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Melee Hit Bonus

Missile Hit Bonus

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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Equipment & Magic Items 

Misc. & Notes 
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	Text26: Fighting Giants:Giants, ogres, and similar giant-type creatures such as trolls are not good at fighting small creatures such as halflings and dwarves, and only inflict half the normal damage against them.Deadly Accuracy with Missiles: Halflings receive a +2 “to-hit” when firing missile weapons in combat.Combat FuryAgainst foes of one hit dice (HD) or fewer, Fighters get one attack per level each combat round.Saving ThrowFighters receive a +2 bonus on saving throws vs. death and poison 
	Text27: Near InvisibilityWhen not engaged in combat, Halflings can be quite stealthy, making themselves hard to spot and moving in almost total silence. The success of this ability is determined by the Referee, or a die roll can be used, with a roll of 1-5 on a d6 indicating success.Saving ThrowHalflings are somewhat immune to magic,and receive +4 on saving throws vs. magic(even if the “Saving Throw Matrix” is used)
	Text28: BackpackBedrollWaterskin10 Rations, trail (day)Flint and Steel w/ 6 TorchesGrappling Hook w/ 50 ft. hemp ropeHammer w/12 iron spikesCrowbarSack (30 lb. capacity)24 caltropsSuit of colorful clothesTheives ToolsRing of X-Ray Vision (see through stone 40')Luck Stone (+1 to saves and to Hit)
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	Text51: Leather Armor +1Magic Dagger +1 1d6+1Shield (-1)HelmetShort Sword 1d612 Darts (3 per round 1d3 each)Short Bow 1d6-1Quiver w/20 arrows4 Silver ArrowsLuckstone adds +1 to hit
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	Text56: +4 Mag/+2 Death Poison
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