Sir Dard “Backshield” Gardener

Fighter 15 - Priest 14 (Knight, Champion, Great Priest)

“History is a record of mistakes.  If I’m not in the books, that’s great. . . I didn’t screw up.”



�Attributes

Strength:	17

Dexterity:	11

Constitution:	8

Intelligence:	15

Wisdom:	18

Charisma:	11

Perception:	24/12



Hit Points:	68

Magic Power:	52

MP Recovery:	6

Movement:	12

Casting Level:	14

�Characteristics

Race:		High Elf

Gender:  	Male

DOB:		N/A

Age:		N/A

Height:  	155 cm

Weight:	71 kg

Build:		Muscular

Comeliness:	14

Eyes:		Dark Blue

Hair:		Black, Short,

		Straight

Complexion:	Light Tan

�

Alignment:	Neutral Good

Handedness:	Right

Ethos:		Plains



Saving Throws

Paralyzation. . .:	4

Rod/Staff/Wand:	6

Petrifaction. . .:  	5

Breath Weapon:	4

Spell:			7



Modifiers:

Armor +4

Wisdom +4�Notes

Powers:  Detect doors (concealed door 1 in 2, concealed door on pass 1 in 6, secret door 1 in 3), Infravision 60’, Magic resistance 90% (sleep & charm only), One extra attack/round w/shield (parry/punch, loss of AC bonus until next attack), Regeneration (1 hp/turn; non-lethal damage from air, cold, earth, electrical, fire, physical and water attacks only), Sixth sense (can’t be surprised/backstabbed, no bonus for attacking Dard from behind, bonus Blind-Fighting & Supernatural Perception proficiencies), Surprise at –2 (when opening a door) or –4 when alone & unarmored, Stealth (cloak & boots)

Penalties:  Can’t cast spells when at full hit points (must make full-strength attack against self if necessary, requires Wisdom check at –3)

Spheres (major):  All, Animal, Elemental, Healing, Plant, Sun, Weather

Spheres (minor):  Creation, Divination



Armament

���Att./Rnd.�����Weapon�THAC0�Damage�Melee�Range�Spd.�Range�Slots��Long Sword +5,�–2�(1d8/1d12)+8�5/2�-�0�-�<2>��   Defender (+4 - 0)�–1 - 3�(1d8/1d12)+ [7 - 3]�"�"�1 - 5�"�"��Medium Shield +2�5 (punch 7)�(1d3)+3�+1�-�1�-�<2>��Hand Axe�7, 8-10-13�(1d6/1d4)+1�2, 1�1�4�1-2-3�0��Knife�5, 6-8-11�(1d3/1d2)+1�2, 2�2�2�1-2-3�-��Blades (broad group)�"�(vary)+1�"�"�vary�"�3��Pole Wpns. (broad gp.)�"�"�2, 1�1�"�vary�3��THAC0 Modifiers:  Non-Proficiency –2, Off-Hand –2, Strength +1, Bow +1, Long Sword +1, Short Sword +1, Weapon & Shield Style 0/–2



Protection

Field Plate +4 (no helmet), Defender +5, Medium Shield +2



AC:  –5 - –10�MRAC*:  2 - –3�Miss.:  –5 - –10�Sldlss:  –2 - –7�MHAC:  –1 - –6��

Languages & Proficiencies (48/48)

Common (13/11), Elf (15/14); Agriculture (16), Cooking (7), Direction Sense (10), Healing (16), Herbalism (17), Religion (12), Spellcraft (17), Supernatural Perception (18), Survival (7, Plains 19), Swimming (11), Weather Sense (17); Blind-Fighting, Weapon & Shield Style (2 slots)

�Possessions

Apparel & Jewelry:  White tunic w/emblem, white cloth gloves, brown leather belt

Stowage:  Backpack, shoulder bag (s), large belt pouch (p), waist sword scabbard, waist knife sheath

Miscellaneous Gear:

Antidote Herb (x5) (s), Crystal of Teleportation (x2) (p), Full Moon Herb (x3) (s), Lysis Plant (x2) (s), Medical Herb (x3) (s), Patekia Leaf (x3) (s), Vial of Holy Water (x3) (p)

Cloak & Boots of Elvenkind, Holy Symbol



Spell Arsenal

P1:  Animal Friendship, Bless, Combine, Create Water, Cure Light Wounds, Detect Evil, Detect Magic, Detect Poison, Detect Snares & Pits, Entangle, Faerie Fire, Invisibility to Animals, Light, Locate Animals/Plants, Log of Everburning, Pass w/out Trace, Purify Food & Drink, Shillelagh

P2:  Augury, Barkskin, Charm Person/Mammal, Create Holy Symbol, Detect Charm, Dust Devil, Find Traps, Fire Trap, Flame Blade, Goodberry, Heat Metal, Know Alignment, Messenger, Obscurement, Produce Flame, Slow Poison, Snake Charm, Speak w/Animals, Trip, Warp Wood

P3:  Call Lightning, Continual Light, Create Food & Water, Cure Blindness/Deafness, Cure Disease, Cure Moderate Wounds, Detect Curse, Flame Walk, Hold Animal, Locate Object, Meld into Stone, Plant Growth, Pro. from Fire, Pyrotechnics, Slow Rot, Snare, Speak w/Dead, Spike Growth, Starshine, Stone Shape, Summon Insects, Tree, Water Breathing, Water Walk

P4:  Animal Summoning I, Blessed Warmth, Call Woodland Beings, Control Temp. 10’ r., Cure Serious Wounds, Giant Insect, Hallucinatory Plains, Hold Plant, Lower Water, Minor Elemental Blast, Neutralize Poison, Plant Door, Produce Fire, Pro. from Lightning, Repel Insects, Speak w/Plants, Sticks to Snakes

P5:  Air Walk, Animal Growth, Animal Summoning II, Anti-Plant Shell, Atonement, Cloud of Purification, Commune w/Nature, Control Winds, Cure Critical Wounds, Elemental Forbiddance, Moonbeam, Pass Plant, Rainbow, Raise Dead, Spike Stones, Transmute Rock to Mud, Wall of Fire

P6:  Animal Summoning III, Anti-Animal Shell, Call Phoenix, Conjure Fire Elemental, Cure Multiple Wounds, Fire Seeds, Heal, Liveoak, Part Water, Sol’s Searing Orb, Stone Tell, Transmute Water to Dust, Transport via Plants, Turn Wood, Wall of Thorns, Weather Summoning

P7:  Animate Rock, Changestaff, Chariot of Sustarre, Conjure Earth Elemental, Control Weather, Creeping Doom, Earthquake, Fire Storm, Sunray, Transmute Metal to Wood, Vlave Howl, Wind Walk



Background & History

One of the oldest elves in Remles; many careers. . . Priest, adventurer, bodyguard, farmer. . .

Plains elf born in a nomadic family; eventually settled down to become a shaman for a while. . .

Adventurer turned bodyguard; covered others’ backs so long he developed a sixth sense. . .

Retired from adventuring early to raise orphaned Audric Wildwyrm (775). . .

Summoned by Sorcia shortly after Draco Debacle; went back to job as adventuring party rearguard. . .

Worked as a mercenary during ’War; understaffed Alliance gave him wide variety of assignments. . .

Currently semi-retired farmer/gardener. . . Trains regularly & helps locals to retain skills. . .



Lifestyle & Psychology

Kind but shy. . . Likes plants, sunlight, swordplay. . . Modest, uncomfortable when given attention. . .

Tries to keep a low profile; claims no credit for work/heroics. . . Soft-spoken, only speaks to reply. . .

Keeps a quiet social life. . . Likes being around people, but not too many, or too loud. . .

Single-minded team player. . . Prefers to play utility, small-unit rearguard, or bodyguard. . .

Far more versatile than gives himself credit for. . . Very experienced in many areas. . .

Bad leader; too shy to exercise authority on more than one person. . . Good partner/consultant. . .

Skilled, experienced but passive fighter. . . Fights defensively, even when lives are at stake. . .

Open-minded, but not very philosophically/religiously educated or contemplative. . .

Believes life is survival of the fittest, but doesn’t have to be. . . Compelled to protect the weak. . .

Rather objective about death. . . Uses good vs. evil to judge whom to protect or spare. . .



Physical Description

Dull silver Armor & Shield, black Cloak, medium-cut brown leather Boots

�Sirius Goodfellow

Bard 24

“Munchkin goes chop! chop!/Victims’ guts drop! drop!/Poor servants mop! mop!/Okay, I’ll stop stop.”



�Attributes

Strength:	11

Dexterity:	19

Constitution:	10

Intelligence:	16

Wisdom:	15

Charisma:	16

Perception:	27/13



Hit Points:	68

Magic Power:	52

MP Recovery:	14

Movement:	12

Casting Level:	24

�Characteristics

Race:		Half-Elf

Gender:  	Female

DOB:		N/A

Age:		N/A

Height:  	168 cm

Weight:	54 kg

Build:		Medium

Comeliness:	16

Eyes:		Green

Hair:		Light Brown,

		Long, Tied Back

Complexion:	Peach

�

Alignment:	Chaotic Neutral

Handedness:	Ambidextrous

Ethos:		Nature



Saving Throws

Paralyzation. . .:	8

Rod/Staff/Wand:	4

Petrifaction. . .:  	7

Breath Weapon:	11

Spell:			5



Modifiers:

Dexterity +4	Ring +3

Wisdom +1�

Notes

Powers:  Alter reaction (save vs. paralyzation at –8), Bonus proficiencies (Local History, Musical Instrument, Reading/Writing, Singing), Charisma (loyalty +4, reaction +5), Counter magical musical/vocal attacks 30’ r. once/encounter (requires concentration), Detect doors (concealed door 1 in 2, concealed door on pass 1 in 6, secret door 1 in 3), Dexterity (initiative –4, reaction +3), Infravision 60’, Inspire (allies within 240’ get +1 to hit, +1 to saving throws & +2 morale for 24 rounds; requires 3 rounds preparation), Magic resistance 30% (sleep & charm only), Adaptation (necklace, no breathing problems), Free action (ring), Immune to fire (sword)

Spheres (major):  All, Animal, Elemental, Healing, Plant, Weather

Spheres (minor):  Divination



Armament

���Att./Rnd.�����Weapon�THAC0�Damage�Melee�Range�Spd.�Range�Slots��2-Handed Sword +5,�0�(1d10/3d6)+7�3/2�-�2�-�<2>��   Firestorm*�–1/–3/–5�(1d10/3d6)+8/10/12�"�"�1/0�"�"��Knife +2�4�(1d3/1d2)+2�1�-�0�-�-��Dagger (x4)�6, 6-8-11�1d4/1d3�1, 2�2�2�1-2-3�-��Staff (x0)�6�1d6�1�-�1�-�1��Martial Arts�9 (+6 to hit)�(martial arts table)+1�1 +1�-�0�chart bonus: 1�2��Blades (broad group)�6, 6-8-11�vary�1, 2�2�vary�1-2-3�3��	*vs. regenerating/vs. cold, inflammable or avian/vs. undead

THAC0 Modifiers:  Non-Proficiency –3, Dexterity +3, Two-Hander Style 0



Protection

Bracers of Defense AC 2, Ring of Protection +3



Armor Class:  –5�Mod. Rear:  1�Surp./Miss.:  –1��

Languages & Proficiencies (68/68)

Common (16/15), Elf (17/15); Cantrip (18), Clarinet (17), Cooking (11), Direction Sense (17), Etiquette (11), Item Lore (26), Linguistics (16), Local History (Rivermist 14), Singing (17), Spellcraft (30), Survival (8, Forest 17), Swimming (11), Tumbling (18), Weather Sense (16); Two-Hander Style

�Possessions

Apparel & Jewelry:  Fine mithril chain (1000), silver belt buckle (100); cotton blue tunic & green pants, green silk jacket, green headband, black leather belt

Stowage:  Backpack (b), large belt pouch (p), two-handed sword back scabbard, waist knife sheath, dagger sheaths (L & R ankles, thighs)

Miscellaneous Gear:

