
Character Name:

Player Name:

Creation Date:

Information

Race
Hit Points
Class
Level
Alignment

Needed For Next Level

Experience:

Armor Class:

Front / Back

Current Hit Points

Max. HP

THAC0
To Hit = THAC0 - Opponent’s AC

Abilities / Liabilities
Base Move:

Verses Death
Verses Petrification
Verses Rods, Staves
and Wands
Verses Breath Weapon
Verses Spells

Saving Throws

Likeability
Klutz Factor
Phur Phactor

Strength
Intelligence
Wisdom
Dexterity
Constitution
Charisma

Statistics

Age
Handed

Height
Weight

All Characters - Front



Charisma

Constitution

Wisdom

NOTES

Strength

Intelligence

Languages Spoken

Dexterity

Number of Languages

“To Hit”
“Damage”

Wht. Allow.
Open Doors
B.B.L.G.

vs. Willpower Magick

Initiative Adjustment
Missile Adjustment
A.C. Adjustment

Hit Point Adjustment
System Shock Survival
Ressurection Survival
Poison Save

Maximum Henchmen
Loyalty Base
Reaction Adjustment

Alertness
Animal Handling
Blind Fighting
Direction Sense
Endurance
Firebuilding
Hunting
Military Skill
Riding (Land-Based)
Conspicuous Consumption

Non-Weapon Proficiencies

Fighter - Back



Charisma

Constitution

Wisdom

NOTES

Strength

Intelligence

Languages Spoken

Dexterity

Number of Languages

“To Hit”
“Damage”

Wht. Allow.
Open Doors
B.B.L.G.

vs. Willpower Magick

Initiative Adjustment
Missile Adjustment
A.C. Adjustment

Hit Point Adjustment
System Shock Survival
Ressurection Survival
Poison Save

Maximum Henchmen
Loyalty Base
Reaction Adjustment

Alertness
Animal Lore
Bow/Fletching
Direction Sense
Endurance
Firebuilding
Fishing
Healing
Hunting
Plant Lore
Rope Work
Running
Tracking
Trapping
Wine

Non-Weapon Proficiencies

Ranger - Back



Charisma

Constitution

Wisdom

NOTES

Strength

Intelligence

Languages Spoken

Dexterity

Number of Languages

“To Hit”
“Damage”

Wht. Allow.
Open Doors
B.B.L.G.

vs. Willpower Magick

Initiative Adjustment
Missile Adjustment
A.C. Adjustment

Hit Point Adjustment
System Shock Survival
Ressurection Survival
Poison Save

Maximum Henchmen
Loyalty Base
Reaction Adjustment

FIRST LEVEL SPELLS
Bless
Create Water
Cure Light Wounds
Detect Evil,
Detect Magick
Light
Protection from Evil
Purify Food and Drink
Sanctuary

SECOND LEVEL SPELLS
Detect Charm
Find Traps
Hold Person
Speak with Animals

THIRD LEVEL SPELLS
Animate Dead
Continual Light
Create Food and Water
Cure Blindness
Paralysis
Cure Disease
Locate Object
Negate Poison
Remove Curse
Speak With Dead

Master Spell Listing

Non-Weapon Proficiencies

FOURTH LEVEL SPELLS
Cure Serious Wounds
Detect Lie
Exorcism,
PRO/Evil 10’ Radius
Tongues

FIFTH LEVEL SPELLS
Commune
Cure Critical Wounds
Dispel Evil
Flamestrike
Quest
Raise Dead
True Seeing

SIXTH LEVEL SPELLS
Going Home
Heal
Part Water
Pathfinder
Speak with Monsters
Finger of Death
Regeneration
Remove Traps
Restoration
Sanctorum

Cleric - Back



Charisma

Constitution

Wisdom

Strength

Intelligence

Languages Spoken

Dexterity

Number of Languages

“To Hit”
“Damage”

Wht. Allow.
Open Doors
B.B.L.G.

