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Race Size Alignment Deity Adventuring Company 

SKILLS 

Acrobatics 
          DEXTERITY 

Arcana 
          INTELLIGENCE 

Athletics 
          STRENGTH 

Bluff 
          CHARISMA 

Diplomacy 
          CHARISMA 

Dungeoneering 
          WISDOM 

Endurance 
          CONSTITUTION 

Heal 
          WISDOM 

History 
          INTELLIGENCE 

Insight 
          WISDOM 

Intimidate 
          CHARISMA 

Nature 
          WISDOM 

Perception 
          WISDOM 

Religion 
          INTELLIGENCE 

Stealth 
          DEXTERITY 

Streetwise 
          CHARISMA 

Thievery 
          DEXTERITY 

ABILITY SCORES 

          STRENGTH 
STR 

          CONSTITUTION 
CON 

          DEXTERITY 
DEX 

          INTELLIGENCE 
INT 

          WISDOM 
WIS 

          CHARISMA 
CHA 

DEFENSES 

          ARMOR CLASS 
AC 

CONDITIONAL 
MODIFIERS 

          FORTITUDE 
FORT 

CONDITIONAL 
MODIFIERS 

          REFLEX 
REF 

CONDITIONAL 
MODIFIERS 

          WILL 
WILL 

CONDITIONAL 
MODIFIERS 

INITIATIVE 

INIT 
          INITIATIVE 

CONDITIONAL 
MODIFIERS 

MOVEMENT 

SPEED 
          (SQUARES) 

