WHITE BOX

Character Name

F-HALFLING

Race

Thief

Class & Level

Movement
Strength
In Telligence Melee Hit Bonus
Wisdom
Missile Hit Bonus
Dexterity

Constitution

Charisma

Hit Points 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:

Weapons, Armor, and Combat Notes

Leather Armor (AC 12) Short sword 2d6L Dagger 2d6L
Shortbow 2d6L Quiver arrow 20

Hemp rope 50' 6 torches Flint Steel
water skin 3 trail rations 3 iron rations
back pack shovel Bedroll

Mirror Thieves Tools 12 iron spikes

Manacles
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Spells

Near Invisibility

When 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 Throw

Halflings are somewhat immune to magic,
and receive +4 on saving throws vs. magic
(even if the “Saving Throw Matrix” is used)

Race & Class Features
Maximum: 4th level Fighter

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:
(already added above)

Halflings receive a +2 “ to-hit” when firing missile weapons
in combat.

Halfings get to add a d6 to Dexterity skills for every level they
obtain. For example a 3rd level halfling fighter gets to roll 3d6
(success on a 1 or 2) for Pickpocketing, Sleight of Hand,
Backstab or Stealth. They would roll 4d6 if they had a 15+ in
their Dexterity stat. This bonus is also made towards discerning
traps.

Equipment & Magic Items

Experience

Next Level:

Wealth

Misc. & Notes
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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: 

(already added above)

Halflings receive a +2 “to-hit” when firing missile weapons in combat.



Halfings get to add a d6 to Dexterity skills for every level they obtain. For example a 3rd level halfling fighter gets to roll 3d6 (success on a 1 or 2) for Pickpocketing, Sleight of Hand, Backstab or Stealth. They would roll 4d6 if they had a 15+ in their Dexterity stat. This bonus is also made towards discerning traps.���
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Saving Throw
Halflings are somewhat immune to magic,
and receive +4 on saving throws vs. magic
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