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EQUIPMENT

ITEM LOCATION wT ITEM LOCATION wT ITEM LOCATION | WwWT
CURRENT LOAD TOTAL WEIGHT CARRIED 0.0
MOVEMENT & LIFTING EXPERIENCE MONEY & GEMS

WALk HUSTLE RUN TOTAL EXPERIENCE cp—

MOVEMENT | 30 | | 60 | | 120 |

= BASE SPEED =2 X BASE SPEED =4 X BASE SPEED
LIFT OVER HEAD LIFT OFF GROUND PUSH OR DRAG SP -
LIFTING | 100 | 200 | | 500 | XPS NEEDED FOR NEXT LEVEL
= MAX LOAD  =2XMAXLOAD =5 X MAX LOAD 120'000 GP —
HIT POINTS BY LEVEL
LOAD CAPACITY MAX DEX|ENC PEN| RUN - -
7 (Sorl), 5 (Sor2), 4 (Wizl), 6 (Sor3), 6 (Wiz2), PP —
LIGHT to 33 Ibs. NORMALNORMAL [NORMAL| | 7 (S6ra) 7 (Wiz3), 6 (Sor5), 5 (Wizd), 7 (Sor6),
MEDIUM|  to 66 Ibs. +3 -3 x4 7 (Wiz5), 7 (Sor7), 6 (Wiz6), 4 (Sor8), 6 (Wiz7) GEMS —
HEAVY to 100 Ibs. +1 -6 %3
SPECIAL ABILITIES & FEATS
Elven Abilities Wizard Abilities Feats [Source]

- +2 Dexterity, —2 Constitution.

- Medium: As Medium creatures, elves have no
special bonuses or penalties due to their size.

- Elf base land speed is 30 feet.

- Immunity to magic sleep effects, and a +2
racial saving throw bonus against enchantment
spells or effects.

- Low-Light Vision: An elf can see twice as far
as a human in starlight, moonlight, torchlight,
and similar conditions of poor illumination. She
retains the ability to distinguish color and detail
under these conditions.

- Weapon Proficiency: Elves receive the Martial
Weapon Proficiency feats for the longsword,
rapier, longbow (including composite longbow),
and shortbow (including composite shortbow)
as bonus feats.

- +2 racial bonus on Listen, Search, and Spot
checks. An elf who merely passes within 5 feet
of a secret or concealed door is entitled to a
Search check to notice it as if she were actively
looking for it.

- Automatic Languages: Common and Elven.
Bonus Languages: Draconic, Gnoll, Gnome,
Goblin, Orc, and Sylvan.

- Favored Class: Wizard. A multiclass elf 's
wizard class does not count when determining
whether she takes an experience point penalty
for multiclassing.

- Skill Points/Level: 2 + Int modifier.

- Weapon and Armor Proficiency: Wizards are
proficient with the club, dagger, heavy crosshow,
light crossbow, and quarterstaff, but not with any
type of armor or shield. Armor of any type
interferes with a wizard’s movements, which can
cause her spells with somatic components to fail.
- Spells: A wizard casts arcane spells which are
drawn from the sorcerer/ wizard spell list. A wizard
must choose and prepare her spells ahead of time.
- Familiar: A wizard can obtain a familiar. A
familiar is a magical beast that resembles a small
animal and is unusually tough and intelligent. The
creature serves as a companion and servant.

- Skill Points/Level: 2 + Int modifier.

- Weapon and Armor Proficiency: Sorcerers are
proficient with all simple weapons. They are not
proficient with any type of armor or shield. Armor
of any type interferes with a sorcerer’s gestures,
which can cause his spells with somatic
components to fail.

- Spells: A sorcerer casts arcane spells which are
drawn primarily from the sorcerer/wizard spell list.
He can cast any spell he knows without preparing
it ahead of time, the way a wizard or a cleric must
- Familiar: A sorcerer can obtain a familiar. A
familiar is a magical beast that resembles a small
animal and is unusually tough and intelligent. The
creature serves as a companion and servant.

