Class: Swordmage

Level: 1
Race: Ronsendarik

Attributes

Name

Graybirch

Alignment

Maximum Hit Points

17

Current Hit Points

Approach
_18 (Law and Chaos) O

I +2 I Bonus to-Hit w/ Heavy ansI

Strength 15
Att Check 2

I +1 I BonustoDamagew/MeleeI

(28]

Encumbrance LimitI

I o I Bonus Hit Points per LeveII

LongeVity 1 2 I 42% I Knock Out Percentagel

|Ancheck 1+2 II O IBonusResistancevs.NaturalsI

I 11 I Base EvadeI
14 I +1 I

I +2 I Bonus to-Hit w/ Light ansI
Dexterity | 14 [2 | o omomrmonesvion]

Intellect g: (1) :

| Att Check 1+3 “ 1+3 I

Agility

Land Speed Modifierl

Progression Modifierl

Bonus Starting Skills I

Max Starting Skill RankI

Max Casting RankI

e
MVStICIsm 15 I +1 I BonusSpeIIPointsperLeve\I
| Att Check: 2 “ +1 I Bonus Resistance vs. Magicl

Outlook 0

(Good and Evil)

Evades

Criticality Struck on:

Dodge 11 23

Defense Power: 100

Criticality Struck on:

23

Block 11

Defense Power: 5

15

Defense Power: 6

Criticality Struck on:

27

Parry

Natural w/ Armor

Initiative | 14 14

+1d10

Natural w/ Armor

Land
Speed 12 12

Magic Total
Type of Caster Encumbrance
Max Casting Rank Magic Well
@ Ilirathic 7 A
1 5 O Mashanic 20.6 of 28
O orderly \ /
Level Current Experience Points Next

XP 0

64

Notes:

Absorbs

w/ Armor

Natural

Vs. Fiery and

12 Heat

Critical
Threshold 7

Vs. Slashing, 2 Vs. Cold and
Hacking Water-Based
and Clawing
Vs. Piercing, Vs. Electrical
Puncturing and 2 and
Bite-Like Shocking
Vs. Blunt,
. Vs. Acidi
whip-tike and | ] e
Smashing
Vs. Explosi d
S- EXplosive an Vs. Raw Magic
Concussive

Resistances

11 |-°

Vs. Naturals —_—
Bonus to Roll

Vs. Mystics 9

Bonus to Roll

11 |2

Bonus to Roll

Vs. Magic

Traits




Skills

Skll Skill Rank Progression Pips Next
Cast Spell 1 " 2 [ 3 Notes:
Spell Lore 1 1 2
Spell Ready 1 > 1> 2
Combat Casting 2+1 "2 > 3
Combat Presence 1 > 2 > 3
Nimbleness 1+3 "2 7] 3
Evoke 1+3 12 [ 3

> [

> |

I

> |

I

> |

> |

> [

> |

I

> |

Abilities

Ability Short Description Source
The Rosendarik Body Need water but can survive just off the Suns’ energy. Race
Improved Grip on Life Hard to kill, see description. Race
CAR 6 Yards Phylum
Tough Caster No penalty for multiple Combat Casting Checks Phylum
Armored Caster Armors' Evade Modifier is 2 less than normal Phylum
Superior Battle Caster Can Attack and then cast in same Round Class
Weapons of Magic Touch Spells through weapons Class
Stalwart Caster Scuttle all SpP and gain that many HP. Class