Amulet of the Planes, Cloak & Boots of Elvenkind, Necklace of Adaptation, Ring of Free Action

Crystal of Teleportation (p), Small Mirror (p), Spyglass (50x) (p), Small Tent (b), Clarinet



Thief Abilities

Pick Pockets:�120%�Climb Wall:�130%�Read Spell Scroll:�85%��Detect Noise:�120%�Read Language:�120%�Identify Magic Item:�120%��

Spell Arsenal

P1:  Animal Friendship, Bless, Combine, Create Water, Cure Light Wounds, Detect Evil, Detect Magic, Detect Poison, Detect Snares & Pits, Entangle, Faerie Fire, Invisibility to Animals, Locate Animals/Plants, Log of Everburning, Pass w/out Trace, Purify Food & Drink, Shillelagh

P2:  Augury, Barkskin, Charm Person/Mammal, Detect Charm, Dust Devil, Find Traps, Fire Trap, Flame Blade, Goodberry, Heat Metal, Know Alignment, Messenger, Obscurement, Produce Flame, Slow Poison, Snake Charm, Speak w/Animals, Trip, Warp Wood

P3:  Call Lightning, Cure Blindness/Deafness, Cure Disease, Cure Moderate Wounds, Detect Curse, Flame Walk, Hold Animal, Locate Object, Meld into Stone, Plant Growth, Pro. from Fire, Pyrotechnics, Slow Rot, Snare, Speak w/Dead, Spike Growth, Stone Shape, Summon Insects, Tree, Water Breathing, Water Walk

P4:  Animal Summoning I, Call Woodland Beings, Control Temp. 10’ r., Cure Serious Wounds, Giant Insect, Hallucinatory Forest, Hold Plant, Lower Water, Minor Elemental Blast, Neutralize Poison, Plant Door, Produce Fire, Pro. from Lightning, Repel Insects, Speak w/Plants, Sticks to Snakes

P5:  Air Walk, Animal Growth, Animal Summoning II, Anti-Plant Shell, Atonement, Cloud of Purification, Commune w/Nature, Control Winds, Cure Critical Wounds, Elemental Forbiddance, Pass Plant, Rainbow, Raise Dead, Spike Stones, Transmute Rock to Mud, Wall of Fire

P6:  Animal Summoning III, Anti-Animal Shell, Call Phoenix, Conjure Fire Elemental, Cure Multiple Wounds, Fire Seeds, Heal, Liveoak, Part Water, Stone Tell, Transmute Water to Dust, Transport via Plants, Turn Wood, Wall of Thorns, Weather Summoning



Background & History

One of the oldest half-elves in Remles. . . Severe wanderlust; has traveled all over the planet. . .

Returned to hometown occasionally. . . Aided Alliance during ’War after Tripleye sacked Rivermist. . .

Heavily recruited by Alliance but Sirius turned down offers; found to be very unreliable anyway. . .

Advised Estelle with advice prior to her rematch w/Strahan during Shadowkeep Counteroffensive. . .

Currently, as always, adventuring. . . Famous for telling (exaggerated) stories about Alliance heroics. . .



Lifestyle & Psychology

Carefree, whimsical, irresponsible, manipulative, mischievous, affectionate, open-minded, greedy. . .

Severe wanderlust. . . Impatient, easily distracted. . . Likes fine dining. . . Optimistic to the end. . .

Extroverted, charming, well-mannered. . . Loves fun & attention. . . Frustrating during serious times. . .

Impossible to work with, extremely unreliable. . . Acts independent of everyone else no matter what. . .

Takes care to be well-equipped. . . Makes quite an impression with her two-handed sword tricks. . .

Cunning, versatile, impossible to anticipate:  stealth, negotiation, magic, melee, manipulation. . .

Druidic in faith but rather uncommitted. . . Spiritually content and wise, but not very pious. . .

Detests killing, but has seen much death over thousands of years. . . Will kill readily if need arises. . .



Physical Description

Forest green Cloak, soft medium-cut brown leather Boots, engraved mithril Bracers, emerald & gold Ring of Free Action, plain mithril Ring of Protection, large opal & mithril Amulet, gold & crystal Necklace

�Lordé “The Laughing Warlock”

Mage 18 (Archmage)



�Attributes

Strength:	9

Dexterity:	12

Constitution:	12

Intelligence:	18

Wisdom:	14

Charisma:	16

Perception:	21/12



Hit Points:	40

Magic Power:	63

MP Recovery:	14

Movement:	12

Casting Level:	18

�Characteristics

Race:		N/A

Gender:  	N/A

DOB:		N/A

Age:		N/A

Height:  	190 cm

Weight:	N/A

Build:		Skeletal

Comeliness:	3

Eye:		Black

Hair:		None

Complexion:	White

�

Alignment:	Lawful Evil

Handedness:	Ambidextrous



Saving Throws

Paralyzation. . .:	10

Rod/Staff/Wand:	5

Petrifaction. . .:  	7

Breath Weapon:	9

Spell:			6



Modifiers:

Cloak +5	Domain +4�

Notes

Powers:  Ambidexterity (fight two-weapon style w/no penalty), Charisma (loyalty +4, reaction +5), Infravision 120’, Magic eye (eye can leave socket and fly at will), Permanency spells (detect magic, detect invisibility, pro. from normal missiles, read magic), Immune to hunger & thirst (stone)

Domain Powers:  Charm person/creature (once/round, save at –4), Free action, Immune to mind attacks/influence, Magic resistance 50%, Regenerate 3 hp/round, Save bonus +4, Trump spells

Penalties:  Cannot leave Tower of Insanity, No depth perception (Perception –4/0, double range modifiers)



Armament

���Att./Rnd.�����Weapon�THAC0�Damage�Melee�Range�Spd.�Range�Slots��Clawing�13�(1d3/1d2)+1�1 +1�-�0�-�1��Dagger +3�10�(1d4/1d3)+5�3/2�-�0�-�<2>��Short Blades (tight gp.)�14, 14-18-24�vary�1+1, 2�2�vary�1-2-3�2��THAC0 Modifiers:  Non-Proficiency –5, Two-Weapon Style 0/0



Protection

Bracers of Defense AC 2, Cloak of Protection +5



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

Languages & Proficiencies (58/58)

Common (18/19), Elf (18/19), Orc (18/19); Alchemy (18), Ancient History (Tower of Insanity 20), Art (16), Cantrip (19), Local History (Tower of Insanity 23), Spellcraft (19); Blind-Fighting



Possessions

Apparel & Jewelry:  Various jewelry (treasure type Rx4); silk robes, soft brown leather shoes

Miscellaneous Gear:

Clear spindle-shaped Ioun Stone (pro. from hunger & thirst)

Alchemy Jug, Crucible of Melting, Crystal Ball (w/clairaudience), Clock (10,000), Decanter of Endless Water, Disintegration Chamber (1’ cube), Jar of Preserving, Large Ruthenium Mirror (10,000), 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 9, Rating 19)

�Spell Arsenal

W1:  Affect Normal Fires, Audible Glamer, Burning Hands, Comprehend Languages, Conjure Spell Component, Copy, Detect Magic, Enlarge, Feather Fall, Hornung’s Guess, Identify, Mending, Metamorphose Liquids, Pro. from Hunger & Thirst, Read Magic, Shield, Unseen Servant, Wizard Mark

W2:  Choke, Circle of Protection, Continual Light, Detect Invisibility, ESP, Filter, Fog Cloud, Imp. Magic Missile, Imp. Phantasmal Force, Invisibility, Know Alignment, Locate Object, Pro. from Cantrips, Pyrotechnics, Shatter, Vocalize, Web, Wizard Lock

W3:  Dispel Magic, Explosive Runes, Fireball, Flame Arrow, Fly, Gust of Wind, Haste, Lightning Bolt, Monster Summoning I, Non-Detection, Pro. from Normal Missiles, Reverberation, Secret Page, Spectral Force, Suggestion, Tongues, Vampiric Touch, Water Breathing

W4:  Contagion, Detect Curse, Detect Scrying, Dig, Dimension Door, Fire Trap, Imp. Invisibility, Mana Short, Mega Brunt, Otiluke’s Dispelling Screen, Phantasmal Killer, Polymorph Other, Polymorph Self, Remove Curse, Stoneskin, Vacancy, Wall of Fire, Wall of Ice

W5:  Advanced Illusion, Animate Dead, Cone of Cold, Conjure Elemental, Contact Other Plane, Dil Brand, Domination, Invulnerability to Normal Weapons, Know Value, Monster Summoning III, Mordenkainen’s Faithful Hound, Passwall, Sending, Splice, Stone Shape, Telekinesis, Transmute Rock to Mud, Wall of Force

W6:  Bomb de Wind, Contingency, Controlled Blink, Counterspell, Disintegrate, Elmekia Lance, Enchant an Item, Geas, Globe of Invulnerability, Guards & Wards, Invisible Stalker, Legend Lore, Lorloveim’s Shadowy Transformation, Mass Suggestion, Programmed Illusion, Stone to Flesh, Transmute Water to Dust, True Seeing

W7:  Acid Storm, Charm Plants, Control Undead, Delayed Blast Fireball, Duo-Dimension, Flow Break, Fork, Gauv Flare, Limited Wish, Monster Summoning V, Phase Door, Power Word Stun, Prismatic Spray, Reverse Gravity, Spell Turning, Teleport w/out Error, Vanish, Vision

W8:  Abi-Dalzim’s Horrid Wilting, Cure Serious Wounds, Death Spell, Defoliate, Glassteel, Incendiary Cloud, Mass Charm, Maze, Mega Brand, Mind Blank, Monster Summoning VI, Otiluke’s Telekinetic Sphere, Permanency, Prismatic Wall, Screen, Serten’s Spell Immunity, Symbol, Trap the Soul

W9:  Astral Spell, Chain Contingency, Crystalbrittle, Dragu Slave, Dynasto Bless, Elemental Aura, Energy Drain, Foresight, Gate, Meteor Swarm, Monster Summoning VII, Mordenkainen’s Disjunction, Power Word Kill, Prismatic Sphere, Shape Change, Succor, Time Stop, Wish

W10:  Flare, Nightmare, Prophecy, Quadra Magic, Quasar, Temporary Invulnerability



Background & History

Not much known; sovereign of Tower of Insanity and surrounding area; eccentric, maybe insane. . .

Only relevance during ’War was happenstance possession of Red Fragment of the ’Amulet. . .



Lifestyle & Psychology

Mischievous, weird, manic-depressive, whimsical, lonely, inconsiderate. . . Honest and organized. . .

Giggles and plays incessantly with hovering eyeball. . . Loves practical jokes and explosions. . .

Manipulates people for fun. . . Arrogant of own magical ability. . . Babbles like a schizophrenic. . .

Very bored, lonely individual. . . Dangerously intelligent, influential and patient when necessary. . .

Likes to play around with enemies but will not underestimate anyone. . . Likes to cripple, then kill. . .

Does not experience enlightenment or remorse. . . Regarded by humans as either alien or crazy. . .



Physical Description

Imagine Munch’s “The Scream”; replace scream with sick grin and eyes with large, single, removable eye loosely placed in large oblong socket.

Engraved gold Bracers, black silk cape-like Cloak

�Sir Cambazler “Cam” Marthaus

Fighter 14 - Wizard 14

(Knight, Champion, Master, Elf Friend, Dragon Slayer, Giant Slayer, Vampire Slayer)

“If life stinks, then half the smell comes from the people who rub it in.”



