531: []
	605: [  ]
	539: 
	610: 3
	bzp: 15
	706: 0.15
	701: 4
	707: 0.04
	702: 
	708: 0
	703: 
	709: 0
	710: 0
	711: 0
	704: 
	705: 
	713: 
	712: 0.19
	714: 
	800: Crosbow Bolts x10
	900: [Quiver]
	1000: .5
	822: Quiver
	920: [Belt]
	1020: 0
	803: Spell Book
	901: [Body]
	1001: 2
	823: Cloak
	921: [Body]
	1021: 0
	804: Back Pack
	902: [Body]
	1002: 
	824: 
	922: []
	1022: 
	805: Quill
	903: [Backpack]
	1003: 
	825: 
	923: [  ]
	1023: 
	806: Ink
	904: [Backpack]
	1004: 
	826: 
	924: [  ]
	807: Scroll Case
	905: [Belt]
	1005: 
	827: 
	925: [  ]
	1025: 
	808: Scroll x2
	906: [  Sc Case]
	1006: 
	926: [  ]
	1026: 
	809: 
	907: [  ]
	1007: 
	829: 
	828: 
	927: [  ]
	1027: 
	810: 
	908: [  ]
	1008: 
	830: 
	928: [  ]
	1028: 
	811: 
	909: [  ]
	1009: 
	831: 
	929: [  ]
	1029: 
	812: 
	910: [  ]
	1010: 
	832: 
	930: [  ]
	1030: 
	813: 
	911: [  ]
	1011: 
	833: 
	931: [  ]
	1031: 
	814: 
	912: [  ]
	1012: 
	834: 
	932: [  ]
	1032: 
	815: 
	913: [  ]
	1013: 
	835: 
	933: [  ]
	1033: 
	816: 
	914: [  ]
	1014: 
	836: 
	934: [  ]
	1034: 
	817: 
	915: [  ]
	1015: 
	837: 
	935: [  ]
	818: 
	916: [  ]
	1016: 
	838: 
	936: [  ]
	1036: 
	819: 
	917: [  ]
	1017: 
	839: 
	937: [  ]
	1037: 
	820: 
	918: [  ]
	840: 
	938: [  ]
	1038: 
	821: 
	1018: 
	919: [  ]
	1019: 0
	841: 
	1024: 
	1035: 
	939: [  ]
	1039: 
	1040: 2.5
	1041: 0
	612: 6
	1042: 8.69
	1: 
	2: Natural, Time, Wind, Force & Perception
	3: 9
	4: 1
	5: 1
	6: 1
	7: 
	10: Wind Wall
	11: 1
	12: [Wind]
	13: 3
	14: 2
	15: 20M
	16: 1 Yd
	17: Sp
	18: Sp
	20: [   ]
	Check Box4: Off
	19: Creates a barely-visible semi-concave 6-foot tall wall of energy 3 feet in front of the caster. This will block all melee and ranged attacks. Any charge or movement through the wall forces that entity to the side ends of the wall. This covers only the front hex (direction facing) within the hex-grid, that's about 8 feet wide. Lasts 1 Round, +1 Round per RO. The wall does not move once cast.
	21: Firestarter
	22: 1
	23: [Natural]
	24: 1
	25: 1
	26: 1 Rd
	27: 1 Yd
	28: 1 T
	29: 1 Rd/ Lv
	31: [   ]
	Check Box5: Off
	30: Creates a spark hot enough to start a fire, even in the rain. The spark will instantly ignite and combustible material that is dry, and even damp items within a minute or so. This can also be cast upon other targets, and a failed
ResCheck means the target is On Fire, which lasts for 1 Round per 2 RO.
	32: See Movement
	33: 1
	34: [Perception]
	35: 2
	36: 2
	37: 26M
	38: 0
	39: C
	40: 1 Min/Lv
	42: [Mind-Altering]
	Check Box6: Off
	41: The caster will see any movement in the form of orange streaks in their vision. This picks up anything the size of an arrow or larger, and is moving walking speed or faster. Anything Hidden is revealed when it moves this fast. While invisible things cannot be seen, if they move and touch others things, causing them to move, that reaction can be. When there is an abundance of movement, the caster is essentially blinded.
	43: Levitating Disk
	44: 1
	45: [Force]
	46: 3
	47: 2
	48: 1 Min
	49: 0
	50: Sp
	51: 5 Min/Lv
	53: [   ]
	Check Box7: Off
	52: The caster creates a dimly lit magical disk that can be ridden. It can carry up to 2 people, and can lift up to 1000 Enc. (2500 lbs.). The disk can raise to a height of 100 feet and has a Land Speed of 4, +1 per 2 RO. It only obeys the caster's commands and the caster must be on it to function.
	54: 
	55: 
	56: [  ]
	57: 
	58: 
	59: 
	60: 
	61: 
	62: 
	64: [   ]
	Check Box8: Off
	63: 
	65: 
	66: 
	67: [  ]
	68: 
	69: 
	70: 
	71: 
	72: 
	73: 
	75: [   ]
	Check Box9: Off
	74: 
	76: 
	77: 
	78: [  ]
	79: 
	80: 
	81: 
	82: 
	83: 
	84: 
	86: [   ]
	Check Box10: Off
	85: 
	87: 
	88: 
	89: [  ]
	90: 
	91: 
	92: 
	93: 
	94: 
	95: 
	97: [   ]
	Check Box11: Off
	96: 
	98: 
	99: 
	100: [  ]
	101: 
	102: 
	103: 
	104: 
	105: 
	106: 
	108: [   ]
	Check Box12: Off
	107: 
	109: 
	110: 
	112: 1
	113: 2
	114: 3
	115: Spell Lore
	116: 1
	117: 2
	Check Box13: Off
	118: 3


