
Weapons, Armor, and Combat Notes 

Strength 

Wisdom 

Intelligence

Dexterity 

Constitution 

Charisma 

Hit Points 

Character Name 

Race 

Class & Level 

Movement 

white box 

Melee Hit Bonus
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Armor Class Saving Throw 

Melee To-Hit Bonus:
Melee Damage Bonus:
Open Doors:
Missile To-Hit Bonus:
Armor Class Bonus:
Hit Point Bonus:
Additional Languages:
Bonus 1st level Magic-User Spell: 
Bonus 1st level Cleric Spell:  
Maximum Hirelings:
Loyalty:
Reaction Bonus/Penalty:
Saving Throw: 
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	Text26: Weapon/Armor Restrictions: Paladins are highly trained combatants and have no restrictions regarding weapons and armor or shields.Healing Touch: Once per day a paladin may touch a wounded individual and heal them 2 hp per level (10hp).Spell Casting (4th): When a Paladin reaches fourth level they may cast divine spells from a specific list.  Each day the paladin prays for a certain set of spells, choosing any spells from the cleric spell list. Paladins of specific gods might have entirely different sets of spells as determined by the referee, but the standard Paladin has the standard cleric spell listA paladin is immune to all diseases mundane and magical. In addition, the paladin may use his healing touch power to cure an individual afflicted with a disease instead of restoring  points.Turn Undead at 2 Levels below Cleric
	Text27: Level One X 2                                        Level Two X 0                        Bless                                                       Augury                  Command                                              Chant         Create Water                                          Detect CharmCure Light Wounds                                Find Traps                        Detect Chaos                                          Hold Person                         Detect Magic                                          Know Alignment                   Light                                                       Resist FireProtection from Chaos                          Silence 15'Purify Food and Drink                           Slow PoisonRemove Fear                                         Snake CharmResist Cold                                             Speak with AnimalsSanctuary                                               Spiritual WeaponHD  Turn 2d6  for 3d6 rounds           Level Three X 0 1 Skeleton    4                                     Animate Dead 1 Zombie      7                                     Light, Continual 2 Ghoul      10                                     Create Food & Water3 Wight       13                                    Cure Blindness4 Wraith      15                                    Cure Disease5 Mummy   17                                    Dispel Magic6 Spectre                                            Feign Death7 Vampire                                           Glyph of Warding8                                                          Locate Object 9                                                          Prayer10                                                        Remove Curse11                                                        Speak with Dead
	Text28: Backpack, Holy Symbol, Prayer Book, 5 sticks of incense, Vestments, Common Clothes, Chainmail in pack, Bedroll, mess kit, hammer, 9 pitons, 10 torches, tinderbox, 1 flask of oil, flask of holy water, 10 days rations, waterskin, 50' hemp rope, Healer's Kit, Bronze Mirror w/medusa on back, Shovel, Wooden Stake
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	Text51: Platemail (AC 16)         Silvered Great Axe 2d6H              Silvered Mace 1d6  SheildLongbow 2d6H             Quiver, silvered arrows 20Silvered Dagger Sunsword 2d6H +2   (2d6H+4)  Undead cannot be healed from damage using a Sunsword (Light 30')
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