�Attributes

Strength:	15

Dexterity:	11

Constitution:	12

Intelligence:	17

Wisdom:	12

Charisma:	14

Perception:	21/10



Hit Points:	51

Magic Power:	38

MP Recovery:	6 (18)

Movement:	12

Casting Level:	14

�Characteristics

Race:		Human

Gender:  	Male

DOB:		N/A

Age:		N/A

Height:  	191 cm

Weight:	83 kg

Build:		Slim, Muscular

Comeliness:	9

Eyes:		Yellow

Hair:		Light Brown,

		Short, Bushy

Complexion:	Peach

�

Alignment:	Neutral Good

Handedness:	Left



Saving Throws

Paralyzation. . .:	5

Rod/Staff/Wand:	7

Petrifaction. . .:  	6

Breath Weapon:	5

Spell:			8



Modifiers:

Armor +5

Cloak +3�

Notes

Powers:  Charisma (loyalty +1, reaction +2), Wrestling specialization (+2 bonus to Strength checks), Adaptation (armor, no breathing problems), Elemental immunity (armor; immune to air, acid, cold, death magic, earth, electrical, fire, holy/unholy, magic missile, poison & water attacks), Illumination (armor, continual light except in total darkness), Immune to mind attacks/influence (armor), Invulnerable to physical attacks (armor; only head attacks & natural 20’s hit, doing half damage, rounded down), Magic resistance 50% (armor), Stealth (boots)

Penalties:  Addiction (armor; removal requires Wisdom check at –8, deprivation leads to paralysis & insanity & death)



Armament

���Att./Rnd.�����Weapon�THAC0�Damage�Melee�Range�Spd.�Range�Slots��Broad Sword +5�1�(2d4)+7/(1d6)+8�5/2�-�0�-�<2>��Dagger +2�7�(1d4/1d3)+2�+1�-�0�-�-��Dagger (x2)�7, 7-9-12�1d4/1d3�2, 2�2�2�1-2-3�"��Tag�3�spell�1�-�spell�-�1��Wrestling�7 (+4 to hit)�(wrestling table)+2�2�-�0�chart bonus: 2�2��Blades (broad group)�7, 7-9-12�vary�2, 2�2�vary�1-2-3�3��THAC0 Modifiers:  Non-Proficiency –2, Off-Hand –2, Two-Weapon Style 0/–2



Protection

Chain Mail of the First Archmage, Cloak of Evasion



Armor Class:  N/A�Mod. Rear*:  –6�Surp./Miss.:  N/A�Mod. Head:  –11��

Languages & Proficiencies (49/49)

Common (17/18), Elf (17/18); Cantrip (18), Cooking (17), Direction Sense (13), Fire Building (11), Fishing (17), Rope Use (11), Spellcraft (15), Swimming (13), Tumbling (17); Two-Weapon Style

�Possessions

Apparel & Jewelry:  Fine mithril chain (500, x2); light blue long-sleeved turtleneck shirt, black pants, brown leather belt

Stowage:  Backpack (b), large belt pouch (p), back sword scabbard, dagger scabbards (L hip x3)

Miscellaneous Gear:

Crystal of Teleportation (x3) (p), Potion of Extra-Healing (p), Vial of Holy Water (x3) (p)

Amulet of Magic, Holy Symbol, Boots of Elvenkind, Rope of Climbing (b)



Spell Arsenal

W1:  Alarm, Audible Glamer, Charm Person, Comprehend Languages, Detect Magic, Enlarge, Feather Fall, Hornung’s Guess, Light, Nystul’s Magic Aura, Pro. from Hunger & Thirst, Read Magic, Sleep, Wizard Mark

W2:  Circle of Protection, Choke, Continual Light, Detect Evil, Detect Invisibility, Detect Life, Filter, Imp. Magic Missile, Imp. Phantasmal Force, Invisibility, Knock, Shadow Snap, Vocalize, Wizard Lock

W3:  Clairvoyance, Dispel Magic, Fireball, Fly, Gust of Wind, Haste, Lightning Bolt, Non-Detection, Reverberation, Spectral Force, Suggestion, Tongues, Vampiric Touch, Water Breathing

W4:  Cure Light Wounds, Detect Curse, Detect Scrying, Dig, Dimension Door, Fire Trap, Hold Spell, Imp. Invisibility, Mega Brunt, Polymorph Other, Polymorph Self, Remove Curse, Stoneskin, Wizard Eye

W5:  Advanced Illusion, Befis Bring, Cone of Cold, Conjure Elemental, Dil Brand, Mordenkainen’s Faithful Hound, Passwall, Sending, Splice, Stone Shape, Telekinesis, Transmute Rock to Mud, Wall of Force, Wall of Stone

W6:  Bomb de Wind, Contingency, Controlled Blink, Counterspell, Cure Moderate Wounds, Disintegrate, Elmekia Lance, Guards & Wards, Legend Lore, Lina Inverse’s Fireball, Lorvoleim’s Shadowy Transformation, Stone to Flesh, Transmute Water to Dust, True Seeing

W7:  Acid Storm, Delayed Blast Fireball, Duo-Dimension, Flow Break, Fork, Gauv Flare, Limited Wish, Monster Summoning V, Phase Door, Power Word Stun, Prismatic Spray, Reverse Gravity, Teleport w/out Error, Vanish



Background & History

Last in a long line of warrior-mages, inheritor of the Chain Mail of the First Archmage. . .

Ageless due to Elixir of Youth, which he drank because he was thirsty (“tasted bitter & syrupy”). . .

Asked son of creator of ’Elixir for more, in order to not offend him. . . Drank water later. . .

Close friend, savior & trainer of Estelle. . . Lent her his armor during Shadowkeep Counteroffensive. . .

Highly utilized special ops mercenary of Alliance during ’War. . . Currently still adventuring. . .



Lifestyle & Psychology

Optimistic, comical, enthusiastic, carefree, easily entertained. . . Sometimes annoyingly nonchalant. . .

Loves attention, very appreciative of ’Mail. . . Uses it to brave deadly situations by trial & error. . . 

Removal of ’Mail reveals extreme addiction to it. . . Paranoid, panicky, scared of death without it. . .

Kind, generous, considerate; but, as he admits, “I can afford to be”. . . Gives ’Mail all his credit. . .

Willing to play any role, but often winds up doing the dirty work:  point, bait, scout, etc.

Conservative, physical fighter. . . Wary of armor’s weaknesses, rations magic carefully. . .

Versatile. . . Magical augmentation, combat spells, single-/dual-weapon, unarmed combat. . .

Duels with sword in good hand; uses off-hand to wield daggers, grapple, cast spells, improvise. . .

Non-religious. . . Prefers not to think deep thoughts. . . Just tries to have fun & do what’s right. . .

Accustomed to death, sees it as a natural end. . . Focuses on pain of death; tries to kill quickly. . .



Physical Description

Small diamond & gold disc-shaped Amulet, Royal blue tunic-like Cloak worn over shirt, Chain Mail covered by shirt & pants, soft medium-cut brown leather Boots, sword has finger holes in hilt

Weird but not revolting in appearance; distinctive bright yellow eyes

Hair curls up & out in front, messy but short everywhere else

�Carze McGauss

Mage 21 (Archmage)

“As a matter of fact, I do know better than you.”



�Attributes

Strength:	11

Dexterity:	10

Constitution:	15

Intelligence:	20

Wisdom:	15

Charisma:	7

Perception:	28/14



Hit Points:	50

Magic Power:	87 (109)

MP Recovery:	16

Movement:	12

Casting Level:	21



�Characteristics

Race:		Human

Gender:  	Male

DOB:		6-7-745

Age:		45

Height:  	183 cm

Weight:	76 kg

Build:		Medium

Comeliness:	10

Eyes:		Brown

Hair:		None

Complexion:	Peach

�

Alignment:	Neutral

Handedness:	Right



Saving Throws

Paralyzation. . .:	8

Rod/Staff/Wand:	3

Petrifaction. . .:  	5

Breath Weapon:	7

Spell:			4



Modifiers:

Displacement +2

Ring +1

Wisdom +1

�Notes

Powers:  Immune to 1st- & 2nd-level illusions, Permanency spells (detect evil, detect magic, infravision 60’), Adaptation (necklace, no breathing problems), Displacement (cloak, 1st melee/missile attack in combat targeting Carze automatically misses), Minute seeing (eyes)

Penalties:  Charisma (loyalty –2, reaction –1)



Armament

���Att./Rnd.�����Weapon�THAC0�Damage�Melee�Range�Spd.�Range�Slots��Dagger +3�10�(1d4/1d3)+5�3/2�-�0�-�2��THAC0 Modifiers:  Non-Proficiency –5, Off-Hand –2, Single-Weapon Style 0



Protection

Bracers of Defense AC 2, Ring of Protection +6 (+1 to saving throws), Cloak of Displacement



Armor Class:  –8�Mod. Rear:  –4�Surp./Miss.:  –6��

Languages & Proficiencies (66/66)

Common (20/20), Dwarf (10/11), Elf (10/11), Gnome (10/11), Halfling (10/11), Orc (10/11); Alchemy (13), Animal Lore (10), Ancient History (Mersem Portal 12), Appraising (13), Cantrip (20), Dungeon Lore (17), Engineering (17), Herbalism (14), Item Lore (17), Linguistics (12), Monster Lore (17), Navigation (14), Spellcraft (20); Single-Weapon Style (2 slots)



Possessions

Apparel & Jewelry:  Smooth oval ruby & gold turban clip (5000), gold chain belt of leaf-shaped links (500); white turban, white robes w/royal blue trim, brown soft leather shoes

Stowage:  Large belt pouch, shoulder bag, waist dagger scabbard

Miscellaneous Gear:

Amulet of the Planes, Eyes of Minute Seeing, Necklace of Adaptation, Ring of Wizardry (25%)

Alchemy Jug, Crystal Ball (w/clairaudience), Clock (10,000), Decanter of Endless Water, Disintegration Chamber (10’ cube), Jar of Preserving, Lorvoleim’s Obsidian Mortar & Pestle, Philosopher’s Egg, Small Ruthenium Mirror, Well of Many Worlds, Wizard Lab (Level 9, Rating 19), Wizard Library (Level 9, Rating 19)

�Spell Arsenal

W1:  Affect Normal Fires, Alarm, Audible Glamer, Burning Hands, Charm Person, Chromatic Orb, Color Spray, Comprehend Languages, Conjure Spell Component, Copy, Detect Disease, Detect Magic, Divining Rod, Enlarge, Erase, Feather Fall, Gaze Reflection, Grease, Hornung’s Guess, Identify, Light, Magic Missile, Mending, Metamorphose Liquids, Nystul’s Magic Aura, Pro. from Evil, Pro. from Hunger & Thirst, Read Magic, Shield, Sleep, Unseen Servant, Wizard Mark

W2:  Alter Self, Choke, Circle of Protection, Continual Light, Darkness 15’ r., Detect Evil, Detect Invisibility, Detect Life, ESP, Filter, Flare Lance, Fog Cloud, Forget, Imp. Magic Missile, Imp. Phantasmal Force, Invert Regeneration, Invisibility, Knock, Know Alignment, Levitate, Locate Object, Magic Mouth, Melf’s Acid Arrow, Mirror Image, Misdirection, Pro. from Cantrips, Pro. from Paralysis, Pyrotechnics, Scan, Shatter, Spectral Hand, Summon Swarm, Vocalize, Web, Whispering Wind, Wizard Lock

W3:  Clairaudience, Clairvoyance, Dispel Magic, Explosive Runes, Feign Death, Fireball, Flame Arrow, Fly, Gust of Wind, Haste, Infravision, Iron Mind, Lightning Bolt, Monster Summoning I, Non-Detection, Pro. from Normal Missiles, Redial, Reverberation, Secret Page, Sepia Snake Sigil, Spectral Force, Sticky Net, Suggestion, Tongues, Vampiric Touch, Water Breathing, Wizard Sight

W4:  Cure Light Wounds, Detect Curse, Detect Scrying, Dig, Dimension Door, Emotion, Fire Aura, Fire Shield, Fire Trap, Hold Spell, Ice Storm, Illusionary Wall, Imp. Invisibility, Locate Creature, Mana Short, Mega Brunt, Otiluke’s Dispelling Screen, Otiluke’s Resilient Sphere, Phantasmal Killer, Polymorph Other, Polymorph Self, Remove Curse, Stoneskin, Vacancy, Wall of Fire, Wall of Ice, Wind Breath, Wizard Eye

W5:  Advanced Illusion, Animate Dead, Beamup, Befis Bring, Cone of Cold, Dil Brand, Dream, Know Value, Monster Summoning III, Mordenkainen’s Faithful Hound, Mordenkainen’s Private Sanctum, Passwall, Seeming, Sending, Splice, Stone Shape, Telekinesis, Transmute Rock to Mud, Wall of Force, Wall of Iron, Wall of Stone