- Martial Weapon Profs [Racial Bonus]
(longsword, rapier, longbow, shortbow,
composite longbow, composite shortbow)
- Spellcasting Prodigy [Creation Bonus]

- Improved Initiative [Level 1 Choice]

- Scribe Scroll [Class Bonus]

- Silent Spell (+1 Slot) [Level 3 Choice]

- Eschew Materials [Level 6 Choice]

- Energy Substitution [Level 9 Choice]

- Combat Casting [Wizard 5 Bonus]

- Improved Counterspell [Level 12 Choice]
- Reactive Counterspell [Level 15 Choice]

LANGUAGES

Common (Automatic)
Chondathan (Bonus)
Draconic (Bonus)
Elven (Automatic)
llluskan (Bonus)
Sylvan (Bonus)
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SPELLS

SPELL LEVEL SPELLS BONUS # SPELLS
SAVE DC PER DAY SPELLS KNOWN
o [as] o
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[ ] e [ [ _J[ 1
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SPELL SAVE MODIFIERS

DC MOD ABILITY MisC

=10+ [ 1]

TURN UNDEAD

M ES/DAY CH:IODIFIER’:ISC TLCJ::f\::Icl\Il(G
-3+ [a]C] il
TURNING MODIFIERS
DAMAGE TOTAL CHA LEVEL Misc
=2d6+ [_J[« [ ][ ]

PSIONICS

SPELLS, POWERS & MAGIC ITEMS

#KPNOO\);E;S LEVEL #KL%\’&EES LEVEL POWER POINTS
I:l 0 I:l 5TH ‘ I
[ 0 [ om

[ ] 2w [_] 7m

[ ] 30 [ ] 8 surienons
1 e [ om  []

1020 + DC MOD +

PSIONIC COMBAT

O O

O 0O O

EGo | D MIND | MIND |PSYCHIC

rermMee ATTACKS | wiaie linsin| sast_|hrust| crusk
DEFENSES ALty | 2x | Ok 4 15 Wis
D EMPTY MIND +1 -2 +3 -3 -5
D INTELLECT FORTRESS -2 +1 +0 +6 +4
D MENTAL BARRIER -1 +4 -3 +1 43
D THOUGHT SHIELD —4 -1 -2 +4 +2
D TOWER OF IRON WILL +3 +0 -1 +5 -3
NONPSIONIC -8 -9 +4 -8 _8
FLAT-FOOTED/POWERLESS| +8 +7 +8 +8 +8

0- Daze: Humanoid creature of 4 HD or less loses
next action.

0- Ghost Sound: Figment sounds.

0- Mending: Makes minor repairs on an object.

0- Open/Close: Opens or closes small or light things.

1- Color Spray: Knocks unconscious, blinds, and/or
stuns 1d6 weak creatures.

1- Comprehend Languages: You understand all
spoken and written languages.

1- Grease: Makes 10ft. square or one object slippery.

1- Sleep: Puts 4 HD of creatures into magic slumber.
1- Tenser's Floating Disc: Creates 3-ft.-diameter
horizontal disk that holds 100 Ib./level.

1- Unseen Servent: Invisible force obeys commands.

2- Darkness: 20-ft. radius of supernatural shadow.
2- Daylight: 60-ft. radius of bright light.

2- Knock: Opens locked or magically sealed door.
2- Levitate: Subject moves up and down at your
direction.

3- Haste: One creature/level moves faster, +1 on
attack rolls, AC, and Reflex saves.

3- Fly: Subject flies at speed of 60 ft.

3- Leomund's Tiny Hut: Shelter for ten creatures.

4- Dimension Door: Teleports you short distance.
4- Evard's Black Tentacles: Tentacles grapple all
within 15 ft. spread.

0- Arcane Mark: Inscribes a personal rune (visible or
invisible).

0- Detect Magic: Detects spells and magic items
within 60 ft.

0- Disrupt Undead: Deals 1d6 damage to 1 undead.
0- Light: Obiject shines like a torch.

0- Mage Hand: 5-pound telekinesis.

0- Message: Whispered conversation at distance.

0- Prestidigitation: Performs minor tricks.

0- Read Magic: Read scrolls and spellbooks.

1- Expeditious Retreat: Your speed increases 30 ft.
1- Feather Fall: Objects or creatures fall slowly.

1- Hold Portal: Holds door shut.

1- Mage Armor: Gives subject +4 armor bonus.

1- Magic Missile: 1d4+1 damage; +1 missile per two
levels above 1st (max 5).

2- Acid Arrow: Ranged touch attack; 2d4 damage for
1 round +1 round/three levels.

2- Invisibility: Subject is invisible for 1 min./level or
until it attacks.

2- Mirror Image: Creates decoy duplicates of you
(1d4 +1 per three levels, max 8).

3- Dispel Magic: Cancels magical spells and effects.
3- Lightning Bolt: Electricity deals 1d6/level damage.

4- Stoneskin: Ignore 10 points of damage per attack.

HENCHMEN/ANIMAL COMPANIONS

NAME RACE/CLASS HD/LVL HP INIT SPD AC ATK STR | DEX |CON | INT | WIS | CHA
NOTES

NAME RACE/CLASS HD/LVL HP INIT SPD AC ATK STR | DEX |CON | INT | WIS | CHA
NOTES

NAME RACE/CLASS HD/LVL HP INIT SPD AC ATK STR | DEX |CON | INT | WIS | CHA
NOTES

NAME RACE/CLASS HD/LVL HP INIT SPD AC ATK STR | DEX |CON | INT | WIS | CHA

NOTES
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CHARACTER DESCRIPTION

CHARACTER NAME Trequel Kealta AGE 263 SEX Male
DESCRIPTION BIRTH DATE  3/19/1110 | size Medium
HEIGHT 5'10" WEIGHT 138 lbs
HAIR Silver EYES Blue
SKIN Fair HANDEDNESS Right
CERSONALITY CHARACTER SKETCH

QUOTE(S)

uel Kealta

CONTACTS/FRIENDS

ENEMIES

BACKGROUND & NOTES

DATE CREATED AprlI 2004 (Revised) DM/CAM PAIGN David Chronister/Castle Amber DUNGEONS & DRAGONS CHARACTER SHEET V2.1 7/03 BY PATRICK MURPHY « A MAD IRISHMAN PRODUCTION « WWW.MAD-IRISHMAN.NET

DUNGEONS & DRAGONS IS A REGISTERED TRADEMARK OF WIZARDS OF THE COAST, INC. ©2003 WIZARDS OF THE COAST, INC.
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	abilities: 
	feats: Wizard Abilities
- Skill Points/Level: 2 + Int modifier.
- Weapon and Armor Proficiency: Wizards are proficient with the club, dagger, heavy crossbow, light crossbow, and quarterstaff, but not with any type of armor or shield. Armor of any type interferes with a wizard’s movements, which can cause her spells with somatic components to fail.
- Spells: A wizard casts arcane spells which are drawn from the sorcerer/ wizard spell list. A wizard must choose and prepare her spells ahead of time.
- Familiar: A wizard can obtain a familiar. A familiar is a magical beast that resembles a small animal and is unusually tough and intelligent. The creature serves as a companion and servant.

Sorcerer Abilities
- Skill Points/Level: 2 + Int modifier.
- Weapon and Armor Proficiency: Sorcerers are proficient with all simple weapons. They are not proficient with any type of armor or shield. Armor of any type interferes with a sorcerer’s gestures, which can cause his spells with somatic components to fail.
- Spells: A sorcerer casts arcane spells which are drawn primarily from the sorcerer/wizard spell list. He can cast any spell he knows without preparing it ahead of time, the way a wizard or a cleric must
- Familiar: A sorcerer can obtain a familiar. A familiar is a magical beast that resembles a small animal and is unusually tough and intelligent. The creature serves as a companion and servant.

	class: Elven Abilities
- +2 Dexterity, –2 Constitution.
- Medium: As Medium creatures, elves have no special bonuses or penalties due to their size.
- Elf base land speed is 30 feet.
- Immunity to magic sleep effects, and a +2 racial saving throw bonus against enchantment spells or effects.
- Low-Light Vision: An elf can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor illumination. She retains the ability to distinguish color and detail under these conditions.
- Weapon Proficiency: Elves receive the Martial Weapon Proficiency feats for the longsword, rapier, longbow (including composite longbow), and shortbow (including composite shortbow) as bonus feats.
- +2 racial bonus on Listen, Search, and Spot checks. An elf who merely passes within 5 feet of a secret or concealed door is entitled to a Search check to notice it as if she were actively looking for it.
- Automatic Languages: Common and Elven. Bonus Languages: Draconic, Gnoll, Gnome, Goblin, Orc, and Sylvan.
- Favored Class: Wizard. A multiclass elf ’s wizard class does not count when determining whether she takes an experience point penalty for multiclassing.

