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This book is published under the Open Game License version 1.0a by permission
of Wizards of the Coast, Inc. The Open Game Content appearing in this book is
derived from the System Reference Document v 3.0, copyright 2000 Wizards of
the Coast, Inc.

Designation of Open Game Content The following is designated Open Game Content
all stat block information of characters, monsters, and traps that appears in the paren-
thetical following the character, monster, or trap, including the names of items and
spells; and the general names of monsters, but not any unique named NPC, character,
or monster, appearing in any table or preceding any stat block. Also, the following
open game content related words, phrases, and abbreviations wherever they appear
Strength (Str), Dexterity (Dex), Constitution (Con), Intelligence (Int), Wisdom (Wis),
Charisma (Cha), Class, Fighter, Ranger, Rogue, Assassin, Barbarian, Monk, Wizard,
Illusionist, Cleric, Druid, Knight, Bard, Paladin, Race, Demi-human, Dwarf, EIf,
Gnome, Half-Elf, Halfling, Half-Orc, Hit Dice (HD), Hit Points (HP), Alignment,
Lawful Good (LG), Lawful Neutral (LN), Lawful Evil (LE), Neutral (N), Neutral
Good (NG), Neutral Evil (NE), Chaotic Good (CG), Chaotic Neutral (CN), Chaotic
Evil (CE), Level, “to hit”, Damage, Experience Point, Saving Throw, Player Character
(PC), Non-player Character (NPC), Turn Undead, Spell, Arcane, Divine, Magic, Spell
Resistance, Item, Equipment, Armor, Weapon, Potion, Rod, Staff, Wand, Scroll, Ring,
‘Wondrous Item, Artifact, Cursed,d4, d6, d8, d10, d12, d20, d%, round, and turn.

Designation of Product Identity Product identity is not Open Game Content. The
following is designated as product identity pursuant to OGL v1.0a(1)(e) and (7) (A)
product and product line names and other names, including Castles & Crusades, C&C,
Castle Keeper (CK), Castles & Crusades Player s Handbook, Castles & Crusades
Monsters and Treasures, Castles & Crusades Castle Keeper s Guide, Assault on
Blacktooth Ridge, Return to Blacktooth Ridge, The Slag Heap, Character Reference
Sheets; (B) logos, identifying marks, and trade dress; (C) all artwork, logos, symbols,
graphic designs, depictions, likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual representations; (D) logos and trademarks, including
Castles & Crusades, Castle Keeper, SIEGE engine, and Troll Lord Games, any and
all Trigee Enterprises Company logos, identifying marks and trade dress, or any other
trademark or registered trademark clearly identified as product identity by the owner
of the product identity, and which specifically excludes the open game content; (E) the
story, storylines, plots, thematic elements, dialogue, incidents, language, depictions,
1k concepts, world and ign descriptions, proper names of the characters,
creatures, groups, spells, enchantments, personalities, teams, personas, likenesses,
skills, items, deities, and special abilities other than those designated as open game
content above, as well as places, locations, settings, and environments and their
descriptions and other accompanying text, though not their stat blocks.

All text, artwork, and maps appearing in this book is property of and copyright 2004
Troll Lord Games. All Rights Reserved. Castles & Crusades, C&C, Castle Keeper,
Troll Lord Games, and the Castles & Crusades and Troll Lord Games logos, and
products published by Troll Lord Games are Trademarks of Troll Lord Games. All

Rights Reserved.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000
Wizards of the Coast, Inc (“Wizards™). All Rights Reserved.

1. Definitions (a)”Contributors” means the copyright and/or trademark owners who
have contributed Open Game Content; (b)"Derivative Material” means copyrighted

as to ibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not
to indicate compatibility or co-adaptability with any Trademark or Registered Trade-
mark in conjunction with a work containing Open Game Content except as expressly
licensed in another, independent Agreement with the owner of such Trademark or

