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Name:
Aikeem




Class: Specialist Wizard (Necromancer) 

Level: 8




AC:(*) 13/17

Hpts:  30+??
Abilities: STR INT WIS CON DEX CHA
HP Rolls:
1st 2nd 3rd 4th 5th 6th 7th 


     9   18  11  13  16  9



6  2  3  4  2   3  3 
Race: Human Gender: M AL: N/G Ht: 5'9" Wt: 168lbs Age: 26 Eyes: BR Hair: BR Languages(6): Common, Elven, Silvian, Ignan  

Speed: Base/30 Run/120

Capacity: Lt=30, Med=31-60, Hvy=61-90






Feats:
Wizard 0:
Imbue Unconsummated Spell
Initiative: +7








Imbue Commodious Spell











Summon Familiar
Saves:
   
Fort  Refl  Will






Alertness (familiar)

Wizard (7)     +2    +2    +5  




Level 1:
Improved Initiative



Ability        +1    +3    +0






Eschew Materials



               --------------




Level 3:
Combat Casting

Total          +3    +5    +5  
 



Level 5:
Energy Substitution (Acid)




Level 6:
Improved Familiar

Money: 

Platinum:

Gold: 
14,088

Silver: 7

Copper: 5




Gems/Jewelry: 

Experience: 29,240






Next Level: 28,000

Weapons: 
Base CV=3
  Modifiers:   D=Dex (+3)  R=Ranged Touch (No Armor)

Weapon

Circumstance

Dam.
 Crit.

THMods

Dmods

Range

-----------------------------------------------------------------------------------

Staff

Melee


1d6
 x2

-1

-1

Light X-bow
Ranged


1d8
 19-20/x2
+3



80'

Dagger

Melee/Ranged

1d4
 19-20/x2
-1/+3



10'


Holy Water
Ranged


2d8/1
 

-1



10'

Alch's Fire
Ranged


1d6/1
 

-1



10'

Skills:(*)

Alchemy    
  
14 

Climb

 
 1

Concentration

  15

Craft (Gemcutting) 
10

Craft (Jewelry)
 8

Craft (Blacksmith)
  6

Escape Artist

 4

Hide


 4

Knowl: Arcana

  10


Knowl:
Nature

 6

Listen


 3  

Ride   
         3

Scry     

 8 

Search


 4

Spellcraft

12/14

Spot


 3

Tumble
 
 
 5

Use Rope

 7(9)

Horse: “Al-Hawa” Light War Horse HP: 19…13 AC: 13(14)  ATT: +4/+4/-1  DAM: d4+1/d4+1/d3+1 

Familiar: (Forthcoming)

Spells:(*)
4(1), 5(1), 4(1), 3(1), 2(1)


DC for Spells: 14(16)+LV

Magic Items:+1 Quarterstaff of Spell Storing: (Slow: Will 17); Amulet of Soddom Gor: (CL1,,Grants 20 Rds of Barkskin/day); Scrolls: 0 lv-Detect Magic, Light; 4th lv-Mage Armor(2); 5th lv-Fireball; ?? lv-Leomund’s Hut, Detect Secret Doors, See Invisible, Silent Image; Potions: C/L/W (2d8+1)
Notes:  

Known as the “Champions of Osirus” because of miscast “blessing” by pharaoh’s advisor | Can't learn DIVINATION spells | Alchemy formulas: Has: Balm of Gilead(11), Bitcone (8), Burn Salve(11), Devil’s Soap(19), Firestone(26), Frost Lotion(15), Henna(18), Kyphi Tea(26), Memorybind(29), Metalic Alloy (Brass)(20), Metalic Alloy (Bronze)(20, Omolaran Facepaint (5), Omolaran Perfume (15), Papermaking (12), Slippery Oil(23), Soupstone (17), Titan Gum (16), Unguent(9), Vine Oil(15); Wants: Courier's Ink(22), Flash Powder(21), Goblin Ink(13), Icewalker Oil(34), Kyphi Tea(26), Liquid Metal(16), Pure Balm(35), Sneezing Powder(23), Vapors of Sleep(28) | (*) SEE NOTES - ADDITIONAL PAGES | Applying Henna tattoos to body on a regular basis | Has book: “Bottling the Djinn” by 
Prepare a riddle for the Djinn

