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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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Spells Race & Class Features 

Equipment & Magic Items 

Misc. & Notes 
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Next Level:__________ 
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	Text1: Elf
	Text4: 16
	Text5: 16
	Text6: 9
	Text7: 14
	Text8: 7
	Text9: 6
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	Text17: 24
	Text20: 17
	Text23: 9
	Text26: Hereditary Foes: Elves gain an extra +1 (“to-hit” or to damage) when fighting goblins, orcs, intelligent undead, and lycanthropes. Elves are also immune to paralysis caused by undead such as ghouls.Keen Detection: Elves are good at spotting hidden and concealed doors (1-4 on a d6 when searching, 1-2 on a d6 if just passing by).Languages: For campaigns that give each race its own dialect, Elves should be able to speak with gnolls, goblins, orcs, and hobgoblins.Darkvision up to 60 feet
	Text27: Level 1 x 41. Charm Person         5. Prot. from Chaos     2. Detect Magic            6. Read Languages3. Hold Portal              7. Read Magic4. Light                         8. SleepLevel 2 x 21. Detect Chaos     7. Continual Light    13. Mirror Image2. Detect Invisibility  8. Locate Object3. ESP                      9. Phantasmal Force4. Invisibility           10. Web5. Knock                 11. Wizard Lock6. Levitate                12. Darkness 15'Level 3 X 01. Alter Time       7.  Hold Person2. Crystal Ball      8.  Invisibility 10'3. Darkvision       9. Lightning Bolt4.Dispell Magic   10. Prot. Chaos 10'5. Fireball            11. Prot. Normal Missiles6.Fly                    12. Water Breathing
	Text28: Backpack3 pints of oil    Waterskin & 10 trail rations    1 large sack (30lbs)    Grappling Hook/w Rope 50'    20 arrows in Backpack  Spell BookElven BootsWand of Light (9 charges)Gauntlets of Swimming & Climbing
	Text29: 
	Text30: 80,000
	Text31: 160,000
	Text32: F/M 6
	Text33: 12
	Text34: 751 GP  106 SP  67 CP    Emerald (200 gp)
	Text35: Rameses
	Text51: Elven Chainmail Armor +1                                                 BHB +2Short Flaming Sword +2 (+4 Fire Protection)ShieldHelmetSilver Long Sword 1d6Silver Short SwordDagger 1d6-1                    Short Bow 1d6-1    Quiver, 20 ArrowsQuiver,10 Silver Arrows
	Text11: +1
	Text12: +1
	Text13: 0
	Text14: 1-2
	Text15: 0
	Text16: 0
	Text21: 6
	Text22: na
	Text24: na
	Text53: 2
	Text54: -2
	Text55: 
	Text56: +2 vs spells/death/poison
	Text57: +3
	Text58: +2