W6:  Anti-Magic Shell, Bomb de Wind, Contingency, Control Weather, Controlled Blink, Counterspell, Cure Moderate Wounds, Disintegrate, Elmekia Lance, Enchant an Item, Geas, Globe of Invulnerability, Guards & Wards, Invisible Stalker, Legend Lore, Lina Inverse’s Fireball, Lorloveim’s Shadowy Transformation, Lower Water, Mass Suggestion, Part Water, Permanent Illusion, Programmed Illusion, Stone to Flesh, Transmute Water to Dust, True Seeing, Veil

W7:  Acid Storm, Charm Plants, Control Undead, Delayed Blast Fireball, Flow Break, Fork, Gauv Flare, Limited Wish, Monster Summoning V, Phase Door, Power Word Stun, Reverse Gravity, Teleport w/out Error, Vanish

W8:  Abi-Dalzim’s Horrid Wilting, Carze’s Combat Powerball, Cure Serious Wounds, Death Spell, Defoliate, Glassteel, Incendiary Cloud, Mass Charm, Mega Brand, Mind Blank, Otiluke’s Telekinetic Sphere, Permanency, Polymorph Any Object, Prismatic Wall, Serten’s Spell Immunity, Symbol

W9:  Astral Spell, Carze’s Mega Missiles, Chain Contingency, Crystalbrittle, Dragu Slave, Dynasto Bless, Elemental Aura, Estate Transference, Foresight, Gate, Lagna Blade, Meteor Swarm, Monster Summoning VII, Mordenkainen’s Disjunction, Power Word Kill, Prismatic Sphere, Shape Change, Succor, Time Stop, Wish



Background & History

Rather sheltered childhood; brought up by providing family to become a wizard. . .

Adventurous career. . . Remles native & alumnus of Remles Mage Academy, but traveled frequently. . .

Climbed the Tower of Trials to become an Archmage. . . Key participant of ’War. . .

Long-renowned thaumaturgical researcher by Remles Mage Academy. . . Currently teaches there. . .



Lifestyle & Psychology

Intolerant, sarcastic, rude; very controlled temper; paranoid, perfectionist, objective, trusting. . .

Extremely thorough, cautious, cunning. . . Loves an intellectual challenge, always inventing. . .

Not a very charismatic leader, but an effective one; good at utilizing others’ capabilities. . .

Doesn’t like risks/surprises, tries to stay well-informed and do everything himself when possible. . .

Uses entire spell inventory w/genius effectiveness. . . Almost never engages in melee, patient. . .

Always prepared w/defensive spells; will not hesitate to use high-level magic if necessary. . .

If confident of own safety, likes to delay until after everyone attacks, then fires off quick spells. . .

Very analytical, philosophical, open-minded, but not religious. . .

Responsible but equates killing to natural death (evolution perspective), carries out threats. . .



Physical Description

Except for baldness, vigorous health for age, long free-lobed ears, aura of nobility

Silver Dagger, gold Bracers & Rings, diamond Amulet on gold Necklace, deep purple cape-like Cloak

�Dame Aidan Moyer

Ranger 15 (Knight, Champion, Dwarf Friend, Giant Slayer)

“Evil deserves mercy killing.”



�Attributes

Strength:	14

Dexterity:	17

Constitution:	14

Intelligence:	12

Wisdom:	14

Charisma:	10

Perception:	20/10



Hit Points:	78

Magic Power:	8

MP Recovery:	4

Movement:	12

Casting Level:	8

�Characteristics

Race:		Human

Gender:  	Female

DOB:		5-28-762

Age:		28

Height:  	177 cm

Weight:	70 kg

Build:		Slim, Muscular

Comeliness:	13

Eyes:		Light Green

Hair:		Red, Long,

		Straight

Complexion:	Tan

�

Alignment:	Chaotic Good

Handedness:	Ambidextrous

Ethos:		Nature



Saving Throws

Paralyzation. . .:	4

Rod/Staff/Wand:	6

Petrifaction. . .:  	5

Breath Weapon:	4

Spell:			7



Modifiers:

Cloak +3

Dexterity +3�Notes

Powers:  Animal empathy (appraise & befriend non-hostile animal, alter reaction of hostile animal (save vs. rods at –5)), Bow specialization (fire first in round if bow is ready), Dexterity (initiative –3, reaction +2), Fight two-weapon style w/no penalty, Species enemy (+4 to hit vs. orcs), Feather Fall (ring), Free action (ring), Immune to earth-based attacks (sword), Leap (boots; 15’ vertical, 30’ forward or 9 feet backwards), Shatter weapon/shield when parried or parrying (sword; on hit vs. non-magical items, on natural 20 vs. +1 or +2 items), Striding (boots; MV 12 regardless of weight, 12 hrs./day), Strike & spring (boots; avoid counterattack, 5% chance stunned for one round)

Penalties:  Charisma (reaction –4 vs. orcs), Stealth chances halved in non-wilderness areas

Spheres (minor):  Animal, Plant



Armament

���Att./Rnd.�����Weapon�THAC0�Damage�Melee�Range�Spd.�Range�Slots��Long Sword +5,�–2�(1d8/1d12)+7�5/2�-�0�-�<2>��   Earthquake*�–7�(1d8/1d12)+12�"�"�"�"�"��Short Sword +2�1�(1d6/1d8)+4�+1�-�1�-�<2>��Comp. Short Bow +1�1-3-5-8�-�2�10�5�-�3��   Sheaf Arrow (x10)�"�(1d8)+1�-�-�-�1-4-8-17�-��   Sheaf Arrow +3 (x9)�–2-0-2-5�(1d8)+4�"�"�"�"�"��Dagger (x6)�3, 3-5-8�(1d4/1d3)+2�5/2, 5�15�2�1-2-3�<2>��Blades (broad group)�4, 4-6-9�(vary)�2, 2�2�vary�"�3��	*vs. aerial creatures & creatures immune to normal weapons

THAC0 Modifiers:  Non-Proficiency –2, Dexterity +2, Two-Weapon Style 0/0, vs. Orcs +4



Protection

Bracers of Defense AC 4, Cloak of Protection +3, Boots of Striding & Springing



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

Languages & Proficiencies (46/46)

Common (12), Dwarf (12); Cooking (6), Direction Sense (20), Endurance (19), Fire Building (12), Fishing (15), Herbalism (10), Hunting (15), Rope Use (11), Survival (6, Forest 15, Mountain 15), Swimming (13), Tracking (21)

�Possessions

Apparel & Jewelry:  Emerald & gold earrings (100 ea.), brooch (500); forest camouflage fatigues, brown leather gloves & belt

Stowage:  Backpack, large belt pouch (p), waist sword scabbard (x2), dagger sheaths (L & R ankles, shoulders, thighs), back quiver (12 arrow capacity)

Miscellaneous Gear:

Crystal of Teleportation (x2) (p), Potion of Extra-Healing (x2) (p)

Magnifying Glass, Spyglass (20x), Ring of Feather Falling, Ring of Free Action



Thief Abilities

Hide in Shadows:�109%�Move Silently:�114%��

Spell Arsenal

P1:  Animal Friendship, Entangle, Invisibility to Animals, Locate Animals/Plants, Log of Everburning, Pass w/out Trace, Shillelagh

P2:  Barkskin, Charm Person/Mammal, Goodberry, Messenger, Snake Charm, Speak w/Animals, Trip, Warp Wood

P3:  Hold Animal, Plant Growth, Slow Rot, Snare, Spike Growth, Summon Insects, Tree



Background & History

Grew up in forest borderlands until homeland harvested by orcs, moved to nearest town. . .

Self-trained survivalist & warrior, heavily recruited by numerous armies, joined Alliance thru Rylor. . .

Worked extensively with wood elves for training and dwarves for emeralds, bounty hunter. . .

Survived Draco Debacle, swore vengeance vs. Tyros, defeated him during Shadowkeep Counteroffensive

Won favor of dwarves during ’War by fending off integrated orc-giant attacks in mountain forests. . .

Currently hunts in mountain forests and works to improve relationship between dwarves & elves. . .



Lifestyle & Psychology

Hot temper, cool personality; pessimistic & sarcastic yet social; somewhat greedy, esp. w/emeralds. . .

Opinionated, arrogant, judges more than thinks; sympathetic, attentive, listens more than speaks. . .

Very versatile player; can lead, follow, or act independently without preference. . .

Cooperative and adaptive, but attitude problems occ. damage loyalty (hers & others’). . .

Stealthy, tough, versatile inside-outside fighter. . . Effective at all ranges and in melee. . .

Surprise-loving hunter, occ. attacks w/out provocation, but thinks carefully before doing so. . .

Serves Nature but views Her as yielding & defenseless, “defends Nature by hunting her enemies”

Justifies kills as euthanasia, on basis that evil creatures are socially dysfunctional, thus never happy. . .



Physical Description

Gold Bracers, thin mithril Ring of Feather Falling, plain gold Ring of Free Action, green tunic-like Cloak w/hood, medium-cut brown leather Boots; ties hair back



Followers

Kayna (henchman), Female Human, Ranger 10; S 13, D 13, C 14, I 10, W 14, Ch 12, P 17/8

HP 55, MP 3, Rec. 2, Cast Level 3, MV 12; AC 5/7/5; AL CG, ML 23; Saves 8-10-9-9-11 (Armor +3)

Age 24, Ht. 165 cm., Build Busty; Notes:  Blond, Charming, Social, Hyperactive, Deceptively Talkative

Attacks:  1st Long Sword (THAC0 8, Dmg. (1d8/1d12)+4, #Att. 2, Speed 3)

	2nd Long Sword (THAC0 9, Dmg. (1d8/1d12)+3, #Att. +1, Speed 4)

	Short Bow (THAC0 6-8-10-13, Dmg. (1d6)+2, #Att. 2 or 7, Speed 6 or 1st, Range 1-5-10-18)

Powers:  Animal empathy (save at –4), HS 63%, MS 78%, Species enemy (orcs), Priest Spell Level 2

Proficiencies:  Dagger, Long Sword (2), Short Bow (3), Two-Weapon Style; Common (10); Animal Lore (11), Direction Sense (17), Fire Building (12), Recorder (14), Rope Use (12), Set Snares (17), Survival (5, Forest 14), Swimming (12), Tracking (19)

Notable Items:  Leather Armor +3, Long Sword +2 (Green Dragon Slayer), Long Sword +1, Dagger +1, Comp. Short Bow, Flight Arrows +1 (x17), Bracers of Archery, Wooden Recorder

�Logan (henchman), Male Wood Elf, Fighter 9-Mage 11; S 13, D 17, C 8, I 17, W 12, Ch 10, P 20/10

HP 46, MP 27, Rec. 5, Cast Level 11, MV 12; AC 0/7/5; AL CG, ML 22; Saves 8-7-9-9-8 (Dexterity +3)

Age N/A, Ht. 155 cm., Build Slim; Notes:  Dark Hair, Silent, Professional, Thoughtful, Open-Minded

Attacks:  Short Sword (THAC0 5, Dmg. (1d6/1d8)+5, #Att. 2, Speed 0)

	Dagger (THAC0 10, Dmg. (1d4/1d3)+1, #Att. 3/2, Speed 1, Range 1-2-3)

	Touch Spell (THAC0 8, Dmg. vary, #Att. 1, Speed vary)

Powers:  90% resist. vs. sleep & charm, Detect doors, Dexterity (init. –3, reac. +2), Infravision 60’

Proficiencies:  Blades, Short Sword (+1), Single-Weapon Style (2), Tag; Common (14/15), Elf (17/18); Cooking (14), Direction Sense (13), Fire Building (11), Healing (16), Herbalism (12), Rope Use (11), Spellcraft (15), Survival (8, Forest 14), Swimming (12)

Notable Items:  Elven Chain Mail, Dagger (x3), Short Sword +3, Elven Cloak & Boots

W1:  Affect Normal Fires, Audible Glamer, Charm Person, Comprehend Languages, Detect Magic, Erase, Feather Fall, Light, Meteo Fall, Pro. from Hunger & Thirst, Read Magic, Shield, Sleep, Wizard Mark

W2:  Circle of Protection, Continual Light, Detect Evil, Detect Invisibility, Detect Life, Filter, Imp. Magic Missile, Imp. Phantasmal Force, Invisibility, Knock, Know Alignment, Scan, Vocalize, Wizard Lock

W3:  Clairvoyance, Dispel Magic, Explosive Runes, Fireball, Fly, Gust of Wind, Haste, Pro. from Normal Missiles, Reverberation, Spectral Force, Suggestion, Tongues, Vampiric Touch, Water Breathing

W4:  Cure Light Wounds, Detect Curse, Detect Scrying, Dig, Dimension Door, Fire Trap, Hold Spell, Imp. Invisibility, Locate Creature, Polymorph Self, Remove Curse, Stoneskin, Wizard Eye

W5:  Advanced Illusion, Befis Bring, Cloudkill, Dil Brand, Hold Monster, Sending, Telekinesis, Transmute Rock to Mud, Wall of Force



Maintra, Female Human, Fighter 11; S 16, D 12, C 18, I 10, W 9, Ch 12, P 15/7 (14/5)

HP 108, MV 12; AC –4/2/–4/0; AL NG, ML 20; Saves 7-9-8-8-10 (Armor +3)

Age 21, Ht. 184 cm., Build Muscular; Notes:  Dark Hair, Attractive, Tough, Stiff-Lipped, Careless

Attacks:  Battle Axe (THAC0 7, Dmg. (1d10)+5, #Att. 2, Speed 5)

	Shield (THAC0 10/7, Dmg. (1d3)+1/parry, #Att. +1, Speed 1)

Proficiencies:  Ambidexterity, Battle Axe (2), Short Blades, Weapon & Shield Style (2); Common (10); Direction Sense (14), Endurance (15), Fire Building (12), Fishing (18), Rope Use (12), Survival (5, Forest 14), Swimming (17), Weather Sense (18)

Notable Items:  Plate Mail +3 (open-face helmet), Medium Shield +3, Battle Axe +2, Boots of Elvenkind, Ring of Invisibility, Camouflage Fatigues (worn over armor), Large Tent



Kuri, Female Mountain Lion (scar on nose)

7 years old; Int 4, AL N, ML 15; AC 6; MV 12, HD 3+1, HP 16; THAC0 17

Attacks:  Claw/Claw/Bite for 1d3/1d3/1d6 damage + rear claws for 2d4 if both claws hit

Powers:  Leap (15’ vertical or 20’ forward), Surprised only on a 1



Striker, Male Wolf (white tail tip)

8 years old; Int 6, AL N, ML 12; AC 7; MV 18, HD 3, HP 17; THAC0 18

Attacks:  Bite for (1d4)+1			Powers:  Save at +1 vs. charm

�Tilton “The Machine” Nimitz

Martial Artist 15 (Martial Arts Champion)

“Something to be proud of, something to improve on.”



�Attributes

Strength:	18-56

Dexterity:	15

Constitution:	12

Intelligence:	13

Wisdom:	11

Charisma:	9

Perception:	20/10



Hit Points:	81

Magic Power:	11

MP Recovery:	5

Movement:	21

Casting Level:	9

�Characteristics

Race:		Human

Gender:  	Male

DOB:		3-7-760

Age:		30

Height:  	201 cm

Weight:	122 kg

Build:		Big

Comeliness:	9

Eyes:		Brown

Hair:		Black, Straight,

		Army Cut

Complexion:	Brown

�

Alignment:	Lawful Neutral

Handedness:	Ambidextrous



Saving Throws

Paralyzation. . .:	4

Rod/Staff/Wand:	6

Petrifaction. . .:  	5

Breath Weapon:	4

Spell:			7



Modifiers:

Dexterity +1

Ring +2�

Notes

Powers:  Dexterity (initiative –1), Surprised only on a 1 in 10



Armament

���Att./Rnd.�����Weapon�THAC0�Damage�Melee�Range�Spd.�Range�Slots��Martial Arts�6 (+7 to hit)�(martial arts table)+6�5�-�0�chart bonus: 3�4��Hand Spur +3 (x2)�0�(1d6/1d3)+8�5/2 +1�-�0�-�2��THAC0 Modifiers:  Non-Proficiency –2, Strength +2, Two-Weapon Style 0/0



Protection

Dogi (AC 4), Ring of Protection +2



Armor Class:  1�Mod. Rear:  4�Surp./Miss.:  2��

Languages & Proficiencies (47/47)

Common (13/10); Dancing (13), Endurance (18), Etiquette (13), Jumping (18), Running (9), Spellcraft (13), Swimming (18), Tightrope Walking (19), Tumbling (19); Ambidexterity, Blind-Fighting, Two-Weapon Style, Weapon Improvisation (1 slot)



Possessions

Apparel & Jewelry:  Soft brown leather shoes, blue headband, black cloth belt

Stowage:  Carrying cloth, large belt pouch (p)

Miscellaneous Gear:

Crystal of Teleportation (x2) (p), Potion of Extra-Healing (p), Potion of Invulnerability (p)



Spell Arsenal

W1:  Audible Glamer, Change Self, Nystul’s Magic Aura, Phantasmal Force, Spook, Ventriloquism

W2:  Blindness, Blur, Deafness, Hypnotic Pattern, Imp. Phantasmal Force, Invisibility, Mirror Image, Misdirection, Whispering Wind

W3:  Illusionary Script, Invisibility 10’ r., Phantom Steed, Spectral Force, Wraithform

W4:  Fear, Hallucinatory Terrain, Illusionary Wall, Imp. Invisibility, Minor Creation, Phantasmal Killer, Rainbow Pattern, Shadow Monsters, Vacancy

�Background & History

Warrior’s son, raised strictly, not a very pleasant childhood. . . Sent to a monastery when father died. . .

Trained at monastery, left ASAP, became afflicted with wanderlust. . .

After several years of self-training, duels, and adventures, recruited by Alliance just before ’War. . .

Worked independently for Alliance throughout ’War, retired soon afterwards, now runs a dojo. . .



Lifestyle & Psychology

Very cold, humorless, rough, harsh personality. . . Never follows rules of etiquette outside dojo. . .

Cruel but not evil, hides sporadic acts of kindness, obsessed with physical self-improvement. . .

Isolationist, will not pursue relationships, claim credit for own work, etc. . . Very lonely person. . .

Independent mercenary. . . Follows orders, but is very inconsiderate (even oblivious) of others. . .

Aggressive fighter. . . Opens with defensive/deceptive illusion spell (if possible), then attacks hard. . .

Social Darwinist. . . Views life as a game of survival, equates self-improvement with evolution. . .

Honorable yet merciless warrior, places blame of killing on opponent’s weakness. . .



Physical Description

Silver Spurs, blue Dogi, dull iron Ring; characteristically large ears

�Sir Disrill Strang

Fighter 13 - Wizard 13 - Priest 14 (Knight, Champion, Master, Great Priest)

“Humans have limits only where they see them.”



�Attributes

Strength:	18-81

Dexterity:	8

Constitution:	16

Intelligence:	13

Wisdom:	18

Charisma:	8

Perception:	25/12 (24/9)



Hit Points:	69

Magic Power:	49

MP Recovery:	7

Movement:	12

Casting Level:	Wz 13, Pr 14

�Characteristics

Race:		Human

Gender:  	Male

DOB:		12-16-754

Age:		36

Height:  	188 cm

Weight:	104 kg

Build:		Muscular

Comeliness:	3

Eyes:		Dark Brown

Hair:		Black, Short,

		Very Curly

Complexion:	Black

�

Alignment:	Neutral Good

Handedness:	Right

Ethos:		Balance



Saving Throws

Paralyzation. . .:	5

Rod/Staff/Wand:	7

Petrifaction. . .:  	6

Breath Weapon:	5

Spell:			8



Modifiers:

Armor +5	Ring +3

Cloak +3	Wisdom +4

vs. Fire +4�Notes

Powers:  One extra attack/round w/shield (parry/punch, loss of AC bonus until next attack), Fire resistance (sword, +4 save & –2 damage/die), Immune to cold (sword)

Penalties:  Charisma (loyalty –1)

Spheres (major):  All, Combat, Divination, Elemental, Necromantic, Protection, Sun

Spheres (minor):  Healing



Armament

���Att./Rnd.�����Weapon�THAC0�Damage�Melee�Range�Spd.�Range�Slots��Long Sword +5, �0�(1d8/1d12)+11�5/2�-�0�-�<2>��   Blizzard (vs. fire)�–5�(1d8/1d12)+16�"�"�"�"�"��Medium Shield +3�5 (punch 8)�(1d3)+7�+1�-�1�-�<2>��Flying Spear +1�5, 7-9-12�(1d6/1d8)+3�2, 1�1�5�2-4-6�1��Dagger +2�4�(1d4/1d3)+6�2�-�0�-�-��Club (x0)�6, 8-10-13�(1d6/1d3)+4�2, 1�1�4�1-2-3�1��Blades (broad group)�"�(vary)+4�2, 2�2�vary�"�3��Combat Modifiers:  Non-Proficiency –2, Off-Hand –2, Strength +2, Weapon & Shield Style 0/–2



Protection

Field Plate +5 (closed-face helmet w/eye visor), Medium Shield +3, Cloak of Evasion



Armor Class:  –10�Mod. Rear:  –1�Surp./Miss.:  –7�Shieldless:  –6��

Bracers of Defense AC 5, Cloak of Evasion, Ring of Protection +3



Armor Class:  –1�Mod. Rear:  4�Surp./Miss.:  2��

Languages & Proficiencies (44/44)

Common (13/13), Dwarf (9/7); Direction Sense (13), Endurance (14), Fire Building (11), Healing (13), Heraldry (9), Herbalism (10), Mountaineering (3 slots), Religion (12), Rope Use (16), Spellcraft (16), Survival (6, Mountain 15); Weapon & Shield Style (2 slots)

�Possessions

Apparel & Jewelry:  Diamond & sapphire & mithril signet ring (2500); deep blue cape & gloves, deep blue executioner’s hood & robes (ritual costume), navy blue pants, brown leather belt & heavy boots

Stowage:  Backpack, large belt pouch (p), waist sword scabbard, waist dagger scabbard

Miscellaneous Gear:

Crystal of Teleportation (x2) (p), Potion of Extra-Healing (x3) (p), Vial of Holy Water (p), Holy Symbol



Spell Arsenal

W1:  Affect Normal Fires, Comprehend Languages, Erase, Feather Fall, Magic Missile, Pro. from Hunger & Thirst, Read Magic, Sleep, Wizard Mark

W2:  Circle of Protection, Detect Life, Filter, Forget, Imp. Phantasmal Force, Knock, Pro. from Cantrips, Vocalize, Wizard Lock

W3:  Clairvoyance, Explosive Runes, Fireball, Fly, Pro. from Normal Missiles, Spectral Force, Suggestion, Tongues, Wind Wall

W4:  Detect Scrying, Dig, Dimension Door, Fear, Imp. Invisibility, Mega Brunt, Minor Globe of Invulnerability, Polymorph Other, Stoneskin

W5:  Airy Water, Cone of Cold, Dil Brand, Invulnerability to Normal Weapons, Passwall, Telekinesis, Teleport, Wall of Force, Wall of Stone

W6:  Contingency, Controlled Blink, Counterspell, Disintegrate, Guards & Wards, Legend Lore, Lina Inverse’s Fireball, Move Earth, Stone to Flesh

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

P2:  Aid, Augury, Barkskin, Chant, Detect Charm, Dust Devil, Find Traps, Fire Trap, Flame Blade, Heat Metal, Know Alignment, Produce Flame, Resist Fire/Cold, Slow Poison, Speak w/Animals, Spiritual Hammer, Withdraw

P3:  Animate Dead, Continual Light, Cure Blindness/Deafness, Cure Disease, Cure Moderate Wounds, Detect Curse, Dispel Magic, Feign Death, Flame Walk, Locate Object, Magical Vestment, Meld into Stone, Negative Plane Protection, Prayer, Pro. from Fire, Pyrotechnics, Remove Curse, Remove Paralysis, Speak w/Dead, Starshine, Stone Shape, Water Breathing, Water Walk

P4:  Blessed Warmth, Detect Lie, Divination, Elmekia Lance, Lower Water, Minor Elemental Blast, Produce Fire, Pro. from Evil 10’ r., Pro. from Lightning, Reflecting Pool, Repel Insects, Spell Immunity, Tongues

P5:  Air Walk, Anti-Plant Shell, Atonement, Cloud of Purification, Commune, Commune w/Nature, Dispel Evil, Elemental Forbiddance, Flame Strike, Insect Plague, Magic Font, Moonbeam, Rainbow, Raise Dead, Spike Stones, Transmute Rock to Mud, True Seeing, Wall of Fire

P6:  Anti-Animal Shell, Astral Vihn, Conjure Fire Elemental, Find the Path, Fire Seeds, Part Water, Sol’s Searing Orb, Speak w/Monsters, Stone Tell, Transmute Water to Dust

P7:  Animate Rock, Breath of Life, Chariot of Sustarre, Conjure Earth Elemental, Create Crypt Thing, Dynasto Bless, Earthquake, Fire Storm, Holy Word, Ra Tilt, Regenerate, Reincarnate, Restoration, Resurrection, Sunray, Transmute Metal to Wood, Vlave Howl, Ward, Wind Walk



Background & History

Born in tropics, raised in mountains as a slave miner until conscripted, escaped after 3 years. . .

