Player Character
Class/Subclass Magic-user - Sorcerer Level 1 Experience /100
Alignment Holy Orders Deity Custom Points 3
Wisdom Dexterity Charisma Intelligence Constitution Strength
Base Base Base Base Base Base
+or- +or- +or- +or- +or- +or-
Damage Damage Damage Damage Damage Damage
Current Current Current Current Current Current
Modifier Modifier Modifier Modifier Modifier Modifier
. A A
Dodge™ AC s Poise™ & HP &« | | Toughnéss
Base 10 Base 10 Base 12 Base 4 Base 6
+or- +or- +or- +or- +or-
Current Current Current Current Current
Surges Movement Initiative Recovery Trauma Fatigue
Base 2 Full 120 Modifier Modifier Limit Limit
Current Partial 60 Current Current
Tales of the
Proficiencies Conditions
cheap weapons
light helms
Iron League
Skills More Skills/Languages Languages
Name Level Name Level Name Level
Knowledge 1 Common fluent
Seeing Magic fluent
Hearing
Intuition
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Special Abilities and Quirks

Class Ability cast Arcane spells (see Spells page)

Class Ability spend a surge to heal 1d4+level hp (or 2+level hp) as a standard action

Class Ability spend a surge to stabilize your condition if you are dying

Class Ability spend a surge to grant a +4 bonus to another creature's skill check as a standard action
Class Ability spend a surge to reroll a spell attack as a free action

Special Ability choose a sorcery

Special Ability choose another sorcery
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Weapon and Sorcery Attacks

C;:;Zakt + O Astfc)aetl:lk + 1 Strength Dexterity Charisma
Bonus Bonus Modifier Modifier Modifier
Melee Attack Type At'tA:cdkt:oII Attack Damage Notes
Missile Attack Type Addto Attack Damage Range Notes
Attack Roll
Sorcery Attack Type At'tA:cdkt:oII Attack Damage Range Notes
Mind Over Matter - hurl objects +C+Dex dx 10/20/30 improvised weapon proficiency applies
Fire Magic - hurl embers +C+Dex d3 fire 10/20/30 5' radius grenade
Water Magic - jet of water +C+Dex blinded 10/20/30 affects eyes
Phantasms - flashing lights +C+Dex intoxicated 10/20/30 illusion
Mind Over Matter - Kinetic Punch +CIS+Cha dx Within 30' FOM or move 5'
Fire Magic - Burst of Fire +CIS+Cha dx fire Within 30' miss inflicts half damage
Water Magic - Hydraulic Blast +CIS+Cha dx Within 30' FOA or fall prone
Phantasms - Psychedelic Welter +CIS+Cha 1 Trauma Within 30' illusion

Notes:
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Arcane 1

Spell Attack Bonus +1

Ability Modifier

Iltem Modifiers

Caster Level 1 Spell Points Allowed 3+ Spell Points Used dx Die Damage d4
One Staging * Increase dx by 1 die Two Stagings * Change energy type Three Stagings * Exclude targets
* Increase range * Change touch to 30' from area
* Increase duration range
* * '
: :ncrease area ofI efch;t Chang_e touch to 10 Four Stagings * Change single
ncreas.e caster level for imanatmn. . . target ranged to
overcoming Ml Move origin 30 20" burst
Spell Name Bonus to Hit Spell Description
AI arm 1 minute cast. For 8 hours, set audible or mental alarm over a 20'x20’ area or opening touched.
Ang ry Dagger +/+ Held dagger animates and attacks 1 target within 30 for 3+level rounds, hit for dx hp

Arcane Ward

For 10 minutes, touch grants +1 to defenses, +2 vs. extraplanar/undead; hedges summoned

Charm Humanoid

+P

Target one humanoid within 120’ under 4 HD. Attacks Poise to impose the charmed condition

Detect Magic

Detects magical creatures or objects in 60’ cone for 10 minutes

Enlarge

+D

Within 60’, increase 1 humanoid’s size for 10 minutes. Reversible, attacks Dodge

Feather Fall

Instant casting; target within 60’ falls slowly for 250’ + 50’/level

Floating Disc

Makes 3’ diameter disk of force floating near caster for 4 hours. Carries 10 inventory spaces

Fog Cloud

Within 120’, create stationary 30" +10’/level radius fog cloud with 5’ visibility. Lasts 1 hour

|dentify

1 hour casting. Learn 1 property per level of 1 or more magic items

Jump

For 10 minutes, caster can jump 20’ vertical or 30’ horizontal, no more than 1 every 3 levels

Light

+D

Creates 20°/40°/60’ radius light within 120’ for 2 hours. Target Dodge to blind; reversible

Magic Missile

Missile always hits 1 creature within 120’, inflicts 2dx hp

Minor lllusion

+P

Within 240, illusion within 20’ cube fools one sense. Lasts for concentration, targets Poise

Read Languages

For 1 hour, the caster can read any written language or code

Shield

For 10 minutes, caster gets armor equivalent of AC 17 vs. missiles, AC 15 vs. other attacks

Shocking Grasp

++D

Attacks Dodge as a touch attack for 2dx hp lightning damage, 3dx vs. metal monsters or armor

Shower of Acid

+D

1dx hp acid damage in 20' cone, attacks Dodge, miss is half damage

Sleep

+P

Within 240’, attacks Poise of <4HD creatures within 10’ radius to put to sleep for 10 minutes

Spider Climb

Lasts 1 hour. Touched target climbs unfailingly but hands are sticky, can't cast spells
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Inventory

Backpack Spaces Backpack? D Unencumbered Body Spaces
Spaces Iltems Hands Spaces Iltems Hands
1 preserved rations (2) 1
2 |water skin (2) 2
3 |spellbook 3
4 " 4
5 5
6
Belt Spaces Belt? El 7
8
Spaces Iltems Hands
9
1
10
2
11
3
12
4
13
5
14
15
Zero Space Iltems
16
Iron League Journal, iron league medallion 17
18
19 | XXXXXXXXXX XXX XXX
20 | XXXXXXKXXXXXXXXXX
Worn Magic Item Accounting
# ltem Slot
1 -
Iron League Foot Locker 2 -
3 -
4 -
5 -
6
7
8 -
9
10
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