material including derivative works and lations (including into other p
languages), potation, modification, correction, addition, extension, upgrade, improve-
ment, compilation, abridgment or other form in which an existing work may be recast,
transformed or adapted; (c) “Distribute” means to reproduce, license, rent, lease,
sell, broadcast, publicly display, transmit or otherwise distribute; (d)”Open Game
Content” means the game mechanic and includes the methods, procedures, processes
and routines to the extent such content does not embody the Product Identity and is an
enhancement over the prior art and any additional content clearly identified as Open
Game Content by the Contributor, and means any work covered by this License,
including translations and derivative works under copyright law, but specifically ex-
cludes Product Identity. (e) “Product Identity” means product and product line names,
logos and identifying marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual or audio representations; names and descriptions of
spells, enck ities, teams, personas, likenesses and special
abilities; places, locations, em creatures, magical or supernatu-
ral abilities or effects, logos, symbols, or graphic designs; and any other trademark or
registered trademark clearly identified as Product identity by the owner of the Product
Identity, and which specifically excludes the Open Game Content; (f) “Trademark™
means the logos, names, mark, sign, motto, designs that are used by a Contributor to
identify itself or its products or the associated products contributed to the Open Game
License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute,
copy, edit, format, modify, translate and otherwise create Derivative Material of Open
Game Content. (h) “You” or “Your™ means the licensee in terms of this agreement.
2. The License This License applies to any Open Game Content that contains a notice
indicating that the Open Game Content may only be Used under and in terms of this
License. You must affix such a notice to any Open Game Content that you Use. No
terms may be added to or subtracted from this License except as described by the
License itself. No other terms or conditions may be applied to any Open Game Content
distributed using this License.
3.0ffer and Acceptance By Using the Open Game Content You indicate Your accep-
tance of the terms of this License.
4. Grant and Consideration In consideration for agreeing to use this License, the Con-
tributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with the
exact terms of this License to Use, the Open Game Content.
5.Representation of Authority to Contribute If You are contributing original material
as Open Game Content, You represent that Your Contributions are Your original cre-
ation and/or You have sufficient rights to grant the rights conveyed by this License.
6.Notice of License Copyright You must update the COPYRIGHT NOTICE portion
of this License to include the exact text of the COPYRIGHT NOTICE of any Open
Game Content You are copying, modifying or distributing, and You must add the title,
the copyright date, and the copyright holder s name to the COPYRIGHT NOTICE of
any original Open Game Content you Distribute.
7. Use of Product Identity You agree not to Use any Product Identity, including as an

d Trademark. The use of any Product Identity in Open Game Content does
not constitute a challenge to the ownership of that Product Identity. The owner of any
Product Identity used in Open Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification If you distribute Open Game Content You must clearly indicate which
portions of the work that you are distributing are Open Game Content.

9. Updating the License Wizards or its designated Agents may publish updated ver-
sions of this License. You may use any authorized version of this License to copy,
modify and distribute any Open Game Content originally distributed under any ver-
sion of this License.

10 Copy of this License You MUST include a copy of this License with every copy of
the Open Game Content You Distribute.

11. Use of Contributor Credits You may not market or advertise the Open Game
Content using the name of any Contributor unless You have written permission from
the Contributor to do so.

12 Inability to Comply If it is impossible for You to comply with any of the terms
of this License with respect to some or all of the Open Game Content due to statute,
judicial order, or governmental regulation then You may not Use any Open Game
Material so affected.

13 Termination This License will terminate automatically if You fail to comply with
all terms herein and fail to cure such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of this License.

14 Reformation If any provision of this License is held to be unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000, Wizards of the Coast, Inc; Authors
Jonathan Tweet, Monte Cook, Skip Williams, based on original material by E. Gary
Gygax and Dave Arneson.

Castles & Crusades Players Handbook, Copyright 2004, Troll Lord Games; Authors
Davis Chenault and Mac Golden.