Weapon

Skills

Preferred
Mastery Styles Weabons
Skill p
Mastery Style Rank Progression Weapon Group
_ Blave
Paired Weapons 1 > 7 Common Swords
Dagger
> 1 +1 > > > +1 > > > .
3 Dirk
Pips Next to Hit to Dmg Ex Dmg # of Attacks Crit # Parry Block
Skill Throwing Axe
Mastery Style Rank Progression Weapon Group
Defensive Style 1 > 6 Common Swords
1 12 +1 > > > > > +2 5
Pips Next to Hit to Dmg Ex Dmg # of Attacks Crit # Parry Block
Skill
Mastery Style Rank Progression Weapon Group
Backhand Technique 1 > 6 Common Swords
>112 +1[—> > > > A+l
Pips Next to Hit to Dmg Ex Dmg # of Attacks Crit # Parry Block
Skill
Mastery Style Rank Progression Weapon Group
> Weapon Skill Notes and Abilities:
N 5 > 3 3 5 3
Pips Next to Hit to Dmg Ex Dmg # of Attacks Crit # Parry Block
Skill
Mastery Style Rank Progression Weapon Group
N > > 3 3 5 3
Pips Next to Hit to Dmg Ex Dmg # of Attacks Crit # Parry Block
Skill
Mastery Style Rank Progression Weapon Group
N 5 > 3 3 5 3
Pips Next to Hit to Dmg Ex Dmg # of Attacks Crit # Parry Block
" 4
Basic Target Numbers Effect Best-of Weapon Bonuses
Maneuvers  Long Sword
. Common Swords +1 P > > +1 B > +2 P
Disarm —>] 7 > > —> Target looses all attacks for rest of Round
Weapon toHit toDmg ExDmg # of Att Crit # Parry Block
Pierce —— 6 > > —> By-Pass Absorb e o > > e >
Weapon toHit toDmg ExDmg # of Att Crit # Parry Block
Trlp  ——— > > —>» Target looses 10 Initiative (+More)
Za Za Za > > ]
Bash > > > > Causes Blind (1d6), on a 6, causes Stun Weapon toHit toDmg ExDmg # of Att Crit # Parry Block
Force —— > > —> Improve Extra Damage by 1d6 # of Attacks Round A Round B # of Attacks Round A Round B
S5 —>» 1 ten O 2 —>» 2 them 2
Ta rget —— 6 > > —> Hit Legs (-1 Land Speed) or Arms (-1 to Hit) 1 > 1 then 1 25 > 2 then 2
15 e 4 1 then 2 3 e 4 2 then 3




Equipment

Main Armor Shield Additional Armor
( Encumbrance ) Encumbrance (" Encumbrance )
Leather A B .
eather Armor 5 racers 1 Adventurer's Hat 1
L ) & 7,
) Evade Critical Evade Critical
Vs. Slashing, . Vs. Electrical A 1
Hacking 2 Vs. Explosive and and Modifier Resistance Modifier Resistance
. Concussive
and Clawing Shocking
o Parry +1 Defense
V. Piercing, Vs. Fiery and vs. Acidic and Modifier Power Additional Armor
Puncturing and 2 Heat Corrosive s N
Bite-Like Encumbrance
Block
Vs. Blunt, Modifier
Whip-Like and 1 Vs. Cold and Vs. Raw Magic
Smashing Water-Based .
Evade Critical
Modifier Resistance
Evade Critical 4
Modifier Resistance
1 extra dmg per| Nﬂful'dl Bonus to Hit from"‘ ( Encumbrance )
2 Long Swords > 4
+ —> > > —>] —> +
9 1 . 5 3 ld 8 et e 2 O 3 Dexterity Strength 3
Melee Weapon # of Bonus Weapon Dmg Bonus Extra Crit # Parry
Attacks to Hit to Damage Damage # Bonus Dmg Type: Slash/Prc Attack Power:3
Bonus to Hit from... Enemorance )
1 extra dng per| Natural
—>] —> > > —>] —>
r0 Dexterity Strength
Melee Weapon # of Bonus Weapon Dmg Bonus Extra Crit # Parry
Attacks to Hit to Damage  Damage # Bonus Dmg Type: Attack Power:
Bonus to Hit from... Enemorance )
1 extra dng per| Natural
—>] —> > > —>] —>
r0 Dexterity Strength
Melee Weapon # of Bonus Weapon Dmg Bonus Extra Crit # Parry
Attacks to Hit to Damage  Damage # Bonus Dmg Type Attack Power:
AP Nararal Bonus to Hit from... oo
—>] —> > —> > —>
0 Dexterity Strength L )
Melee Weapon # of Bonus Weapon Dmg Bonus Extra Crit # Parry
Attacks to Hit to Damage  Damage # Bonus Dmg Type: Attack Power:____
---- Bonus to Hit ----
Short Rng  Med Rng__Long Rng
1 extra dmg per| Natural ( Encumbrance )
> > > ] Ed Ea
RO L )
Ranged Weapon # of _to__ |_to__|__to__ Weapon Dmg Bonus Extra Crit # Armor Ammo
Dmg Type: Attacks Yards Yards Yards to Damage Damage # By-Pass
---- Bonus to Hit ----
Short Rng Med Rng__Long Rng
| extra dng per Natural (" Encumbrance
> > > ] Ed ]
RO L )
Ranged Weapon # of _to__|_to__|__to__ Weapon Dmg Bonus Extra Crit # Armor Ammo
Dmg Type:. Attacks Yards Yards Yards to Damage Damage # By-Pass
Item Notes / Location reumornee | 1EEM Notes / Location Encumbrance
Leather Armor Body 5 Body
Bracers Body 1
)
Adventurer's Hat Body 1
Body
——————
Subtotal
2 Long Swords 3 Encumbrance 0
4 N\
 SEEE—
Subtotal
ancumbrance || 9 ] Encumbrance .
\§ V)




