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Zinovia’s 4th edition D& D Character Sheet

Instructions

So why does a character sheet need instructions? Because

it’s not your typical D&D character sheet. There are a few
differences that require a bit of explanation. When designing
this sheet, my objective was to enhance ease of use during play,
especially for players who are not as familiar with the system. I
used color in some places to improve clarity and make it easier
to quickly distinguish one number from another.

This sheet deliberately does not include any look-up tables for
abilities in the game. You will need the Dungeons & Dragons
rulebooks or the D&D Character Builder to create and level a
character.

Page 1 - Your Character
'The details of who he or she is, and the fundamental informa-
tion on their abilities, skills, feats, class, race, and background.

Fill in the slots as indicated. Tab should take you from one

field to the next. Calculated fields are read-only. You can use
the button in Reader that says “Highlight Fields” to show the
areas that can be filled out. When entering numbers, write
them without a plus sign if they are positive; use a minus sign
(ie. -1) for negative values. Hover over a field to pop up a
tooltip. Some of these will be more useful than others - some of
the tooltips may need to be fixed or added.

Abilities - fill in the total ability score including racial bonuses.
For the mod, get the number from the Player’s Handbook or
the Character Builder, and place it in the appropriate blank.

Defenses - fill in the bonuses for items, feats, class, race, or
miscellaneous. There is no default ability for AC because it can
vary depending on your armor and class.

Hit Points - fill in the total in the circular area. Some values are
derived from this. Fill in your bonuses to surge value and base
surges per day, plus any modifiers to that.

Speed - fill in the small boxes with your base speed plus any ap-
plicable modifiers. The total will be calculated.

Skills - place a “5” in the Trained column for each trained skill.
Fill out as normal.

Features, Feats, and Background - in order to fill this out, you
can cither write it by hand after the sheet is printed, or use the
Typewriter tool in Adobe Reader 9. You can place a text field
anywhere you like with the Typewriter, adjusting the font and
line spacing to match the space available. To access the type-
writer menu bar, go to View--> Toolbars --> Typewriter. Fields
created with the Typewriter can be resized, moved, edited, and

deleted.

Page 2 - Combat Summary

Information which is typically needed in combat should all
appear here. There is an area to list attack powers, including all
the appropriate to-hit and damage modifiers. This is intended
to just be a summary of the power. Generally the full text will
not fit. Write down what is needed to use the power, and no
more. For example, you don’t usually need the damage formula
to be written out. Just total up your bonuses using the area at
the bottom left of page 2, and write 1d10+5 for damage, rather
than 1{W]+Str. It has been my experience that if the formula
is there, some people try to plug numbers into it, rather than
looking at the summary of total damage.

The Conditional Effects section is perhaps unique to this sheet.
Characters have various abilities granted to them by their race,
class, and items that are

is for it to be easy to find relevant abilities during combat. An
example has been provided below.

Page 3 - Items

Fill in a short description for each item. Sections that are likely
to be changed frequently, such as money, have no form fields
associated with them as they are better filled out by hand.

Bugs, Suggestions, or Comments

It is highly likely that there are mistakes with calculated fields,
that the tab order is out of whack, tooltips are missing, or that

I have forgotten items which should be on the sheet. This is
still a beta version of the sheet. Please let me know if you find
mistakes or have any recommendations so that I can improve
future versions of it. I can be reached as Zinovia on the Wiz-
ards of the Coast or ENWorld forums. Thanks, and I hope you
like it!

Permission is hereby granted to copy the accompanying char-
acter sheet for personal use provided that credit is given to the
original creator.

“D&D” and “Dungeons & Dragons” are registered trademarks
of Wizards of the Coast, Inc.
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