Castles & Crusades Players Handbook, Second Printing, Copyright 2006, Troll Lord
Games; Authors Davis Chenault and Mac Golden

Castles & Crusades Character Reference Sheets, Copyright 2006, Troll Lord Games;
Author Davis Chenault & Stephen Chenault.
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STRENGTH CHARACTER

Ranger/Fighter

Character Name and Title

Race Class Primary Attribute  ATTRIBUTE CHECK: d20 + Mod + level = CC
Alignment R R
Religion Level ‘ STRENGTH Paralysis & Constriction
Holy Symbol . DEXTERITY Breath Weapons & Traps
Expenience Points . CONSTITUTION Disease, Energy Drain & Poison
Needed for Next Level . INTELLIGENCE Arcane Magic & lllusion
Confusion, Divine Magic, Gaze Attack
Language Proficiency ® WISDOM Partification Polymorph
. CHARISMA Death Attack, Charm & Fear
Racial Abilities MOVE:
Base - EV Penalty + Miscellaneous
>N MOVE AC: 10+
g Armor + Shield + Attribute Mod + Miscellaneous
(¢1] TO
HORSE / ANIMAL COMPANION / FAMILIAR [ PIRT: dooe—— : ZAC
o Attribute Mod + Level Bonus + Miscellaneous
~  Type Name HD J AC
Move________ Attacks Damage Saves Woltnids SfFened Armon
Shield

Special Qualities/Abilities

Helm

HP HP
WEAPON / TYPE / NAME WEAPON DAMAGE | NOTES / SPECIAL

% WEAPONS IN HAND

RANGER

FIGHTER COMBAT MANUEVERS

1st level +1 damage against Humanoids per level. 1stlevel: Choose 1 weapon to specialize in. Charge: x2 or x4 move,-4 AC, +2 Damage

1st level Conceal upon successful dexterity check. Every 4 levels: Gain 1 attack against 1 HD monsters. ~ Dodge: +2 AC vrs 3 opponent, no other action

1st level Natural remedies for poison. Disengage from Combat:
Fighting withdrawal: -1/2 move;

Hasty withdrawal: -2

10th level: Gain 1 extra attack per round.

1st level Move silently on successful dexterity check.
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1st level Scale surface upon successful dexterity check.
1st level Detect and build simple traps.

1st level Provide simple shelters in wilderness areas.

1st level Track any creature upon successful wisdom check.

3rd level Track can discern characteristics.
5th level Identify specific types.

6th level +2 to Hit/AC/Tracking against one creature.

Full withdrawal: Opponent gets free swing
Disarm: Must hit AC 18+level+HD of opponent
Evade: +4 AC vrs 1 opponent, no other action
Flank Attack: +1 to hit
Rear Attack: +2 to hit

Two Weapon Fighting: -3 primary hand; -6 off
hand, modified by dex

Design by DARLENE 2006
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Age

Description

Eye Color— Hair Color

Height — Weight

Personality Race Class

Entitlement

Scars or other Distinguishing Marks

Backgrouno
Clothing Style
PEOPLE OF INTEREST nawmes oF:
TREASURE Companions Foes Other NPCs
Gold
Silver
Platinum
Copper
Jewels e~ Gems
Magic Items
E ITEM QUANTITY REMAINING
e Food OO0O00 OO000 OO00O COOOO OOOOO OOOOO COOOO OOO0O
7 Bolts OOO00 00000 OOOOO OOOOO OOOOO COOOO COOOO COOOO
A Arrows OOO00 00000 OOOO0O0 OOOOO COOOO OOOOO COOOO OOOOO

PRIMARY GEAR SECONDARY GEAR

Armor, Weapons, Scrolls, Spell Components, Holy Items, Totems, Thieves' Tools & Other Class Equipment Clothing, Rations, Drink, Camping Gear, Packs, Tools, & Other General Equipment
LOCATION LOCATION
Transport and Tack Magical Arkmaments, Devices e~ Other Items
LOCATION v ocion e

Design by DARLENE 2006 ©2006 Troll Lord Games AL Richs Reservep. Castles & Crusades is a registered trademark of Troll Lord Games.