\ﬁ& Steel Pieces (St. P)
%. Bronze Pieces (Bz. P)
& Silver Pieces (Sv. P)
\9__.11 Gold Pieces (Gd. P)
. Mithril Pieces (Mt. P)

D Adament Pieces (Ad. P)

Item

Money

11

[-]

Notes / Location

[1/10 of a Bz. P]

[50 Bz.P]

[100 Bz. P]

[500 Bz. P]

[1,000 Bz. P]

Subtotal
Encumbrance

Gems, Stones and Precious Metals

Encumbrance

Item

Subtotal
Encumbrance

Notes / Location Encumbrance

Cloak

Body

1

Flint and Steel

Backpack

Sack

Belt

Spell Book

(V)

Backpack

Torch

Backpack

Canteen

Backpack

N

Backpack

Body

Rations, 1 Week

NN

Backpack

Coin Purse

Belt

1
1
1
1

Encumbrance
From Equipment

Page

Subtotal
Encumbrance

9.1

A\

3.2

Total

Encumbrance

Subtotal
Encumbrance 8.1

20.6 of 28

A\

V)




Major Access Sources

Minor Access Sources

llirathic Spell Sheet

Notes:

Iron Time, Wind, Blade, Force,
Perception 5 1 1 1
Full Magic Well Max Casting Cast Spell Spell Ready
Rank Skill skill
Casting  Casting At the
Spell Rank Source Cost  Difficulty Time Range AoE Duration Effect Ready?
Minot Fleetness 1 | Time Ed 4 2R O Cst R,‘;/Lv | 1.5 Movement and 2 Simple Actions along with the normal Full Action. Can't touching
Spell Points| . ..
nything living or spell ends.
spell Tyee [ Enchantment anything fiving or spe e
Minor Blast 1 | wind > 3 2 20M 35Y Sp I"‘:“ —>| 30 degree cone and 35 Yards long. Strong wind pushes at 200 Ibs., +10 Ibs. per RO.
ool Tyee | selLtons - Anything thrown takes 1d4 Smashing Damage, +1 per 10lbs under spell's effect.
v
Levitating Disk 1 [ Force > 2 ||tmn 0] Sp i 1| Makes a disk that levitates, speed of 4, +1 per 2 RO. Carry 2 people and up to 2,500
Spell Points|
Spell Type | Ibs.
> —>
Spell Points)
Spell Type |
> >
Spell Points|
Spell Type I
= —
Spell Points|
Spell Type |
> >
Spell Points|
Spell Type |
> —>
Spell Points|
Spell Type |
> >
Spell Points)
Spell Type |
Ed Inst|)

Spell Points|

Spell Type |
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