DORGEONS &

PRAGONS® CHARACTER RECORD SHEET

Player’s Name Dungeon Master
[ w|
g Armor
7] Character’s Name Alignment Shield PR R
Cl_ri] +_/_d
+_/_d
i Class Level + / d
+_/_d
& %
% M Character Sketch or Symbol
% Movement Base : 120 feet
é;'mor H't. Do Encumbrance
ass Points Without packs
ABILITIES: SAVING THROWS:
POISON or
STRENGLH . 0 DEATH RAY
adjustment
INTELLIGENCE - @ MAGIC WAND
adjustment
WISDOM
adjustment TURN TO STONE or
PARALYSIS
DEXTERITY —_—
adjustment
DRAGON BREATH
CONSTITUTION
adjustment
SPELLS or
CHARISMA MAGIC STAFF
adjustment

(on 2d6) Skeletons: Zombies: Ghouls: Wights: Wraiths:

N
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]
N
(=

AC: 9 8 7
“TO HIT” ROLL

NEEDED 10| 11| 12

[HEN

31

S

15 |16 |17 |18

©1980 TSR Games




i EQUIPMENT CARRIED

MAGIC ITEMS NORMAL ITEMS
Prayerbook: Outfit Worn:

Outfit Packed:

Fresh Rations ().
Iron Rations s -

(000000-0000000-0000000-000a000
(000000-0000o0o-0o00ono-nonano
(000000-0000000-0000000-000a000

Water/

(000000-0000a00-0a00000-nooanno

OTHER NOTES including places explored, people & monsters met

MONEY and TREASURE e

%

Needed for next level:

EXPERIENCE

1500 / 3000










DORGEONS &

PRAGONS® CHARACTER RECORD SHEET

Player’s Name Dungeon Master
[ w|
7 Armor
7] Character’s Name Alignment Shield 7 d
Dw[rf + |/ _d
+ /| _d
i Class Level + / d
+ /| _d
8 %
% M Character Sketch or Symbol
% Movement Base : 60 feet always
é;'mor H't. b8 Encumbrance
ass Points Without packs
ABILITIES: SAVING THROWS:
POISON or
STRENGLH TR @ DEATH RAY
adjustment
INTELLIGENCE P — 0 MAGIC WAND
adjustment
WISDOM
PARALYSIS
DEXTERITY —_—
adjustment
DRAGON BREATH
CONSTITUTION
adjustment
SPELLS or
CHARISMA MAGIC STAFF
adjustment

SI[nting p[ss[g_s, Fin™ ston_ Tr[ps, shifting w[lls, [n* n_w Jonstru]tion: 1-2 on 16

R_quir_ 2x foo™ \ut % w[t r (4 gl[ss_s/"Ly), -3 points ~[m[g_ from f[lls & \lu”~g_oning sour]_s
Un”™_rgroun”™ _njount_rs [r_ [t m[x 7ist[n]_ & unsurpris_” unl_ss _njJount_r_~ group inJlu®_s *"w[rv_s
th_n roll surpris_ [s norm[l.

AC: 9 8 7
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“TO HIT” ROLL
NEEDED

15 |16 |17 |18 |19 a8
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i EQUIPMENT CARRIED

MAGIC ITEMS NORMAL ITEMS
Outfit Worn:

Outfit Packed:

Fresh Rations ().
Iron Rations s -

(000000-0000000-0000000-000a000
(000000-0000o0o-0o00ono-nonano
(000000-0000000-0000000-000a000

Water/

(000000-0000a00-0a00000-nooanno

OTHER NOTES including places explored, people & monsters met

MONEY and TREASURE e

%

Needed for next level:

EXPERIENCE

2200 / 4400










DORGEONS &

PRAGONS® CHARACTER RECORD SHEET

Player’s Name Dungeon Master
[ |
7 Armor
7] Character’s Name Alignment Shield 7 d
EIf +_/_d
+ /| _d
i Class Level + / d
+ /| _d
8 %
% M Character Sketch or Symbol
% Movement Base : 120 feet
é;'mor H't. Do Encumbrance
ass Points Without packs
ABILITIES: SAVING THROWS:
POISON or
STRENGLH TR @ DEATH RAY
adjustment
INTELLIGENCE P — @ MAGIC WAND
adjustment
WISDOM
PARALYSIS
DEXTERITY —_—
adjustment
DRAGON BREATH
CONSTITUTION ____
adjustment
SPELLS or
CHARISMA MAGIC STAFF
adjustment