Rogue/Assassin

DEXTERITY

Character Name and Title

Race Class Primary Ateribute  ATTRIBUTE CHECK: d20 + Mod + level = CC

Alignment ATTRIBUTES SAVING THROWS

Religion Level STRENGTH Paralysis & Constriction

Holy Symbol DEXTERITY Breath Weapons & Traps
CONSTITUTION Disease, Energy Drain & Poison

Experience Points

Nee0ded for Next Level

INTELLIGENCE

Arcane Magic & lllusion

Confusion, Divine Magic, Gaze Attack

Language Pnoficiency WIisDOM Pertrification, Polymorph
CHARISMA Death Attack, Charm & Fear
Racial Abilities MOVE:
Base - EV Penalty + Miscellaneous
o MOvE  AC: 10+
g " ) T0 Armor + Shield + Attribute Mod + Miscellaneous
HORSE / ANIMAL COMPANION / FAMILIAR [ U HIT: d20+ . > AC
o Attribute Mod + Level Bonus + Miscellaneous
s Type. Name HD ] AC
Move______ Attacks Damage Saves Wourids Suffered A:mlan
Shield
Special lities/Abiliti
pecial Qualities/Abilities Hal

HP
WEAPON / TYPE / NAME e

HP
: WEAPON DAMAGE

NOTES / SPECIAL

% WEAPONS IN HAND

ROGUE

1st level: Can wear leather, padded or leather coat
without penalty.

1st level: Back attack at +4 with successful move
silently check.

1st level: Speak cant in coded words and gestures.

1st level: Climb any surface (dexterity).

1st level: Decipher script/language/code (intelligence).
1st level: Conceal themselves from others (dexterity).

1st level: Listen up to 30 feet (wisdom)

1st level: Move silently indoors and outdoors
(dexterity).

1st level: Open Lock (dexterity).
1st level: Pick Pocket (dexterity).

1stlevel:Find, disable or set trap (intelligence).
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4th level: Sneak attack for +2 to hit and +4 damage.

ASSASSIN

1st level: Can wear leather, padded or leather coat without
penalty.

1st level: Casing for weakness/info about opponent
(wisdom)

1st level: Climb any surface (dexterity).

1st level:Kill target instantly upon successful sneak attack.
1st level: Disguise themselves Impersonate (charisma).
1st level: Conceal themselves from others (dexterity).

1st level: Listen up to 30 feet (wisdom)

1st level: Move silently indoors and outdoors (dexterity).

1st level: Can identify and make poisons (intelligence).

1st level: Sneak attack for +2 to hit and +4 damage.

1st level: Find, disable or set trap (intelligence).

Guilo

Contact

Tools of the Trade

Disguises

Design by DARLENE 2006

© 2006 Troll Lord Games All Rights Rese:

rved. Castles & Crusades is a registered trademark of Troll Lord Games.



Age

Description

Eye Color— Hair Color
Height Weight

Personality Race Class
Entitlement

Scars or other Distinguishing Marks

Backgrouno
Clothing Style
PEOPLE OF INTEREST n~awmes oF:
TREASURE Companions Foes Other NPCs
Golo
Silver
Platinum,
Copper
Jewels e- Gems
Magic Items
5 ITEM QUANTITY REMAINING
H Food OOO00 00000 OO00O COOOO OOO0O OOOOO OOOOO OOO0O
] Bolts OOO00 OO000 OOOOO OOOOO OOOOO COOOO COOOO COOOO
A Arrows OOO00 OOO00O0 OOOOO COOOO COOOO OOOOO OOOOO COOOO

PRIMARY GEAR SECONDARY GEAR

Armor, Weapons, Scrolls, Spell Components, Holy Items, Totems, Thieves'Tools & Other Class Equipment Clothing, Rations, Drink, Camping Gear, Packs, Tools, & Other General Equipment
ITEM LOCATION EV LOCATION
Transport and Tack Magical Akmaments, Devices e~ Other Items
ITEM LOCATION EV

Design by DARLENE 2006 ©2006 Troll Lord Games AL RighTs Reserven. Castles & Crusades is a registered trademark of Troll Lord Games.



