General Damon “Brick” Balder


Fighter 16 (Knight, Champion, Giant Slayer)


“War is all about resources, so shop ’til they drop.”





�
Attributes


Strength:	19


Dexterity:	7


Constitution:	15


Intelligence:	14


Wisdom:	13


Charisma:	11


Perception:	21/10 (20/7)





Hit Points:	89


Movement:	9


�Characteristics


Race:		Mt. Dwarf


Gender:  	Male


DOB:		9-23-704


Age:		N/A


Height:  	137 cm


Weight:	81 kg


Build:		Fat


Comeliness:	7


Eyes:		Brown


Hair:		Brown, Long,


		Curly


Complexion:	Brown


�


Alignment:	Lawful Good


Handedness:	Ambidextrous





Saving Throws


Paralyzation. . .:	4


Rod/Staff/Wand:	6


Petrifaction. . .:  	5


Breath Weapon:	4


Spell:			7





Modifiers:


vs. Rod/Staff/Wand +4


vs. Poison +4	vs. Spell +4


Armor +3�
Notes


Powers:  Detect underground phenomena (age 5 in 6, depth 1 in 2, grade 5 in 6, mechanism 2 in 3, trap 1 in 2), Infravision 60’, One extra attack/round w/shield (parry/punch, loss of AC bonus until next attack), Size advantage (giants, ogre magi, ogres, titans & trolls at –4 to hit)


Penalties:  Magical item failure 20%





Armament


�
�
�
Att./Rnd.�
�
�
�
�
Weapon�
THAC0�
Damage�
Melee�
Range�
Spd.�
Range�
Slots�
�
Hammer +3, Dwarven�
–2, 1-3-6�
[(1d4)+13/(1d4)+12]x2�
5/2, 1�
1�
1�
2-4-6�
<2>�
�
   Thrower*�
"�
[(1d4)+13/(1d4)+12]x3�
"�
"�
"�
"�
"�
�
Medium Shield +3�
–1 (punch 2)�
(1d3)+10�
+1�
-�
1�
-�
<2>�
�
Short Sword +1�
1�
(1d6/1d8)+8�
2�
-�
2�
-�
-�
�
Dagger (x2)�
2, 5-7-10�
(1d4/1d3)+7�
2, 2�
2�
2�
1-2-3�
-�
�
Clv./Crsh. (broad gp.)�
"�
(vary)+7�
2, 1�
1�
vary�
"�
3�
�
Short Blades (tight gp.)�
"�
"�
2, 2�
2�
"�
"�
2�
�
	*vs. ettins, giants, ogre magi, ogres & trolls.  Damage multipliers (x2, x3) apply only when thrown.


THAC0 Modifiers:  Non-Proficiency –2, Strength +3, Weapon & Shield Style 0/0, vs. Orcs/Half-Orcs +1, vs. Goblins/Hobgoblins +1





Protection


Plate Mail +3 (open-face helmet w/eye visor), Medium Shield +3





Armor Class:  –4�
Mod. Rear:  2�
Surp./Miss.:  –4�
Shieldless:  0�
�



Languages & Proficiencies (50/50)


Common (13/11), Dwarf (14/14); Direction Sense (16), Endurance (16), Engineering (19), Etiquette (14), Fire Building (8), Heraldry (16), Mountaineering (3 slots), Rope Use (18), Stonemasonry (18); Ambidexterity, Weapon & Shield Style (2 slots)


�
Possessions


Apparel & Jewelry:  Maroon cape & gloves, red tunic, gray pants, brown leather belt & high-cut boots


Stowage:  Backpack, large belt pouch (p), waist sword scabbard, dagger sheaths (L & R ankles)


Miscellaneous Gear:


Magnifying Glass (p), Spyglass (10x) (p), Large Tent





Background & History


Mountain Dwarves’ ambassador to Alliance until ’War, then helped as military advisor & liaison. . .


Refused to give elves aid or resources when mountain forests were encroached; drove them back. . .


Abandoned commitments in Remles to help defend homeland against giants & orcs. . .


Worked extensively w/Aidan to protect mountains and supply Alliance forces w/weapons. . .


Declared Aidan dwarf-friend during orc-giant battles, later apologized to elves by her request. . .


Commanded dwarven forces at front lines during ’War. . . Killed by Dalfox during Mersem Invasion. . .


Succeeded by Cedric as commander of dwarven armies and dwarven ambassador for Alliance.





Lifestyle & Psychology


Open-minded & flexible for a dwarf, joking, friendly. . . Generous but also a compulsive spendthrift. . .


Toy-monger, not very resourceful. . . Obsessed with devices for their application, not design. . .


Popular despite appearance, which hurt his reputation somewhat. . . Fun to be around, fair, honest. . .


Very accustomed to leadership role. . . Expensive but economical planner, was frustrating at times. . .


Respected tactician & architect, specialized in sieges & urban combat tactics; also a skilled fighter. . .


Well-armed and armored, physical fighter. . . Hard-hitting & skilled with almost any melee weapon. . .


Hated surprise; preferred patient, smash-mouth combat. . . Liked to be well-prepared & well-informed. . .


Moved slowly & awkwardly; [tactical] knowledge of ranged combat & magic mostly academic. . .


Warrior at heart; saw most obstacles as targets, to be killed if necessary. . . Very professional. . .





Physical Description


Typical fat bearded dwarf to most; eyes rather large & energetic compared to most dwarves


�
Thorde “Prodigy” Clayton


Thief 15 (Grand Master Thief)


“When I was a kid, I though I was the best. . . That hasn’t changed.”





�
Attributes


Strength:	14


Dexterity:	22


Constitution:	16


Intelligence:	15


Wisdom:	8


Charisma:	11


Perception:	19/9





Hit Points:	73


Movement:	9 (24)


Backstab:	x5


�Characteristics


Race:		Tallfellow


		Halfling


Gender:  	Male


DOB:		5-8-753


Age:		N/A


Height:  	119 cm


Weight:	32 kg


Build:		Athletic


Comeliness:	11


Eyes:		Brown


Hair:		Brown, Short,


		Wiry


Complexion:	Tan


�


Alignment:	Chaotic Good


Handedness:	Ambidextrous





Saving Throws


Paralyzation. . .:	10


Rod/Staff/Wand:	8


Petrifaction. . .:  	9


Breath Weapon:	13


Spell:			9





Modifiers:


Cloak +4	Dexterity +5


vs. Rod/Staff/Wand +4


vs. Poison +4	vs. Spell +4�
Notes


Powers:  Dexterity (initiative –5, reaction +4), Infravision 30’, Surprise at –2 (when opening a door) or –4 when alone & unarmored, Wrestling specialization (+2 bonus to Strength checks)





Armament


�
�
�
Att./Rnd.�
�
�
�
�
Weapon�
THAC0�
Damage�
Melee�
Range�
Spd.�
Range�
Slots�
�
Short Sword +4 (x2)�
4�
(1d6/1d8)+6�
3/2 +1�
-�
0�
-�
2�
�
Knife +1�
11�
(1d3/1d2)+1�
1�
"�
1�
"�
0�
�
Dart (x12)�
8-10-13�
(1d3/1d2)+0�
3�
3�
2�
1-2-4�
1�
�
Wrestling�
13 (+8 to hit)�
(wrestling table)+2�
1�
-�
0�
chart bonus: 2�
2�
�
THAC0 Modifiers:  Backstab +11, Back Strike +4, Non-Proficiency –3, Dexterity +4, Sling +1, Thrown Weapons +1, Two-Weapon Style 0/0





Protection


Bracers of Defense AC 2, Boots of Speed, Cloak of Protection +4





Armor Class:  –9�
Mod. Rear:  0�
Surp./Miss.:  –2�
�



Languages & Proficiencies (49/49)


Common (13/11), Halfling (15/14), Thieves’ Cant; Camouflage (19), Direction Sense (17), Jumping (19), Rope Use (20), Spellcraft (17), Swimming (16), Tightrope Walking (17), Tumbling (20); Blind-Fighting





Possessions


Apparel & Jewelry:  Black jumpsuit, black cloth gloves & belt


Stowage:  Backpack, small belt pouch (p), waist sword scabbard (x2), dart sheaths (waist x4; L & R ankles, forearms, shoulders, thighs)


Miscellaneous Gear:


Spyglass (20x) (p), Thieves’ Picks & Tools (p)


�
Thief Abilities


Pick Pockets:�
95%�
Move Silently:�
105%�
Climb Wall:�
95%�
�
Open Locks:�
95%�
Hide in Shadows:�
105%�
Read Language:�
96%�
�
Find/Remove Traps:�
95%�
Detect Noise:�
95%�
Read Spell Scroll:�
75%�
�



Techniques:  Back Capture, Back Strike, Instinct Manipulation (x2), Screen, Traceless Walk, Triangle Jump





Background & History


Phenomenal halfling daredevil turned scout/sentry. . . Hotly recruited by Thornn’s Guild (781). . .


Experienced tremendous early success under Thornn. . . Rejected by Sorcia because of cockiness. . .


Befriended Aviva (781) and Audric (786) as kindred spirits; the three taught each other extensively. . .


Earned Sorcia’s respect by bringing together Orion and Grummash, forming the Lightning Posse. . .


Lightning Posse gained worldwide fame during ’War as a small, quick, self-sufficient strike force. . .


Botched a backstab against Lancer; killed by Lancer during Strahan’s Betrayal. . . Left items to Aviva.





Lifestyle & Psychology


Clean yet casual, confident, energetic, good-humored. . . Very physical, hot-tempered at times. . .


Friendly & outgoing but not socially versatile. . . Extremely cocky, but difficult to prove incapable. . .


Attentive, not obnoxious. . . Detested bickering, socially progressive whenever not self-absorbed. . .


Unselfish team player; always got recognition anyway. . . Individual success due to talent & brains. . .


Mediocre leader at best; couldn’t handle anyone he didn’t know. . . Worked very well with friends. . .


Cockiness extended only to own skills; rarely entered melee, usually played well-suited support role. . .


Excelled at taunting opponents. . . If alone & spotted, more than capable of defending self in melee. . .


Not very religious, but partially converted from narcissism thanks to Sorcia. . .


Not many kills; primary duty was stealth & support. . . Still, tried not to think about own killings. . .





Physical Description


Dull steel Bracers, soft brown leather low-cut Boots, black tunic-like Cloak


Characteristically long arms & large jawbone


�
Dalfox “The Skeletal Master”


Wizard 21 - Priest 20 (Archmage, Great Priest, Dragon Slayer)


“The fun never ends.”			“If I’m ever defeated, I swear it won’t be due to stupidity.”





�
Attributes


Strength:	8 (18-00)


Dexterity:	8


Constitution:	N/A


Intelligence:	20


Wisdom:	20


Charisma:	15


Perception:	32/16





Hit Points:	83 (124)


Magic Power:	149 (187)


MP Recovery:	16 (48)


Movement:	6 (24)


Casting Level:	Wz 21, Pr 20


�Characteristics


Race:		Lich


Gender:  	N/A


DOB:		N/A


Age:		N/A


Height:  	175 cm


Weight:	15 kg


Build:		Mostly Bones


Comeliness:	–3


Eye (R only):	Brown


Hair:		None


Complexion:	A bit pale. . .


