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Female Chaotic Good

Red Sonja
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STRENGTH
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ABILITY 

SCORE

ABILITY 

MODIFIER

TEMP. 

SCORE

161 cm

HP 12

LEVEL

HIT POINTS

NONLETHAL DAMAGE

INT 10 +0

CON 14 +2
CONSTITUTION

WIS
+018 + +0

ARMOR CLASS

INTELLIGENCE

=

RANKS
MISC. 

MODIFIER
SKILL NAME

ARMOR 

CHECK 

PENALTY
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Profession (innkeeper) Wis +5 = 1 + 1 + 3RANGE WEIGHT TYPE SIZE SPECIAL PROPERTIES
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COMBAT MANEUVER DEFENSE

CMD +

Skills marked with ¹ can be used normally even if the character has zero (0) skill ranks.

Skills marked with � are cross-class skills.

* ARMOR CHECK PENALTY applies.    ** Twice ARMOR CHECK PENALTY applies.
AMMUNITION � � � �

Fighter 1 Human

+1 dam. w/ flanking, multiplied on crit
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