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	Strength: +2
	Intelligence: -1
	Wisdom: +0
	Dexterity: +1
	Constitution: +0
	Charisma: +0
	9: 10
	8: 11
	7: 12
	6: 13
	5: 14
	4: 15
	3: 16
	2: 17
	1: 18
	THAC0: 19
	1_2: 20
	2_2: 20
	3_2: 20
	4_2: 20
	5_2: 20
	Special Abilities: Vision:  Infravision  60' 

Detection: detect traps, sliding walls, sloping corridors, and new constructions. (1d6) 1-2
	PR: Strength
	XP Adj: 10%
	Equipment: Plate mail armor 
Shield
Sword (normal) 
Dagger
Small hammer 
12 iron spikes
Rope (50') 
Wolfsbane
1 full wineskin
	Class: Dwarf
	Character's Name: The Dwarf
	Sex: Male
	Player's Name: 
	Level: 1
	Alignment: 
	Dungeon Master: 
	INT: 7
	WIS: 11
	DEX: 14
	CON: 9
	CHA: 9
	AC: 1
	XP: 0/2200
	Treasure: Coins------------------------
Gold=7
	Wounds: 
	Weapons: 
	2: Dagger*      1d4+2
	1: Sword          1d8+2
	3: *Range  10/20/30

	Languages: Common, Dwarven
	STR: 16
	Death Ray or Poison: 8
	Magic Wands: 9
	Paralysis: 10
	Dragon Breath: 13
	Rod: 12
	Hit Points: 8
	Portrait: 