) AsTLes &C
Monk/Barbarian CONSTITUTION C____,__
ors/barbaria CHARACTER

Character Name and Title

Race Class Primary Attribute  ATTRIBUTE CHECK: d20 + Mod + level = CC
Alignment 1 ATTRIBUTES SAVING THROWS
Religion Level . STRENGTH Paralysis & Constriction
HOIy Symbol ‘ DEXTERITY Breath Weapons & Traps
Experience Points . CONSTITUTION Disease, Energy Drain & Poison

i . INTELLIGENCE Arcane Magic & lllusion
Necded for MR L] wWISDOM Confusion, Divine Magic, Gaze Attack
Language Proficiency ‘ Pertrification, Polymorph

. CHARISMA Death Attack, Charm & Fear

Racial Abilities MOVE:

Base - EV Penalty + Miscellaneous

- MOVE  ACs 10+
g T0 Armor + Shield + Attribute Mod + Miscellaneous

HORSE / ANIMAL COMPANION / FAMILIAR [ HIT: d20+ . Z AC

Attribute Mod + Level Bonus + Miscellaneous
(o) AC
AC Type Name. HD (¥
Move______Attacks_____ Damage Saves Wounids Suffered A:mlc;n
Shie
Special lities/Abiliti
pecial Qualities/Abilities = Helm

HP

WEAPON / TYPE / NAME sowusTopAMAGE | WEAPON DAMAGE | NOTES / SPECIAL

Clan

Totem

OrOer

Code
i

4th level Reduces fall by 20 feet.
E MONK y BARBARIAN
= 5th level +1 per level against disease & poison
E 15t level +1 versus paralysis, polymorph, petrification 5th level strikes as +2 weapon. 1YLEVECR2icnlsuiprseidetendediagainstibackiattacc
< and death. 6th level Appear as if dead 15T LEVEL: Deerstalker, wilderness survival, hunt and shetler.
n 1st level Stun once per round and per level per day ’ 15T LEVEL: Can intimidate those, giving them a -2. i
< for 1d4 rounds. 7th level Amonkheals 1d4 +1 per level a day.
| 18T LEVEL: Barbarian is allowed to attempt herculean tasks.
v 1st level Unarmed attack per level. 7th level Deflect missiles twice per round (dexterity).
4 LEVEL: Whirlwind attack against more than one opponent.

E 1st level Unarmed defense per level. 8th level strikes as +3 weapon.
- 6* LEVEL: Primeval will allows wounded barbarians to gain more
(@) 2nd level Deflect missiles (dexterity). 10th level strikes for instant death. i .
< hitpoints
E 3rd level Move faster. 12th level Deflect missiles thrice per round (dexterity). 10" LEVEL: Ancestral calling, add hit points to allies.
5 3rd level strikes as +1 weapon. 12th level strikes as +4 weapon.

Design by DARLENE 2006 © 2006 Troll Lord Games All Rights Reserved. Castles & Crusades is a registered trademark of Troll Lord Games.



CHARACTER PERSONA AND EQUIPMENT

Description Age Gender.
Eye Color—_ Hair Color
Height Weight

Personality Race Class
Entitlement

Scars or other Distinguishing Marks

Backgrouno.
Clothing Style
PEOPLE OF INTEREST nawmes oF:
TREASURE Companions Foes Other NPCs
Gold
Silver
Platinum
Copper
Jewels e~ Gems
Magic Items
ﬂ ITEM QUANTITY REMAINING
el Food OO0O00 OOO00 OOO0O COOOO OOOOO OOOOO OOOOO OOOVO
7 Bolts  OO000 OO000 OOOOO COOOO COOOO COOOO COOOO COOOO
o Arrows OOO00 OOO0O0O0 OOOOO0 OOOOO COOOO OOOOO COOOO OOOOO

PRIMARY GEAR SECONDARY GEAR

Armor, Weapons, Scrolls, Spell Components, Holy Items, Totems, Thieves'Tools & Other Class Equipment Clothing, Rations, Drink, Camping Gear, Packs, Tools, & Other General Equipment
LOCATION LOCATION
Transport and Tack Magical Akmaments, Devices e~ Other Items
LOCATION v ocwon V]
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Wizard/Illusionist

Character Name and Title

INTELLIGENCE

Castles &CR
CHARACTER !

