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Strength

- How much you can carry
- How far you can throw
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math, history, nature, 
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- Street smarts
- How observant you are

- How good you are at connecting the dots
- How good you are at reading people or 

situations

Charisma
How good you are at:

persuading people
lying

acting
performing

winning people over
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Made up of

Your top two 
stats

A set of skills to 
choose from

Proficiencies

Built-in skills in 
weapons, armor, or 

other tools

Helps determine your 
health bar. 

Higher=stronger

Dice type
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See page
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DICE TYPE
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TOP STATS
Wisdom
Charisma

SKILLS (pick 2)
See page

PROFICIENCIES
Shields, potions, one weapon (player’s 
choice)

DICE TYPE
D8

Diplomat (Healer) 
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Who were they before they started 
adventuring?



Where did they grow up?



What was their job? (ie. farmer, nomad, 
prince, sailor)



What languages do they speak?



Do they have any special skills?



Do they have any special tools?



Finishing 
touches04



- Name
- Class
- Background
- Skills
- Languages and proficiencies

Now you know 
your character’s:



Percy is a strong fighter (STR) who can 
take quite a bit of damage (CON). He’s 
somewhat intelligent (INT), but not as 
much as Annabeth. He’s got a lot of 
street smarts (WIS) to have survived this 
long, but part of that is due to his ability 
to charm people and talk his way out of 
situations (CHA). However, he’s not 
naturally super popular, especially in 
school, and he’s not particularly quick on 
his feet or slow (DEX).

Stats (example)
Percy Jackson



I’d rank his stats (strongest to weakest)
1. STR
2. WIS
3. CON
4. DEX
5. CHA
6. INT

Not everybody would rank those the 
same way and that’s ok. They might put 
him in a different class depending on 
what aspects of his character they want 
to emphasize

Stats (example)
Percy Jackson



Keep your ranking in mind. 
Every stat has an ability score 
(1-20) and a modifier 
(the thing you add to your dice 
roll)

What would that 
look like on the 
page?

Percy Jackson



Percy Jackson

Stats
This is how you figure out your ability scores 
and modifiers

Stat/Ability Ability Score Modifier

Stat #1 15 +2

Stat #2 14 +2

Stat #3 13 +1

Stat #4 12 +1

Stat #5 10 0

Stat #6 8 -1



Percy Jackson

And keep in mind that as you level up these 
numbers will get bigger/better

Stat/Ability Ability Score Modifier

STR 15 +2

WIS 14 +2

CON 13 +1

DEX 12 +1

CHA 10 0

INT 8 -1

Stats (example)
For Percy, this is what it would look like
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Percy’s top two stats are strength (STR) 
and wisdom (WIS), so now I’m going to 
look for a class with those top stats

Since there isn’t a class with those top 
two, I’ll find the next closest thing.

Class (example)
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Since Percy is such a strong fighter 
(even taking down Aries!) I’m going to 
put him in the Fighter class

This means I can choose two skills from 
this list

And that I’m proficient in these things

Class (example)



Note that even though his class’ top 
stats are CON and STR, Percy’s top stats 
are still what they were before (STR and 
WIS)
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Note that even though his class’ top 
stats are CON and STR, Percy’s top stats 
are still what they were before (STR and 
WIS)

Because of his class’ top stats though, 
he is proficient in these abilities, so fill in 
these bubbles

Class (example)
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Now time to pick your skills. Remember, 
you can only pick two from your class 
list unless otherwise stated.

I chose Perception and Athletics, so I 
bubble them in
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Now time to pick your skills. Remember, 
you can only pick two from your class 
list unless otherwise stated.

I chose Perception and Athletics, so I 
bubble them in

I also know my proficiencies, so I can 
write them in now

Class (example)
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Any armor, melee and 
ranged weapons, shields



What else do I know about Percy? He’s a 
son of Poseidon, which means he’s good 
with animals (specifically water animals 
and horses) and nature (again, water)

Background 
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What else do I know about Percy? He’s a 
son of Poseidon, which means he’s good 
with animals (specifically water animals 
and horses) and nature (again, water)

He also is fluent in English, Ancient 
Greek, and ocean animals + horses

And as a son of Poseidon (one of the Big 
Three), he’s in a Position of Privilege. 
This means that he can get high society 
access places, is respected, and can 
often get help from those of the same 
rank or lower (sea animals, horses, other 
demigods, ect.)

