Character Generation

Stats

Rolls were:

15, 16, 18, 13, 11, 12, distributed as:


Rolls
Racial

Adj.
Actual

Stats






Strength
12

12

Intelligence
18

18

Wisdom
11

11

Dexterity
16
+1
17

Constitution
13
-1
12

Charisma
15

15

Per the Players Handbook, those scores give the following stats:

STRENGTH
Hit Probability

Damage Adjustment

Weight Allowance

Maximum Press

Open Doors

Bend Bars/Lift Gates


12

+0

+0

45

140

7

4%
INTELLIGENCE
Know Spell

Max Spell Level

Max Spells/Level

Additional Languages

Spell Immunity
18

85%

9th
18

7

-
WISDOM
Magic Adjustment

Spell Fail

Add Spells Level 1

Add Spells Level 2

Add Spells Level 3

Add Spells Level 4
11

0

10%

-

-

-

-

DEXTERITY
Reaction/Attack Adjustment

Defensive Adjustment


17

+2

-3
CONSTITUTION
Hit Point Adjustment

Sys Shock

Res Survival

Magic Adjustment


12

+0

80%

85%

-
CHARISMA
Max Henchmen

Loyalty Base

Reaction Adjustment
15

7

+3

+3

Thief Abilities:

Ability
Base

Chance
Racial

Adj. (Elf)
Dexterity

Adj.
Armour

Adj.
Level

Adj.
TOTAL

CHANCE









Pick Pockets
15
+5
+5
N/a



Open Locks
10
-5
+10
N/a



Find/Remove Traps
5


N/a



Move Silently
10
+5
+5
N/a



Hide in Shadows
5
+10
+5
N/a



Detect Noise
15
+5

N/a



Climb Walls
60


N/a



Read Languages
0


N/a



You have 60 points at the start to add to these skills as you see fit to the Level Adj. column.

No more than 30 points can be added to any single skill.

Every thief level increase will give you 30 more points to add, with no more than 15 points added per level to any single skill, to a maximum of 95% for each skill.

Proficiencies:

Your proficiencies rise as:


Weapon

Proficiencies
Penalty
Nonweapon

Proficiencies


Initial
# Levels

Initial
# Levels








Wizard
1
6
-5
4
3

Rogue
2
4
-3
3
4

Because you are multi class you get the best class results:

Wizard for nonweapon (4/3) and rogue for weapon (2/4).

# levels is the level when you next receive one extra slot.

So you start with:

2 weapon proficiency slots and 11 nonweapon slots (4 for wizard and 7 for high intelligence!).

We tentatively allocated these for you as:

Weapon Proficiencies
Nonweapon Proficiencies


Cost

(slots)

Cost

(slots)

Longsword

Shortbow
1

1
Appraising

Ancient History


(Eaerlann - NE High Forest, a 
ruined port)

Ancient History


(Fallen Kingdom - North)

Blind Fighting

Read/write Elven

Read/write Common

Riding (land based)

Spellcraft

Swimming

Tumbling


1

1

1

2

1

1

1

1

1

1



You receive Speak (Elf) & Speak (Common) free.

Starting Spells:

You have the following First Level spells to draw from:

Read Magic

Detect Magic

Light

Sleep

Wall of Fog

Jump

Featherfall

You can only cast one spell per day at first level so choose one from the list as your memorised spell for the start of the adventure.

Starting Funds:

You received 90 gold pieces to begin with.

As a mage you'll be restricted in the type of armour you can wear (basically none if you want to cast spells!) so you won't have that expense to begin with.

You can outfit your character on your first session if you wish, or I can help you out by giving some ideas of starting equipment from the source books I have.

Starting Hit Points:

Everyone gets maximum hit points at first level, so you have 5 (the average of a D4 for mage and D6 for thief).

Saving Throws:

As a multi class you again get the best saving throw available per category:

Paralysation/Poison/Death
13
Rogue

Rod/Staff/Wand
11
Wizard

Petrification/Polymorph
12
Rogue

Breath Weapon
15
Wizard

Spell
12
Wizard

Notes on Elves:

High elves are the most common type.

Elves have a 90% resistance to Sleep and all Charm-related spells.

When using a bow other than a crossbow, or when using a Short or Long sword elves have a +1 to attack.

Elves have infravision up to 60 feet.

Elves have a chance to see secret doors.  If they pass within 10 feet of one they have a 1-in-6 (1 on 1D6) chance of spotting it.  If actively looking for such doors it is 1-in-3 (1, 2 or 3 on 1D6).