Race Cclass Primary Attribute  ATTRIBUTE CHECK: d20 + Mod + level 2 CC
i - B
Religion Level STRENGTH Paralysis & Constriction
Holy Symbol DEXTERITY Breath Weapons & Traps
Experience Points CONSTITUTION Disease, Energy Drain & Poison
Needed for Next Level INTELLIGENCE Arcane Magic & lllusion
Confusion, Divine Magic, Gaze Attack
Language Proficiency WISDOM Pertrfication,Polymorph
CHARISMA Death Attack, Charm & Fear
Racial Abilities MOVE:
Base - EV Penalty + Miscellaneous
MOVE  AC: 10+
S " ) T0 Armor + Shield + Attribute Mod + Miscellaneous
HORSE / ANIMAL COMPANION / FAMILIAR U HIT: dao+ . Z AC
o Attribute Mod + Level Bonus + Miscellaneous
a  Type Name HD AC
Move Attacks___Damage Saves S e ARMaR
Shield
Special Qualities/Abilities
Helm

HP HP
WEAPON / TYPE / NAME WEAPON DAMAGE

NOTES / SPECIAL

7% WEAPONS IN HAND

ILLUSIONIST

1st Level  Using magic and props disguise

1st level +1 Bonus to illusion spells.
4th level  +2 Bonus toillusion spells.
7th level  +3 Bonus toillusion spells.

10th level +4 Bonus to illusion spells.

SPELLS

SPELL LIST

Check Box for Memorized Spells

Bonus

Spells
Spells

Spells/
Day Known

Level

o

1st

2no0

3r0

4th

5th

6th

MAGIC ITEMS

7th

n
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8th

9th
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Description Age Gender
Eye Color Hair Color
Height Weight
Personality Race Class
Entitlement
Scars or other Distinguishing Marks
Backgrouno
Clothing Style
PEOPLE OF INTEREST nawmes oF:
TREASURE Companions Foes Other NPCs
v
Platinum
Copper
Jewels e~ Gems
Magic Items
"'_1 ITEM QUANTITY REMAINING
] Food 00000 00000 OO0 OO0 OOOOO OO0 OOOOO OOOOO
7 Bolts  OOO00 00000 OOOOO OOOOO COOOO COOOO COOOO OO0
| Arrows OO0O00 OOO00 OOO0O0 OOOOO OCOOOO OOOOO OOOOO OOOOO

PRIMARY GEAR

Armor, Weapons, Scrolls, Spell Components, Holy Items, Totems, Thieves' Tools & Other Class Equipment

ITEM LOCATION

SECONDARY GEAR

Clothing, Rations, Drink, Camping Gear, Packs, Tools, & Other General Equipment
ITEM LOCATION EV

Transport and Tack

Magical Akmaments, Devices e~ Other Items

AR R 1 R D LN SN | IEEN 1.0 CAT) ON i | £

Design by DARLENE 2006

©2006 Troll Lord Games AL RiGHTs Reservep. Castles & Crusades is a registered trademark of Troll Lord Games.



Cleric/Druid

Character Name and Title

WISDOM

CasrtLes & CRu
CHARACTER

Race Class Primary Attribute  ATTRIBUTE CHECK: d20 + Mod + level = CC
e— N
Religion Level . STRENGTH Paralysis & Constriction
Holy Symbol . DEXTERITY Breath Weapons & Traps
Experzience Points . CONSTITUTION Disease, Energy Drain & Poison
P —— . INTELLIGENCE Arcane Magic & lllusion
)C . WISDOM Confusion, Divine Magic, Gaze Attack
Language pROFl’Cl’enCY Pertrification, Polymorph
‘ CHARISMA Death Attack, Charm & Fear
Racial Abilities MOVE:
Base - EV Penalty + Miscellaneous
o MVOVE  AC: 10+
g . . T0 Armor + Shield + Attribute Mod + Miscellaneous
HORSE / ANIMAL COMPANION / FAMILIAR [ U HIT: d20+ = AC
Attribute Mod + Level Bonus + Miscellaneous
0 b d | I
AC TYPe Name HD U AC
Move Attacks______Damage Saves Wounds Suffered AR
Shield
Special Qualities/Abilities
Helm

HP HP
WEAPON / TYPE / NAME WEAPON DAMAGE NOTES / SPECIAL

‘% WEAPONS IN HAND

CLERIC

Turn or destroy undead monsters.

CLERIC SYmBOL

SPELLS

S P E LL LIST Check Box for Memorized Spells

Level

Bonus

Spells/
Spells

Day

Spells
Known

o

1st

DRUID

1%t level Druidic language.

