
Player Size Tracks

Name Level

Race Class

Skill Total Train Misc.

Acrobatics .

Athletics ....

Larceny .....

Stealth ......

Ride ..........

Vigor ........

Arcana ......

Engineering

Geography 

History ......

Medicine ...

Nature .......

Bluff ..........

Diplomacy .

Intimidate ..

Perception .

Str
Score Mod

Current HP

Vision Modes

Darkvision
Ghostwise Sight (___ ft)
Tremorsense (___ ft)
Blindsight (___ ft)

Range Distance

Melee
Close

Medium
Long

Initiative

Fort

Ref

Will
Wis or Cha

AwarenessAC

KOM

Attack

Attack

Damage

Damage

Feats

Weapon Attacks

Maneuver

DC

Properties

Properties

Weapon

Weapon

Dex

Con

Int

Wis

Cha

Bluff

Diplomacy

Intimidate

Perception

Temp HP

LEGEND
SYSTEM

BAB

KDM

Max HP

Mod Ability

/ / /

Speed
Movement Modes

    Fly     Soar
    Swim     Burrow

Damage

Reduction

HP Reduction

Range

Range

Equipment, Consumables, and Magic Items
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Standard Action

Move Action

Swift / Immediate Action

Passive



Track Progression

Medum Track DC Slow Track DC Fast Track DC Medium Track DC

1st Circle Ability (Level 1) 1st Circle Ability (Level 2) 1st Circle Ability (Level 1) 1st Circle Ability (Level 1)

2nd Circle Ability (Level 4) 2nd Circle Ability (Level 5) 2nd Circle Ability (Level 3) 2nd Circle Ability (Level 4)

3rd Circle Ability (Level 7) 3rd Circle Ability (Level 8) 3rd Circle Ability (Level 6) 3rd Circle Ability (Level 7)

4th Circle Ability (Level 10) 4th Circle Ability (Level 11) 4th Circle Ability (Level 9) 4th Circle Ability (Level 10)

5th Circle Ability (Level 13) 5th Circle Ability (Level 14) 5th Circle Ability (Level 12) 5th Circle Ability (Level 13)

6th Circle Ability (Level 16) 6th Circle Ability (Level 17) 6th Circle Ability (Level 15) 6th Circle Ability (Level 16)

7th Circle Ability (Level 19) 7th Circle Ability (Level 20) 7th Circle Ability (Level 18) 7th Circle Ability (Level 19)
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