�


Alignment:	Lawful Evil


Handedness:	Right


Ethos:		Devil





Saving Throws


Paralyzation. . .:	2


Rod/Staff/Wand:	3


Petrifaction. . .:  	5


Breath Weapon:	7


Spell:			4





Modifiers:


Cloak +5	Wisdom +4�



Notes


Immunities:  1st- and 2nd-level illusions, cold, death magic, divination (amulet), electricity, insanity, poison, cause fear, charm, enfeeblement, forget, friends, polymorph, scare, sleep


Powers:  Charisma (loyalty/reaction +3), Fear aura (<5 HD save vs. spell or flee for 5d4 rounds), Hit only by 6 HD/enchanted creatures or magical weapons, Magical vision (can see normally in any lighting condition), Natural AC 0, Permanency spells (detect good, detect invisibility, detect magic, pro. from normal missiles, read magic), Turn undead, Wrestling specialization (+2 bonus to Strength checks), Free action (ring), Magic resistance 50% (cloak)


Spheres (major):  All, Charm, Combat, Divination, Necromantic, Summoning


Spheres (minor):  Animal, Elemental, Guardian, Healing, Protection





Armament


�
�
�
Att./Rnd.�
�
�
�
�
Weapon�
THAC0�
Damage�
Melee�
Range�
Spd.�
Range�
Slots�
�
Short Sword +3�
1�
(1d6/1d8)+11�
3/2�
-�
0�
-�
2�
�
Dagger (x2)�
5, 8-10-13�
(1d4/1d3)+6�
1, 2�
2�
2�
1-2-3�
1�
�
Tag�
4�
spell�
1�
-�
spell�
-�
1�
�
Chill Touch�
4�
(1d10) + paralyzation�
"�
"�
0�
"�
"�
�
Wrestling�
8 (+9 to hit)�
(wrestling table)+10�
1�
-�
0�
chart bonus: 4�
4�
�
THAC0 Modifiers:  Non-Proficiency –3, Off-Hand –2, Strength +3, Single-Weapon Style 0





Protection


Magus Cloak +5, Boots of Speed





Armor Class:  –9�
Mod. Rear:  –3�
Surp./Miss.:  –5�
�



Languages & Proficiencies (104/104)


Common (20/20), Dwarf (16/17), Elf (16/17), Goblin (16/17), Kobold (16/17), Orc (16/17); Alchemy (16), Ancient History (Mersem Portal 18, Oppression 12), Cantrip (20), Direction Sense (17), Etiquette (16), Heraldry (16), Herbalism (17), Item Lore (17), Military Theory (17), Monster Lore (17), Religion (16), Spellcraft (20), Supernatural Perception (19), Tumbling (10), Weather Sense (18); Single-Weapon Style (2 slots)


�
Spell Arsenal


W1:  Affect Normal Fires, Audible Glamer, Chromatic Orb, Comprehend Languages, Conjure Spell Component, Copy, Detect Undead, Enlarge, Erase, Feather Fall, Fire Burst, Gaze Reflection, Hornung’s Guess, Identify, Light, Mending, Metamorphose Liquids, Meteo Fall, Nystul’s Magic Aura, Pro. from Hunger & Thirst, Read Magic, Shield, Shocking Grasp, Sleep, Unseen Servant, Wizard Mark


W2:  Alter Self, Choke, Circle of Protection, Continual Light, Darkness 15’ r., Detect Invisibility, Detect Life, ESP, Fog Cloud, Fools’ Gold, Forget, Imp. Magic Missile, Imp. Phantasmal Force, Invisibility, Knock, Levitate, Melf’s Acid Arrow, Mirror Image, Misdirection, Pro. from Cantrips, Ray of Enfeeblement, Scan, Shadow Snap, Spectral Hand, Vocalize, Web, Whispering Wind, Wizard Lock


W3:  Clairaudience, Clairvoyance, Delude, Explosive Runes, Flame Arrow, Fly, Gust of Wind, Haste, Illusionary Script, Lightning Bolt, Melf’s Minute Meteors, Monster Summoning I, Non-Detection, Pro. from Normal Missiles, Redial, Reverberation, Secret Page, Sepia Snake Sigil, Slow, Spectral Force, Sticky Net, Suggestion, Vampiric Touch, Wind Wall, Wizard Sight, Wraithform


W4:  Charm Monster, Contagion, Detect Scrying, Dig, Dimension Door, Emotion, Fire Aura, Fire Shield, Fumble, Hallucinatory Terrain, Halo of Eyes, Hold Spell, Ice Storm, Illusionary Wall, Imp. Invisibility, Locate Creature, Mana Short, Mega Brunt, Otiluke’s Dispelling Screen, Phantasmal Killer, Polymorph Other, Polymorph Self, Stoneskin, Vacancy, Wall of Fire, Wall of Ice, Wind Breath, Wizard Eye


W5:  Advanced Illusion, Airy Water, Animal Growth, Beamup, Befis Bring, Cloudkill, Cone of Cold, Conjure Elemental, Contact Other Plane, Dil Brand, Dismissal, Domination, Feeblemind, Hold Monster, Know Value, Magic Jar, Monster Summoning III, Mordenkainen’s Private Sanctum, Passwall, Rary’s Telepathic Bond, Seeming, Sending, Splice, Stone Shape, Summon Shadow, Telekinesis, Teleport, Transmute Rock to Mud, Wall of Force, Wall of Iron, Wall of Stone


W6:  Anti-Magic Shell, Blackmantle, Bomb de Wind, Chain Lightning, Contingency, Controlled Blink, Counterspell, Curse of Lycanthropy, Death Fog, Disintegrate, Enchant an Item, Ensnarement, Forest’s Fiery Constrictor, Globe of Invulnerability, Guards & Wards, Invisible Stalker, Invulnerability to Magical Weapons, Legend Lore, Lorloveim’s Shadowy Transformation, Lower Water, Mass Suggestion, Mirage Arcana, Mislead, Move Earth, Otiluke’s Freezing Sphere, Part Water, Permanent Illusion, Programmed Illusion, Project Image, Stone to Flesh, Transmute Water to Dust, Veil


W7:  Acid Storm, Banishment, Charm Plants, Delayed Blast Fireball, Flow Break, Forcecage, Fork, Gauv Flare, Limited Wish, Monster Summoning V, Phase Door, Power Word Stun, Prismatic Spray, Reverse Gravity, Sequester, Simulacrum, Spell Turning, Teleport w/out Error, Vanish, Vision, Zombie Double


W8:  Abi-Dalzim’s Horrid Wilting, Binding, Clone, Death Spell, Defoliate, Demand, Glassteel, Incendiary Cloud, Mass Charm, Maze, Mega Brand, Mind Blank, Otiluke’s Telekinetic Sphere, Permanency, Polymorph Any Object, Power Word Blind, Prismatic Wall, Screen, Shadowform, Sink, Symbol, Trap the Soul


W9:  Chain Contingency, Crystalbrittle, Dragu Slave, Elemental Aura, Energy Drain, Estate Transference, Foresight, Imprisonment, Lagna Blade, Meteor Swarm, Monster Summoning VII, Mordenkainen’s Disjunction, Power Word Kill, Prismatic Sphere, Shape Change, Temporal Stasis, Time Stop, Weird, Wish


P1:  Animal Friendship, Bless, Circle of Protection, Combine, Command, Create Water, Cure Light Wounds, Detect Evil, Detect Magic, Detect Poison, Detect Snares & Pits, Endure Cold/Heat, Invisibility to Animals, Invisibility to Undead, Locate Animals/Plants, Log of Everburning, Pro. from Evil, Purify Food & Drink, Remove Fear, Sacred Guardian, Sanctuary, Speak w/Astral Traveler


P2:  Aid, Augury, Barkskin, Chant, Charm Person/Mammal, Detect Charm, Draw upon Unholy Might, Dust Devil, Enthrall, Find Traps, Fire Trap, Flame Blade, Heat Metal, Hold Person, Know Alignment, Messenger, Produce Flame, Resist Fire/Cold, Silence 15’ r., Slow Poison, Snake Charm, Speak w/Animals, Withdraw, Wyvern Watch


P3:  Animate Dead, Cure Blindness/Deafness, Cure Disease, Cure Moderate Wounds, Detect Curse, Dispel Magic, Emotion Control, Feign Death, Flame Walk, Glyph of Warding, Hold Animal, Locate Object, Meld into Stone, Negative Plane Protection, Prayer, Pro. from Fire, Pyrotechnics, Remove Curse, Remove Paralysis, Speak w/Dead, Stone Shape, Summon Insects, Water Breathing, Water Walk


P4:  Abjure, Animal Summoning I, Cloak of Bravery, Detect Lie, Divination, Elmekia Lance, Free Action, Imbue w/Spell Ability, Join w/Astral Traveler, Minor Elemental Blast, Reflecting Pool, Tongues


P5:  Animal Summoning II, Atonement, Commune, Dispel Evil, Flame Strike, Insect Plague, Magic Font, Plane Shift, Quest, Raise Dead, True Seeing


P6:  Aerial Servant, Animal Summoning III, Animate Object, Conjure Animals, Find the Path, Speak w/Monsters, Wall of Thorns, Weather Summoning, Word of Recall


P7:  Astral Spell, Breath of Life, Confusion, Conjure Earth Elemental, Create Crypt Thing, Creeping Doom, Dynasto Bless, Exaction, Gate, Holy Word, Ra Tilt, Regenerate, Reincarnate, Restoration, Resurrection, Succor


�
Possessions


Apparel & Jewelry: Fine mithril chain (1000, x3); black silk robe


Stowage:  Large belt pouch (p), waist sword scabbard, dagger sheaths (waist x2)


Miscellaneous Gear:


Amulet of the Planes, Amulet of Proof vs. Detection & Location, Amulet of Magic, Gauntlets of Ogre Power, Muscle Belt, Ring of Free Action, Ring of Wizardry (25%)


Unholy Symbol (p), Magnifying Glass (p), Spyglass (50x) (p)





Alchemy Jug, Crystal Ball (w/clairaudience), Clock (10,000), Disintegration Chamber (10’ cube), Jar of Preserving, Lorvoleim’s Obsidian Mortar & Pestle, Philosopher’s Egg, Phylactery (63,000; mithril base for crystal ball), Small Ruthenium Mirror, Well of Many Worlds, Wizard Lab (Level 9, Rating 19), Wizard Library (Level 9, Rating 19)





Background & History


Malevolent and gifted priest seduced by devils; established a small estate during the Oppression. . .


Obsessive pursuit of magical power stunted territorial expansion, defeated by adventurers anyway. . .


Planned long-term revenge; buried priestly powers to study hermetic arts until end of Oppression. . .


Dual-classed mage mastered magical arts quickly, attracted Carze as a pupil when visiting Remles. . .


Defeated last dictator of Oppression and became an Archmage simultaneously (770). . .


