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CHARACTER BACKGROUND

WHAT 1S YOUR PERSONALITY? INFORMATIONS / STATS

Praver Name:

CAMPAIGN:

WHAT DID YOU DO IN YOUR LIFE BEFORE YOU BECAME AN ADVENTURER?

Dare CREATED:

DUNGEON MASTER:

WHERE ARE YOU FROM AND WHAT ARE YOUR CONNECTIONS TO YOUR ORIGIN?

WHAT 1S YOUR FAMILY LIKE?

WHAT DO YOU LOOK LIKE? (INCL. ANYTHING NOTICEABLE)

WHAT DO YOU LIKE AND DISLIKE? (INCL. HOBBIES & PHOBIAS, IF ANY)

WHAT WOULD YOU NEVER DO? (ETHICS)

WHAT WOULD YOU LIKE TO ACHIEVE IN THE FUTURE? (PERSONAL AIMS AND DREAMS)

WHO DO YOU LOVE AND HATE?

WHO ARE YOUR BEST FRIENDS AND WORST ENEMIES?

How RELIGIOUS ARE YOU?

WHAT ARE YOUR PRIZED POSESSIONS?

QUOTES:

ADDITIONAL NOTES:

ALTOUGH THIS PART OF THE SHEET IS NOT NEEDED TO PLAY D&D, IT IS RECOMMENDED TO USE IT. IT WILL GIVE YOU A BETTER IDEA OF YOUR CHARACTERS GENERAL BEHAVIOUR,
REACTIONS AND ATTITUDES. AFTER ALL, THIS IS A SO CALLED ROLE-PLAY. (BUT KEEP IN MIND, YOUR CHARACTER IS JUST A FICTIONAL CONSTRUCT DEFINED BY NUMBERS.)
LEGAL INFORMATION: NOT TO BE SOLD. PERMISSION GRANTED TO PRINT AND PHOTOCOPY FOR PERSONAL USE ONLY. WWW.SUNRAINSTUDIOS.COM
DunGeoNs&DrAGONS, FORGOTTEN REALMS, EBERRON AND D20 LOGOS ARE REGISTERED TRADEMARKS OF WizARDS OF THE CoAsT, INC.
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