SPECIAL 
MOVEMENT 

ACTION POINTS 

ACTION POINTS 
          TOTAL 

ACTION POINTS MILESTONES 

1 0 

2 1 

3 2 

+1 +1 

HEALTH AND CONDITIONS 

BLOODIED 

1/2 MAX HP 

HEALING SURGES 

1/4 MAX HP 

SURGES/DAY SURGE VALUE 

SURGES USED 

DEX 

INT 

STR 

CHA 

CHA 

WIS 

CON 

WIS 

INT 

INT 

CHA 

WIS 

WIS 

INT 

DEX 

CHA 

DEX 

POWERS KNOWN 

DEX 
or 

INT 

STR 
or 

CON 

DEX 
or 

INT 

WIS 
or 

CHA 

DEX 

FEAT ENH MISC ARMOR ABILITY SHIELD CLASS 

ABILITY RACIAL CLASS FEAT ENH 

ABILITY SHIELD RACIAL CLASS FEAT ENH 

ABILITY RACIAL CLASS FEAT ENH 

MODIFIER 

1/2 LVL FEAT CLASS ENH MISC DEX 

ARMOR FEAT ITEM ENH MISC BASE 

AT-WILL ENCOUNTER UTILITY DAILY EPIC DESTINY PARAGON PATH 

ABILITY ARMOR TRAIN MISC 1/2 LVL 

ABILITY ARMOR TRAIN MISC 1/2 LVL 

ABILITY ARMOR TRAIN MISC 1/2 LVL 

ABILITY ARMOR TRAIN MISC 1/2 LVL 

ABILITY ARMOR TRAIN MISC 1/2 LVL 

ABILITY ARMOR TRAIN MISC 1/2 LVL 

ABILITY ARMOR TRAIN MISC 1/2 LVL 

ABILITY ARMOR TRAIN MISC 1/2 LVL 

ABILITY ARMOR TRAIN MISC 1/2 LVL 

ABILITY ARMOR TRAIN MISC 1/2 LVL 

ABILITY ARMOR TRAIN MISC 1/2 LVL 

ABILITY ARMOR TRAIN MISC 1/2 LVL 

ABILITY ARMOR TRAIN MISC 1/2 LVL 

ABILITY ARMOR TRAIN MISC 1/2 LVL 

ABILITY ARMOR TRAIN MISC 1/2 LVL 

ABILITY ARMOR TRAIN MISC 1/2 LVL 

ABILITY ARMOR TRAIN MISC 1/2 LVL 

ATTACK / POWER 

CURRENT HIT POINTS SECOND WIND Used 

TEMPORARY HIT POINTS 

CONDITIONS 

Blinded 

Dazed 

Deafened 

Dominated 

Dying 

Helpless 

Immobilized 

Marked Unconscious 

Petrified Weakened 

Prone 

Restrained 

Slowed 

Stunned 

Surprised 

DEATH SAVING THROWS 

ENCOUNTER AT-WILL DAILY BASIC 

4TH EDITION CHARACTER FOLIO 

Player Name 

NOTES 

= 
MISC MISC ENH FEAT ABILITY 

ATTACK DAMAGE ATTACK MATRIX 

VS 

ATTACK DEFENSE MISC MISC FEAT PROF CLASS ABILITY 1/2 LVL DAMAGE DIE TOTAL SQUARES 

RANGE 

PROPERTIES / NOTES: 

SENSES 

Passive Insight 
          WISDOM 

Passive Perception 
          WISDOM 

TOTAL MAX 
HP 

TOTAL 

+ = / 

ADDITIONAL 

EFFECTS 

ENCOUNTER AT-WILL DAILY BASIC 

= 
MISC MISC ENH FEAT ABILITY 

VS 

ATTACK DEFENSE MISC MISC FEAT PROF CLASS ABILITY 1/2 LVL DAMAGE DIE TOTAL SQUARES 

PROPERTIES / NOTES: 

TOTAL 

+ = / 

ENCOUNTER AT-WILL DAILY BASIC 

= 
MISC MISC ENH FEAT ABILITY 

VS 

ATTACK DEFENSE MISC MISC FEAT PROF CLASS ABILITY 1/2 LVL DAMAGE DIE TOTAL SQUARES 

PROPERTIES / NOTES: 

TOTAL 

+ = / 

ENCOUNTER AT-WILL DAILY BASIC 

= 
MISC MISC ENH FEAT ABILITY 

VS 

ATTACK DEFENSE MISC MISC FEAT PROF CLASS ABILITY 1/2 LVL DAMAGE DIE TOTAL SQUARES 

PROPERTIES / NOTES: 

TOTAL 

+ = / 

ENCOUNTER AT-WILL DAILY BASIC 

= 
MISC MISC ENH FEAT ABILITY 

VS 

ATTACK DEFENSE MISC MISC FEAT PROF CLASS ABILITY 1/2 LVL DAMAGE DIE TOTAL SQUARES 

PROPERTIES / NOTES: 

TOTAL 

+ = / 

10 + 
1/2 LVL 

10 + 
1/2 LVL 

10 + 
1/2 LVL 

10 + 
1/2 LVL 

MODIFIER 

MODIFIER 

MODIFIER 

MODIFIER 

MODIFIER 

BASE RACIAL MISC 

BASE RACIAL MISC 

BASE RACIAL MISC 

BASE RACIAL MISC 

BASE RACIAL MISC 

BASE RACIAL MISC 

TOUGHNESS FEAT 

CLASS CON MISC 

= 

RACIAL 

RACIAL 

RACIAL 

RACIAL 

RACIAL 

RACIAL 

RACIAL 

RACIAL 

RACIAL 

RACIAL 

RACIAL 

RACIAL 

RACIAL 

RACIAL 

RACIAL 

RACIAL 

RACIAL 

LOW-LIGHT VISION DARKVISION BLINDSIGHT TREMORSENSE 
SPECIAL 
SENSES 

MISC 

MISC 

MISC 

Mielka Dawnhammer 1 e.

Cleric

Dwarf MoradinMedium Lawful Good

0

13

14

10

12

19

14

13

212

10

12

17 2

14

10 6

10

10

10

1

2

2

0

1

4

17 1

212

1 112

4 216

0+0

55

1

2 1 1

26 13 6 9 7 2

+0 0 0

0 1+1

+1 0 1

+2 0 2

+7 0 2 5

+6 0 4 2

+4 0 2 2

+9 0 4 5

+1 0 1

+9 0 4 5

+2 0 2

+4 0 4

+4 0 4

+6 0 1 5

+0 0 0

+0 0 0

+2 0 2

19 14

4

0

0

0

0

0

1 2+3Warhammer d10 +1 1STR AC

4

Lance of Faith 4+4 d8 +4 4WIS REF 5 -

4

Priest's Shield 1 2+3 d10 +1 1STR AC

4

Healing Strike 1 2+3 2d10 +1 1STR AC

4

Beacon of Hope 4+4WIS WILL 3

4

Shield - Daily Power (Std): You+Ally gain -10 dmg until end of next turn.



