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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 

Experience 

Next Level:__________ 

Wealth 
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	Text26: HD  Turn 2d6  for 3d6 rounds
1 Skeleton 
1 Zombie 
2 Ghoul 
3 Wight 
4 Wraith 
5 Mummy 
6 Spectre 
7 Vampire 


	Text27: Level 1 
Cure (Cause) Light Wounds 
Detect Chaos (Law) 
Detect Magic 
Light (Dark) 
Protection from Chaos (Law)
Purify (Putrefy) Food and Drink

Level 2 
Bless (Curse)
Find Traps
Hold Person
Speak with Animals

Level 3 
Cure (Cause) Disease 
Light (Dark), Continual 
Locate Object 
Remove Curse
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