Separated from Carze soon after. . . Re-opened Mersem Portal & re-organized World Council (779). . .


Seized worldwide rule and became a lich (781). . . Lost political power quickly, but on schedule. . .


Served as general, and liaison to Jyd throughout ’War. . . Defeated by Alliance during Mersem Invasion.





Lifestyle & Psychology


Diabolical, merciless, sadistic. . . Terrifyingly patient, exceptionally brilliant, cautious perfectionist. . .


Humorous, optimistic, sarcastic. . . Practical joker, surprisingly casual, fun-loving (in a sick way). . .


Charismatic, witty; quite socially functional if disguised. . . Professional and cruel when necessary. . .


Superb leader. . . Handled whole armies wisely & effectively by sating individual selfish desires. . .


Conniving yet cunningly loyal follower. . . Extremely powerful individual yet seldom overconfident. . .


Relied heavily on magic in combat; no preferred tactics, handled opponents w/most efficient means. . .


Sold soul to devils. . . Brought back Jyd to prevent them from collecting by causing chaos in Hel. . .


Absolutely no qualms about killing. . . Liked inflicting pain, but did not play with powerful foes. . .





Physical Description


Black silk Cloak, dark brown medium-cut leather Boots, black leather Gauntlets & Belt


Opal & gold Amulet of the Planes, teardrop-shaped smooth crystal Amulet vs. Detection, scintillating cut crystal Amulet of Magic, diamond & mithril Ring of Free Action, opal & mithril Ring of Wizardry


�
“The Gladiator”


Fighter 20 (Knight, Champion)





�
Attributes


Strength:	25


Dexterity:	15


Constitution:	25


Intelligence:	13


Wisdom:	1


Charisma:	1


Perception:	17/8 (15/5)





Hit Points:	186


Movement:	15


�Characteristics


Race:		Half-Demon


Gender:  	Male?


DOB:		N/A


Age:		N/A


Height:  	208 cm


Weight:	134 kg


Build:		Muscular


Comeliness:	12


Eyes:		Red?


Hair:		N/A


Complexion:	Brown


�


Alignment:	Chaotic Evil


Handedness:	Left





Saving Throws


Paralyzation. . .:	3


Rod/Staff/Wand:	5


Petrifaction. . .:  	4


Breath Weapon:	4


Spell:			6





Modifiers:


vs. Poison +4	Armor +5


Dexterity +1	Wisdom –6�
Notes


Powers:  Dexterity (initiative –1), Hit only by magical weapons, Immune to hunger & thirst,


Infravision 60’, Magic resistance 50%, Regenerate 1 hp/turn, Mind shielding (ring; immune to detect lie, ESP, know alignment)


Penalties:  Charisma (loyalty –8, reaction –7), Mute, Right arm & hand missing at elbow





Armament


�
�
�
Att./Rnd.�
�
�
�
�
Weapon�
THAC0�
Damage�
Melee�
Range�
Spd.�
Range�
Slots�
�
Long Sword +5�
–12�
(1d8/1d12)+21�
5/2�
-�
0�
-�
<2>�
�
Prosthetic Blade +1�
–8�
(1d6)+17�
+1�
-�
0�
-�
<2>�
�
Punching�
1 (+12 to hit)�
(punching table)+17�
2�
-�
0�
chart bonus: 3�
3�
�
Gauntlet�
–11�
(1d3)+17�
"�
"�
"�
-�
"�
�
Blades (broad group)�
–6, 1-3-6�
(vary)+14�
2, 2�
2�
vary�
1-2-3�
3�
�
THAC0 Modifiers:  Non-Proficiency –2, Custom Style 0/0





Protection


Field Plate +5 (closed-face helmet, no visor)





Armor Class:  –4�
Mod. Rear:  –1�
Surp./Miss.:  –3�
�



Languages & Proficiencies (57/57)


Common (13/13), Orc (12/13); Endurance (21), Heraldry (12), Jumping (18), Running (18), Spellcraft (13), Swimming (18), Tracking (21), Tumbling (19); Blind-Fighting, Custom Style (2 slots)





Possessions


Apparel & Jewelry:  Medium-cut brown leather boots, black leather belt


Stowage:  Waist sword scabbard


Miscellaneous Gear:


Ring of Mind Shielding


�
Background & History


Offspring of human female and demon male. . . Incompatibility cost him his speech and right arm. . .


Created during Oppression as a tool. . . Left no witnesses to his activity up until his first defeat. . .


Found to have no free will. . . Defeated and contained by adventurers towards end of Oppression. . .


Revived by Dalfox to stir up distractions; the Gladiator left witnesses to his hunts for the first time. . .


Served alone directly under Dalfox’s command up until defeat by Alliance during Mersem Invasion.





Lifestyle & Psychology


No free will:  Incapable of any social activity, leadership, teamwork, or remorse.  Thoroughly evil.





Physical Description


Black (adamantine) Armor, dull plain lead-pewter Ring


Eyes seem to glow red through slits in visor


�
General Omni “Bull” Hesseck


Fighter 18 (Knight, Champion)


“Do push-ups ’til MY arms are tired!”


“If a problem bleeds, it dies.  If it dies, it ain’t a problem.”





�
Attributes


Strength:	18-00


Dexterity:	10


Constitution:	18


Intelligence:	12


Wisdom:	11


Charisma:	9


Perception:	20/10 (17/6)





Hit Points:	123


Movement:	12


�Characteristics


Race:		Human


Gender:  	Male


DOB:		5-30-750


Age:		N/A


Height:  	198 cm


Weight:	136 kg


Build:		Big


Comeliness:	9


Eyes:		Dark Brown


Hair:		Black, Curly,


		Army Cut


Complexion:	Black


�


Alignment:	Lawful Neutral


Handedness:	Right





Saving Throws


Paralyzation. . .:	3


Rod/Staff/Wand:	5


Petrifaction. . .:  	4


Breath Weapon:	4


Spell:			6





Modifiers:


Armor +4�



Notes


Powers:  Discipline (all under Omni’s command at +1 to Morale for every 20 hp he has), One extra attack/round w/shield (parry/punch, loss of AC bonus until next attack)





Armament


�
�
�
Att./Rnd.�
�
�
�
�
Weapon�
THAC0�
Damage�
Melee�
Range�
Spd.�
Range�
Slots�
�
Battle Axe +3�
–4�
(1d10)+11�
5/2�
-�
4�
-�
2�
�
Body Shield +1�
1 (punch 2)�
(1d3)+7�
+1�
-�
6�
-�
<2>�
�
Heavy Lance (charge)�
–2�
[(1d8)+7/(3d6)+6]x2�
1�
-�
6�
-�
-�
�
Dagger (x2)�
0, 3-5-8�
(1d4/1d3)+6�
2, 2�
2�
2�
1-2-3�
-�
�
Punching�
3 (+4 to hit)�
(punching table)+7�
2 +1�
-�
0�
chart bonus: 1�
1�
�
Gauntlet (x2)�
–1�
(1d3)+7�
"�
"�
"�
-�
"�
�
Blades (broad group)�
0, 3-5-8�
(vary)+6�
2, 2�
2�
vary�
1-2-3�
3�
�
Lances (tight group)�
0�
"�
1�
-�
"�
-�
2�
�
THAC0 Modifiers:  Non-Proficiency –2, Off-Hand –2, Strength +3, Weapon & Shield Style 0/–2





Protection


Plate Mail +4 (great helmet), Body Shield +1 (+4 vs. missiles)





Armor Class:  –3�
Mod. Rear:  1�
Surp./Miss.:  –7�
Shieldless:  –1�
�



Languages & Proficiencies (52/52)


Common (12/10); Camouflage (13), Endurance (18), Etiquette (7), Heraldry (18), Horse Riding (17), Military Theory (19), Spellcraft (10), Survival (6, Desert 12, Forest 12, Mountain 12, Plains 12), Swimming (15); Blind-Fighting, Weapon & Shield Style (2 slots)





Possessions


Apparel & Jewelry:  Gray tunic, thick brown leather belt & combat boots


Stowage:  Backpack, large belt pouch (p), large saddle bags, dagger sheaths (waist, R ankle)


Miscellaneous Gear:


Daern’s Instant Fortress (p), Horn of Blasting, Spyglass (20x) (p), Small Tent


�
War Mount:  Granite, Female Heavy Warhorse (dark grey w/white flecks)


10 years old; Int 1, AL N, ML 7 (13) (panic 10%); AC 0; MV 15 (gallop 60); HD 4+4, HP 25; THAC0 17


Attacks:  Hoof/Hoof for 1d8/1d8 damage	Notes:  MV 30 (gallop 120) due to Horseshoes


Notable Items:  Full Plate Barding +1, Bit & Bridle, Halter, Horseshoes of Speed, Saddle (w/blanket & stirrups)





Background & History


Extensive military background dating back to childhood. . . Spent time in many elite units. . .


Commanded Western League cavalry at front lines during ’War. . . Killed during Sack of Remles.





Note:  The Alliance did not favor Omni’s personality or methods, but in desperate need of a cavalry commander during the ’War, recruited and enlisted him for his expertise.  Omni served adequately as a professional performing a job, being rather stoic of the whole affair.  Enemies of the Alliance use Omni’s contract as an example to “expose the Alliance’s willingness to tolerate, even use, socially unacceptable methods”.  The Alliance makes no effort to deny or excuse their relationship with Omni.





Lifestyle & Psychology


Militant, cruel, merciless, humorless. . . Born, lived and died a soldier, an almost too-good one. . .


Survivalist, fatalist, hot-tempered. . . Derived pleasure from working others hard and fighting. . .


Carried his job with him at all times. . . Almost machine-like; all work, no love of “frivolities”. . .


Addressed those he respected with professional, military etiquette; otherwise rude and arrogant. . .


Aggressive and adept leader; if not loved by others, an effective machine at getting others to work. . .


Emitted false military air of self-discipline; historically a rebellious subordinate; uncooperative. . .


Haphazard planner but always well-prepared, consistent, by-the-book. . . Puts group over individual. . .


Well-respected for tactics and skills; famous for ability to form, maintain, and utilize formations. . .


Favored smash-mouth and mounted combat but was always ready to play opponents’ game. . .


Social Darwinist and fatalist + obsessive soldier = remorseless killer.  Not homicidal, but ruthless. . .





Physical Description


Extensively battle-scarred, rarely seen w/out armor


�
Sir Strahan “Stelan” Judason


Fighter 18 (Knight, Champion, Convict)


“Am I the only one here who loves my job?!”