14 level Identify species of plant and animal (wisdom).
1+ level Find shelter or forage for food (wisdom).

1+t level With wisdom of 13-15 one extra 1st level spell.
14t level With wisdom of 16-17 one extra 2nd level spell.
1tlevel With wisdom of 18-19 one extra 3rd level spell.

2" Jevel Gain +2 versus air, earth, fire water, lightening,
cold attacks.

6" level Shape change to once per day.
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3" level Move thru thick woodland without impediment.

2no

3r0

4th

5th

6th

7th

8th

9th

HOLY ITEMS
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CHARACTER PERSONA AND EQUIPMENT

Description Age Gender.
Eye Color—_ Hair Color
Height Weight

Personality Race Class
Entitlement

Scars or other Distinguishing Marks

Backgrouno.
Clothing Style
PEOPLE OF INTEREST nawmes oF:
TREASURE Companions Foes Other NPCs
Gold
Silver
Platinum
Copper
Jewels e~ Gems
Magic Items
ﬂ ITEM QUANTITY REMAINING
el Food OO0O00 OOO00 OOO0O COOOO OOOOO OOOOO OOOOO OOOVO
7 Bolts  OO000 OO000 OOOOO COOOO COOOO COOOO COOOO COOOO
o Arrows OOO00 OOO0O0O0 OOOOO0 OOOOO COOOO OOOOO COOOO OOOOO

PRIMARY GEAR SECONDARY GEAR

Armor, Weapons, Scrolls, Spell Components, Holy Items, Totems, Thieves'Tools & Other Class Equipment Clothing, Rations, Drink, Camping Gear, Packs, Tools, & Other General Equipment
LOCATION LOCATION
Transport and Tack Magical Akmaments, Devices e~ Other Items
LOCATION v ocwon V]
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Paladin/Baro/ Knight

Character Name and Title

CHARISMA

Castles &
CHARACTER

Race Class Primary Atereibute  ATTRIBUTE CHECK: d20 + Mod + level = €C

Nignment i I T —

Religion Level STRENGTH Paralysis & Constriction

Holy Symbol DEXTERITY Breath Weapons & Traps

Experience Points CONSTITUTION Disease, Energy Drain & Poison

Needed for Next Level INTELLIGENCE Arcane Magic & lllusion

Confusion, Divine Magic, Gaze Attack

Language Proficiency WISDOM PeGREABORPOSTOED
CHARISMA Death Attack, Charm & Fear

Racial Abilities MOVE:

MOVE  AC: 10+

Base - EV Penalty + Miscellaneous

Armor + Shield + Attribute Mod + Miscellaneous

) TO
HORSE / ANIMAL COMPANION / FAMILIAR HIT: d20+ > AC
e Attribute Mod + Level Bonus + Miscellaneous
e Type Name HD AC
Move ____ Attacks____Damage Saves Vo uffene ARITIOR.
Shield

Special Qualities/Abilities

HP

Helm

HP
WEAPON / TYPE / NAME WEAPON DAMAGE NOTES / SPECIAL

% WEAPONS IN HAND

PALADIN

1st level Cure disease once per week.
1st level Detect evil up to 60 feet.

1st level Emanate divine aura +2 AC/Saves
against evil.

1st level Immune to disease.

st level Lay on hands for 2 points per level.
3rd level Can turn undead as 1st level cleric.
4th level Gain a divine mount.

6th level Cure disease twice per week.

6th level Immune to fear.

9th level Smite evil once per day. + charisma modifier
to hit, +1 damage per level.
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12th level Cure disease 3 times per week.
12th level Divine healing once per day.

12th level Cures damage, ailments, disease.

BARD

1st level Decipher script, unfamiliar writing
(intelligence).

1st level Inspire companions by exaltation.

1st level +2 to any one attribute check.

1st level Legend Lore specific fact or event (charisma).
4th level Fascinate a single creature.

9th level Exhort greatness,companion gains +2 to hit
and 2 temporary levels.

KNIGHT

1st level Starts with a birthright mount, fully equipped.

