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	Grey Elf
	
	Domain Wizard (Abjuration)
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	Character
	
	Race
	
	Class
	
	

	Neutral Good
	
	Gird
	
	2
	
	1000/3000
	
	
	
	

	Alignment
	
	Deity
	
	Level
	
	Experience
	
	Penalty
	
	Character Record Sheet © J. Hirvonen, S. Majka, & J.Duff

	M
	
	140
	
	M
	
	5’3”
	
	115
	
	Pale Grey
	
	Salt and Pepper
	
	Green
	
	Right

	Gender
	
	Age
	
	Size
	
	Height
	
	Weight
	
	Skin
	
	Hair
	
	Eyes
	
	Handedness

	
	
	 Alaxyor

	
	
	

	Past
	
	Nationality / Region

	
	
	Simple white robe of a White Rider apprentice wizard.

	
	
	

	Appearance
	
	Clothing

	
	
	

	
	
	

	Personality / Behavior
	
	Notes

	ABILITY SCORES
	
	SAVING THROWS
	
	HIT POINTS
	10/10

	
	SCORE
	MOD
	
	TEMP SCORE
	TEMP MOD
	
	TOTAL
	
	BASE SAVE
	
	ABI MOD
	
	MAGIC MOD
	
	MISC MOD
	
	TEMP MOD
	
	LIFT OVER HEAD
	LIFT OFF GROUND
	
	PUSH / DRAG

	STR
	
	10
	0
	
	
	
	
	FORT
	(CON)
	1
	=
	0
	+
	1
	+
	
	+
	
	+
	
	
	100
	
	200
	
	500

	DEX
	
	16
	+3
	
	
	
	
	REF
	(DEX)
	3
	=
	0
	+
	3
	+
	
	+
	
	+
	
	
	1 x MAX LOAD
	
	2 x MAX LOAD
	
	5 x MAX LOAD

	CON
	
	12
	+1
	
	
	
	
	WILL
	(WIS)
	6
	=
	3
	+
	3
	+
	
	+
	
	+
	
	
	LOAD
	
	SPEED
	MAX 

LOAD
	MAX DEX
	CHK PEN
	RUN

	INT
	
	18
	+4
	
	
	
	
	SAVING THROW MODIFIERS
	
	38
	
	L
	30
	33
	-
	-
	X4

	WIS
	
	16
	+3
	
	
	
	
	 1* Elvish Immunities (
	
	SPEED
	
	M
	20
	66
	+3
	-3
	X4

	CHA
	
	16
	+3
	
	
	
	
	
	
	20
	
	H
	20
	100
	+1
	-6
	X3

	

	ARMOR CLASS
	13
	=
	10
	+
	
	+
	
	+
	3
	+
	
	+
	
	
	ARMOR & PROTECTION
	TYPE
	ARMOR BONUS
	MAX DEX
	CHECK PEN
	SPELL FAIL
	SPEED
	WGT

LBS

	
	NORMAL
	
	ARMOR BONUS
	
	SHIELD BONUS
	
	DEX MOD
	
	SIZE MOD
	
	MISC MOD
	
	
	
	
	
	
	
	
	

	
	0%
	
	10
	
	AC MODIFIERS
	
	
	
	
	
	
	
	
	

	
	ARCANE SPELL FAIL
	
	FLAT FOOTED
	
	 
	
	 
	
	
	
	
	
	
	

	
	0
	
	13
	
	
	
	
	
	
	
	
	
	
	

	
	ARMOR CHECK PEN
	
	VS TOUCH ATTACKS
	
	
	
	PROFICIENT WITH ( LIGHT ARMOR ( MEDIUM ARMOR ( HEAVY ARMOR ( SHIELDS

	
	ATTACK BONUS MODIFIERS

	INITIATIVE
	3
	=
	3
	+
	
	
	ATTACK BONUSES
	
	BASE ATTACK BONUS
	+1
	
	

	
	INITIATIVE MODIFIERS
	
	DEX MOD
	
	MISC MOD
	
	TOTAL 

ATTACK BONUS
	
	BASE

ATTACK BONUS
	
	ABI MOD
	
	SIZE MOD
	
	MISC MOD
	
	TEMP MOD
	
	

	
	
	MELEE
	(STR)
	1
	=
	1
	+
	0
	+
	
	+
	
	+
	
	
	

	
	
	RANGED
	(DEX)
	4
	=
	1
	+
	3
	+
	
	+
	
	+
	
	
	

	
	
	GRAPPLE
	(STR)
	1
	=
	1
	+
	0
	+
	
	+
	
	+
	
	
	Taint

	
	RAY
	  (DEX)
	4
	=
	1
	+
	3
	+
	
	+
	
	+
	
	
	0/10

	WEAPONS
	ATTACK BONUS
	DAMAGE
	CRITICAL
	RANGE
	SIZE
	TYPE
	WGT

LBS
	NOTES & RELATED FEATS

	 Shortbow
	+4
	1d6
	X3
	60
	M
	P
	8
	 40/40 (6lbs)