Background 
(example)

Percy Jackson
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Fighter

Any armor, melee and 
ranged weapons, shields
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Equipment? Riptide, obviously. A Camp 
Half-Blood T-shirt. Whatever you’re 
currently carrying– golden drachmas, 
ambrosia, Annabeth’s invisibility cap, 
Zeus’ lightning bolt, the winged shoes 
from Luke… it all goes here.

Background 
(example)

Percy Jackson
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A half-eaten pack of gum
Medusa’s head



DON’T BE 
ALARMED



HP= Hit Points= Health Bar
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HP= Hit Points= Health Bar

CLASS HIT DIE (10)
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HP= Hit Points= Health Bar

CLASS HIT DIE (10) +

CON modifier (1)

HP
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HP= Hit Points= Health Bar

CLASS HIT DIE (10) +

CON modifier (1) =

11 HP

(Your character sheet only has ten 
squares so just add or subtract as many 
boxes as you need)

HP
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AC= Armor Class

If something attacks you, it has to roll 
higher than this number in order to 
actually hit you

The higher your armor class, the harder 
it is for you to take damage

AC
Percy Jackson
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10 +

DEX modifier (1)

AC
Percy Jackson
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10 +

DEX modifier (1) +

Armor (currently not wearing any, so 0) +

Shields (currently not holding any, so 0)

AC
Percy Jackson
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10 +

DEX modifier (1) +

Armor (currently not wearing any, so 0) +

Shields (currently not holding any, so 0)

= 11

An enemy must roll higher than an 11 in 
order to do damage

AC
Percy Jackson
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11



You’re starting at level 1 so your 
proficiency bonus is +2

It’ll get higher as you level up

Proficiency Bonus
Percy Jackson
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How good you are at noticing stuff when 
you’re not paying particular attention

10 +

WIS modifier (2)

Passive Perception
Percy Jackson
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How good you are at noticing stuff when 
you’re not paying particular attention

10 +

WIS modifier (2) +

Proficiency Bonus (2) (if proficient in 
Perception, which we are)

Passive Perception
Percy Jackson
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Any armor, melee and 
ranged weapons, shields
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A half-eaten pack of gum
Medusa’s head

(11)

11

+2



How good you are at noticing stuff when 
you’re not paying particular attention

10 +

WIS modifier (2) +

Proficiency Bonus (2) (if proficient in 
Perception, which we are)

= 14

Percy is pretty darn observant

Passive Perception
Percy Jackson
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When a fight breaks out, everybody rolls 
a d20 (a 20-sided dice) and adds their 
DEX modifier (remember, dexterity is 
speed/reflexes) to see what order they 
attack in

Write in your DEX modifier here so that 
you can find it easier when rolling for 
initiative

Initiative
Percy Jackson

+2

+1

+1

-1

+2

0

15

12

13

8

14

10

Fighter

Any armor, melee and 
ranged weapons, shields

English, Ancient Greek, 
ocean animals + horses

Position of 
Privilege

Son of Poseidon

Riptide
Camp Half-Blood T-shirt
Golden drachmas
A half-eaten pack of gum
Medusa’s head

(11)

11

+2

14

+1



Each skill has a stat it is associated with

For example, Acrobatics is a DEX skill 
because it involves precision and speed

Calculating Skills



Each skill has a stat it is associated with

For example, Acrobatics is a DEX skill 
because it involves precision and speed

Percy is not proficient in Acrobatics, so 
we add only the DEX modifier

Calculating Skills
+1

X+    = 



Each skill has a stat it is associated with

Percy is proficient in Animal Handling 
though, so his score is +4

Calculating Skills
+1

+    = 

+4



What do these skills mean?

Let’s say Percy walks into a cave and 
wants to look around. The GM (game 
master, the one running the game) asks 
Percy’s player for a Perception check.

Percy’s player rolls a d20 and adds their 
Perception modifier. The higher the 
better.

Calculating Skills
+1
+4

+4

+4
-1

-1

-1

+1

-1

0

0

0

0

+2

+2

+2

+1

+1



You roll a 2, add your Perception modifier, and have 
a total roll of 6. The GM tells you Percy doesn’t 
notice much about the cave and gives you a few 
details.