SPELLBOOK

CANTRIPS

     1ST

   
           2ND 

          3RD 


 
 4TH 
ARCANE MARK

CHILL TOUCH

CATS GRACE 

DISPLE MAGIC

EVARD’S TENTACLES

DANCING LIGHTS

COLOR SPRAY

DARKNESS

FIREBALL

ENERVATION
DAZE 


ENLARGE

GLITTERDUST
 
FLY



DETECT MAGIC

ERASE


ICE KNIFE

GREATER MAGIC WEAPON
DISRUPT UNDEAD

EXPEDITIOUS RETREAT
LEOMUND’S TRAP

LEOMUND’S TINY HUT
FLARE


FEATHERFALL

LEVITATE

SEPIA SNAKE SIGIL

GHOST SOUND

GREASE


MELF’S ACID ARROW
SLOW

LIGHT


MAGE ARMOR

MIRROR IMAGE

STINKING CLOUD

MAGE HAND

MAGIC MISSILE

SCARE


VAMPIRIC TOUCH
MENDING

NEG. ENERGY RAY
SPECTRAL HAND



OPEN/CLOSE

PROT. G/E/L/C

WEB




PRESTIDIGITATION
REPAIR LIGHT DAMAGE





RAY OF FROST

SHOCKING GRASP






READ MAGIC

SILENT IMAGE

REPAIR MINOR DAMAGE
SLEEP

RESISTANCE

UNSEEN SERVANT


5TH 


6TH


7TH


8TH

9TH 
Current Spells:


0


1st 


2nd


3rd 


4th 

________________
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________________
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________________
________________
________________
________________
________________
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________________
________________
________________
________________
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________________
________________
________________
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________________
________________
________________
________________

________________
________________
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________________
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________________
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________________
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________________
________________

________________
________________
________________
________________
________________

Currently Memorized Spells

Necromancer Spells

* Already been cast

Prohibited Spells: (Divination)
 0 

1st 


2nd 

   3rd 

         4th 

Detect poison
Comprehend Lang
      Detect Thoughts          Clairaudience
Arcane
     Eye



Detect Secret Doors      Locate Object
          Clairvoyance
Detect
     Scrying



Detect Undead
      See Invisible
          Tongues

     Locate Creature



Identify



  


     Scrying



True Strike



Spells: 





Bonus:
     0   1st  2nd  3rd  4th  5th  6th  7th   8th  9th
LV:  0  1  2   3  4  5  6  7  8  9



LV:
          1    1    1    1    

        4  4  3  2  1  -  -  -  -  -



Specialist:   1   1    1    1    1    1    1    1    1    1

DC for Spells: Base+AB+MISC+SPLV=TOT
Specialist School: Necromancy




   10 + 4 = 13+LV 

Forbidden School: Divination
Armor Class:         

  Modifiers:   B=Base Armor Class (includes size benefit) 
R=Magic Protection (Roprs)

M=Magic Armor (Bracers etc.)


S=Spell (Mage Armor)


D=Dexterity +3


C=Circumstance

                        