Self-educated mage, self-disciplined priest. . . Long-time adventuring friend of Carze & Sorcia. . .

Served Alliance as consultant/special ops during ’War. . . Mostly retired, but still aids Alliance. . .



Lifestyle & Psychology

Shy, soft-spoken, mentally very tough. . . Survivalist, warrior, mountaineer, very resistant to pain. . .

Confident, generous, helpful yet anti-social. . . Keeps a quiet, private life outside a busy, public one. . .

Utility player, steps up where needed (including leadership if necessary). . . Patient but unhesitant. . .

Tough, wily but stiff front-line fighter; defensive, innovative spellcaster; rarely unarmored. . .

Prefers to use spells outside combat, but will resort to magic before situations get desperate. . .

Very passive in thought as in speech; observant, reactive; meditative, not philosophical. . .

Kills as a professional--i.e., fights to kill, but only if necessary. . . Copes through mental toughness. . .



Physical Description

Royal blue tunic-like sleeveless Cloak, leather & steel Bracers; disfigured face hidden by helm/hood

�Sir Rylor “The Hunter” Weathers

Ranger 19 (Knight, Champion, Elf Friend, Dragon Slayer, Giant Slayer)

“Every death is a tragedy. . . But Nature doesn’t see it that way.”

“Nature’s ‘greatest’ creation [humans] ended up being its worst enemy.”



�Attributes

Strength:	15 (24)

Dexterity:	18

Constitution:	14

Intelligence:	17

Wisdom:	14

Charisma:	11

Perception:	25/12



Hit Points:	90

Magic Power:	12

MP Recovery:	5

Movement:	12

Casting Level:	9

�Characteristics

Race:		Human

Gender:  	Male

DOB:		11-13-756

Age:		34

Height:  	189 cm

Weight:	90 kg

Build:		Medium

Comeliness:	15

Eyes:		Dark Brown

Hair:		Brown, Short,

		Straight

Complexion:	Brown

�

Alignment:	Chaotic Good

Handedness:	Ambidextrous

Ethos:		Nature



Saving Throws

Paralyzation. . .:	3

Rod/Staff/Wand:	5

Petrifaction. . .:  	4

Breath Weapon:	4

Spell:			6



Modifiers:

Armor +5	Dexterity +4�

Notes

Powers:  Animal empathy (appraise & befriend non-hostile animal, alter reaction of hostile animal (save vs. rods at –7)), Bow specialization (fire first in round if bow is ready), Dexterity (initiative –4, reaction +2), Fight two-weapon style w/no penalty, Species enemy (+4 to hit vs. trolls), Eagle sight (eyes), Free action (ring), Immune to poison gas (armor)

Penalties:  Charisma (reaction –4 vs. trolls), Stealth chances halved in non-wilderness areas

Spheres (minor):  Animal, Plant



Armament

���Att./Rnd.�����Weapon�THAC0�Damage�Melee�Range�Spd.�Range�Slots��Vorpal Long Sword +3�–8�(1d8/1d12)+17�5/2�-�2�-�<2>��Knife +2�–6�(1d3/1d2)+14�+1�-�0�-�-��Martial Arts�2 (+10 to hit)�(martial arts table)+14�2 +1�-�0�chart bonus: 2�3��Comp. Long Bow +2�–4-–2-0-3�-�2�10�5�-�3��   Flight Arrow (x20)�"�(1d6)+14�-�-�-�1-7-14-21�-��   Flight Arrow +3 (x8)�–7-–5 -–3 -0�(1d6)+17�"�"�"�"�"��96 kg rock (x0)�2-4-7�1d12�1�1�12�5-10-16�0��Blades (broad group)�–4, 0-2-5�(vary)+12�2, 2�2�vary�1-2-3�3��Note:  Vorpal sword glows red before a vorpal hit:  vs. M size, 17-20; vs. L size, 18-20; vs. metal/stone, 19-20

THAC0 Modifiers:  Non-Proficiency –2, Dex. +2, Str. +6, Two-Weapon Style 0/0, vs. Trolls +4



Protection

Green Dragon Leather +5 (Base AC 1, no helmet)



Armor Class:  –8�Mod. Rear*:  4�Surp./Miss.:  –4�Mod. Head:  –2��

Languages & Proficiencies (59/59)

Common (17), Elf (11); Animal Lore (20), Direction Sense (20), Fire Building (12), Herbalism (18), Hunting (18), Monster Lore (15), Rope Use (9), Spellcraft (12), Survival (8, Forest 20), Swimming (13), Tracking (22), Tumbling (18), Weather Sense (12); Blind-Fighting

�Possessions

Apparel & Jewelry:  Forest camouflage fatigues, brown leather gloves

Stowage:  Backpack, shoulder bag (s), large belt pouch (p), back sword sheath, waist knife sheath, waist quiver (20 arrow capacity)

Miscellaneous Gear:

Antidote Herb (x4) (s), Crystal of Teleportation (x2) (p), Dew of the World Tree (p), Fruit of Repun (x2) (s), Full Moon Herb (x3) (s), Lysis Plant (x5) (s), Medical Herb (x7) (s), Patekia Leaf (x2) (s)

Belt of Storm Giant Strength, Cloak & Boots of Elvenkind, Eyes of the Eagle, Ring of Free Action



Thief Abilities

Hide in Shadows:�89%�Move Silently:�89%��

Spell Arsenal

P1:  Animal Friendship, Entangle, Invisibility to Animals, Locate Animals/Plants, Log of Everburning, Pass w/out Trace, Shillelagh

P2:  Barkskin, Charm Person/Mammal, Goodberry, Messenger, Snake Charm, Speak w/Animals, Trip, Warp Wood

P3:  Hold Animal, Plant Growth, Slow Rot, Snare, Spike Growth, Summon Insects, Tree



Background & History

Grew up in forest borderlands until homeland eventually razed by local lord for development. . .

Conscripted into lord’s army as a boy and trained to become an archer, escaped when 12 years old. . .

Rescued & trained by wood elves, renounced humanity; worked as a scout against loggers & trolls. . .

Left elves to adventure with Sorcia, returned to slay a green dragon, declared elf friend forever. . .

Stayed w/wood elves again until recalled by Sorcia, but not before meeting and recruiting Aidan. . .

Served Alliance in special ops & forest engagements (e.g. Shadowkeep Counteroffensive). . .

Considered by the Alliance to be the most dangerous warrior of Remles; legendary fame. . .

Currently missing after rumors reported old allies of Tripleye were hunting for him. . .



Lifestyle & Psychology

Kind but antisocial, loner, silent, slightly paranoid. . . Emotionally unresponsive, always moody. . .

Very cautious & adaptive; can rely on experience, instinct, or innovation to resolve situations. . .

Socially dysfunctional; always wants company but pushes everyone away, disgusted w/own fame. . .

Very effective & versatile individual, especially as a ranger (one of the best), but fiercely modest. . .

Single-minded, uncooperative fighter in a group, even if others are aware of his other capabilities. . .

Dangerously versatile inside-outside fighter when alone or with friends, at all ranges. . .

Tends to fall into front-line position when in unfamiliar company, must be asked to do otherwise. . .

Opens w/guerrilla tactics (surprise, hit-and-run, etc.), but often ends up in smash-mouth melee. . .

Uses barkskin to protect head; carries a good supply of oil whenever possible to kill trolls. . .

Serves Nature but quite unreligious. . . If anything, more faithless than atheist. . .

Does not cope with killing well, despite a bloody history. . . Self-incriminating, troubled killer. . .



Physical Description

Thick brown leather Belt & Boots, brown Cloak, plain silver Ring; some scars, but none on face

�Followers

Dame Aidan Moyer (dismissed; Morale 21)



Andromeda (henchman), Female Human, Ranger 12; S 13, D 13, C 14, I 11, W 16, Ch 9, P 17/8

HP 73, MP 9, Rec. 4, Cast Level 5, MV 12; AC 5/7/5; AL NG, ML 23; Saves 7-9-8-8-10 (Armor +3)

Age 24, Ht. 178 cm., Build Slender; Notes:  Brown Hair, Shy, Serious, Thoughtful, Elf Friend

Attacks:  1st Short Sword (THAC0 6, Dmg. (1d6/1d8)+4, #Att. 2, Speed 1)

	2nd Short Sword (THAC0 6, Dmg. (1d6/1d8)+4, #Att. +1, Speed 1)

	Light Crossbow (THAC0 3-5, Dmg. (1d6/1d8)+2, #Att. 1 or 4, Speed 7 or 1st, Range 2-18)

	Martial Arts (THAC0 9 (+3 to hit), Dmg. (vary)+1, #Att. 3/2 +1, Speed 0, Chart Bonus 1)

Powers:  Animal empathy (save at –4), HS 77%, MS 94%, Species enemy (demons), Priest Spell Level 3

Proficiencies:  Blades, Light Crossbow (2), Martial Arts (2), Short Sword (+1); Common (11), Elf (11); Cantrip (15), Direction Sense (15), Fire Building (13), Rope Use (12), Survival (5, Forest 17), Swimming (12), Tracking (18), Tumbling (18), Weather Sense (16)

Notable Items:  Thief’s Leather +3, Short Sword +2 (x2), Knife, Light Crossbow of Accuracy +3, Light Quarrels +1 (x18), Magical Ribbon, Cloak & Boots of Elvenkind



Nisa (henchman), Female Human, Phoenix Priest 14; S 9, D 10, C 12, I 11, W 18, Ch 13, P 21/10

HP 62, MP 63, Rec. 12, Cast Level 14, MV 12; AC –2/2/0; AL NG, ML 23

Saves 5-9-8-11-10  (Cloak +3, vs. Cold –2, vs. Fire +2, Wisdom +4)

Age 26, Ht. 170 cm., Build Medium; Notes:  Red Hair, Attractive, Silent, Kind, Optimistic, Attentive

Attacks:  Hand Spur (THAC0 8, Dmg. (1d6/1d3)+5, #Att. 3/2, Speed 0)

	Knife (THAC0 12, Dmg. 1d3/1d2, #Att. 1, Speed 2)

Powers:  Charisma (reac. +1), affect normal fires (3 times/day), fire burst (3 times/day), turn undead

	Sacrifice (28th-level fire storm + call phoenix (no delay) + permanent death)

Penalties:  Cannot use cold-based magic, cannot use magic if imprisoned/restrained

Spheres (major):  All, Animal, Elemental (Air & Fire), Guardian, Healing, Necromantic, Protection

Spheres (minor):  Charm, Creation, Divination, Sun

Proficiencies:  Knife, Hand Spur (2), Single-Weapon Style (2); Common (11/12), Phoenix (11); Cooking (14), Dancing (14), Direction Sense (16), Healing (16), Herbalism (12), Singing (15), Spellcraft (18), Supernatural Perception (18), Swimming (10)

Notable Items:  Bracers of Defense AC 3, Magus Cloak +3, Retractable Hand Spur +3, Knife, Holy Symbol, Vial of Holy Water (x3)



Karthauser, Male Human, Fighter 13; S 18-80, D9, C 15, I 8, W 11, Ch 9, P 16/8 (13/4)

HP 84, MV 12; AC 0/2/0; AL CG, ML 20; Saves 5-7-6-5-8 (Armor +3)

Age 26, Ht. 197 cm., Build Big; Notes:  Brown Hair, Closed-Minded, Hot-Tempered, Self-Controlled

Attacks:  2-Hand Sword (THAC0 2, Dmg. (1d10/3d6)+9, #Att. 5/2, Speed 4)

	Gauntlets (THAC0 3, Dmg. (1d3)+7, #Att. 2 +1, Speed 0)

Proficiencies:  Blades, Blind-Fighting, Punching (3), Two-Handed Sword (+1), Two-Hander Style; Common (11); Direction Sense (15), Endurance (19), Fire Building (10), Heraldry (13), Lute (15), Rope Use (7), Survival (4, Forest 13), Swimming (15)

Notable Items:  Plate Mail +3 (great helmet), Two-Handed Sword +3, Knife, Lute, Large Tent

�Windwalker

Druid 16 (Great Priest, Hierophant Druid)

“Humans have a nasty habit of surviving things they shouldn’t.”



