ASTONISHING SWORDSMEN AND SORCERERS OF

\\/4
Player Name: ™ Class: priest
Race: Oon
Level: 9
Character Name:
Align..____

22434
232243498 Player Character Sheet
ATTRIBUTES SAVING THROW HIT DICE
AHuck mod.: 0
o |QT Akt - sV HD HP
STRENGTH Damage adj:___0, Test of ST: Feat of ST: - SAVING THROW HIT DIE TYPE
Attack mod.: 0 Saving Throw Modifiers:
9 DX pitisile] 7 Test of DX:__2©, Feat of DX:_ %,
DEXTERITY I — DEATH (death magic, death ray, paralysis, poison, radiation)
18 cN HP adj.:__*3, Trauma survival:__95%
CoNSTTUTON Poison adj.:__*2, +2 Test of CN:__56 56 Feat of CN:_32% 32% TRANSFORMATION (petrifaction, polymorph)

17 IN Languages:_2| DEVICE (magical rings, rods, staves, wands)

: 1st:1,2nd: 1, 3rd: 1
Learn spell:_85% Bonus spells:_1s n I
(Magicians et al.)

Willpwr. ad|.:
13 ws 65% Bonus spells: 1st: 1
_—

WISDOM Learn spell: (Clerics et al.)
— (Clerics et al.)

INTELLIGENCE (Magicians et al.)

AVOIDANCE (breath wpns., ray guns, some spells, some traps)

SORCERY (spells, scroll spells, supernatural / spell-like abilities)

React. / Loyalty adj.:___ 1
14 cH . / Loyalty od| 6 Undead turning adj.: 0 ) )
CHARISMA Maximum henchmen: __©, "~ (Clerics et l.) Other Saving Throw modifiers:

ARMOUR CLASS MOVEMENT

(%2 if running / charging)

FIGHTING ABILITY

MELEE MISSILE
s \ A Ac MV
ACVS. MELEE ACVS. MISSILES
Weapon Masteries / New Weapon Skills: Armour and Shield: none and none
(Fighters et al.) (Non-fighters)
Damage Reduction: , Other AC Modifiers:
, Unskilled Weapon Attack Penalty: ) HProlls:432422234

WEAPON COMBAT

Melee Weapon Skill W(efl(;':::n A';:;:k Mé)f(g?f?(’:rs Damage | Other Notes (e.g., two-handed damage, special modifiers)
dagger 1 1/1 1d4

quarterstaff 3 11 1d6 +1 AC bonus vs melees attack if wielded two handed
whip 5 1/1 1d2

Missile Weapon Skill (§7;\:19/7_) A’;‘Z;:k MQZ?E(’;S Damage | Other Notes (e.g., point blank range, special modifiers)
dagger 10/20/30 3/2 1d4

(Some melee weapons also are missile weapons; e.g. dagger, hand uxe,)

COMBAT MATRIX
TagetAc | 9 | 8| 7| 6| 5| a3 2|1 |o|-1]|-2]|-3]-4]-s5]-6]|-7]-8]-9

wedredi2o | 71819 (10(11[12[13 14 | 15 |16]17[18]19]20[21[22|23[24 |25

(Apply weapon’s “Attack Modifier” to d20 attack roll.) © 2017 North Wind Adventures, LLC




— CLASS
—

ABILITIES

Ability Name Brief Description of Ability, Chance of Success, Saving Throw, Other Notes
Daemonwrack Imprison a daemon
Read Scrolls Decipher and invoke spells on CLASS scrolls

Scribe Scrolls Write spells on scrolls

Sorcery Memorize and cast spells

Stronghold Build castle and attract followers

Turn Undead Exert control over undead and some daemonic beings

TURN UNDEAD
(Clerics et al.)

TURNING
ABILITY

TURN UNDEAD MATRIX
UndeadType | 0 | 1 | 2 | 3| 4| 5| 6| 7| 8] o|0]n]|in2]is

Chance to
Turn Undead

(Chance-intwelve ratio; or, “NT” for not turned, “T” for turned, “D” for destroyed, “UD” for ultimate destruction.)
(Sorcerers of 15+ CH are more commanding, hence their chance-in-twelve of success is improved by one.)

ub | UD | UD D D D T T [10:12( 7:12 | 4:12 | 1:12

NT‘NT

i ]

SORCERY = —

CASTING ABILITY

{Magicians, clerics, et al.)