�
Attributes


Strength:	18-87


Dexterity:	8


Constitution:	17


Intelligence:	8


Wisdom:	11


Charisma:	13


Perception:	18/9 (15/5)





Hit Points:	111


Movement:	12


�Characteristics


Race:		Human


Gender:  	Male


DOB:		7-13-756


Age:		34


Height:  	185 cm


Weight:	103 kg


Build:		Big


Comeliness:	16


Eyes:		Brown


Hair:		Brown, Long,


		Straight


Complexion:	Tan


�


Alignment:	Chaotic Evil


Handedness:	Ambidextrous





Saving Throws


Paralyzation. . .:	3


Rod/Staff/Wand:	5


Petrifaction. . .:  	4


Breath Weapon:	4


Spell:			6





Modifiers:


Armor +3�



Notes


Powers:  Charisma (Reaction +1), Immune to electricity (sword)





Armament


�
�
�
Att./Rnd.�
�
�
�
�
Weapon�
THAC0�
Damage�
Melee�
Range�
Spd.�
Range�
Slots�
�
Longsword +5�
–5�
(1d8/1d12)+11�
5/2�
-�
0�
-�
<2>�
�
   Thunder Sword*�
–10�
(1d8/1d12)+16�
"�
"�
"�
"�
"�
�
Longsword +3�
–3�
(1d8/1d12)+9�
+1�
"�
2�
"�
"�
�
Longsword +2�
–2�
(1d8/1d12)+8�
vary�
"�
3�
"�
"�
�
Wrestling�
3 (+6 to hit)�
(wrestling table)+8�
2�
-�
0�
chart bonus: 4�
4�
�
Blades (broad group)�
1, 3-5-8�
(vary)+4�
2, 2�
2�
vary�
1-2-3�
3�
�
	*vs. aquatic, metallic & metal armored creatures (including magical metal armor)


THAC0 Modifiers:  Non-Proficiency –2, Strength +2, Two-Weapon Style 0/0





Protection


Plate Mail +3 (great helmet)





Armor Class:  0�
Mod. Rear:  2�
Surp./Miss.:  0�
�



Languages & Proficiencies (48/48)


Common (8/8), Dwarf (7), Elf (7), Orc (7); Direction Sense (15), Endurance (20), Horse Riding (17), Jumping (15), Monster Lore (17), Running (17), Swimming (15); Ambidexterity, Blind-Fighting, Two-Weapon Style





Possessions


Apparel & Jewelry:  Gold neck chain (500); beige tunic-like cloak, brown leather belt


Stowage:  Backpack


Miscellaneous Gear:


Boots of Levitation


�
Background & History


Brought up as a squire, then knight; eventually earned a fief under the lord who conscripted him. . .


Overthrown by adventurers after plaguing own serfs for years with battery, murder, rape, taxes. . .


Worked as a mercenary, earning a bad reputation for excessive plundering and violent crimes. . .


Met and joined with Tyros as a bandit (780), raiding and terrorizing small towns everywhere. . .


Entered Alliance as Stelan, triggered Draco Debacle with collaborator Tyros, then vanished (783). . .


Returned to Remles and recruited into both Iroth’s Guild and Alliance under real name (784). . .


Covertly contracted by Tripleye as a triple agent to both spy on Alliance and use Iroth’s Guild. . .


Suspected to be a double agent, openly betrayed Alliance in a disastrous northern campaign (787). . .


Campaign resulting in capture of ’Amulet and Alliance members remembered as Strahan’s Betrayal. . .


Remarkably, teleported back to Remles in time to sack Thornn’s Guild in Thieves’ Guild Wars. . .


Under Tripleye orders, sacked Iroth’s Guild before being driven out by Thornn; left empty-handed. . .


Watched by Thornn, failed to sneak into Remles again; served as consultant for siege on Remles. . .


Personally led infiltration on Remles Keep resulting in Sorcia’s assassination; raped Estelle (788). . .


Defeated by Estelle during Shadowkeep Counteroffensive; arrested after shot in knee by Rylor. . .


Branded on forehead by Carze; killed by Alion, Estelle and their troops while escaping from prison. . .





Lifestyle & Psychology


Selfish, diabolical, arrogant, cool-tempered, high-strung. . . Likes to play with people like toys. . .


Uncontrolled killer and sexual predator; an overgrown bully. . . Not interested in material comfort. . .


Has killed people of both sexes, all ages and various social classes. . . Earned numerous bounties. . .


Sexually assaults females from girls to mothers. . . Sometimes attacks same victim more than once. . .


Loves to draw crowds by committing crimes and fighting in public. . . Proactive bar-room brawler. . .


Friendly exterior, quite socially functional, if a bit vain and rude. . . Knows how to impress people. . .


Very skilled and well-trained mercenary. . . Always meets objectives; collateral damage an issue. . .


Not very cunning, difficult to control. . . Very aggressive, physical fighter. . . Slow but skilled. . .


Trademark dual-longsword attack. . . Likes being undermatched in order to play with opponent. . .


Hopeless self-worshipper. . . Remorseless criminal. . . Grows depressed when bored or disabled. . .





Physical Description


Brown leather Boots


Hair tied back in ponytail, “CONVICT” branded on forehead


�
Skelton “The Feeble” Kiredale


Thief 17 (Master Thief)


“People are dead a lot longer than alive.”





�
Attributes


Strength:	9


Dexterity:	18


Constitution:	6


Intelligence:	18


Wisdom:	11


Charisma:	8


Perception:	23/11





Hit Points:	37


Movement:	12


Backstab:	x5


�Characteristics


Race:		Human


Gender:  	Male


DOB:		11-5-755


Age:		N/A


Height:  	194 cm


Weight:	70 kg


Build:		Lanky


Comeliness:	7


Eyes:		Brown


Hair:		Brown, Thick,


		Bushy


Complexion:	Pale, Sickly


�


Alignment:	Chaotic Neutral


Handedness:	Ambidextrous





Saving Throws


Paralyzation. . .:	9


Rod/Staff/Wand:	6


Petrifaction. . .:  	8


Breath Weapon:	12


Spell:			7





Modifiers:


Dexterity +4


Ring +2�
Notes


Powers:  Dexterity (initiative –4, reaction +2), Wrestling specialization (+2 bonus to Strength checks), Immune to divination magic (amulet), Stealth (cloak & boots)


Penalties:  Charisma (loyalty –1)





Armament


�
�
�
Att./Rnd.�
�
�
�
�
Weapon�
THAC0�
Damage�
Melee�
Range�
Spd.�
Range�
Slots�
�
Short Sword +4,�
5�
(1d6/1d8)+6�
3/2�
-�
0�
-�
2�
�
   Defender (+0)�
9�
(1d6/1d8)+2�
"�
"�
3�
"�
"�
�
Short Sword,    (hit)�
6�
(1d6/1d8)+2�
+1�
-�
1�
-�
"�
�
   Bladeshifter   (dam.)�
9�
(1d6/1d8)+5�
"�
"�
"�
"�
"�
�
Club (x0)�
10, 10-12-15�
1d6/1d3�
1, 1�
1�
4�
1-2-3�
1�
�
Punching�
12 (+5 to hit)�
(punching table)+1�
1 +1�
-�
0�
chart bonus: 1�
1�
�
Wrestling�
12 (+5 to hit)�
(wrestling table)+1�
1�
"�
0�
chart bonus: 1�
1�
�
THAC0 Modifiers:  Backstab +12, Non-Proficiency –3, Dexterity +2, Two-Weapon Style 0/0





Protection


Bracers of Defense AC 4, Ring of Protection +2





Armor Class:  –2 - –6�
Mod. Rear:  4 - 0�
Surp./Miss.:  2 - –2�
�



Languages & Proficiencies (56/56)


Common (18/16); Camouflage (20), Cooking (15), Direction Sense (21), Jumping (13), Reading Lips (19), Rope Use (18), Spellcraft (19), Survival (9, Forest 18), Swimming (13), Tumbling (21); Blind-Fighting, Two-Weapon Style





Possessions


Apparel & Jewelry:  Mithril neck chain (1500); brown cloth jumpsuit & gloves, black cloth belt


Stowage:  Backpack, large belt pouch (p), waist sword scabbard (x2), thigh knife sheath


Miscellaneous Gear:


Amulet of Proof vs. Detection & Location, Cloak & Boots of Elvenkind


Thieves’ Picks & Tools (p), Small Knife


�
Thief Abilities


Pick Pockets:�
40%�
Move Silently:�
125%�
Climb Wall:�
95%�
�
Open Locks:�
65%�
Hide in Shadows:�
125%�
Read Language:�
95%�
�
Find/Remove Traps:�
70%�
Detect Noise:�
125%�
Read Spell Scroll:�
0%�
�



Techniques:  Back Capture, Contortion, Feign Death, Obstacle Manipulation, Screen, Traceless Walk





Background & History


Highly intelligent boy w/infinite opportunities turned sickly coward thanks to the Gladiator’s Hunt. . .


One of the three survivors of the ’Hunt; teamed w/Valentis to survive, but eventually got separated. . .


Thieving skills emerged as Skelton evaded hunters and stole food, but cold & hunger ruined health. . .


Sought out and joined Thornn’s Guild for shelter (777), established a career as a “Robin Hood”. . .


Met Sorcia after formation of Alliance; health and confidence improved, but soon met its limits. . .


Mostly reserved for intelligence missions within Remles city (e.g., mole ops) due to lack of courage. . .


Froze up after recognizing the Gladiator’s footsteps during rescue operation of Thieves’ Guild Wars. . .


Killed by the Gladiator during Thieves’ Guild Wars; stabbed from behind while in Estelle’s arms.





Lifestyle & Psychology


Sickly, neurotic, self-centered, withdrawn. . . Low self-esteem, shaky confidence, bad self-motivation. . .


Intelligent, soft-handed, prudent, careful. . . Detail-oriented perfectionist when inspired to learn. . .


Liked attention but did nothing to get it. . . Survivalist, but more scared of death than eager to live. . .


Respected for skill, but regarded as a nuisance. . . Cowardly but not panicky; held tongue well. . .


Materially generous (phases of suicidal depression), but morbid. . . Good friend not to have around. . .


Always planned to be pathetically overqualified in individual missions to minimize personal risk. . .


Absolutely wretched in team efforts; volunteered for suicidally dangerous positions, then froze up. . .


During combat, ALWAYS set Defender to full defense (+4 AC) and attacked w/no magical bonuses. . .


When in melee, set Bladeshifter to hit (+3 attack) and parried unless grossly undermatched. . .


Quick to run (and good at it), even if slightly undermatched. . . Took no personal risks in combat. . .


Never abandoned friends, but froze up in times of danger. . . Sometimes abandoned strangers. . .


Fatalist, if anything. . . Religiously hypocritical; prayers and personal vows mere reflexes to danger. . .


Seldom killed, and killing resulted in retrograde amnesia. . . Usually left dirty work to others. . .





Physical Description


Big head w/bigger crop of messy hair atop a lanky body, humorously messy mustache on face


Brown leather & iron-banded Bracers, silver & pearl Ring, plain opaque white Amulet


Light brown short cape-like Cloak tied to waist w/rope, brown soft leather medium-cut Boots


�
General Eberhard “Gold Devil” Kless


Necrodain 21 (Death Knight, Champion, Dragon Slayer)


“Everything’s trivial from a global point of view.  Party time.”