DUNGEONS & DRAGONS 4TH EDITION CHARACTER FOLIO v1.0 7/08 BY MICHAEL RAINEY 
DUNGEONS AND DRAGONS IS A REGISTERED TRADEMARK OF WIZARDS OF THE COAST, INC. © 2008 WIZARDS OF THE COAST, INC. 

C
H
A
R
A
C
T
E
R
 
S
H
E
E
T
 
F
O
R
 
 
 
 
 
 
 
 
 
 

EQUIPMENT 
CARRIED WORN 

CURRENT LOAD 
(including coins carried) 

TOTAL WEIGHT CARRIED 

ITEM WORTH (GP) WEIGHT ITEM WORTH (GP) WEIGHT WORTH (GP) WEIGHT ITEM 

ARMOR 

NECK 

HEAD 

ARMS 

HANDS 

WAIST 

RING (LEFT HAND) 

RING (RIGHT HAND) 

FEET 

BACKGROUND / NOTES 

Epic (21-30) 

Heroic (1-10) 

Paragon (11-20) 

Milestone 

Milestone 

Milestone 

DAILY ITEM POWERS PER DAY 

COMMON 

DEEP SPEECH 

HEIGHT 

WEIGHT 

EYES 

 

 

 

HAIR  

RACE 

SIZE 

AGE 

 

 

 

GENDER  

PLACE OF BIRTH  DATE OF BIRTH  

CHARACTER BACKGROUND AND DESCRIPTION 

CARRYING, LIFTING, AND DRAGGING 

NORMAL HEAVY MAXIMUM DRAG 
NO PENALTY 

STR SCORE x 10 STR SCORE x 20 STR SCORE x 50 

MONETARY UNIT NUMBER OF 

COPPER 

SILVER 

GOLD 

CP 

SP 

GP 

PLATINUM 

ASTRAL DIAMOND 

PP 

AD 

GEMS AND OTHER WEALTH 

TOTAL (GP) 

COINS AND CURRENCY 

AT-WILL 

ENCOUNTER POWERS 

POWER INDEX FEATS 

SLOWED SLOWED 

CARRIED 

DESCRIPTION 

PERSONALITY 

LANGUAGES 
DRACONIC 

DWARVEN 

ELVEN 

GIANT 

GOBLIN 

PRIMORDIAL 

SUPERNAL 

ABYSSAL 

 

 

RACIAL AND CLASS ABILITIES 

DAILY POWERS 

UTILITY POWERS 

Standard Adventurer's Kit

130 260 650

Dwarf

Medium

Race: +5 Racial bonus vs. poison

Race: Use Second Wind as minor action

Race: Proficient w/ Throwing Hammer & Warhammer

Race: Move norm. speed when reduced by Armor or Load

Race: Move 1 square less when effect forces movement;

Immediate saving throw to avoid falling prone

Class: Role: Leader. Power Source: Divine.

Class: Armor: Cloth, leather, hide, chainmail.

Class: Weapons: Simple melee & ranged.

Class: Defense: +2 to Will.

Class: Implement: Holy Symbol.

Class: HP: 12 + Con; Each: 5; 7 + Con Healing Surges.

Class: Skills: Religion; plus 3 additional from Class List.

Class: Features: Channel Divinity, Healer's Lore,

healing word, Ritual Casting.

Ritual: Gentle Repose

Ritual: Tenser's Floating Disk

15.00 33.0

Backpack (empty)

Bedroll

Flint and Steel

Pouch, Belt (empty)

Rations, Trail (10 days)

Rope, Hempen (50 ft.)

Sunrods (2)

Waterskin

Warhammer 15.00 5.0

Holy Symbol 10.00 1.0

Ritual Book 1.0

Chainmail 40.040.00

Light Shield of Protection (lvl3) 6.0

86.0Light

0.00

20

Female

4"5"

220

Green

Red

Light Shield Proficiency

Lance of Faith

Priest's Shield

Healing Strike

Beacon of Hope

4

4

M
ie

lk
a

D
a
w

n
h
a
m

m
e
r