	 Quarterstaff
	-1
	1d6
	X2
	-
	M
	B
	4
	 *4 Non-Combatant (

	 Dagger
	-1/+4
	1d4
	19-20/x2
	-
	M
	P
	1
	 *4 Non-Combatant (

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	

	WEAPON PROFICIENCIES
	( ALL SIMPLE ( ALL MARTIAL
	
	COMBAT NOTES

	 Club, Dagger, Heavy Crossbow, Light Crossbow
	
	 

	 Quarterstaff, Longbow, Shortbow, Longsword Rapier
	
	

	
	
	


	SKILLS
	
	SKILL POINTS PER LEVEL
	2
	+ INT MOD
	6
	CLASS SKILL MAX RANKS = CHARACTER LEVEL + 3

CROSS-CLASS SKILL MAX RANKS = (CHARACTER LEVEL + 3) / 2
	
	( CAN BE USED UNTRAINED   ( ARMOR CHECK PENALTY APPLIES
	

	

	SKILL NAME
	SKILL MOD
	
	RANKS
	
	ABI MOD
	
	MISC MOD
	KEY ABILITY
	CLASS

SKILLS


	
	SKILL NAME
	
	SKILL MOD
	
	RANKS
	
	ABI MOD
	
	MISC MOD
	KEY ABILITY
	CLASS

SKILLS



	
	Appraise (
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Knowledge: Local
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Autohypnosis
	
	
	=
	
	+
	
	+
	
	WIS
	(
	
	
	Knowledge: Nature
	
	
	
	
	
	
	
	
	INT
	(

	
	Balance ((
	
	
	=
	
	+
	
	+
	
	DEX
	(
	
	
	Knowledge: Nobility
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Bluff (
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Knowledge: Psionics
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Climb ((
	
	
	=
	
	+
	
	+
	
	STR
	(
	
	
	Knowledge: Religion
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Concentration (
	
	11
	=
	5
	+
	2
	+
	4(
	CON
	(
	
	
	Knowledge: The Planes
	
	
	=
	4
	+
	4
	+
	
	INT
	(

	
	Craft (   __________________
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Listen (
	
	
	=
	
	+
	
	+
	2(
	WIS
	(

	
	Craft (   __________________
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Move Silently ( (
	
	
	=
	
	+
	
	+
	
	DEX
	(

	
	Craft (
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Open Locks
	
	
	=
	
	+
	
	+
	
	DEX
	(

	
	Craft (
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Perform (
	
	
	=
	
	+
	
	+
	
	CHA
	(

	
	Decipher Script
	
	8
	=
	4
	+
	4
	+
	
	INT
	(
	
	
	Perform (
	
	
	=
	
	+
	
	+
	
	CHA
	(

	
	Diplomacy (
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Profession
	
	
	=
	
	+
	
	+
	
	WIS
	(

	
	Disable Device
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Profession
	
	
	=
	
	+
	
	+
	
	WIS
	(

	
	Disguise (
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Psicraft
	
	
	=
	
	+
	
	+
	
	INT
	(

	
	Escape Artist ((
	
	
	=
	
	+
	
	+
	
	DEX
	(
	
	
	Ride (
	
	
	=
	
	+
	
	+
	
	DEX
	(

	
	Forgery (
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Search (
	
	6
	=
	0
	+
	4
	+
	2(
	INT
	(

	
	Gather Information (
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Sense Motive (
	
	
	=
	
	+
	
	+
	
	WIS
	(

	
	Handle Animal
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Slight of Hand (
	
	
	=
	
	+
	
	+
	
	DEX
	(

	
	Heal (
	
	
	=
	
	+
	
	+
	
	WIS
	(
	
	
	Spellcraft
	
	
	=
	5
	+
	4
	+
	
	INT
	(

	
	Hide ((
	
	
	=
	
	+
	
	+
	
	DEX
	(
	
	
	Spot (
	
	5
	=
	0
	+
	3
	+
	2(
	WIS
	(

	
	Intimidate (
	
	
	=
	
	+
	
	+
	
	CHA
	(
	
	
	Survival (
	
	
	=
	
	+
	
	+
	
	WIS


	(

	
	Jump ((
	
	
	=
	
	+
	
	+
	
	STR
	(
	
	
	Swim ( x2 Armor Check Penalty
	
	
	=
	
	+
	
	+
	
	STR
	(

	
	Knowledge: Arcana
	
	8
	=
	4
	+
	4
	+
	
	INT
	(
	
	
	Tumble (
	
	
	=
	
	+
	
	+
	
	DEX
	(

	
	Knowledge: Architecture
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Use Magic Device
	