�Attributes

Strength:	10 (11)

Dexterity:	11

Constitution:	13 (14)

Intelligence:	14

Wisdom:	18

Charisma:	15

Perception:	24/12 (28/16)



Hit Points:	70

Magic Power:	70

MP Recovery:	11

Movement:	12

Casting Level:	16 (21)

�Characteristics

Race:		Wood Elf

Gender:  	Female

DOB:		N/A

Age:		N/A

Height:  	157 cm

Weight:	50 kg

Build:		Slim

Comeliness:	14

Eyes:		Dark Green

Hair:		Dark Brown,

		Long, Straight

Complexion:	Brown

�

Alignment:	Neutral

Handedness:	Right

Ethos:		Nature



Saving Throws

Paralyzation. . .:	4

Rod/Staff/Wand:	8

Petrifaction. . .:  	7

Breath Weapon:	10

Spell:			9



Modifiers:

Ring +3	Wisdom +4

vs. Fire +2	Domain +4

vs. Electricity +2�Notes

Powers:  Alter appearance (mimic any medium-sized anthropomorphic form), Charisma (loyalty/reaction +3), Identify animal/plant/pure water, Immune to charm (vs. woodland creatures only), Immune to natural poisons, Infravision 60’, Magic resistance 120% (sleep & charm only; 90% innate, 30% force armor), Pass through overgrowth w/out trace at normal movement rate, Shape change (reptile, bird or mammal; each form once/day; heal (1d6)x10% damage, round down), Surprise at –4 when alone, Elemental resistance (force armor; half damage from air, cold, fire, earth, lightning), Magic resistance 30% (force armor), Stealth (cloak & boots)

Domain Powers:  Clairaudience/clairvoyance (anywhere in Mystic Forest), Free action, Immune to illusions/invisibility, Immune to mind attacks/influence, Invisibility (at will), Magic resistance 25% (total 55% w/force armor), Never surprised, Perception +4, Regenerate 1 hp/turn, Trump spells

Penalties:  Cannot leave Mystic Forest except by transport via plants, cannot leave any forested area

Spheres (major):  All, Animal, Elemental, Healing, Plant, Weather

Spheres (minor):  Divination



Armament

���Att./Rnd.�����Weapon�THAC0�Damage�Melee�Range�Spd.�Range�Slots��Staff +3 (CL+3)�6�(1d6)+5�3/2�-�0�-�2��Martial Arts�10 (+3 to hit)�(martial arts table)+1�1 +1�-�0�chart bonus: 1�2��Tag�6�spell�1�-�spell�-�1��Dagger +3 (2-handed)�10�(1d4/1d3)+4�1�-�1�-�0��THAC0 Modifiers:  Non-Proficiency –3, Off-Hand –2, Two-Hander Style 0



Protection

Force Armor, Circlet, Ring of Protection +3



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

Languages & Proficiencies (50/50)

Common (7), Elf (14), Druid (14), Orc (10); Ancient History (Mystic Forest 18), Animal Lore (19), Herbalism (20), Local History (Mystic Forest 19), Spellcraft (17), Survival (7, Forest 19), Swimming (11), Tumbling (17), Weather Sense (17); Two-Hander Style

�Possessions

Apparel & Jewelry:  Fine mithril chain (1000); forest green robes, yellow cord belt

Stowage:  Shoulder bag, small belt pouch, waist dagger scabbard

Miscellaneous Gear:

Cloak & Boots of Elvenkind



Spell Arsenal

P1:  Animal Friendship, Bless, Combine, Create Water, Cure Light Wounds, Detect Evil, Detect Magic, Detect Poison, Detect Snares & Pits, Entangle, Faerie Fire, Invisibility to Animals, Locate Animals/Plants, Log of Everburning, Pass w/out Trace, Purify Food & Drink, Shillelagh

P2:  Augury, Barkskin, Charm Person/Mammal, Detect Charm, Dust Devil, Find Traps, Fire Trap, Flame Blade, Goodberry, Heat Metal, Know Alignment, Messenger, Obscurement, Produce Flame, Slow Poison, Snake Charm, Speak w/Animals, Trip, Warp Wood

P3:  Call Lightning, Cure Blindness/Deafness, Cure Disease, Cure Moderate Wounds, Detect Curse, Flame Walk, Hold Animal, Locate Object, Meld into Stone, Plant Growth, Pro. from Fire, Pyrotechnics, Slow Rot, Snare, Speak w/Dead, Spike Growth, Stone Shape, Summon Insects, Tree, Water Breathing, Water Walk

P4:  Animal Summoning I, Call Woodland Beings, Control Temp. 10’ r., Cure Serious Wounds, Giant Insect, Hallucinatory Forest, Hold Plant, Lower Water, Minor Elemental Blast, Neutralize Poison, Plant Door, Produce Fire, Pro. from Lightning, Repel Insects, Speak w/Plants, Sticks to Snakes

P5:  Air Walk, Animal Growth, Animal Summoning II, Anti-Plant Shell, Atonement, Cloud of Purification, Commune w/Nature, Control Winds, Cure Critical Wounds, Elemental Forbiddance, Pass Plant, Rainbow, Raise Dead, Spike Stones, Transmute Rock to Mud, Wall of Fire

P6:  Animal Summoning III, Anti-Animal Shell, Call Phoenix, Conjure Fire Elemental, Cure Multiple Wounds, Fire Seeds, Heal, Liveoak, Part Water, Stone Tell, Transmute Water to Dust, Transport via Plants, Turn Wood, Wall of Thorns, Weather Summoning

P7:  Animate Rock, Changestaff, Chariot of Sustarre, Conjure Earth Elemental, Control Weather, Creeping Doom, Earthquake, Fire Storm, Transmute Metal to Wood, Vlave Howl, Wind Walk

P8:  Abundance, Animal Horde, Elemental Swarm, Enchant an Artifact, Flare, Meteo, Seastrike, Shooting Stars, Stalker, Storm of Vengeance, Wind Blades



Background & History

Thrown through Mersem Portal (002) into Remles world. . . Hunted by humans for various reasons. . .

Rescued Karla as an egg (004), traveled to Mystic forest w/her. . . Still very close friends w/her. . .

Established domain in Mystic Forest after humanoid corruption, beginning of Oppression (198). . .

Earned reputation of a witch after ignoring an orc bandit tribe while attacking human loggers. . .

Met Woard when the Alliance recruited him (783); impressed w/his discipline, married him (784). . .

Ignored summons by Sorcia, but rescued Valentis (785) from a dryad; Val made Woard immortal. . .

Annihilated Tripleye forces invading Mystic Forest in pursuit of Alliance during Sack of Remles. . .

Befriended Lorelei after death of Valentis; given care of Valentis’s mount (Twilight) by Alliance. . .

Cooperated w/Alliance to take back Remles during Shadowkeep Counteroffensive. . .

Currently, as always, Mistress & Guardian of the Mystic Forest. . . Respected by all, feared by many. . .



Lifestyle & Psychology

Cold at first, more paranoid than curious or cautious. . . Kind at heart, biased towards Good. . .

Globally indifferent; acts by whim unless the Mystic Forest or her friends are threatened. . .

Isolationist, vulnerable reputation. . . Feared by humans, shunned by elves, respected by humanoids. . .

Lenient & patient, always gives a fair warning. . . Absolutely merciless if warning goes unheeded. . .

Independent; calls her own shots. . . Quick to act for ’Forest, mostly reactive in other situations. . .

Detests violence like other extremes, but will deal w/any situation efficiently w/an iron mind. . .

Uses familiarity of ’Forest to ultimate advantage. . . Not defeated by forest invaders in 500 years. . .

Given warning went unheeded, strikes undetected w/powerful magic. . . No-nonsense killer. . .

Preferentially targets hostile logistics; e.g. logging, scorched earth, razing, ecosystem foreigners. . .

Borders between priest and apostle; seems to be in constant contact w/Nature, at least in ’Forest. . .



Physical Description

Large opal Force Armor on chain, plain gold Circlet & Ring, brown Cloak, brown leather low-cut Boots

�Notable Residents of the Mystic Forest

Karla, Female Gold Dragon (alter ego Sala, enigmatic blond girl, calls Windwalker “Mother”)

786 years old (very old); Body 118’, Tail 103’; Int 18, AL LG, ML 24

AC –9; MV 12, fl. 40C, jp. 3, sw. 15; HD 21, HP 104; MP 41, Rec. 9, Cast Level 20; THAC0 –1

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, <21 HD in 105’ r. save vs. petrify at –1 or –2 to hit & damage), Immune to fire, Immune to gas, Immune to normal missiles, Magic resistance 55%, Speak w/animals, Telepathy, Water breathing

Misc. Powers:  Animal summoning once/day, Bless 3 times/day, Detect gems 3 times/day, Detect lie 3 times/day, Luck bonus once/day (Good creatures in 10’ r. at +1 to saving throws and physical ability checks, duration 27+1d3 hrs.), Polymorph self 3 times/day, Quest once/day

Spells (cost):  Charm Person (1), Cure Light Wounds (1), Detect Magic (1), Locate Animals/Plants (1), Know Alignment (2), Magic Mouth (2), Dispel Magic (4), Haste (4), Dig (5), Imp. Invisibility (5), Advanced Illusion (7), Telekinesis (7)

Claw:  Damage (1d10)+9		Wing:  Claw damage + Dex check or prone

Bite:  Damage (6d6)+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, (2d10)+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 1:  Cone of fire; 90’ long, 5-30’ diameter; 18d12+9 damage

Breath Weapon 2:  Chlorine gas cloud; 50’ long, 40’ wide, 30’ high; 18d12+9 damage



Lorelei, Nymph, Druid 7 (light blue hair, faithful to Valentis, closely protected by Windwalker)

<N/A> years old, Int 16, AL NG, ML 10; AC 9; MV 12, HD 3, HP 18 (27); MP 27, Rec. 6, Cast Level 7

Attacks:  Dagger (THAC0 15, Dmg. (1d4/1d3)+2, #Att. 1, Speed 0)

Powers:  Dimension door once/day, Comeliness (onlookers must save vs. spell or blind, save or dead if Lorelei is nude), Immune to death magic (ring)

Spheres:  All, Animal, Divination (minor), Elemental, Healing, Plant, Weather

Notable Items:  Dagger +2, Muscle Belt, Robe of Useful Items, Memento Ring (Valentis’s items)



Og-og Kutleg, Male Orc (Orog), Fighter 12; S 18-64, D 13, C 15, I 12, W 12, Ch 15, P 18/9 (16/6)

