Character Name

M-1/2 ELF

Race

Ranger
Class & Level

Movement

Strength

Intelligence

Wisdom

-

Melee Hit Bonus

.

Missile Hit Bonus

Dexterity

Constitution

Charisma

WHITE BOX

Hit Points Armor Class

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)
Longsword 1d6

Longbow 2d6H 40 arrows
Hemp rope 50' 6 torches
water skin 3 trail rations
back pack shovel

Mirror

Flint Steel

3 iron rations

Bedroll

Saving Throw



Charles Barchuk
Line

Charles Barchuk
Line

Charles Barchuk
Line

Charles Barchuk
Line


Spells Race & Class Features
Forestry = WIS check

Spells start at 5th level Extra d6 for WIS skill checks

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.

Equipment & Magic Items Experience

Alertness: A party containing a Ranger is unlikely to be surprised,
with only a 1 in 6 chance.

Giants and Goblin-types: Rangers are well trained to deal with
giants, trolls, ogres, orcs, goblins, and kobolds. Against any of these
sorts of monsters, Rangers gain +1 damage per level with a successful Next Level:

attack

Wealth

Misc. & Notes
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