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WEIRD FANTASY ROLE-PLAYING
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If your Referee asks you to m
ake a Saving Th

row, som
ething bad is about to happen and you’d 

better hope like hell that you m
ake the save, w

hich m
eans rolling equal or higher than your 

num
ber.

Your Saving Th
row

s are determ
ined by your class and level, and som

e A
bility Scores give you a 

m
odifier w

hich should be noted below.
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Th
ese are things you can do other than a norm

al attack. M
ost characters 

get +2 A
C

 if they Parry, but Fighters, D
w

arfs, and Elves get +4 A
C

, and 
can use Press and D

efensive. Fill in any dots that apply to your character.
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When surprised you lose any Dexterity bonus and suffer a -2 
penalty to AC.

Firearm
s in A

rm
or Piercing range ignore up to 5 

points of arm
or. So if your norm

al A
C

 w
as 15 due 

to w
earing Leather arm

or and a +1 D
exterity bonus, 

against Firearm
s your A

C
 is 13 (12 unarm

ored +1 
D

exterity bonus).

There’s a lot of stuff about combat on this page, BUT THAT DOESN’T MEAN THE GAME IS ONLY ABOUT FIGHTING THINGS. These are just the details you 
will need to reference at a moment’s notice. Go out and meet people, discover things, fall in love, start a blasphemous cult.

Alignment doesn’t determine how you act, only how some things in the game will affect you. Clerics are Lawful, Magic-Users and Elves are Chaotic, but everyone else can choose, or 
be Neutral.

EXPERIENCED NERDS SHOULD TURN OFF THIS GREEN INTRODUCTION LAYER BEFORE PRINTING

Roll your Hit Points based 
on your class and note them 
above. When you start 
dying note it to the right.

Ranged Weapons suffer different penalties to hit at Medium and Long range.
RoF = Rate of Fire, the number of Rounds needed to reload firearms.

Below
 A

P note if the firearm
 pierces 

arm
or at short range or all ranges.

Record how
 m

any shots you have left.
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“L
am

entations of the F
lam

e Princess” and the D
ead Sign (that’s the thing you’re writing your H

it Points in when you start dying) are the tradem
arks, copyright, intellectual property and whatever else of Jam

es E
dward R

aggi IV
.

T
his character sheet carries no offi

cial endorsem
ent nor does it claim

 to, but has been created out of sim
ple appreciation for a gam

e that got m
e stupidly excited about nerd gam

es again, and a hope that this will help others get just as stupid excited.
N

ow go roll som
e dice.

When you encounter a new language make a Languages check using the skill on the other side of the 
page to see if you understand it, and note the language in one of these columns depending on the result.
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ething bad is about to happen and you’d 

better hope like hell that you m
ake the save, w
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eans rolling equal or higher than your 

num
ber.

Your Saving Th
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Th
ese are things you can do other than a norm

al attack. M
ost characters 

get +2 A
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 if they Parry, but Fighters, D
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arfs, and Elves get +4 A
C

, and 
can use Press and D

efensive. Fill in any dots that apply to your character.
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When surprised you lose any Dexterity bonus and suffer a -2 
penalty to AC.

Firearm
s in A

rm
or Piercing range ignore up to 5 

points of arm
or. So if your norm

al A
C

 w
as 15 due 

to w
earing Leather arm

or and a +1 D
exterity bonus, 

against Firearm
s your A

C
 is 13 (12 unarm

ored +1 
D

exterity bonus).
There’s a lot of stuff about combat on this page, BUT THAT DOESN’T MEAN THE GAME IS ONLY ABOUT FIGHTING THINGS. These are just the details you 

will need to reference at a moment’s notice. Go out and meet people, discover things, fall in love, start a blasphemous cult.

Alignment doesn’t determine how you act, only how some things in the game will affect you. Clerics are Lawful, Magic-Users and Elves are Chaotic, but everyone else can choose, or 
be Neutral.

EXPERIENCED NERDS SHOULD TURN OFF THIS GREEN INTRODUCTION LAYER BEFORE PRINTING

Roll your Hit Points based 
on your class and note them 
above. When you start 
dying note it to the right.

Ranged Weapons suffer different penalties to hit at Medium and Long range.
RoF = Rate of Fire, the number of Rounds needed to reload firearms.

Below
 A

P note if the firearm
 pierces 

arm
or at short range or all ranges.

Record how
 m

any shots you have left.
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.
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 to, but has been created out of sim
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e stupidly excited about nerd gam

es again, and a hope that this will help others get just as stupid excited.
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ow go roll som
e dice.

When you encounter a new language make a Languages check using the skill on the other side of the 
page to see if you understand it, and note the language in one of these columns depending on the result.
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