9

CASTING
ABILITY

CA Chance to Learn New Spell:

[
(See IN for magicians et al.; see WS for clerics et al.)

SPELLS CAST PER DAY

Secdl Basce No. of Spells Banis Saclb Total No. of Spells || Base No. of Spells e Seclh Total No. of Spells
Lovel ast Pgr. Day isaRaten]) Cast Pgr. Day Cast Per. Day (Cleric) Cast Per. Day
(Magician) (Magician) (Cleric) (Cleric)

1 5 1 6

2 5 5

3 4 4

4 3 3

5 2 2

6

{Magician categories include cryomancer, illusionist, necromancer, pyromancer, and witch spe” lists; cleric categories include druid spe” list.)
(Bonus spells may come from high IN [magicians et al.] and/or high WS [clerics et al.], but not all sorcerer classes gain bonus spells; also, magicians can gain bonus spells through familiars.)




SPELLS

KNOWN
Spell Level" | Other Notes (e.g., range, duration) || Spell Level" | Other Notes (e.g., range, duration)
bless pr | Pg 157, Rng 0, Dur 3 tns dispel evil Pr [pg168 Rng0,Durl tn
command Pr |pg161, Rng 30 ft, Dur 6 rds finger of death Pr | pg 174, Rng 30 ft, Dur instant
protection from evil Pr [pg199, Rng0, Dur 6 tns
sanctuary Pr pg 202, Rng 0, Dur 1 tn
incantation Pr | pg 186, Rng 0, Dur special
silence Pr | pg206, Rng 120 ft, Dur 6 rds
detect magic Pr [pg 168, Rng 60 ft, Dur 1 tn
hold person Pr | pg 183, Rng 120 ft, Dur 6 tns
dispel magic Pr | pg168, Rng 120 ft, Dur instant
magic vestment Pr | pg 190, Rng touch, Dur 1 tn+ 1 turn/C4
serpent charm Pr [ pg205, Rng 60 ft, Dur 1 tn
prayer Pr | pg 198, Rng 0, Dur special
cure light wounds Pr | pg 166, Rng touch, Dur instant
protection from evil 15'r Pr  |pg,Rng, Dur
turn sticks to serpents Pr pg 218, Rng 30 ft, Dur 2 rds/CA
meld into stone Pr | pg 191, Rng touch, Dur 1 tn
cure serious wounds Pr pg 166, Rng touch, Dur instant
fire resistance Pr | pg 174, Rng touch, Dur 6 tns/CA

1. If a sorcerer casts from multiple spell categories, note here; e.g., a bard might note D1 for a level 1 druid spell.

SPELLS MEMORIZED

Level 1 Level 2 Level 3 Level 4 Level 5 Level 6
O O O O O O
O O O O O O
O O O O O O
O O O O O O
O O O O O O
O O O O O
O O O
O O

EXPERIENCE POINTS 10% XP Bonus?
(Y)or (N:No__

384,000

XP NEEDED FOR NEXT LEVEL

HENCHMEN | HIRELINGS; ANIMAL [ UNDEAD COMPANIONS

Name, Class, Species, efc. Abilities (AL; SZ; MV; DX; AC; HD; hp; #A; D; SV; ML; Special; Gear)




| ASTONISHING SWORDSMEN AND SORCERERS OF HYPERBOREA™ |

CHARACTER PORTRAIT BACKGROUND

Secondary Skills:

Languages Known:

Height:
Weight:

Hair:

Eyes:

Distinguishing Features:

—

Weapons, Armour, Gear Magic ltems

silver dagger

quarterstaff

whip

backpack

bandages

blanket

soft leather pouch

small sack

tinderbox

torches x3

wineskin (full)

writing stick

religious clothing

iron rations

holy oil / water

silver holy symbol

wooden prayer beads

%): Ammunition (arrows, bolts, bullets, darts, etc.)
Silver (SP)-' 000000000000000000000000
Electrum (eP)-' 000000000000000000000000
Gold (gp): 000000000000000000000000
Platinum (pp):

Gems and Jewellery: Supplies (per day)

Water / Wine: 00000000000000

Rations: 0OOO0OO0O0O0O00000

Animal Feed: 0000000000000
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