OR

Maybe you roll a 18, add your Perception modifier, 
and have a total roll of 22. The GM tells you Percy 
is noticing everything about this cave and gives you 
lots of details. The walls are made of limestone, far 
off in the distance you hear the drip of stalactites, 
at the far end of the cave is a tunnel, you feel a 
rumbling beneath your feet ect.

Calculating Skills
+1
+4

+4

+4
-1

-1

-1

+1

-1

0

0

0

0

+2

+2

+2

+1

+1



What you’ve got so 
far:

Percy Jackson

+2

+1

+1

-1

+2

0

15

12

13

8

14

10

Fighter

Any armor, melee and 
ranged weapons, shields

English, Ancient Greek, 
ocean animals + horses

Position of 
Privilege

Son of Poseidon

Riptide
Camp Half-Blood T-shirt
Golden drachmas
A half-eaten pack of gum
Medusa’s head

(11)

11

+2

14

+1

+1
+4

+4

+4
-1

-1

-1

+1

-1

0

0

0
0

+2

+2

+2

+1
+1



YOU’RE SO CLOSE I SWEAR I KNOW 
THIS PART WAS COMPLICATED AND 

CONFUSING AND MAYBE EVEN 
KIND OF BORING BUT BELIEVE ME 
IT’S ALL WORTH IT TO GET IT OUT 

OF THE WAY NOW SO WE DON’T 
HAVE TO STOP MID GAME TO 

FIGURE EVERYTHING OUT



Saving throws
Percy Jackson

+2

+1

+1

-1

+2

0

15

12

13

8

14

10

Fighter

Any armor, melee and 
ranged weapons, shields

English, Ancient Greek, 
ocean animals + horses

Position of 
Privilege

Son of Poseidon

Riptide
Camp Half-Blood T-shirt
Golden drachmas
A half-eaten pack of gum
Medusa’s head

(11)

11

+2

14

+1

+1
+4

+4

+4
-1

-1

-1

+1

-1

0

0

0
0

+2

+2

+2

+1
+1

The same thing you did with the skills, do 
for these



Attacks
This is a combat sheet
WEAPON TYPE DAMAGE

Unarmed strike 
(bludgeoning)

Melee 1 + STR

Improvised Melee 1d4 + STR

Improvised 
(thrown)

Range (20/60) 1d4 + STR
1d4 + DEX

Dagger
(piercing)

Simple Melee 
(Finesse, Light)

1d4 + STR
1d4 + DEX

Thrown Dagger
(piercing)

Simple Ranged 
(Finesse, Light)
(Range 20/60)

1d4 + STR
1d4 + DEX

Guard’s sword 
(rapier, piercing)

Martial Melee 
(Finesse)

1d10 + DEX

Longsword
(slashing)

Martial Melee 1d8 + STR
1d10 + STR

Longbow
(piercing)

Martial Ranged
(150/600)

1d8 + DEX

Shortbow
(piercing)

Martial Ranged
(80/320)

1d6 + DEX



Attacks
This is a combat sheet
WEAPON TYPE DAMAGE

Unarmed strike 
(bludgeoning)

Melee 1 + STR

Improvised Melee 1d4 + STR

Improvised 
(thrown)

Range (20/60) 1d4 + STR
1d4 + DEX

Dagger
(piercing)

Simple Melee 
(Finesse, Light)

1d4 + STR
1d4 + DEX

Thrown Dagger
(piercing)

Simple Ranged 
(Finesse, Light)
(Range 20/60)

1d4 + STR
1d4 + DEX

Guard’s sword 
(rapier, piercing)

Martial Melee 
(Finesse)

1d10 + DEX

Longsword
(slashing)

Martial Melee 1d8 + STR
1d10 + STR

Longbow
(piercing)

Martial Ranged
(150/600)

1d8 + DEX

Shortbow
(piercing)

Martial Ranged
(80/320)

1d6 + DEX

It looks pretty similar to the one on 
your character sheet



Attacks
However you’re probably only carrying a few weapons
WEAPON TYPE DAMAGE

Unarmed strike 
(bludgeoning)

