	Character 
	Mjord Skagmod
	Level
	1
	Max HP
	13



	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	15
	/
	+1
	10
	/
	0
	16
	/
	+2
	16
	/
	+2
	16
	/
	+2
	10
	/
	0



	Fortitude
	Reflex
	Will
	Initiative
	Move
	BAB

	3
	4
	2/4*
	+2
	4
	1

	*Dwarven Heritage – Resist Will adds +2 to Will saves vs targeted spells/devices/wands/rods/staves



	Attack
	Attack Bonus
	Damage
	Critical
	Range
	Type

	Melee / Axe, throwing
	+3
	1d6 +3
	20 / 2X
	NA
	S

	Rng / Axe, throwing
	[bookmark: _GoBack]+5
+2
+0
-2
	1d6 + 4
1d6 + 3
1d6 + 3
1d6 + 3
	20 / 2X
	1-4
5-8
9-12
13-16
	S

	Crossbow, Light
	+4
+3
+1
-1
-3
	1d8 +1
1d8
1d8
1d8
1d8
	19 / 2X
	1-6
7-24
25-48
49-72
73-96
	P



	Armor Class (Normal / Flat-footed / Touch)
	18 (w dodge) / 16
	14
	14 (w dodge)

	Check Penalty / Max Dexterity Bonus
	-4
	3



	Armor/Weapon Proficiencies

	Simple Unarmed
	Simple Ranged
	Martial – Light Weapon

	Medium Armor
	
	



	Primary Skills (Armor Check – AC) | Attribute | modified/passive

	Acrobatics (AC)
	Dex
	3/11
	Intimidation
	Cha
	-3/10
	Manipulate Device
	Dex
	NA

	Animal Handling
	Cha
	-3/10
	Investigation
	Int
	-3/10
	Perception
	Wis
	4/12

	Athletics (AC)
	Str
	-2/10
	Knowledge Arcana
	Int
	NA
	Perform
	Cha
	-3/10

	Concentration (AC)
	Con
	4/12
	Knowledge History
	Int
	NA
	Persuasion
	Cha
	-3/10

	Deception
	Cha
	-3/10
	Knowledge Nature
	Int
	NA
	Sleight of Hand (AC)
	Dex
	NA

	Heal
	Wis
	3/11
	Knowledge Religion
	Int
	NA
	Stealth (AC)
	Dex
	-1/10

	Insight
	Wis
	-1/10
	Language
	Int
	NA
	Survival
	Wis
	4/12

	Craft/Profession Skills (modified and passive)

	Secondary Profession: Butcher
	Craft: Cook
	Wis
	3/11
	
	
	


Mundane Feats / Powers / Notes
	(FEAT) Point Blank Shot - +1 to hit / +1 dam @ 1range increment or 6 squares (whichever is less)

	(FEAT) Weapon Focus - +1 to hit with Martial Light Weapons (like my axe or if I had a short sword)

	

	(KATA) Far Shot – 100% increase in hurled ranges, 50% increase in missile ranges

	(KATA) Precise Shot – Firing into melee will not hit allies

	

	Darkvision: 18 squares

	


Equipment
	Scale Mail
	Backpack

	Crossbow, light w/ quarrel  bolt 	qty: 10
	Quarrel bolt 		qty: 10

	Axe, throwing #1
	

	Axe, throwing #2
	Parchment, sheets	qty: 10

	Axe, throwing #3
	Quill pen

	
	Ink, vial

	Holy Symbol, silver (actually enameled steel)
	

	Dagger
	Oil, flasks		qty: 2

	Clothing, basic
	Bedroll

	Cloak, cloth
	

	Pouch, large (w/ 1 day’s iron rations)
	Iron rations, days	qty: 12

	Pouch, small (w/ candle, flint/steel, gems, PP, GP)
	Garlic, ounce		qty: 2

	
	Rope, silk, 50’

	Pouch, small (w/ SP and CP)
	Cooking kit

	
	Cooking gear, camp

	
	Sack, small		qty: 3

	
	Sack, large		qty: 2

	
	Crowbar

	
	

	Waterskin #1, 2 quarts
	Waterskin #2, 2 quart

	
	

	
	

	Wealth: 	2 gems (10 GP), 	1 gem (25 GP), 	

		Platinum: 1, 	Gold: 10, 	Silver: 7, 	Copper: 10


Notes
	Norheim Dwarf (18 square darkvision)

	Heritage Feats: 
	Master of the Axe (+2 dam w/ axes), 
	Resist Will (+2 sv vs targeted spells/devices/wands/etc)

	

	

	

	

	









Casting MAGIC
[bookmark: _Hlk7953241]	Domain:	Skystone		Domain Knowledge Level: 1
Religion:	King of Steel
Order:		Red Wardens