1st level Trained in mounted combat:fight, deflect,
cover, fall softly, leap, charge.

1st level Inspire, giving companions bonus to hit equal
to charisma bonus of knight.

3rd level Embolden all in 30 ft.radius for bonus to
abilities.

5th level Demoralize opponents who suffer -4 to
charisma checks.

8th level Can use inspire,embolden and demoralize in
same round.

10th level Can call 2d10 followers to arms.
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CHARACTER PERSONA AND EQUIPMENT

Description Age Gender.
Eye Color—_ Hair Color
Height Weight

Personality Race Class
Entitlement

Scars or other Distinguishing Marks

Backgrouno.
Clothing Style
PEOPLE OF INTEREST nawmes oF:
TREASURE Companions Foes Other NPCs
Gold
Silver
Platinum
Copper
Jewels e~ Gems
Magic Items
ﬂ ITEM QUANTITY REMAINING
el Food OO0O00 OOO00 OOO0O COOOO OOOOO OOOOO OOOOO OOOVO
7 Bolts  OO000 OO000 OOOOO COOOO COOOO COOOO COOOO COOOO
o Arrows OOO00 OOO0O0O0 OOOOO0 OOOOO COOOO OOOOO COOOO OOOOO

PRIMARY GEAR SECONDARY GEAR

Armor, Weapons, Scrolls, Spell Components, Holy Items, Totems, Thieves'Tools & Other Class Equipment Clothing, Rations, Drink, Camping Gear, Packs, Tools, & Other General Equipment
LOCATION LOCATION
Transport and Tack Magical Akmaments, Devices e~ Other Items
LOCATION v ocwon V]
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THE CAsTLEs & CrusaDEs CHARACTER REFERENCE SHEETS
WERE CREATED WITH THE PLAYER IN MIND. WITH THESE REFERENCE SHEETS IN HAND,
A PLAYER SHOULD BE ABLE TO EASILY TRACK AND REFERENCE ALL A CHARACTER’S NECESSARY
STATISTICS EQUIPMENT AND NOTES MAKING PLAY EASIER, MORE ENJOYABLE AND EXCITING.

THE CHARACTER REFERENCE SHEETS CONTAIN SIX DIFFERENT DOUBLE-SIDED
INDIVIDUALIZED CHARACTER SHEETS. THERE ARE SIX CHARACTER
SHEETS EACH FOR THE FIGHTER/ RANGER (STRENGTH),
WizArD/ ILLUsIONIST (INTELLIGENCE), CLERIC/ DrUID (WisDoOM),
ROGUE/ AssassiN (DeExTERITY), BARBARIAN/ MONK (CONSTITUTION)
AND KNIGHT/ PALADIN/ BARD (CHARISMA).

DESIGNED TO FACILITATE THE ATTRIBUTE CHECK RULES SYSTEM, THESE
SHEETS INCLUDE ROOM TO RECORD ALL THE CHARACTER'S VITAL STATS

ON THE FRONT OF EACH SHEET IS A HAND LIST OF YOUR CLASSES’
ABILITIES AND ROOM TO RECORD YOUR RACIAL ABILITIES. PLENTY OF
ROOM IS GIVEN FOR WHAT'S IMPORTANT TO YOUR CHARACTER AND TO THE
. GAME. RECORD YOUR EQUIPMENT, KEEP UP WITH HOW MUCH AMMUNITION
“YOU'VE USED, HOW MUCH FOOD AND WATER YOU HAVE LEFT. THERE IS
ROOM ENOUGH LEFT OVER TO DESCRIBE YOUR CHARACTER AND GIVE A

BRIEF BACKGROUND.

THIS IS ONE TOOL YOU WON’T WANT TO DO WITHOUT.

SBN 1-931275-39-4
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$9.95 US.TLG 8014k __EAN PO Box 251171, Lirtie Rock, AR 72225

WWW.TROLLLORD.COM
TLG 8014~-R PRINTED AT CHENAULT & GRAY PRINT IN THE
$9.95 UNITED STATES OF AMERICA

FrRoM HiT POINTS, ARMOR CLASS, TO WEAPONS USED AND SPELLS KNOWN.