Melee 1 + STR

Improvised Melee 1d4 + STR

Improvised 
(thrown)

Range (20/60) 1d4 + STR
1d4 + DEX

Dagger
(piercing)

Simple Melee 
(Finesse, Light)

1d4 + STR
1d4 + DEX

Thrown Dagger
(piercing)

Simple Ranged 
(Finesse, Light)
(Range 20/60)

1d4 + STR
1d4 + DEX

Guard’s sword 
(rapier, piercing)

Martial Melee 
(Finesse)

1d10 + DEX

Longsword
(slashing)

Martial Melee 1d8 + STR
1d10 + STR

Longbow
(piercing)

Martial Ranged
(150/600)

1d8 + DEX

Shortbow
(piercing)

Martial Ranged
(80/320)

1d6 + DEX



Attacks
However you’re probably only carrying a few weapons
WEAPON TYPE DAMAGE

Unarmed strike 
(bludgeoning)

Melee 1 + STR

Improvised Melee 1d4 + STR

Improvised 
(thrown)

Range (20/60) 1d4 + STR
1d4 + DEX

Dagger
(piercing)

Simple Melee 
(Finesse, Light)

1d4 + STR
1d4 + DEX

Thrown Dagger
(piercing)

Simple Ranged 
(Finesse, Light)
(Range 20/60)

1d4 + STR
1d4 + DEX

Guard’s sword 
(rapier, piercing)

Martial Melee 
(Finesse)

1d10 + DEX

Longsword
(slashing)

Martial Melee 1d8 + STR
1d10 + STR

Longbow
(piercing)

Martial Ranged
(150/600)

1d8 + DEX

Shortbow
(piercing)

Martial Ranged
(80/320)

1d6 + DEX

You’ve probably figured out by now that STR means 
your strength modifier



Attacks
However you’re probably only carrying a few weapons
WEAPON TYPE DAMAGE

Unarmed strike 
(bludgeoning)

Melee 1 + STR

Improvised Melee 1d4 + STR

Improvised 
(thrown)

Range (20/60) 1d4 + STR
1d4 + DEX

Dagger
(piercing)

Simple Melee 
(Finesse, Light)

1d4 + STR
1d4 + DEX

Thrown Dagger
(piercing)

Simple Ranged 
(Finesse, Light)
(Range 20/60)

1d4 + STR
1d4 + DEX

Guard’s sword 
(rapier, piercing)

Martial Melee 
(Finesse)

1d10 + DEX

Longsword
(slashing)

Martial Melee 1d8 + STR
1d10 + STR

Longbow
(piercing)

Martial Ranged
(150/600)

1d8 + DEX

Shortbow
(piercing)

Martial Ranged
(80/320)

1d6 + DEX

This one is probably the closest to Riptide, but 
you can always ask your GM if you want to 
make a special weapon or if you’re not sure how 
it works

You’ve probably figured out by now that STR means 
your strength modifier



Attacks
So now copy the attacks you’re most likely to use and translate them to your 
character sheet
WEAPON TYPE DAMAGE

Unarmed strike 
(bludgeoning)

Melee 1 + STR

Improvised Melee 1d4 + STR

Improvised 
(thrown)

Range (20/60) 1d4 + STR
1d4 + DEX

Dagger
(piercing)

Simple Melee 
(Finesse, Light)

1d4 + STR
1d4 + DEX

Thrown Dagger
(piercing)

Simple Ranged 
(Finesse, Light)
(Range 20/60)

1d4 + STR
1d4 + DEX

Guard’s sword 
(rapier, piercing)

Martial Melee 
(Finesse)

1d10 + DEX

Longsword
(slashing)

Martial Melee 1d8 + STR
1d10 + STR

Longbow
(piercing)

Martial Ranged
(150/600)

1d8 + DEX

Shortbow
(piercing)

Martial Ranged
(80/320)

1d6 + DEX

Unarmed strike

Dagger

Riptide

3

1d4 + 2

1d10 + 1



I could explain all the rules and 
mechanics of combat but honestly 
this powerpoint is long enough and 
I know everyone (including me) is 

getting bored and losing interest so 
here’s the combat cheat sheet I 

made and we’ll cross that bridge 
when we get to it



The end



Fairytale icon pack