	
	=
	
	+
	
	+
	
	CHA
	(

	
	Knowledge: Dungeon
	
	8
	=
	   4
	+
	4
	+
	
	INT
	(
	
	
	Use Psionic Device
	
	
	=
	
	+
	
	+
	
	CHA
	(

	
	Knowledge: Geography
	
	
	=
	
	+
	
	+
	
	INT
	(
	
	
	Use Rope (
	
	
	=
	
	+
	
	+
	
	DEX
	(

	
	Knowledge: History
	
	8
	=
	4
	+
	4
	+
	
	INT
	(
	
	
	
	
	
	=
	
	+
	
	+
	
	
	(

	

	SKILL MODIFIERS
	
	RACIAL TRAITS & CLASS FEATURES & FEATS & FLAW
	
	LANGUAGES

	 ¥ +2 Synergy Bonus
	
	 1* Elvish Immunities (, 2* Low-Light Vision, 3* Combat Casting, 4* Non-Combatant, 
	
	 Alaxyorian

	 1a* Elvish Bonuses (
	
	 5* Spell Focus (Enchantment)
	
	 Tushan

	
	
	
	
	 Daes Domo

	
	
	
	
	 Searsolan

	
	
	
	
	 Unjakkar

	
	
	
	
	

	
	
	
	
	TRAITS

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	

	EQUIPMENT
	LOCATION
	WGT LBS
	
	EQUIPMENT
	LOCATION
	WGT LBS
	
	WEALTH & VALUABLES
	AMOUNT

	 Backpack
	Back
	2
	
	
	
	
	
	
	Copper Pieces
	

	  Bedroll
	BP
	5
	
	
	
	
	
	
	Silver Pieces
	

	  Rations 6 days
	BP
	6
	
	
	
	
	
	
	Gold Pieces
	20

	  2 Sheets of Paper
	BP
	-
	
	
	
	
	
	
	Platinum Pieces
	

	 Belt Pouch
	Belt
	.5
	
	
	
	
	
	
	

	 Spell Component pouch
	Belt
	.5
	
	
	
	
	
	
	

	   Ink (1 oz)
	BP
	-
	
	
	
	
	
	
	

	   Ink Pen
	BP
	-
	
	
	
	
	
	
	

	   Waterskin
	BP
	5
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	 Armor and Weapon Weight
	19

	
	
	
	
	
	
	
	
	 Gear SubTotal Weight
	19

	
	
	
	
	
	
	
	
	 Total Weight Carried
	38

	SPELLS PER DAY
	
	0
	4 + d
	1
	3 + d
	2
	0
	3
	0
	4
	0
	5
	0
	6
	0
	7
	0
	8
	0
	9
	0

	SPELLS USED
	
	0
	0
	1
	0
	2
	0
	3
	0
	4
	0
	5
	0
	6
	0
	7
	0
	8
	0
	9
	0

	SPELLS KNOWN
	
	0
	All
	1
	10
	2
	0
	3
	0
	4
	0
	5
	0
	6
	0
	7
	0
	8
	0
	9
	0

	DCs
	
	0
	14(
	1
	15(
	2
	
	3
	
	4
	
	5
	
	6
	
	7
	
	8
	
	9
	


	SPELLS MEMORIZED

	0th
	1st
	2nd
	3rd
	4th

	Detect Magic
	Protection from Evil
	
	
	

	Read Magic
	Charm Person
	
	
	

	Ray of Frost
	Ray of Enfebleement
	
	
	

	Prestidigitation
	Shield (d)
	
	
	

	Resistance (d)
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	


	SPELLS MEMORIZED

	5th
	6th
	7th
	8th
	9th

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	


MAGIC:

Domain Wizard: Prepares one extra Domain spell form list below, all spells from list are cast as if 2 levels higher.
Abjuration Domain Spells: 0th-resistance; 1st: Shield; 2nd: Resist Energy; 3rd: Dispel Magic; 4th: Remove Curse; 5th: Mordkemianen's private sanctum; 6th: Greater Dispel Magic; 7th: Banishment; 8th: Protection from Spells; 9th: Mordkemianen's Disjunction

· Spell Focus (Enchantment) – Casts all Enchantment Spells at +1 DC

· Caster Level (Adjuration) – Casts all Abjuration Spells at +2 Caster Level

SPELLBOOK:

0th: All

1st: Burning Hands, Charm Person, Hypnotism, Identify, Shield(d), Mage Armor, Magic Missile, Magic Weapon, Ray of Enfeeblement, Protection from Evil

FEATS & RACIAL BENEFITS:

1* Elvish Immunities (Elvish Starting) ( - Immune to magical sleep effects, +2 saving throw vs. enchantments spells or effects

2* Low-Light Vision (Elvish Starting) - Can see twice as far as a human in starlight, moonlight, torchlight, etc

3* Combat Casting (1st lvl Feat) ( - +4 to Concentration on Casting on Defensive

4* Non-combatant (Flaw) ( -   -2 to all melee rolls

5* Spell Focus (Enchantment) (Flaw) ( - +1 DC to all Enchantment spells