�
Attributes


Strength:	18-88


Dexterity:	11


Constitution:	11


Intelligence:	10


Wisdom:	14


Charisma:	17


Perception:	22/11





Hit Points:	96


Magic Power:	21


MP Recovery:	5


Movement:	12


Casting Level:	9


�Characteristics


Race:		Human


Gender:  	Male


DOB:		12-29-752


Age:		N/A


Height:  	192 cm


Weight:	104 kg


Build:		Muscular


Comeliness:	17


Eyes:		Blue


Hair:		Brown (R bangs


		bleached),


		Short, Feathered


Complexion:	Light Tan


�


Alignment:	Chaotic Evil


Handedness:	Ambidextrous


Ethos:		Evil





Saving Throws


Paralyzation. . .:	1


Rod/Staff/Wand:	3


Petrifaction. . .:  	2


Breath Weapon:	2


Spell:			4





Modifiers:


Armor +5�



Notes


Powers:  Aura of protection 10’ r. (summoned/good creatures at –1 to hit), Charisma (loyalty/reaction +6), Cause natural diseases 5 times/week, Detect good 60’, Immune to natural diseases, “Lay on Hands” 42 hp damage once/day, Turn undead as a 19th-level priest, Dispel magic at 21st level 5’ r. (sword), Feather Fall (ring), Immune to fire & poison gas (armor), Magic resistance 50% 5’ r. (sword)


Penalties:  Necrodain restrictions


Spheres (major):  Combat, Divination, Healing, Protection





Armament


�
�
�
Att./Rnd.�
�
�
�
�
Weapon�
THAC0�
Damage�
Melee�
Range�
Spd.�
Range�
Slots�
�
Long Sword +5,�
–8�
(1d8/1d12)+11�
5/2�
-�
0�
-�
<2>�
�
   Unholy Avenger*�
"�
(1d8/1d12)+16�
"�
"�
"�
"�
"�
�
Short Sword +3�
–6�
(1d6/1d8)+9�
+1�
-�
0�
-�
<2>�
�
Heavy Lance (charge)�
–4�
[(1d8)+5/(3d6)+4]x2�
1�
-�
6�
-�
-�
�
Blades (broad group)�
–2, 0-2-5�
(vary)+4�
2, 2�
2�
vary�
1-2-3�
3�
�
Bows (tight group)�
0-2-5�
"�
2�
2�
"�
vary�
2�
�
Lances (tight group)�
–2�
"�
1�
-�
"�
-�
2�
�
	*vs. lawful good opponents


THAC0 Modifiers:  Non-Proficiency –2, Strength +2, Two-Weapon Style 0/0





Protection


Gold Dragon Plate +5 (Base AC –5, no helmet)





Armor Class:  –10�
Mod. Rear*:  4�
Surp./Miss.:  –10�
Mod. Head:  2�
�



Languages & Proficiencies (56/56)


Common (13/12); Armorer (15), Direction Sense (17), Dragon Riding (17), Etiquette (14), Gaming (14), Heraldry (17), Horse Riding (16), Jumping (18), Military Theory (15), Religion (16), Swimming (15); Ambidexterity, Blind-Fighting, Two-Weapon Style


�
Possessions


Apparel & Jewelry:  Soft brown medium-cut leather boots, black leather belt


Stowage:  Large belt pouch (p), large saddle bags, waist sword scabbard (x2)


Miscellaneous Gear:


Ring of Feather Falling, Ring of Sustenance, Unholy Symbol (p), Spyglass (10x) (p)





War Mount:  Gardon, Male Black Dragon; 723 years old (very old); Body 78’, Tail 63’; Int 10


AL CE, ML 27; AC –4; MV 12, fl. 30C, sw. 12; HD 17, HP 90; MP 10, Rec. 9, Cast Level 14; THAC0 3


Notable Items:  Treasure (Hx2), Halter, Dragonriding Saddle (w/stirrups)


Ground Patterns:  (Claw or Kick)/(Claw or Kick)/Bite, Wing/Wing/Bite, Tail/Bite


Flight Patterns:  Claw/Claw, Bite, Dive, Plummet, Snatch/Snatch, Stall, Transfer


Other Patterns:  Breath weapon (once/3 rounds), Draconian power, Spell (Speed 1, Spell Comp. V)


Permanent Powers:  Clairaudience 180’ r. (in lair only), Detect invisibility 90’ r., Fear (untrained & <1HD flee 4d6 rounds on sight, <17 HD in 105’ r. save vs. petrify at –1 or –2 to hit & damage), Immune to acid, Immune to normal missiles, Magic resistance 30%, Telepathy, Water breathing


Misc. Powers:  Darkness 90’ r. 3 times/day, Plant growth once/day, Pollute 90 ft.3 water (potions 30%) once/day


Spells (1 MP ea.):  Audible Glamer, Charm Person, Detect Magic, Phantasmal Force, Shield, Wall of Fog


Claw:  Damage (1d6)+9		Wing:  Claw damage + Dex check or prone


Bite:  Damage (3d6)+9			Dive:  +2 to hit, claw(x4) or claw(x4)+wing(x2)+land


Kick:  Claw damage + Dex check or knocked back 1d6+9 feet + save vs. petrify at –9 or fall


Tail:  1-9 targets, (2d6)+18 damage + save vs. petrify at –9 or stunned 1d4+1 rounds


Plummet:  Needs 30’ altitude, 1-9 targets, save vs. petrify at –9 or bite damage + pinned (every round)


Snatch:  Up to L creatures, 50% chance of arms pinned, automatic claw damage every round


Stall:  Hover 1 round then land, dust cloud 105’ r. for one round, claw(x4)+bite


Transfer:  Requires attack roll, transfer snatch to mouth, automatic bite damage every round


Breath Weapon:  Stream of acid; 60’ long, 5’ wide; 18d4+9 damage





Spell Arsenal


P1:  Cure Light Wounds, Detect Magic, Detect Poison, Detect Snares & Pits, Endure Cold/Heat, Locate Animal/Plant, Magical Stone, Pro. from Evil, Sanctuary, Shillelagh


P2:  Augury, Barkskin, Chant, Detect Charm, Find Traps, Know Alignment, Resist Fire/Cold, Slow Poison, Speak w/Animals, Spiritual Hammer, Withdraw


P3:  Cure Moderate Wounds, Detect Curse, Dispel Magic, Locate Object, Magical Vestment, Negative Plane Protection, Prayer, Pro. from Fire, Remove Curse, Remove Paralysis, Speak w/Dead


P4:  Cure Serious Wounds, Detect Lie, Divination, Elmekia Lance, Minor Elemental Blast, Neutralize Poison, Pro. from Evil 10’ r., Pro. from Lightning, Reflecting Pool, Repel Insects, Spell Immunity, Tongues





Background & History


Textbook compulsive killer. . . Brought up in an abusive environment, conscripted, taught to hate. . .


Success as a military officer resulted in cushy command job. . . Personally recruited by Dalfox (782). . .


Served as Tripleye General. . . Killed by Woard and Drinian during Shadowkeep Counteroffensive.





Lifestyle & Psychology


Selfish, remorseless, vain, treacherous. . . Not very sadistic, but loved fights, esp. tough challengers. . .


Not intelligent, bad preparation, but cautious. . . Prodigal, womanizing, physically abusive. . .


Charismatic, influential. . . Approached w/refined humor & etiquette, then used/corrupted people. . .


Skilled warrior & adept leader; but couldn’t adjust to magic, survival, other non-military factors. . .


Liked using the sword and lance. . . Parried to protect vulnerable head. . . Refused to wear a helmet. . .


Faithful but casual in service to Evil. . . Somehow managed to corrupt others despite selfish motives. . .


Quick killer, liked stabbing flesh over “more complicated methods”. . . Heartless murderer. . .





Physical Description


Plain gold Ring of Feather Falling, plain thin hematite Ring of Sustenance


�
Orion “The Avenger” Lewis


Priest 12 (High Priest)


“Do something bad and I’ll get you back for it. . . twice.”





�
Attributes


Strength:	18 (19)


Dexterity:	15 (19)


Constitution:	7


Intelligence:	18


Wisdom:	12


Charisma:	8


Perception:	21/10 (20/7)





Hit Points:	60


Magic Power:	27


MP Recovery:	8


Movement:	12 (18)


Casting Level:	12


�Characteristics


Race:		High Elf


Gender:  	Male


DOB:		N/A


Age:		N/A


Height:  	154 cm


Weight:	77 kg


Build:		Muscular


Comeliness:	8


Eyes:		Hazel (Red)


Hair:		Blond, Straight,


		Shoulder-Length


Complexion:	Peach


�


Alignment:	Neutral Good


Handedness:	Right


Ethos:		Justice





Saving Throws


Paralyzation. . .:	6


Rod/Staff/Wand:	10


Petrifaction. . .:  	9


Breath Weapon:	12


Spell:			11





Modifiers:


Dexterity +1 (+4)�



Notes


Powers:  Detect doors (concealed door 1 in 2, concealed door on pass 1 in 6, secret door 1 in 3), Detect evil 60’, Dexterity (initiative –1/–4, reaction 0/+3), Infravision 60’, Magic resistance 90% (sleep & charm only), One extra attack/round w/shield (parry/punch, loss of AC bonus until next attack), Surprise at –2 (when opening a door) or –4 when alone & unarmored, Turn undead, Immune to lies (ring), Magic resistance 20% (shield, magic missiles from front only), Stealth (cloak & boots), Water breathing (ring)


Berserk:  Occurs spontaneously when allies are critically injured/killed, lasts until threat is eliminated, does not hamper memory; cannot use non-weapon proficiencies, cast spells, or parry; Warrior THAC0, Str. 19, Dex. 19, Move 18; after berserk Orion takes 3d6 points of damage & System Shock check or unconscious for 2d6 rounds.