	feats2: Feats [Source]
- Martial Weapon Profs [Racial Bonus]
(longsword, rapier, longbow, shortbow, composite longbow, composite shortbow)
- Spellcasting Prodigy [Creation Bonus]
- Improved Initiative [Level 1 Choice]
- Scribe Scroll [Class Bonus]
- Silent Spell (+1 Slot) [Level 3 Choice]
- Eschew Materials [Level 6 Choice]
- Energy Substitution [Level 9 Choice]
- Combat Casting [Wizard 5 Bonus]
- Improved Counterspell [Level 12 Choice]
- Reactive Counterspell [Level 15 Choice]








	languages: Common (Automatic)
Chondathan (Bonus)
Draconic (Bonus)
Elven (Automatic)
Illuskan (Bonus)
Sylvan (Bonus)
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	spells: 
	1: Wizard Spells Memorized
0- Daze:  Humanoid creature of 4 HD or less loses next action.
0- Ghost Sound:  Figment sounds.
0- Mending:  Makes minor repairs on an object.
0- Open/Close:  Opens or closes small or light things.

1- Color Spray:  Knocks unconscious, blinds, and/or stuns 1d6 weak creatures.
1- Comprehend Languages:  You understand all spoken and written languages.
1- Grease:  Makes 10ft. square or one object slippery.
1- Sleep:  Puts 4 HD of creatures into magic slumber.
1- Tenser's Floating Disc:  Creates 3-ft.-diameter horizontal disk that holds 100 lb./level.
1- Unseen Servent: Invisible force obeys commands.

2- Darkness:  20-ft. radius of supernatural shadow.
2- Daylight:  60-ft. radius of bright light.
2- Knock:  Opens locked or magically sealed door.
2- Levitate:  Subject moves up and down at your direction.

3- Haste:	 One creature/level moves faster, +1 on attack rolls, AC, and Reflex saves.
3- Fly:  Subject flies at speed of 60 ft.
3- Leomund's Tiny Hut:  Shelter for ten creatures.

4- Dimension Door:  Teleports you short distance.
4- Evard's Black Tentacles:  Tentacles grapple all within 15 ft. spread.

Sorcerer Spells Known
0- Arcane Mark:  Inscribes a personal rune (visible or invisible).
0- Detect Magic:  Detects spells and magic items within 60 ft.
0- Disrupt Undead:  Deals 1d6 damage to 1 undead.
0- Light:  Object shines like a torch.
0- Mage Hand:  	 5-pound telekinesis.
0- Message:  Whispered conversation at distance.
0- Prestidigitation:  Performs minor tricks.
0- Read Magic:  Read scrolls and spellbooks.

1- Expeditious Retreat:  Your speed increases 30 ft.
1- Feather Fall:  Objects or creatures fall slowly.
1- Hold Portal:  Holds door shut.
1- Mage Armor:  Gives subject +4 armor bonus.
1- Magic Missile:  1d4+1 damage; +1 missile per two levels above 1st (max 5).

2- Acid Arrow:  Ranged touch attack; 2d4 damage for 1 round +1 round/three levels.
2- Invisibility:  Subject is invisible for 1 min./level or until it attacks.
2- Mirror Image:  Creates decoy duplicates of you (1d4 +1 per three levels, max 8).

3- Dispel Magic:  Cancels magical spells and effects.
3- Lightning Bolt:  Electricity deals 1d6/level damage.

4- Stoneskin:  Ignore 10 points of damage per attack.
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	Character Name: Trequel Kealta
	description: 
	physical: 
	personality: 
	quotes: 
	friends: 
	enemies: 
	age: 263
	sex: Male
	dob: 3/19/1110
	height: 5'10"
	weight: 138 lbs
	hair: Silver
	eyes: Blue
	skin: Fair
	handedness: Right

	date: 
	created: April 2004 (Revised)
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