Chance to learn a spell:	1d20+3 and roll => 11
Saving throws vs my spells:	DC 13

Available Mana:	1

SPELL DESCRIPTIONS
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How to Play Mjord	(Second Tier Fighter w/ magical support
Mjord only has ONE spell per day at FIRST Level.  So, pick and choose wisely when to use it.
	* Always, retain one throwing axe for melee (until 3rd Level and Boomerang is available)
* He can safely shoot/hurl into melee with no fear of hitting allies (Precise Shot Kata)
Long Range
	Use the Light Crossbow		Standard action to reload (-2 to hit one-handed)
	He is more accurate at long range with the crossbow.	But, he does more damage with the throwing axe
Short Range
	Inside of 8 squares he should be using his throwing axes if he has any to spare
	He’s best at 4 squares or less with the throwing axe
Melee
	Use the throwing axe as a melee weapon.  The critical hit damage (2X) is less than a hand axe.
	(Maybe after 3rd level (Boomerang), go down to one throwing axe (Attuned Weapon) and pick up a hand axe.
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Save None Duration 9 rounds
Two hideous Corpse Worms from the Gray Void burst forth from the ground beneath the targeted 4N Create PDF
corpse, attacking any creature that comes within 2 squares of their location. In addition to a bite attack, =
- . . . = Edit PDF
Corpse Worms grapple targets when they score a hit without creating openings. They act on their g= Edit
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Cure Blindness Organize Pages

Requirements V, S, MT Range 0 o B
Casting Time 1R Target 1 creature nhancescans
Save Will, negates Duration Permanent O Protect

Cure Blindness restores sight to creatures afflicted with magical or mundane blindness. An unwilling
target may make a Will saving throw to resist the spell’s effects.

A, Fillasign

B Prepare Form

Cure Light Wounds

Requirements V, S, MT Range 0

Casting Time 1A Target 1 creature
Save Will, half damage Duration Instant

This spell restores 1d6+1 HP to a wounded creature. Undead take 1d6+1 damage from Cure Light
< Wounds. Intelligent undead may make a Will save to take half damage. »

Cure Serious Wounds

Requirements V, S, MT Range 0

Casting Time 2A Target 1 creature

Save Will, half damage Duration Instant

Class Free Spell List Version 1.04 Page 15

This spell restores 3d6+1 HP to a wounded creature. Undead take 3d6+1 damage from Cure Serious
Wounds. Intelligent undead may make a Will save to take half damage.
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Diamond Shards

Requirements V, S, F, RT Range 12
CastingTime 1A Target Area, 3 radius B Prepare Form
Save None Duration 6 rounds

Diamond Shards imbues up to 4 edged weapons with glittering, razor-sharp enhancements. They do an
extra 1d6 damage and penetrate3/physical damage reduction. See Damage Reduction in the rules.

Dispel Magic

<4 Requirements V, S, RT Range 12 4
Casting 1A Target Area, 3 radius
Save None Duration  Permanent

Dispel Magic attempts to remove the effects of spells from objects and creatures within the area of
effect. If Dispel Magic’s save is equal to or higher than the target spell, it succeeds and the spell
vanishes. If the target spell’s save is higher, there is a 5 percent chance Dispel Magic will fail per point of
difference between the saves.

Dread Shadow

Requirements V, S Range 0
Casting Time 1A Target Caster
Save Will, negates fear Duration 9 rounds

Dread Shadow surrounds the caster with writhing wormlike shadows that appear to have reddish eyes
and glistening teeth. The aura grants a +2 AC bonus, and living creatures who comes within 2 squares of
the adept must make a Will save or flee for 1d4 rounds.

Entangle

Requirements V, S, F, RT Range 12 squares
Casting Time 1A Target Area, 3 radius
Save Reflex, special Duration 6 rounds
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Entangle causes plants to grow and wrap around any creatures within the area of effect. Creatures that Cloud account
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fail their saving throw are immobilized for the duration of the spell. Those that make their saving throw v o
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Spike causes a five-foot long spear of wood to shoot out of the ground, striking the chosen foe for 2d6+1
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damage. The target must be on an earthen surface, soil, sand, mud, etc. The spike remains in place for
the duration of the spell, creating difficult terrain.

Stone Rain
Requirements V, S, RT Range 12
Casting Time 1A Target Area, 3 radius

Save Reflex, half damage Duration Instant

The caster calls down a hail of fist-size stones that inflict 1d6 damage on all creatures in the area of
effect and create difficult terrain that lasts 6 rounds.

Treewalk

Requirements V, S Range 0
Casting Time 1R Target Caster
Save None Duration  1turn

Treewalk lets an adept travel great distances in a short time. They may step into a nearby tree and step
out of another that is within one mile and line of sight of the first. Each step takes one round and, once
at the chosen destination, the caster must spend a round orienting themselves to find another tree for

the next step.
Tremor
< Requirements V, S, RT Range 12
Casting Time 2A Target Area, 3 radius
Save Reflex, special Duration 9 rounds

The area affected by Tremor is shaken by a minor earthquake. Creatures within the area of effect must
make a Reflex saving throw each round or fall prone. The tremor breaks up stone and soil in the area,
creating difficult terrain. Underground, Tremor may collapse weak structures and cause cave-ins.

Undead Mist

Requirements V, S, RT Range 12

Casting 2A Target 3 creatures
Save Will, negates Duration 9 rounds

Undead Mist calls forth streamers of mist that shroud three undead spirits, which the caster directs at
three living creatures within the spell’s range. The spirits coil around the targets, distracting them and
dr.
against the spell whenever they perform an action that requires concentration.

ng vitality. Targets that fail their save becomes fatigued and must make a concentration check

Voice of the Dead

Requirements V, S, M, MT Range 0
Casting Time 1A Target Location
Save None Duration  Special
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