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NAME SCORE MODIFIER SCORE MODIFIER

FORTITUDE
(CONSTITUTION)

REFLEX
(DEXTERITY)

WILL
(WISDOM)

= + + + +

= + + + +

= + + + +
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r Denotes a skill that can be used untrained.      □ Mark this box with an X if the skill is a class skill for the character. 
*Armor check penalty, if any, applies. (Double penalty for Swim.)
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□ Autohypnosis  wis
□ Balance r   dex*  
□ Bluff r   cha
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□ Survival r   wis  
□ Swim r  str* 
□ Tumble  dex* 
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CARRYING CAPACITY
LIGHT LOAD MEDIUM LOAD HEAVY LOAD LIFT OVER HEAD LIFT OFF GROUND PUSH OR DRAG
   EQUALS MAX LOAD 2 X MAX LOAD 5 X MAX LOAD

CONTAINERS
CONTAINER CAPACITY WEIGHT

WEALTH
MONEY GEMS ART OTHER

CP—

SP—
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LANGUAGES
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MIND BLADE SPECIAL ABILITY
 WEAPON SPECIAL ABILITY ENHANCEMENT BONUS VALUE
 DEFENDING +1
 KEEN +1
 LUCKY +1
 MIGHTY CLEAVING +1
 PSYCHOKINETIC +1
 SUNDERING +1
 VICIOUS +1

 COLLISION +2
 MINDCRUSHER +2
 PSYCHOKINETIC BURST +2
 SUPPRESSION +2
 WOUNDING +2

 BODY FEEDER +3
 MINDFEEDER +3
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