Penalties:  Cannot lie (ring), Chance of spell failure 5%, Charisma (loyalty –1)


Spheres (major):  All, Combat, Guardian, Necromantic, Protection, Summoning


Spheres (minor):  Divination, Healing





Armament


�
�
�
Att./Rnd.�
�
�
�
�
Weapon�
THAC0�
Damage�
Melee�
Range�
Spd.�
Range�
Slots�
�
Footman’s Mace +4�
8�
(1d6)+9/(1d6)+8�
3/2�
-�
3�
-�
2�
�
Body Shield +1�
14 (punch 15)�
(1d3)+3�
+1�
-�
6�
-�
<2>�
�
Punching�
14 (+4 to hit)�
(punching table)+3�
1 +1�
-�
0�
chart bonus: 1�
1�
�
Gauntlet (x2)�
10�
(1d3)+3�
"�
"�
"�
-�
"�
�
Berserk Modifiers:  Attack Roll +7/+9, Damage +5 (includes THAC0, Str. and Dex. adjustments)


THAC0 Modifiers:  Non-Proficiency –3, Off-Hand –2, Bow +1, Long Sword +1, Short Sword +1, Strength +1, Weapon & Shield Style 0/–2





Protection


Plate Mail +3 (closed-face helm, face visor), Body Shield +1 (+4 vs. missiles)





Armor Class:  –3�
Mod. Rear:  2�
Surp./Miss.:  –6�
Shieldless:  –1�
Berserk:  –6�
�



Languages & Proficiencies (46/46)


Common (15/16), Elf (18/16); Appraising (12), Direction Sense (16), Dungeon Lore (13), Religion (18), Running (9), Spellcraft (16), Tumbling (19); Blind-Fighting, Weapon & Shield Style (2 slots)


�
Possessions


Apparel & Jewelry:  Steel neck chain (10); black cloth belt


Stowage:  Backpack, large belt pouch


Miscellaneous Gear:


Cloak & Boots of Elvenkind, Ring of Truth, Ring of Water Breathing, Holy Symbol, Bucknard’s Everfull Purse (generates 25 sp, 25 gp, 25 pp per day)





Spell Arsenal


P1:  Bless, Circle of Protection, Combine, Cure Light Wounds, Detect Magic, Detect Poison, Detect Snares & Pits, Endure Cold/Heat, Invisibility to Undead, Locate Animals/Plants, Magical Stone, Pro. from Evil, Purify Food & Drink, Sacred Guardian, Sanctuary, Shillelagh


P2:  Aid, Augury, Barkskin, Chant, Detect Charm, Draw upon Holy Might, Find Traps, Know Alignment, Resist Fire/Cold, Silence 15’ r., Slow Poison, Speak w/Animals, Spiritual Hammer, Withdraw, Wyvern Watch


P3:  Animate Dead, Cure Blindness/Deafness, Cure Disease, Cure Moderate Wounds, Detect Curse, Dispel Magic, Feign Death, Glyph of Warding, Locate Object, Magical Vestment, Negative Plane Protection, Prayer, Pro. from Fire, Remove Curse, Remove Paralysis, Speak w/Dead


P4:  Abjure, Animal Summoning I, Call Woodland Beings, Elmekia Lance, Flow Break, Minor Elemental Blast, Pro. from Evil 10’ r., Pro. from Lightning, Repel Insects, Spell Immunity


P5:  Animal Summoning II, Anti-Plant Shell, Atonement, Dispel Evil, Flame Strike, Insect Plague, Raise Dead, Unceasing Vigilance of the Holy Sentinel





Background & History


Wandering priest fell from original faith when treasures of adventuring seduced him. . .


Challenged & defeated by Grummash, stripped of all belongings, polymorphed into a war hammer. . .


Freed of polymorph when magic expired, wandered into Sorcia’s care. . .


Reformed, re-equipped and initiated into Alliance. . . Befriended Thorde in an early mission. . .


Reunited with Grummash by Thorde, after Thorde made sure Orion knew Grummash reformed. . .


Member of the Lightning Posse (with Grummash & Thorde), famed for speed, balance & ferocity. . .


Killed Lancer during Strahan’s Betrayal; died shortly afterwards from berserk after-effects.





Lifestyle & Psychology


Hot temper, only moderate self-control, very self-righteous, imposed his ideals on others. . .


Gung-ho nosy self-appointed guardian of the people. . . Annoying to many, but heroic to others. . .


Little sense of humor, seldom smiled, rather greedy & selfish for a priest, even after reform. . .


Brilliant in conversation but arrogant & rude; however, very fair and defensive of others. . .


Very intelligent leader but uncharismatic & hypocritical. . . Not obedient, but sacrificial worker. . .


Not a careful planner but excellent capacity to adjust to situations. . . Quick but rational thinker. . .


Physical fighter but always prepared to adapt. . . Had an answer to opponents’ every tactic. . .


Very well-educated but not very faithful; did not follow own advice. . . Usually unforgiving. . .


Killed killers mercilessly. . . Felt justice was delivering victim’s pain upon assailant. . .





Physical Description


Light purple tunic-like Cloak w/hood, dark brown medium-cut Boots, thin silver Ring of Truth, white gold & sapphire Ring of Water Breathing, silver smooth-headed Mace, dull unpolished Shield


Ugly scars on both wrists and left side of face


�
Sir Grummash Morita


Fighter 13 (Knight, Champion)


“Fight you?  No thanks; I’m not hungry.”





�
Attributes


Strength:	18-93


Dexterity:	15


Constitution:	17


Intelligence:	10


Wisdom:	9


Charisma:	12


Perception:	15/12





Hit Points:	100


Movement:	12


�Characteristics


Race:		Weretiger


Gender:  	Male


DOB:		N/A


Age:		N/A


Height:  	189 cm


Weight:	107 kg


Build:		Muscular


Comeliness:	16


Eyes:		Yellow, Feline


Hair:		Black, Long,


		Straight


Complexion:	Dark Tan


�


Alignment:	Neutral


Handedness:	Ambidextrous





Saving Throws


Paralyzation. . .:	5


Rod/Staff/Wand:	7


Petrifaction. . .:  	6


Breath Weapon:	5


Spell:			8





Modifiers:


Armor +3	Dexterity +1


vs. Cold +2


�
Notes


Tigerman-form Powers:  Hit only by silver or magical weapons


Tiger-form Powers:  Hit only by silver or magical weapons, Leap (10’ vertical or 30’-50’ forward), Rear claw attack (4d4+2 damage if both front claws hit)


Generic Powers:  Acute senses (hearing, smell, vision; Perception 0/+4), Dexterity (initiative –1), Feline charisma (75% chance friendly reaction from true felines, 25% from feline monsters), Natural AC 3, Surprised only on a 1 in 10, Transmit lycanthropy (1% chance per point of damage from unarmed attacks), Cold resistance (ring, +2 save & –1 damage/die)


Penalties:  Color-blind (Perception –1/0)





Armament


�
�
�
Att./Rnd.�
�
�
�
�
Weapon�
THAC0�
Damage�
Melee�
Range�
Spd.�
Range�
Slots�
�
Katana +4, 1-handed�
1�
(1d10/1d12)+11�
5/2�
-�
0�
-�
2�
�
                    2-handed�
"�
(2d6)+11�
"�
"�
"�
"�
"�
�
Wakizashi +4�
1�
(1d8)+11�
+1�
-�
0�
-�
2�
�
Punch (M, TM forms)�
3�
(1d4)+1�
2 +1�
-�
0�
-�
1�
�
Claw (TM, T forms)�
"�
(1d4)+2�
"�
"�
"�
"�
1�
�
Bite (T form only)�
4�
1d12�
+1�
"�
"�
"�
0�
�
THAC0 Modifiers:  Non-Proficiency –2, Strength +2, Two-Weapon Style 0/0





Protection


Field Plate +3 (no helmet)





Armor Class:  –3�
Mod. Rear:  0�
Surp./Miss.:  –2�
Mod. Head:  –6�
Unarmored:  2�
�



Languages & Proficiencies (40/40)


Common (10/9), Cat (10); Direction Sense (14), Endurance (14), Hunting (18), Jumping (18), Survival (5, Forest 14), Swimming (15), Tumbling (19); Ambidexterity, Blind-Fighting, Two-Weapon Style





Possessions


Apparel & Jewelry:  Black & yellow tunic, yellow cloth belt, black cloth gloves & loose pants & shoes


Stowage:  Backpack, waist katana scabbard, waist wakizashi scabbard


Miscellaneous Gear:


Ring of Warmth, Bronze Horn of Valhalla


�
Background & History


Met and challenged Orion to a winner-take-all duel as a novice adventurer; envied Orion’s success. . .


Defeated Orion by polymorphing him into a war hammer despite a verbal agreement not to use the rods of polymorphing the two owned at the time. . . Lost Orion shortly afterwards due to magic’s failure. . .


Caught & reformed by Drinian, who confiscated all his treasure; reunited with Orion by Thorde. . .


Was a member of Lightning Posse (with Orion & Thorde), famed for speed, balance & ferocity. . .


Killed by Lancer during Strahan’s Betrayal.





Grummash vs. Orion


(1)	Indecisive defensive battle wears out Grummash’s patience and endurance.


(2)	Orion uses healing spells to gain advantage.


(3)	Grummash explodes from armor into tiger-form; overbears Orion, pinning him down.


(4)	Grummash chews up Orion’s face; his claws dig into Orion’s wrists


(5)	Orion rolls over to break pin but is badly injured; uses last heal spells; scars remain.


(6)	Grummash, out of options, breaks verbal agreement and polymorphs Orion in desperation.





Lifestyle & Psychology


Self-absorbed, polite yet apathetic to most. . . Picky (esp. eating), well-groomed, exercised often. . .


Loved heights, warmth, hunting; hated dogs, spirits; contrary to stereotype, a powerful swimmer. . .


Lycanthropy not a secret; prone to prejudice, but had sound reputation of an honorable warrior. . .


Generous volunteer, but disobedient. . . Not a very smart leader, but a worse subordinate. . .


Dangerously powerful & quick. . . Did not change shape often in combat; seldom needed to. . .


Straightforward, aggressive, two-weapon fighter. . . Gullible & foolhardy, but logistical & resilient. . .


Not religious. . . Lived by honor code, but not by much else. . . Unguided. . .


No-nonsense killer. . . Killed only in self-defense or to defend home, but w/no remorse (as tiger). . .





Physical Description


Oriental; covers Armor with loose black garb, ties hair up high on back of head; silver & pearl Ring


Tiger forms generic to non-felines


�
Tyros “The Marauder” Promethis


Fighter 14 - Thief 13 (Champion, Chief, Master Thief)


“Oh, sir, please forgive this weak, clumsy, stupid dwarf!”





�
Attributes


Strength:	18-90


Dexterity:	15


Constitution:	15


Intelligence:	15


Wisdom:	11


Charisma:	7


Perception:	20/10





Hit Points:	75


Movement:	9


Backstab:	x5


�Characteristics


Race:		Hill Dwarf


Gender:  	Male


DOB:		12-4-679


Age:		N/A


Height:  	125 cm


Weight:	69 kg


Build:		Stocky


Comeliness:	10


Eyes:		Brown


Hair:		Brown, Long,


		Straight


Complexion:	Brown


�


Alignment:	Chaotic Evil


Handedness:	Right





Saving Throws


Paralyzation. . .:	5


Rod/Staff/Wand:	7


Petrifaction. . .:  	6


Breath Weapon:	5


Spell:			8





Modifiers:


vs. Rod/Staff/Wand +4


vs. Poison +4	vs. Spell +4


Armor +2/+3	Dexterity +1�
Notes


Powers:  Bow specialization (fire first in round if bow is ready), Detect underground phenomena (age 5 in 6, depth 1 in 2, grade 5 in 6, mechanism 2 in 3, trap 1 in 2), Dexterity (initiative –1), Infravision 60’, One extra attack/round w/shield (parry/punch, loss of AC bonus until next attack), Size advantage (giants, ogre magi, ogres, titans & trolls at –4 to hit)