¢ '.. SPECIAL SKILLS: Spells, Thief’s abilities, Cleric’s turning, etc.
@ S_]r_t or Hi*_n ~oors [r_ foun”™: 1-2 on 176, Elv_s [r_ pl[nts [n* r_quir_ sunlight _v_r 1 + (Jon mo?) B
~Lys or f[II |nto sl__p, Elv_s n_”" % r[tions on [ny Ny thy g_t sunllght Elv_s r_quir_ 2x w[t r (16

_Ivs th n roII surprls [s norm[l

AC: 9 8 7

10| 11| 12
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“TO HIT” ROLL
NEEDED
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i EQUIPMENT CARRIED

MAGIC ITEMS NORMAL ITEMS
Spellbook: Outfit Worn: Outfit Packed:
FreshRationsi;: __ [000000-0000000-0000000-0000000
IronRations ) : ___ [000000-0000000-0000000-0000000
: aaonnno-o000ooo-nooonno-0o0onoo
Water/ : qaonooo-o0ooooo-ooaooon-oooonon

OTHER NOTES including places explored, people & monsters met

MONEY and TREASURE % EXPERIENCE
EP:
SP:
4000 / 8000
¢ §CP: Needed for next level:










DORGEONS &

PRAGONS® CHARACTER RECORD SHEET

- Player’s Name Dungeon Master
[ |
) 7 Armor
7] Character’s Name Alignment Shield 7 d
Fight_r +_/_d
+_/_d
i Class Level + / d
+_/_d
a8 %
% M Character Sketch or Symbol
% Movement Base : 120 feet
é;'mor H't. b8 Encumbrance
ass Points Without packs
ABILITIES: SAVING THROWS:
POISON or
S1RENGLE T — @ DEATH RAY
adjustment
INTELLIGENCE P — @ MAGIC WAND
adjustment
WISDOM
p Tep—— TURN TO STONE or
PARALYSIS
DEXTERITY —_—
adjustment
DRAGON BREATH
CONSTITUTION ____
adjustment
SPELLS or
CHARISMA MAGIC STAFF
adjustment

AC: 9 8 7 6 5 & 3 2 1
“TO HIT” ROLL

NEEDED 10| 11| 12| 13|14 |15 |16 |17 |18

©1980 TSR Games
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il EQUIPMENT CARRIED

MAGIC ITEMS NORMAL ITEMS
Outfit Worn: Outfit Packed:
FreshRationsi;: __ [000000-0000000-0000000-0000000
IronRations ) : ___ [000000-0000000-0000000-0000000
: aaonnno-o000ooo-nooonno-0o0onoo
Water/ : qoooooo-ooooooo-noaooon-oooonon

OTHER NOTES including places explored, people & monsters met

MONEY and TREASURE t___%  EXPERIENCE
EP:
§SP:
' 2000 / 4000
cp: Needed for next level:






















DORGEONS &

PRAGONS® CHARACTER RECORD SHEET

- Player’s Name Dungeon Master
[ |
i Armor
7] Character’s Name Alignment Shield 7 d
M[gi]-Us_r +_/_d
+_/_d
i Class Level + / d
+_/_d
a8 %
% M Character Sketch or Symbol
% Movement Base : 120 feet
é;'mor H't. b4 Encumbrance
ass Points Without packs
ABILITIES: SAVING THROWS:
POISON or
STRENGEH T — e DEATH RAY
adjustment
INTELLIGENCE P — @ MAGIC WAND
adjustment
WISDOM
p Tep—— TURN TO STONE or
PARALYSIS
DEXTERITY —_—
adjustment
DRAGON BREATH
CONSTITUTION ____
adjustment
SPELLS or
CHARISMA MAGIC STAFF
adjustment

AC: 9 8 7 6 5 & 3 2 1
“TO HIT” ROLL

NEEDED 10 11| 12| 13|14 |15 (16 |17 |18

©1980 TSR Games
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i EQUIPMENT CARRIED

