
Charakter-/Spielername  Klasse (Alternative Klassenoption), Prestigeklasse und Stufe

Volk (Alternative Volksoption) Gesinnung Heimat Gottheit

Größenkategorie Alter Geschlecht Größe Gewicht Augenfarbe Haarfarbe Hautfarbe

 Attribute

ST
Stärke

WE
Weisheit

CH
Charisma

IN
Intelligenz

KO
Konstitution

GE
Geschicklichkeit

Attributs.
Wert.

Attributs.
Mod.

Temp.
Wert.

Temp.
Mod.

 Rettungswürfe

Reflex
(Geschicklichkeit)

Zähigkeit
(Konstitution)

Willen
(Weisheit)

Gesamt Attributs.
Mod.

Grund-
bonus

=

=

=

+

+

+

Magie-
Mod.

+

+

+

Sonstige
Mod.

+

+

+

Temp.
Mod.

+

+

+

Modifikatoren

 Charaktereigenschaften

TP
Trefferpunkte

Gesamt Schadensreduzierung

Initiative
Modifikator

Gesamt Sonst. Mod.GE- Mod

= +

 Bewegungsrate

Land
Bewegungsrate

Grundbewegungsrate

Flug
Bewegungsrate

Fliegend/Manövrierfähigkeit Schwimmend Kletternd Grabend

Mit Rüstung Temp. Modifikator

 Rüstungsklasse

RK
Rüstungsklasse

Berührung
Rüstungsklasse

Gesamt SchildbonusRüstungsbonus

= +

GE-Mod. Grössen-Mod. Natürl. Rüstung

10 + + + + + +

Sonstige Mod.Ablenkungsbonus

Auf dem falschen Fuß
Rüstungsklasse

Modifikatoren

Modifikatoren

 Angriff

GAB
Grund-Angriffsbonus

ZR
Zauberresistenz

 Kampfmanöver

KMB
Kampfmanöverbonus

KMV
Kampfmanöververteidigung

Gesamt GAB

=

ST-Mod. Grössen-Mod.

10

+ +
Modifikatoren

= + + + +

Gesamt GAB ST-Mod. Grössen-Mod. GE-Mod.

 Waffen
Angriffsbonus SchadenMunitionReichweiteArtKritischer TrefferWaffe

EP
Erfahrungspunkte

Aktuell

Fr
an

k 
B

ut
tg

er
ei

t 2
01

2

HP
Heldenpunkte

Gesamt Aktuell

Bevorzugte Klasse



 Fertigkeiten

 Rüstungsgegenstände
Bonus EigenschaftenGewichtArkane ZauberpatzerArtRüstungsmalusGegenstand

Gesamt

 Fertigkeiten Situationsmodifikatoren

 Sprachen

 Volksmerkmale

 Klassenmerkmale

Fr
an

k 
B

ut
tg

er
ei

t 2
01

2

Max. GE-Bonus

Gesamtbonus Sonst. ModRängeAttr.-Mod.Fertigkeit

Akrobatik = +GE +

Auftreten = +CH +

Auftreten = +CH +

Beruf* = +WE +

Beruf* = +WE +

Bluffen = +CH +

Diplomatie = +CH +

Einschüchtern = +CH +

Entfesslungskunst = +GE +

Fingerfertigkeit* = +GE +

Fliegen = +GE +

Handwerk = +IN +

Handwerk = +IN +

Handwerk = +IN +

Heilkunde = +WE +

Heimlichkeit = +GE +

Klettern = +ST +

Magischen Gegenstand benutzen* = +CH +

Mechanismus ausschalten* = +GE +

Mit Tieren umgehen* = +CH +

Motiv erkennen = +WE +

Reiten = +GE +

Schätzen = +IN +

Schwimmen = +ST +

Sprachenkunde* = +IN +

Überlebenskunst = +WE +

Verkleiden = +CH +

Wahrnehmung = +WE +

Wissen (Adel und Königshäuser)* = +IN +

Wissen (Arkanes)* = +IN +

Wissen (Baukunst)* = +IN +

Wissen (Die Ebenen)* = +IN +

Wissen (Geographie)* = +IN +

Wissen (Geschichte)* = +IN +

Wissen (Gewölbekunde)* = +IN +

Wissen (Lokales)* = +IN +

Wissen (Natur)* = +IN +

Wissen (Religion)* = +IN +

Zauberkunde* = +IN +

Klassenfertigkeiten * Nur geübt

Ki-Vorrat
Punkte am Tag

Gesamt Aktuell



 Traglast (in Pfund)
Max. Belastung

Leichte Last Über den Kopf 
stemmen

2 x Max. Belastung

Mittlere Last Vom Boden 
aufheben

5 x Max. Belastung

Schwere Last Schieben oder 
ziehen

 Vermögen

Kupfermünzen

Silbermünzen

Goldmünzen

Platinmünzen

Auf der BankAm Körper getragen

 Ausrüstung(am Körper getragen)
GewichtGegenstand Buch/Seite

Gesamtgewicht

 Ausrüstung (Pferd/Satteltaschen)
GewichtGegenstand Buch/Seite

 Ausrüstung (Haus/Wohnung/Zimmer)
GewichtGegenstand Buch/Seite

Gesamtgewicht

 Behälter (Rucksack/Beutel/Taschen)
GewichtBehälter Volumen

Fr
an

k 
B

ut
tg

er
ei

t 2
01

2



 Wesenszug
Buch/SeiteName

Vorteil

 Wesenszug
Buch/SeiteName

Vorteil

 Wesenszug
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Wesenszug
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

Fr
an

k 
B

ut
tg

er
ei

t 2
01

2



 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

 Talent
Buch/SeiteName

Vorteil

Fr
an

k 
B

ut
tg

er
ei

t 2
01

2



The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative Material" 
means copyrighted material including derivative works and translations (including into other computer languages), potation, modification, correction, 
addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) 
"Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content" means 
the game mechanic and includes the methods, procedures, processes and routines to the extent such content does not embody the Product Identity and 
is an enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and means any work 
covered by this License, including translations and derivative works under copyright law, but specifically excludes Product Identity. (e) "Product 
Identity" means product and product line names, logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, 
plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, 
photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments, personalities, teams, personas, 
likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or 
graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and which 
specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to 
identify itself or its products or the associated products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means 
to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means 
the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used 
under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted 
from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed using 
this License.

3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-
exclusive license with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT 
NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright 
holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in 
another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability 
with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not 
constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, 
title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game 
Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this 
License to copy, modify and distribute any Open Game Content originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have 
written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of 
becoming aware of the breach. All sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it 
enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.
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