Penalties:  Charisma (loyalty –2, reaction –1), Magical item failure 20%





Armament


�
�
�
Att./Rnd.�
�
�
�
�
Weapon�
THAC0�
Damage�
Melee�
Range�
Spd.�
Range�
Slots�
�
Demon Axe�
7�
(1d10)+10�
2�
-�
7�
-�
1�
�
   (natural 17-20)�
<auto hit>�
[(1d10)+10]x2�
"�
"�
"�
"�
"�
�
Medium Shield +4�
3 (punch 7)�
(1d3)+8�
+1�
-�
0�
-�
<2>�
�
Comp. Short Bow +1�
4-6-8-11�
-�
2�
10�
5�
-�
3�
�
   Sheaf Arrow (x0)�
"�
(1d8)+5�
-�
-�
-�
1-4-8-17�
-�
�
Short Sword +3�
2�
(1d6/1d8)+7�
2�
-�
0�
-�
-�
�
Short Blades (tight gp.)�
5, 7-9-12�
(vary)+4�
2, 2�
2�
vary�
1-2-3�
2�
�
THAC0 Modifiers:  Backstab +4, Non-Proficiency –2, Off-Hand –2, Strength +2, Weapon & Shield Style 0/–2





Protection


Plate Mail +2 (no helmet), Medium Shield +4





Armor Class:  –5�
Mod. Rear*:  4�
Surp./Miss.:  –4�
Shieldless:  0�
Mod. Head:  –4�
�



Leather Armor +3





Armor Class:  4�
Mod. Rear:  7�
Surp./Miss.:  5�
�



Languages & Proficiencies (47/47)


Common (13/14), Dwarf (15/14), Thieves’ Cant; Appraising (16), Direction Sense (15), Forgery (18), Linguistics (18), Reading Lips (17), Rope Use (19), Swimming (12), Tumbling (19); Weapon & Shield Style (2 slots)


�
Possessions


Apparel & Jewelry:  Black leather removable-sole boots & belt


Stowage:  Backpack, large belt pouch (p)


Miscellaneous Gear:


Magnifying Glass (p), Thieves’ Picks & Tools (p)





Thief Abilities


Pick Pockets:�
15%�
Move Silently:�
95%�
Climb Wall:�
95%�
�
Open Locks:�
90%�
Hide in Shadows:�
95%�
Read Language:�
95%�
�
Find/Remove Traps:�
20%�
Detect Noise:�
15%�
Read Spell Scroll:�
75%�
�



Background & History


Anomalous dwarf exiled from hills before adulthood for theft. . . Long & colorful criminal history. . .


Worked as a bandit and slaver for a while prior to meeting and allying with Strahan (780). . .


Recruited into Alliance, triggered Draco Debacle with collaborator Strahan, then vanished (783). . .


Returned to Remles and recruited into Iroth’s Guild (784), advised hiring Strahan as double agent. . .


Served as Chief in Iroth’s Guild (784) until sacking it w/Strahan during Thieves’ Guild Wars. . .


Personally selected by Dalfox to kill Sorcia. . . Shot her w/Arrow of Slaying during Sack of Remles. . .


Killed by Aidan during Shadowkeep Counteroffensive.





Lifestyle & Psychology


Asshole to the core. . . Conniving, greedy, selfish, opportunistic, dishonest, sadistic, mischievous. . .


Groveled occasionally to hide real skill. . . Left an area before developing a dangerous reputation. . .


Rude, violent. . . Made others cooperate through lies, bribes & terrorism. . . Political backstabber. . .


Acted alone, with a partner or with hired help. . . Never trusted large groups of any kind. . .


Fought chaotically to confuse opponents when not pressed; e.g. faked injury, fought awkwardly. . .


Kept thief & bow skills relatively secret. . . Merciless when pressed, cowardly when threatened. . .


Worshipped self, killed for pleasure. . . Not insane; was fully aware and remorseless of actions.





Physical Description


Black painted Plate Mail, black Leather


Balding, long beard & mustache


�
Thornn “Zol” Quikfoot


Thief 23 (Grand Master Thief, Guildmaster)





�
Attributes


Strength:	11


Dexterity:	17


Constitution:	10


Intelligence:	17


Wisdom:	12


Charisma:	15


Perception:	25/12





Hit Points:	68


Movement:	12


Backstab:	x5


�Characteristics


Race:		Human


Gender:  	Male


DOB:		6-16-751


Age:		N/A


Height:  	194 cm


Weight:	88 kg


Build:		Slim


Comeliness:	10


Eyes:		Dark Brown


Hair:		Black, Straight,


		Short


Complexion:	Olive


�


Alignment:	Neutral


Handedness:	Ambidextrous





Saving Throws


Paralyzation. . .:	8


Rod/Staff/Wand:	4


Petrifaction. . .:  	7


Breath Weapon:	11


Spell:			5





Modifiers:


Dexterity +3	Ring +3�



Notes


Powers:  Charisma (loyalty/reaction +3), Dexterity (initiative –3, reaction +2), Wrestling specialization (+2 bonus to Strength checks), Spell turning (ring)





Armament


�
�
�
Att./Rnd.�
�
�
�
�
Weapon�
THAC0�
Damage�
Melee�
Range�
Spd.�
Range�
Slots�
�
Short Sword +3�
4�
(1d6/1d8)+3�
1�
-�
0�
-�
-�
�
Knife +2�
5�
(1d3/1d2)+2�
+1�
"�
0�
"�
"�
�
Dart (x20)�
6-8-11�
(1d3/1d2)+2�
4�
5�
2�
1-2-4�
2�
�
Wrestling�
9 (+6 to hit)�
(wrestling table)+2�
1�
-�
0�
chart bonus: 2�
2�
�
Short Blades (tight gp.)�
7, 7-9-12�
vary�
1, 2�
2�
vary�
1-2-3�
2�
�
THAC0 Modifiers:  Backstab +15, Back Strike +4, Non-Proficiency –3, Dexterity +2, Two-Weapon Style 0/0





Protection


Bracers of Defense AC 2, Ring of Protection +3





Armor Class:  –4�
Mod. Rear:  1�
Surp./Miss.:  –1�
�



Languages & Proficiencies (67/67)


Common (17/18), Thieves’ Cant; Appraising (17), Direction Sense (19), Disguise (24), Juggling (19), Jumping (17), Reading Lips (18), Rope Use (23), Spellcraft (15), Swimming (17), Tightrope Walking (20), Tumbling (20); Blind-Fighting, Two-Weapon Style





Possessions


Apparel & Jewelry (Thornn):  Silver neck chain (100); black jumpsuit, brown leather cap w/earflaps, gray trench coat, black cloth belt & gloves, black soft shoes


Apparel & Jewelry (Zol):  As above; jumpsuit, belt, gloves & shoes only


Stowage:  Backpack, large belt pouch (p), thigh sheaths (sword & knife), dart box (20 dart capacity)


Miscellaneous Gear:


Ring of Spell Turning, Thieves’ Picks & Tools


�
Thief Abilities


Pick Pockets:�
95%�
Move Silently:�
95%�
Climb Wall:�
140%�
�
Open Locks:�
140%�
Hide in Shadows:�
95%�
Read Language:�
95%�
�
Find/Remove Traps:�
140%�
Detect Noise:�
95%�
Read Spell Scroll:�
75%�
�



Techniques:  Back Capture, Back Strike, Contortion, Obstacle Manipulation, Mug, Steal, Shadow Illusion, Traceless Walk, Triangle Jump





Background & History


Well-educated, well-loved child turned thief by conscious decision; simply found laws disagreeable. . .


Settled down in Remles after a short successful career as a cat burglar; established guild w/brother. . .


Brothers quarreled, partnership waned; elder brother Iroth left to start an assassins’ & thieves’ guild. . .


Thornn eventually evolved guild into a professional scouts’ guild; attracted Alliance’s attention. . .


Standardized training, armament (short sword & wrestling), gear (picks & tools, magical knife). . .


Remles Scouts’ Guild earned first legitimate customer in Sorcia (784), who needed scouts & spies. . .


Very active during ’War; uncovered existence of ’Amulet and Tripleye’s efforts to find it (785). . .


Finding out too late, led escape from own guild as Iroth sacked it during Thieves’ Guild Wars. . .


Drove out Tyros & Strahan when they sacked Iroth’s Guild; masterminded Alliance rescue mission. . .


Greatly helped Alion with intelligence skills while defending Remles during Alliance’s absence. . .


Killed by Tripleye forces during Sack of Remles (788).





Lifestyle & Psychology


Silent, serious, detail-oriented, impatient, apathetic, trace of “rebel without a clue” attitude. . .


Responsible yet dishonest. . . Held very high standards, picky. . . Worked hard but demanded luxury. . .


Influenced others with cold piercing glare. . . Quite passionate but anti-social, humorless, quiet. . .


(Alter ego Zol never spoke. . . A diehard “hero”, popping up suddenly to save the day, then gone. . .)


Very skilled individual, teammate & leader. . . Devotion to detail earned him success in any situation. . .


Extremely versatile player. . . Feisty in melee, dangerous with darts, thief skills all but legendary. . .


Avoided melee; preferred to use darts while hidden. . . Soft-hitting but dangerously cunning fighter. . .


Enigmatic sense of honor. . . Had good grasp of morality, but often admitted to acts of selfishness. . .


Viewed crime and killing as bad, but damage easily absorbed by humanity. . . Doubted innocence. . .





Physical Description


Piercing eyes, monobrow, fine wrinkles, stubble


Plain blue steel Bracers, carved gold Ring of Protection, diamond & mithril Ring of Spell Turning


�
General Lancer Scott


Fighter 23 (Knight, Champion)


“I work hard to keep my ‘to kill’ list short.”





�
Attributes


Strength:	17


Dexterity:	16


Constitution:	17


Intelligence:	12


Wisdom:	11


Charisma:	14


Perception:	23/11





Hit Points:	134


Movement:	12 (24)


�Characteristics


Race:		Human


Gender:  	Male


DOB:		2-23-755


Age:		N/A


Height:  	172 cm


Weight:	81 kg


Build:		Stocky


Comeliness:	7


Eye (R only):	Blue


Hair:		None


Complexion:	Yellow


�


Alignment:	Neutral Evil


Handedness:	Ambidextrous





Saving Throws


Paralyzation. . .:	3


Rod/Staff/Wand:	5


Petrifaction. . .:  	4


Breath Weapon:	4


Spell:			6





Modifiers:


Armor +3	Dexterity +2


Displacement +2�
Notes


Powers:  Charisma (loyalty +1, reaction +2), Dexterity (initiative –2, reaction +1), One extra attack/round w/shield (parry/punch, loss of AC bonus until next attack), Displacement (cloak, 1st melee/missile attack in combat targeting Lancer automatically misses)





Armament


�
�
�
Att./Rnd.�
�
�
�
�
Weapon�
THAC0�
Damage�
Melee�
Range�
Spd.�
Range�
Slots�
�
Demon Axe�
–2�
(1d10)+9�
5/2�
-�
7�
-�
<2>�
�
   (natural 17-20)�
<auto hit>�
[(1d10)+9]x2�
"�
"�
"�
"�
"�
�
Medium Shield +3�
–6 (punch –3)�
(1d3)+4�
+1�
-�
1�
-�
<2>�
�
Spear (1-handed only)�
–4, –4-–2-1�
(1d6/1d8)+3�
5/2, 1�
1�
6�
1-2-3�
<2>�
�
Clv./Crsh. (broad gp.)�
–3, –3-–1-2�
(vary)+1�
2, 1�
1�
vary�
1-2-3�
3�
�
Pole Wpns. (broad gp.)�
–3, –3-–1-2�
(vary)+1�
2, 1�
1�
vary�
vary�
3�
�
THAC0 Modifiers:  Non-Proficiency –2, Strength +1, Dexterity +1, Weapon & Shield Style 0/0