B
 R
M
S
D
C    

  General                

10
+0
+0
+4
+3
+0   =   17

  When Flatfooted        
10
+0
+0
+4
+0
+0   =   14

  vs. Touch Attacks      
10
+0
+0
+4
+3
+0   =   17

  Fighting Defensively   
10
+0
+0
+4
+3
+2   =   19

  Defensive Single Move  
10
+0
+0
+4
+3
+4   =   21

  Charging               

10
+0
+0
+4
+3
-2    =   15

Skills: 16+18pts
AM = Ability Mod

CB = Circumstance Bonus

M = Mage Level

Max Rank = 10

ABIL
AM  CB  M1  M2  M3  M4  M5  M6  M7
RK   TOT      

-------------------------------------------------------------------------------

*Alchemy    

INT    4   a
  1   1   1   2   2
  -   1
8    14

 Climb


STR   -1   b
  -   -   -   -   -   -   -
-     1

 Concentration
CON    1   c
  4   1   1   1   1   1   1
10   15

*Craft(Gemcutting)
INT    4   d
  1   -   1   1   1
  1   -
5    11

*Craft(Jewelry)
INT    4   d
  -   -   -   -   -   1   1
2     8

*Craft(Blacksmith)
INT    4   d
  -   -   -   -   -   1   1
2     6

 Escape Artist
DEX    3    
  1   -   -   -   -   -   -
1     4

 Hide


DEX    3
  1   -   -   -   -   -   -
1     4

*Knowl: Arcana    
INT    4
  1   1   1   1   1
  1   1
6     10

*Knowl: Nature      INT    4    
  -   -   -   -   -   1   1
2     6

 Listen           
WIS    -   e
  3   -   -   -   -   -   -
3     3

 Ride             
DEX    3   f
  -   -   -   -   -
  -   -
-     3

 Scry     

INT    4
  1   1   -   1   1
  -   -
4     8

 Search           
INT    4
  -   -   -   -   -
  -   -
-     4

*Spellcraft   
INT    4   g
  2   2   2   1   1
  1   1
8   12/14

 Spot         
WIS    -   e
  3   -   -   -   -
  -   -
3     3

 Tumble

DEX    3
  2   -   -   -   -
  -   -
2     5

 Use Rope   

DEX    3  h,i
  2   -   -   -   -
  -   -
2    7/9

-------------------------------------------------------------------------------

* Must be trained

Dan's Skill Modifications (Italics)

Cross Class Skill (Bold)
a = +2 if using an Alchemist's Lab

b = +2 if using a climber's kit

c = +4 for Combat Casting feat

d = +2 if using Masterwork Tools

e = +2 for Alertness feat 

f = +2 if using a military saddle (only to stay in the saddle)

g = +2 to learn spells in Specialist Class (Necromancer)

h = +2 if using silk rope

i = +2 if using animate rope spell on the rope being used

Equipment:

Capacity: Lt = 30, Med = 31-60, Hvy = 61-90 / Worn=2.00   Carried=23.00   Total=25.00

  Worn:




 2.00

   Peasant's Outfit

 2.00

  Carried:



14.00

   Staff 


 4.00

   Lt. X-Bow


 6.00

    Bolts (20)


 2.00

   Dagger (2)


 2.00

  Pouch, Belt:



 3.00

   47gp, 7sp, and 0cp

 1.00 

   Various Spell components    1.00 

   Flint & Steel

 -

   Bag of cut glass

 1.00


(look like gems)

   Flask (4)


 -

  On Belt



 0.00

  Leather Backpack:


 6.00

   SpellBook


 3.00

   10' silk rope

 1.00

   Bone Scroll Case(2):
 -

     parchment(10)

 -

   Quills, Inkwell

 -

   Magnifying Glass

 -

   Small Silver Mirror

 -

   Pitons (4)


 2.00

   Candle (5)


 -

   Chalk (5)


 -

   Fishhook (5)

 -

  Donkey:



58.00

   Saddlebags:

 
 8.00

    Weeks Rations

 7.00

   50' silk rope

 5.00

   Masterwork Craft Tools
 5.00

   Tent



20.00

   Bedroll


 5.00

   Blanket


 3.00

   Waterskin


 4.00

   2 Large Sacks

 1.00

Spells he wants:

1st 



2nd 

3rd 


4th 

Charm Person

Rope Trick
Displacement

Charm Monster

Endure Elements


Haste


Dimension Door






Invisibility Sphere
Fire Shield

Lightning Bolt

Ice Storm

Magic Circle

Improved Invisibility

Major Image

Minor Globe

Prot. from Energy
Phantom Killer

Summon Monster II
Polymorph Other









Polymorph Self

Rary’s Mnemonic Enhancer

Remove Curse

Stoneskin

Wall of Fire

Wall of Ice

Riddle 1:

The beginning of eternity

The end of time and space

Divided by a question

As plain as the nose on your face

Answer:

Eye

Riddle 2:

Timeless I toil and never do play

Tuneless and toothless, I hum all the day

Though Handless and Kingless I thrust with my sword

To Safeguard my monarch’s golden hoard

Clad all in armor, I pick posies fair

Skinless and Spineless, I flit through the air

Though childless and having no husband or wife

My family is large and our nursery bears life

Speechless, near mindless, we live all together

In dark six walled tunnel at night or bad weather

Answer:

Bee

Riddle 3:

