EXPERIENCED NERDS SHOULD TURN OFF THIS GREEN INTRODUCTION LAYER BEFORE PRINTING

Lamentations of the Flame Princess

WEIRD FANTASY ROLE-PLAYING

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.

Roll 3d6 for each Ability Score starting from the top, these are your basic attributes. Some score

ranges will give you a modifier that affects other things you do.

Skills are used when success for certain activities isn’t certain. Most

characters succeed by rolling a 1 on a d6, but Specialists are able to

increase their chances.

For example, a Strength of 17 gives you +2 to your Attack Bonus and checks to force open stuck
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Ranged Weapons suffer different penalties to hit at Medium and Long range. Range Firearms

RoF = Rate of Fire, the number of Rounds needed to reload firearms.
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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.
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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.

“Lamentations of the Flame Princess” and the Dead Sign (that’s the thing you’re writing your Hit Points in when you start dying) are the trademarks, copyright, intellectual property and whatever else of James Edward Raggi IV.

This character sheet carries no official endorsement nor does it claim to, but has been created out of simple appreciation for a game that got me stupidly excited about nerd games again, and a hope that this will help others get just as stupid excited.
Now go roll some dice.
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EXPERIENCED NERDS SHOULD TURN OFF THIS GREEN INTRODUCTION LAYER BEFORE PRINTING

Lamentations of the Flame Princess

WEIRD FANTASY ROLE-PLAYING

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.
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characters succeed by rolling a 1 on a d6, but Specialists are able to

Skills are used when success for certain activities isn’'t certain. Most
increase their chances.

WEAPONS

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

“Joqunu

1mo£ uey) 1aySry 1o renba Surpjor sueswr yorym 9aes o) axew nok jeyy [Py A1 adoy 19)32q

‘19101 In0A 0) ATdde et} sjop Aue Ul [[1 "9AISUJO(] pUE SS21 oSN Ued

"Jo[ dA.Y NOL S10YS AUBW MOY PIOIY

pue OV ¥+ 198 saA[q pue ‘sprem ‘s1aydry inq Kired Loy J1 Dy ¢+ 198
SI2)OBIBYD JSOJA] “YOBIIE [BULIOU © UBY) I9Y30 Op Ued NoA sguryy are asay[,

‘saduer e 10 a8uex }JI0YsS je jourre

SQC)JQIC{ urreasy 9yl Jjr ajou Jy Mofg

pnoA£ pue uaddey o3 Jnoqe st peq Surgiowos MmoIy], Suraes e d[eW 0} NOA SYse 9219Jy INoA JJ

EXPERIENCED NERDS SHOULD TURN OFF THIS GREEN INTRODUCTION LAYER BEFORE PRINTING

Lamentations of the Flame Princess

WEIRD FANTASY ROLE-PLAYING

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
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WEAPONS

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

“Joquunu

oA uey) 1aydry 1o renba Surpjor sueswr yorym aes ayy yew nok jeyy [Py 1 odoy 1)32q
pnoA£ pue uaddey o3 Jnoqe st peq Surgiowos Mmoiyy, Suraeg e dfew 0} NOL syse 391JoY InoA J

“1930exeyd oA 0y Adde yey sjop Aue ur [[1 "9AISUSJO(] pue $S21 oSN UL

"JJo 2ABY NOA $joys AUBW MOY PI0IAY

pue Oy F+ 128 soA[g pue ‘sprem( ‘1018t Inq Kired Loy J1 DY 7+ 308
SI2}0€IRYD JSOJA Oe}IE [BULIOU € U} I3Y30 Op Ued oA sJuryy are asay,

‘saueu [[e 1o aduel J10ys Je JouLIE

sao101d WiIRdIy AU} JT d)0u JV MO[dg



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.

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.

“Lamentations of the Flame Princess” and the Dead Sign (that’s the thing you’re writing your Hit Points in when you start dying) are the trademarks, copyright, intellectual property and whatever else of James Edward Raggi IV.

This character sheet carries no official endorsement nor does it claim to, but has been created out of simple appreciation for a game that got me stupidly excited about nerd games again, and a hope that this will help others get just as stupid excited.
Now go roll some dice.
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“Lamentations of the Flame Princess” and the Dead Sign (that’s the thing you’re writing your Hit Points in when you start dying) are the trademarks, copyright, intellectual property and whatever else of James Edward Raggi IV.

This character sheet carries no official endorsement nor does it claim to, but has been created out of simple appreciation for a game that got me stupidly excited about nerd games again, and a hope that this will help others get just as stupid excited.
Now go roll some dice.
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