
Weapons, Armor, and Combat Notes 

Strength 

Wisdom 

Intelligence

Dexterity 

Constitution 

Charisma 

Hit Points 

________________________________ 
Character Name 

______________________________ 

Race 

______________________________ 

Class & Level 

______________________________ 

Movement 

Swords & Wizardry

Melee Hit Bonus

Missile Hit Bonus

Armor Class Saving Throw 

To-Hit Bonus:
Damage Bonus:
Open Doors:
Carry Modifier:
Missile To-Hit Bonus:
Armor Class Bonus:
Hit Point Bonus:
Raise Dead Survival:
Max Additional Languages:
Max Spell Level:
Chance to Learn Spell:
Bonus 1st level Magic-User Spell: 
Bonus 1st level Cleric Spell:  
Special Hirelings:



Spells Race & Class Features 

Equipment & Magic Items 

Misc. & Notes 

Experience 

Next Level: 

Wealth 

Charles Barchuk
Line


	Text1: Human
	Text4: 13
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	Text17: 17/17
	Text20: 15
	Text23: 12
	Text26: Thief Skills: 9+
-Climb Walls
-Delicate Tasks & Traps
-Hear Noise
-Hide in Shadows
-Move Silently
-Open Locks
Read Normal Languages: 5+
Saving Throw Bonus: 10+ against Devices



	Text27: 

	Text28: Standard Adventurer's Pack (10 lbs)

	Text29: 
	Text30: 6,000 (+10%)
	Text31: 10,000
	Text32: Thief 4
	Text33: 120' (40')
	Text34: 
	Text35: Greirat
	Text51: Longsword [1d8] / Backstab: +4 to hit & double damage
Main Gauche
10 Darts [1d3] / RoF: 3 / Range: 15ft
Leather Armor AC 12
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