MAGIC ITEMS NORMAL ITEMS
Spellbook: Outfit Worn: Outfit Packed:
FreshRationsi;: __ [000000-0000000-0000000-0000000
IronRations ) : ___ [000000-0000000-0000000-0000000
: aaonnno-o000ooo-nooonno-0o0onoo
Water/ : qaonooo-o0ooooo-ooaooon-oooonon

OTHER NOTES including places explored, people & monsters met

MONEY and TREASURE % EXPERIENCE
EP:
SP:
2500 / 5000
¢ §CP: Needed for next level:










Thief

d4
13
14
13
16
15
Level Locks Traps Pockets Move Climb Hide Hear
1 15% 10% 20% 20% 87% 10% 1-2/1d6
2 20% 15% 25% 25% 88% 15% 1-2/1d6
3 25% 20% 30% 30% 89% 20% 1-3/1d6
10 11 12 13 14 15 16 17 18 19



Thief

MAGIC ITEMS NORMAL ITEMS

Backpack 5gp/ 20cn
Bedroll (attached to pack) 1gp/ 50cn
Candles (3) 3sp/ 3cn
Climbing hook 5gp/ 40cn
Gloves, soft 1gp/ 5cn
Hammer, utility 2gp/ 10cn
Iron spikes (10) 1gp/ 50cn
Magnifying glass 3gp/ 5cn
Rations, iron (1 week) 15gp/ 75cn
Rope, 50’ 1gp/ 50cn
Sack, large (600cn) 2gp/  5cn
Thieves’ tools 25gp/ 10cn
Tinder box 3gp/ 5cn

Total 64.3gp/328cn

OTHER NOTES including places explored, people & monsters met

MONEY and TREASURE EXPERIENCE

L2 = 1200

Needed for next level: 5= 2400




DORGEONS &

PRAGONS® CHARACTER RECORD SHEET

Player’s Name Dungeon Master
[ |
7 Armor
7] Character’s Name Alignment Shield P
Thi f +_/_d
+_/_d
i Class Level + / d
+_/_d
3% %
% M Character Sketch or Symbol
% Movement Base : 120 feet
é;'mor H't. b4 Encumbrance
ass Points Without packs
ABILITIES: SAVING THROWS:
POISON or
STRENGTH
adjustment e DEATH RAY
INTELLIGENCE
adjustment @ MAGIC WAND
WISDOM
PARALYSIS
DEXTERITY —_—
adjustment
DRAGON BREATH
CONSTITUTION ____
adjustment
SPELLS or
CHARISMA MAGIC STAFF
adjustment

Open Locks: % Find & Remove Traps: % Pick Pockets: % Move Silently: % R
Climb Sheer Surfaces: %  Hide in Shadows: % Hear Noises: _1- on 1d6
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AC: 9 8 7
“TO HIT” ROLL

NEEDED 10| 11| 12
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i EQUIPMENT CARRIED

MAGIC ITEMS NORMAL ITEMS
Outfit Worn: Outfit Packed:
FreshRationsi;: __ [000000-0000000-0000000-0000000
IronRations ) : ___ [000000-0000000-0000000-0000000
: aaonnno-o000ooo-nooonno-0o0onoo
Water/ : qaonooo-o0ooooo-ooaooon-oooonon

OTHER NOTES including places explored, people & monsters met

MONEY and TREASURE % EXPERIENCE
EP:
SP:
1200 / 2400
¢ §CP: Needed for next level:
















DUNGEONS & PRAGONS® CHARACTER RECORD SHEET

{ Player’s Name Dungeon Master
: R N
Y Character’s Name Alignment
Class Level
R %
% Q‘M Character Sketch or Symbol
Armor Hit
Class Points
ABILITIES: SAVING THROWS:
POISON or
STRENGTH TSy DEATH RAY
adjustment
INTELLIGENCE
adjustment MAGIC WAND
WISDOM
PARALYSIS
DEXTERITY —_
adjustment
DRAGON BREATH
CONSTITUTION
adjustment
SPELLS or
CHARISMA MAGIC STAFF
adjustment

SPECIAL ABILITIES
SHASPECIAL SKILLS: Spells, Thief’s abilities, Cleric’s turning, etc.

AC: 9 8 7 6 5 4 3 2 1 0

“TO HIT” ROLL
NEEDED

©1980 TSR Games
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