Protection


Plate Mail +3 (no helmet), Medium Shield +3, Boots of Speed, Cloak of Displacement





Armor Class:  –10�
Mod. Rear*:  2�
Surp./Miss.:  –8�
Shieldless:  –6�
Mod. Head:  –8�
�



Languages & Proficiencies (62/62)


Common (12/13), Orc (12/13); Direction Sense (15), Fire Building (10), Military Theory (19), Monster Lore (16), Nightmare Riding (Land 17, Air 21), Survival (6, Forest 18), Swimming (11), Tumbling (20); Ambidexterity, Blind-Fighting, Weapon & Shield Style (2 slots)


�
Possessions


Apparel & Jewelry:  Gold neck chain (500), black leather belt w/gold buckle (150)


Stowage:  Large belt pouch (p), large saddle bags


Miscellaneous Gear:


Amulet of Life Protection, Ring of Invisibility/Inaudibility, Spyglass (50x) (p)





War Mount:  Gontag’n, Nightmare; Int 12, AL NE, ML 19; AC –4; MV 15 (gallop 60), fl. 36C


HD 6+6, HP 41; THAC0 13			Attacks:  Hoof/Hoof/Bite for (2d4)+2/(2d4)+2/2d4


Powers:  Burning hooves (ignite combustibles on hit), Empathy, Extraplanar travel (can become astral or ethereal at will), Vapor cloud (all in 10’ save vs. paralyzation or at –2 to hit and damage), 


Notable Items:  Saddle (w/blanket & stirrups)





Background & History


Captured by orcs as a child during a village raid. . . Raised by orcs for fun after beating an orc-child. . .


Eventually advanced to Chieftain of orc tribe the orc way. . . Led orcs to success as a military leader. . .


Allied with and promoted by Tripleye (784). . . Given command of Tripleye northern campaigns. . .


Mission to capture ’Amulet w/Strahan’s aid succeeded. . . Killed by Orion during Strahan’s Betrayal.





Lifestyle & Psychology


Self-protective, greedy, extravagant, unrefined, cruel, aggressive, hot-tempered, vengeful, paranoid. . .


Risked others’ lives but not his own. . . Not foolish/stupid, but predictable. . . When in doubt, killed. . .


On a mission to deliver his pain to the rest of the world. . . Resented humans’ ignorant comfort. . .


Careful not to make undesirable enemies, yet rude & hostile. . . Disloyal to all deemed below him. . .


Ruthless yet effective leader. . . Capable of but not willing to handle dangerous situations himself. . .


Predictable yet skilled tactician, defensive yet dangerous fighter. . . Used spear then axe, mounted. . .


Self-absorbed atheist. . . Cowardly killer; killed to keep self safe from enemies. . . No remorse. . .





Physical Description


Black & gold Armor, medium-cut black leather Boots, black satin embroidered Cloak


Clear cut crystal Amulet, gold & diamond Ring


Long scar on face going down from forehead across left eyeless lid to bridge of nose


�
General Tier “Val” Valentis


Fighter 16 - Mage 9 (Knight, Champion, Apothecary, Dwarf Friend, Elf Friend)


“There is no ‘good enough’.”





�
Attributes


Strength:	12 (18-00)


Dexterity:	10


Constitution:	11


Intelligence:	16


Wisdom:	14


Charisma:	18


Perception:	23/11 (20/7)





Hit Points:	49 (73)


Magic Power:	24


MP Recovery:	4


Movement:	12


Casting Level:	9


�Characteristics


Race:		Human


Gender:  	Male


DOB:		10-27-752


Age:		N/A


Height:  	193 cm


Weight:	87 kg


Build:		Medium


Comeliness:	18


Eyes:		Hazel


Hair:		Light Brown


		Short, Curly


Complexion:	Light Tan


�


Alignment:	Neutral Good


Handedness:	Left





Saving Throws


Paralyzation. . .:	4


Rod/Staff/Wand:	6


Petrifaction. . .:  	5


Breath Weapon:	4


Spell:			7





Modifiers:


Armor +4


Cloak +2�



Notes


Powers:  Charisma (loyalty +8, reaction +7), Displacement (cloak, 1st melee/missile attack in combat targeting Valentis automatically misses), Immune to death magic (ring)


Note:  Valentis was an accomplished alchemist, capable of concocting any magical or non-magical acid, drug, dust, elixir, oil, philter, poison, potion, or powder.  In addition, he was able to create Keoghtom’s Ointment, Nolzur’s Marvelous Pigments, Sovereign Glue and Universal Solvent.  Hence, many of these substances can be found in his laboratory.





Armament


�
�
�
Att./Rnd.�
�
�
�
�
Weapon�
THAC0�
Damage�
Melee�
Range�
Spd.�
Range�
Slots�
�
Bastard Sword +3�
–2�
-�
5/2�
-�
-�
-�
2�
�
   1-handed�
-�
(1d8/1d12)+11�
-�
"�
3�
"�
-�
�
   2-handed�
"�
(2d4/2d8)+11�
"�
"�
2�
"�
"�
�
Dagger +2�
0�
(1d4/1d3)+8�
2�
-�
0�
-�
1�
�
Dagger�
2, 5-7-10�
(1d4/1d3)+6�
2, 2�
2�
2�
1-2-3�
"�
�
Punching�
5 (+6 to hit)�
(punching table)+7�
2 +1�
-�
0�
chart bonus: 1�
1�
�
Gauntlet (x2)�
1�
(1d3)+7�
"�
"�
"�
-�
"�
�
THAC0 Modifiers:  Non-Proficiency –2, Off-Hand –2, Strength +3, Single-Weapon Style 0, Two-Hander Style 0





Protection


Plate Mail +4 (great helmet), Cloak of Displacement





Single-Wpn:  –5�
Two-Hand:  –3�
Mod. Rear:  –1�
Surp./Miss.:  –3�
�



Languages & Proficiencies (68/68)


Common (16/18), Nymph (11); Alchemy (20), Cantrip (18), Etiquette (18), Heraldry (17), Herbalism (18), Horse Riding (19), Item Lore (18), Military Theory (21), Spellcraft (18), Swimming (15), Tumbling (14); Blind-Fighting, Single-Weapon Style (2 slots), Two-Hander Style


�
Possessions


Apparel & Jewelry:  See below


Stowage:  Backpack, large belt pouch (p), waist dagger sheath (x2), back sword brace


Miscellaneous Gear:


Gauntlets of Ogre Power, Muscle Belt, Robe of Useful Items, Memento Ring, Spyglass (50x) (p)


Robe Patches:  10’ Pole (x2), 12’ Rowboat, 2’ x 4’ Window, Dagger, Lantern, Large Mirror, Potion of Extra-Healing, Scroll (monster summoning II)


War Mount:  Twilight, Female Medium Warhorse (black w/white blaze)


9 years old; Int 2, AL N, ML 19 (never panics); AC 0; MV 18 (gallop 72); HD 3+3, HP 23; THAC0 17


Attacks:  Hoof/Hoof/Bite for 1d6/1d6/1d6 damage


Notable Items:  Full Plate Barding +1, Bit & Bridle, Halter, Horseshoes, Saddle (w/blanket & stirrups)





Alchemy Jug, Crucible of Melting, Decanter of Endless Water, Disintegration Chamber (1’ cube), Jar of Preserving, Large Silver Mirror (1000), Lorvoleim’s Obsidian Mortar & Pestle, Magnifying Glass, Nefradina’s Identifier, Philosopher’s Egg, Philosopher’s Stone (1 of each kind), Prism of Light Splitting, Spoon of Mixing, Tenser’s Portmanteau of Frugality, Wizard Lab (Level 9, Rating 19), Wizard Library (Level 5, Rating 14)





Spell Arsenal


W1:  Affect Normal Fires, Burning Hands, Comprehend Languages, Copy, Detect Magic, Identify, Metamorphose Liquids, Pro. from Hunger & Thirst, Read Magic, Unseen Servant, Wizard Mark


W2:  Circle of Protection, Continual Light, Filter, Fog Cloud, Forget, Knock, Leomund’s Trap, Locate Object, Pro. from Cantrips, Shatter, Wizard Lock


W3:  Dispel Magic, Explosive Runes, Fireball, Fly, Illusionary Script, Item, Secret Page, Sepia Snake Sigil, Spectral Force, Suggestion, Tongues 


W4:  Cure Light Wounds, Detect Curse, Detect Scrying, Fire Trap, Imp. Invisibility, Magic Mirror, Polymorph Self, Remove Curse, Stoneskin, Vacancy, Wizard Eye


W5:  Advanced Illusion, Befis Bring, Contact Other Plane, Dil Brand, Khazid’s Procurement, Sending, Splice, Telekinesis, Teleport, Transmute Rock to Mud, Wall of Force





Background & History


Born an academic/bookworm; grew up to become a alchemist until the Gladiator’s Hunt. . .


One of the three survivors of the Gladiator’s Hunt. . . Only one to keep his treasure (bastard sword). . .


Teamed w/Skelton to survive the ’Hunt, but separated from him during the climax of the ’Hunt. . .


Dropped out of Remles Mage Academy (773) from trauma of ’Hunt. . . Became a paladin instead. . .


Quickly met, befriended and allied with Sorcia after formation of the Alliance. . .


Kept Alliance out of war with Sirn after the former wrested control of Remles from the latter. . .


Met Estelle when Sorcia summoned her; reformed sexism when Estelle defeated him in a duel. . .


Gave up paladinhood to pursue the nymph Lorelei (783). . . Reunited w/Skelton (784). . .


Met Windwalker after Lorelei needed Valentis rescued from a dryad. . . Gave Woard Elixir of Youth. . .


Commander-in-Chief of Sirn Army during ’War. . . Killed by Eberhard during Sack of Remles. . .


Care of Twilight given to Lorelei & Windwalker, who continue a good friendship.





Lifestyle & Psychology


Public gentleman, private playboy; cool-headed, deceptively cocky, always friendly & humorous. . .


Loved alchemy (chemistry); academic. . . Whimsical yet wise (three career changes, no regrets). . .


Exceedingly popular. . . Fired up men, wooed women, but never used charisma immorally. . .


Experienced & resourceful leader, supplied good morale yet worked subordinates hard; encouraging. . .


Versatile w/sword, but quite vulnerable if disarmed. . . Master tactician, but shy magic-user. . .


Not particularly religious, but very ethical. . . political activist; stuck up for what he believed in. . .


Numb but haunted by death, thanks to the Gladiator. . . Hated taking casualties, hated orcs more. . .





Physical Description


Single-edged bastard sword w/no sheath, gray cape-like Cloak, plain white Robe