vs. Willpower Magick

Initiative Adjustment
Missile Adjustment
A.C. Adjustment

Hit Point Adjustment
System Shock Survival
Ressurection Survival
Poison Save

Maximum Henchmen
Loyalty Base
Reaction Adjustment

CANTRIPS
Blue Light
Chill
Clean
Dry
Flavor
Exterminate
Fire Finger
Gather
Shine
Spice
Stitch
Sweeten
Tie
Warm
Wrap

FIRST LEVEL SPELLS
Alarm
Bumbershoot
Burning Hands
Charm Person
Comprehend Languages
Detect Magick
Enlarge
Erase
Feather Fall
Hold Portal
Light
Magick Missile
Mending
Moo
PRO/Evil MK-I
Read Magick
Reveille
Rock
Shield
Shocking Grasp
Sleep
Spider Climb

SECOND LEVEL SPELLS
Alum
Bush
Continual Light
Condense
Copy
Darkness MK-I
Detect Evil
Detect Invis. MK-I
ESP
Invisibility MK-I
Knock
Levitate
Locate Object
Neatness Counts
Phantasmal Force
Shatter
Sleepytime Comfort
Sou’wester
Stinking Cloud
Strength
Web
Wizard Lock

THIRD LEVEL SPELLS
After You
Clairaudience
Clairvoyance
Dispell Magick MK-I
Exit

Available Spells
Explosive Runes
Fireball MK-I
Fly
Fumigate
Haste
Hold Person
Iceball MK-I
Infravision
Invisibility 10’ Rad.
Lightning Bolt MK-I
Miss Me
PRO/Evil 10’ Radius
PRO/Normal Missiles
Slow
Teatime
Tentint Tonight
Thingamabob
Tree
Water Breathing

FOURTH LEVEL SPELLS
Charm Monster
Comfort Control
Confusion
Dig
Dimension Door
Fear
Firetrap
Fumble
Hallucinatory Terrain
Minor Globe of
Invulnerability
Polymorph Other
Polymorph Self
Protection from Normal
Weapons Mk. II
Remove Curse
Wall of Fire
Wall of Ice
Wizard Eye

FIFTH LEVEL SPELLS
Animate Dead
Cloudkill
Cone of Cold
Conjure Elemental
Contact Other Plane
Feeblemind
Halt!
Hold Monster
Passwall
Telekinesis
Teleport
Rock to Mud
Value
Wall of Iron or Stone

SIXTH LEVEL SPELLS
Anti Magick Shell
Cataclysm
Control Weather
Death
Disintegration
Enchant
Fear Mk II
Geas
Invisible Stalker
Project Image
Stone to Flesh
Vapor of Death

Alertness

Animal Lore

Cooking

Direction Sense

Non-Weapon Proficiencies
Etiquette and Protocol

FTR WPNS School

Magick Recog.

Plant Lore

Magick-User - Back



Charisma

Constitution

Wisdom

NOTES

Strength Thieving Skills

Intelligence

Languages Spoken

Dexterity

Number of Languages

“To Hit”
“Damage”

Wht. Allow.
Open Doors
B.B.L.G.

vs. Willpower Magick

Initiative Adjustment
Missile Adjustment
A.C. Adjustment

Hit Point Adjustment
System Shock Survival
Ressurection Survival
Poison Save

Maximum Henchmen
Loyalty Base
Reaction Adjustment

Pick Pockets
Open Locks
Find Traps
Remove Traps
Move Silently
Hide in Shadows
Hear Noise
Climb Walls
Read Languages

Dex.
Base Race Adj. Total

NA

NA

NA

Thief - Back



STEEDS

Legend Player Name:
Character Name:

Weight AllowanceEncumbrance

Weapons
Type and Damage Wht. Loc.

Money

Gems and Jewelry
Type Base Move AC HD HP

Equipment

Type Base Move AC HD HP

Equipment

Type Base Move AC HD HP

Equipment

Potions and Scrolls

Magick Items
Type Wht. Loc.

Type Wht. Loc.

Symbol Explanation

Equipment Page - Front



Equipment Equipment
Type Wht. Loc. Type Wht. Loc.

Equipment Page - Back