(Chieftain of Burst Eyeball Tribe & Village, pays homage to Yurl, truce w/Windwalker, wary of both)

HP 76, MV 12; AC 1/3/1; AL LE, ML 18; Saves 7-9-8-8-10 (Armor +2)

Age 22, Ht. 185 cm., Build Muscular; Notes:  Ambitious, Sadistic, Paranoid, Disciplined

Attacks:  Long Swords (THAC0 4, Dmg. (1d8/1d12)+7, #Att. 2 +1, Speed 3)

	Daggers (THAC0 7 or 9, Dmg. (1d4/1d3)+3, #Att. 3/2 +1 or 2, Speed 2, Range 1-2-3)

	Gauntlets (THAC0 5, Dmg. (1d3)+5, #Att. 3/2 +1, Speed 0)

Powers:  Charisma (loyalty/reaction +3), Identify construction 35%, Identify slopes 25%

Penalties: –1 to hit & –1 Morale in daylight, must tithe 40% of all profit from bandit raids to Yurl

Proficiencies:  Ambidexterity, Blades, Long Sword (+1), Punching (2), Two-Weapon Style; Common (9/7), Orc (12/10); Appraising (15), Camouflage (14), Direction Sense (16), Heraldry (9), Military Theory (16), Set Snares (14), Spellcraft (13), Swimming (12)

Notable Items:  Plate Mail +2 (closed-face helm, no visor), Long Sword +2 (x2), Dagger (x4)

Village Inhabitants:  ~1800 orcs, 112 leaders (8 hp), 60 guards (2 HD), 45 orogs (3 HD), 24 bodyguards (3 HD), 18 ogres, 6 sub-chiefs (2 HD), 5 shamans (Priest level 1d3+2), 4 witch doctors (Mage level 1d3+1), 2 orog leaders (4 HD), 2 ogre leaders (7 HD), ogre chieftain (7 HD)

Village Features:  Highly organized w/blacksmith, lumber mill, ogre mound, pig farms, temple

Fortification:  Barracks, catapults, central keep, patrols, walls, watch towers, Yurl (see below)

�Reeve Epirus, Male Wood Elf, Fighter 8-Mage 8; S 12, D 12, C 11, I 16, W 13, Ch 14, P 18/9

(Chieftain of Dewleaf Tribe & Village, pays homage to Karla, truce w/Windwalker, wary of Og-og)

HP 39, MP 23, Rec. 4, CL 8, MV 12; AC –2/2/0; AL CG, ML 19; Saves 10-9-11-12-10 (Armor +3)

Age N/A, Ht. 163 cm., Build Slim; Notes:  Brown Hair & Skin, Fierce, Cautious, Moody, Pessimistic

Attacks:  Long Sword (THAC0 8, Dmg. (1d8/1d12)+5, #Att. 2, Speed 2)

	Dagger (THAC0 13, Dmg. (1d4/1d3), #Att. 3/2 or 2, Speed 2, Range 1-2-3)

Powers:  Charisma (loyalty +1, reaction +2), Detect doors, Infravision 60’, Magic resistance 90% (sleep & charm only), Stealth (cloak & boots)

Proficiencies:  Long Sword (2), Short Blades, Single-Weapon Style (2); Common (11/9), Elf (16/15), Orc (11/9); Direction Sense (19), Etiquette (13), Herbalism (15), Military Theory (18), Spellcraft (18), Swimming (12)

Notable Items:  Elven Plate Mail +3 (no helmet), Long Sword +3, Dagger (x3), Elven Cloak & Boots

W1:  Affect Normal Fires, Audible Glamer, Detect Magic, Feather Fall, Fire Burst, Magic Missile, Pro. from Hunger & Thirst, Read Magic, Shield, Sleep, Wizard Mark

W2:  Circle of Protection, Continual Light, Detect Evil, Detect Invisibility, Imp. Phantasmal Force, Invisibility, Knock, Know Alignment, Pyrotechnics, Vocalize, Wizard Lock

W3:  Clairvoyance, Dispel Magic, Fireball, Fly, Gust of Wind, Haste, Pro. from Normal Missiles, Spectral Force, Suggestion, Vampiric Touch, Water Breathing

W4:  Cure Light Wounds, Detect Scrying, Dig, Dimension Door, Fire Trap, Imp. Invisibility, Polymorph Self, Remove Curse, Stoneskin, Wizard Eye

Village Inhabitants:  ~400 elves, 23 unicorns, 8 giant owls, 6 elven cats, fighters (F3 x10, F4 x7, F6 x2), fighter-mages (F4-M5 x2, F4-M7), fighter-mage-thieves (FMT2 x5, FMT3 x2, FMT4), mages (M2 x5, M8), elven priests (P4 x5, P7)

Village Features:  Loosely organized w/blacksmith, lumber mill, stables, orchard, shrine, town hall

Fortification:  Barracks, ballistae, camouflage, patrols, scouts (elves & owls), watch towers



Yurl, Male Green Dracolich  (Note:  Green Dragon Lord, allied with Mystic Forest orc bandit tribe)

<N/A> years old (great wyrm); Body 116’, Tail 104’, Int 13, AL LE, ML 24

AC –10; MV 9, fl. 30C, sw. 9; HD 21, HP 168; MP 26, Rec. 12, Cast Level 18; THAC0 –1

Notable Items:  Treasure (B, Hx4, S, T), Ring of Fire Resistance, diamond host (5000)

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)

Immunities:  Charm, Cold, Death magic, Electricity, Enfeeblement, Fear, Gas, Hold, Insanity, Magic (from <6th-level spellcasters only), Normal missiles, Paralyzation, Poison, Polymorph, Sleep, Symbols, Turning

Permanent Powers:  Clairaudience 240’ r. (in lair only), Detect invisibility 120’ r., Fear (untrained & <1HD flee 4d6 rounds on sight, <21 HD in 150’ r. save vs. petrify at –5 or –2 to hit & damage), Gaze (40 yd. range, save vs. paralyzation or paralyzed for 2d6 rounds, >6HD targets save at +3), Magic resistance 55%, Telepathy, Water breathing, Fire resistance (ring, +4 save & –2 damage/die)

Misc. Powers:  Entangle once/day, Pass w/out trace 3 times/day, Plant growth once/day, Suggestion once/day, Undead control once/three days (60 yd. range, forfeit spellcasting for duration of control, save at –3 or controlled for one turn), Warp wood 3 times/day

Spells (cost):  Audible Glamer (1), Charm Person (1), Comprehend Languages (1), Detect Magic (1), Enlarge (1), Imp. Phantasmal Force (2), Invisibility (2), Know Alignment (2), Stinking Cloud (2)

All physical attacks also inflict +2d8 cold damage + save or paralyzed for 2d6 rounds

Claw:  Damage (1d8)+12		Wing:  Claw damage + Dex check or prone

Bite:  Damage (2d10)+12		Dive:  +2 to hit, claw(x4) or claw(x4)+wing(x2)+land

Kick:  Claw damage + Dex check or knocked back 1d6+12 feet + save vs. petrify at –12 or fall

Tail:  1-12 targets, (2d8)+24 damage + save vs. petrify at –12 or stunned 1d4+1 rounds

Plummet:  Needs 30’ alt., 1-12 targets, save vs. petrify at –12 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 150’ r. for one round, claw(x4)+bite

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

Breath Weapon:  Chlorine gas cloud; 50’ long, 40’ wide, 30’ high; 24d6+12 damage

�Woard

Martial Artist 16 (Martial Arts Champion, Elf Friend)

“You’re mistaking me for someone who gives a shit.”



�Attributes

Strength:	15

Dexterity:	21

Constitution:	16

Intelligence:	13

Wisdom:	15

Charisma:	8

Perception:	22/11



Hit Points:	101

Movement:	24

�Characteristics

Race:		Human

Gender:  	Male

DOB:		N/A

Age:		N/A

Height:  	178 cm

Weight:	74 kg

Build:		Athletic

Comeliness:	9

Eyes:		Brown

Hair:		Black, Shaved,

		Very Curly

Complexion:	Black

�

Alignment:	Neutral

Handedness:	Ambidextrous



Saving Throws

Paralyzation. . .:	4

Rod/Staff/Wand:	6

Petrifaction. . .:  	5

Breath Weapon:	4

Spell:			7



Modifiers:

Dexterity +5	Wisdom +1

Displacement +2

Ring +1�Notes

Powers:  Dexterity (initiative –5, reaction +4), Surprised only on a 1 in 10, Wrestling specialization (+2 bonus to Strength checks), Displacement (cloak, 1st melee/missile attack in combat targeting Woard automatically misses)

Penalties:  Charisma (loyalty –1)



Armament

���Att./Rnd.�����Weapon�THAC0�Damage�Melee�Range�Spd.�Range�Slots��Dagger (x12)�0, 0-2-5�(1d4/1d3)+2�7/2, 5�15�2�1-2-3�2��Martial Arts�5 (+11 to hit)�(martial arts table)+5�6�-�0�chart bonus: 5�6��Wrestling�5 (+7 to hit)�(wrestling table)+1�2�-�0�chart bonus: 1�1��THAC0 Modifiers:  Non-Proficiency –2, Dexterity +4, Two-Weapon Style 0/0



Protection

Dogi (AC 4), Cloak of Displacement, Ring of Protection +6 (+1 to saves)



Armor Class:  –9�Mod. Rear:  –2�Surp./Miss.:  –4��

Languages & Proficiencies (49/49)

Common (13), Elf (12); Camouflage (18), Direction Sense (20), Endurance (20), Juggling (18), Jumping (22), Running (11), Swimming (16), Tightrope Walking (19), Tumbling (22); Blind-Fighting



Possessions

Apparel & Jewelry:  Soft brown leather shoes, brown cloth belt

Stowage:  Large belt pouch, dagger sheaths (L & R ankles, thighs, shoulders, forearms; waist x4)

Miscellaneous Gear:

<none worth noting>



Thief Abilities

Move Silently�105%�Climb Wall�105%��Hide in Shadows�105%�Detect Noise�100%���Background & History

Parents thrown through Mersem Portal during Woard’s infancy; only Woard survived. . .

Adopted and raised by an Oriental monastery. . . Never grasped religion, but mastered martial arts. . .

Led successful sohei rebellion against Jyd’s armies prior to declaration of Tripleye (782). . .

Recruited by Sorcia, met Windrider while getting lost in Mystic Forest (783). . . Married her (784). . .

Granted immortality by Val via Elixir of Youth after Windrider rescued Val from a dryad (785). . .

Served as liaison and emissary to Windrider during ’War. . . Never left Mystic Forest/Remles area. . .

Currently self-appointed bodyguard of Lorelei and Windrider. . . Still happily married. . .



Lifestyle & Psychology

Stiff-lipped, untrusting, sometimes even hostile. . . Icy temper, but quick to fight (non-lethal). . .

Trains incessantly. . . Obsessed w/self-improvement; retrospectively regrets having a “hot” temper. . .

Very simple, boring tastes. . . Talks little, yet an overrated listener. . . Spends most of day training. . .

Cold yet civil, even generous. . . Has no need for company besides Windwalker, hence anti-social. . .

Controlled, apathetic; takes little action against anything unless Windwalker is involved somehow. . .

Independent; never works w/anyone because others can’t match his speed. . . Underrated adviser. . .

Relies mostly on stealth to scatter opponents, speed to outmatch them. . . Very dangerous guerrilla. . .

Impossible to ambush, trap or corner; constantly in motion. . . Too smart to practice chivalry. . .

Cooperative yet difficult to work with in group combat; speed incompatible with formations. . .

Uses non-lethal attacks to subdue when attacking without provocation. . . Merciless if enraged. . .

Buddhist, if anything. . . Relatively free of desires, self-disciplined, meditates often. . .

Not without mercy, but kills without remorse. . . Fights to subdue; judges carefully before killing. . .



Physical Description

Surprisingly scar-free (dodges attacks well), with exception of attack points (hands, feet, etc.)

Forest camouflage Dogi, green tunic-like Cloak, plain iron Ring


