Player Character
Class/Subclass Magic-user / Conjurer Level 1 Experience 0/100
Alignment Holy Orders Deity Custom Points 3
Dexterity Wisdom Charisma Intelligence Strength Constitution
Base Base Base Base Base Base
+or- +0or - +or- +0or - +or- +0or -
Damage Damage Damage Damage Damage Damage
Current Current Current Current Current Current
Modifier Modifier Modifier Modifier Modifier Modifier
— |~
\A ] ‘ . K B &1 K
Buff AC " Dodge Poise Toughness HP Temp
Base 10 Base 10 Base 12 Base 6 Base 4
+0r- +or- +0r- +or- +0r-
Current Current Current Current Current
Surges Movement Initiative Recovery Trauma Fatigue
Base 2 Run 120 Modifier Modifier Limit Limit
Current Walk 60 Current Current
Tales of the
Proficiencies Conditions
cheap weapons
light helms
magic items usable by Magic-users
Iron League
Skills More Skills/Languages Languages
Name Level Name Level Name Level
Seeing Common fluent
Hearing Magic fluent
Intuition
Knowledge 1

v0.13

Updated: |

1/3/2026



asolberg
Arrow

asolberg
Arrow

asolberg
Arrow

asolberg
Arrow

asolberg
Arrow

asolberg
Arrow

asolberg
Arrow

asolberg
Arrow

asolberg
Text Box
Updated:

asolberg
Rectangle


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 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 reaction

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

Special Ability Conjuration: Call Swarm. Spend a surge to summon a swarm monster as a standard action. See sheet at back.

Special Ability Conjuration: Elemental Servitor: Spend a surge to summon an elemental as a standard action. See sheet at back.
Notes

v0.13




Weapon and Sorcery Attacks

Combat Spell Strength Dexterity Charisma
Attack + O Attack + 1 Modifier Modifier Modifier
Bonus Bonus

Add to
Melee Attack T Attack D Not
elee Attack Type Attack Roll ack Damage otes
- Add to
Missile Attack Type Attack Roll Attack Damage Range Notes
Add t
Sorcery Attack Type Attack I;)oll Attack Damage Range Notes

Notes:
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Arcane 1 Spell Attack Bonus +1

Caster Level 1 Spell Points Allowed 3+

One Staging * Increase dx by 1 die Two Stagings
* Increase range
* Increase duration
* Increase area of effect
* Increase caster level for
overcoming Ml

Spell Name Bonus to Hit

Ability Modifier

Spell Points Used

* Change energy type
* Change touch to 30'
range

* Change touch to 10’
emanation

* Move origin 30'

Spell Description

Item Modifiers

dx Die Damage d4

Three Stagings

Four Stagings

* Exclude targets
from area

* Change single
target ranged to
20' burst
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Spaces
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Conjurations and Guardians

Ant Swarm

2 HD vermin, hp 9, AC 15, Dodge 12, Toughness 8, Poise 2, Swarm Attack: +3
vs. Dodge/1d4 hp, half damage on miss, ongoing damage. Climb, Intuition 1

Bat Swarm

2 HD vermin, hp 9, AC 14, Dodge 14, Toughness 7, Poise 4, Swarm Attack: +4
vs. Dodge/1d6 hp, half damage on miss. Fly, Gestalt Senses, Feats of Agility 1

Piranha Swarm

2 HD vermin, hp 9, AC 15, Dodge 15, Toughness 9, Poise 4, Swarm
Attack: +5 vs. Dodge/2d6 hp, half damage on miss. Only Swims. Seacraft 1

Leech Swarm

2 HD vermin, hp9, AC 14, Dodge 14, Toughness 10, Poise 2, Blood draw: +4 vs. Dodge/1d3
hp and attach. When starting attached, drain 1d3 Con. Disease touch: on attachment, +0 vs.
Toughness/diseased (jungle ague). Amorphous, Susceptible to salt, only swims. Stealth 1

Rat Swarm

2 HD animal, hp 9, AC 14, Dodge 14, Toughness 7, Poise 4. Swarm attack: +4 vs.
Dodge/1d6 hp, half damage on miss. Disease touch: on hit, +0 vs. Toughness/diseased (filth
fever). Stealth 1

Snake Swarm

2 HD animal, hp 9, AC 14, Dodge 14, Toughness 8, Poise 3. Swarm attack: +4 vs.
Dodge/1d6 hp, half damage on miss. Poison touch: on hit, +0 vs. Toughness/poisoned
(snake swarm). Feats of Agility 1

Wasp Swarm

2 HD vermin, hp 9, AC 15, Dodge 14, Toughness 9, Poise 2, Swarm attack: +5 vs.
Dodge/1d4 hp, half damage on miss. Poison touch: on hit, +0 vs. Toughness/poisoned (wasp
swarm). Fly. Feats of Agility 1

Air Elemental

1 HD elemental, 5hp, Str 13, Dex 17, Con 9, Int 8, Wis 8, Cha 8

1HD: AC 15, Dodge 16, Toughness 12, Poise 4. Fly fast. Feats of Agility 1

1 HD: 2 fists: +0/d6+1 hp. Blast: 5’x30’ line, +2 vs. Toughness/2d4 hp, Recover 10

1/2/3 HD: Whirlwind: Feats of Might (13) vs. all within 5’; for every 5, 1d4 hp/move 10’ random/prone

Earth Elemental

1 HD elemental, 6hp, Str 15, Dex 9, Con 15, Int 8, Wis 8, Cha 8

1 HD: AC 16, Dodge 11, Toughness 14, Poise 4. Tremorsense, Earthglide. Feats of Might 1

1 HD: 2 fists: +0/d6+1 hp. Throw Rocks: ranged attack 10/20/30 +1 vs. Dodge/2d4 hp, Recover 10

Fire Elemental

1 HD elemental, 6hp, Str 9, Dex 15, Con 15, Int 8, Wis 8, Cha 8

1 HD: AC 15, Dodge 13, Toughness 13, Poise 4. Immune to fire. Feats of Agility 1

1/2 HD: 2 fists: -1/d6 hp fire. Hurl Energy: ranged attack 20/40/60 +2 vs. Dodge/2d4 hp fire

Water Elemental

1 HD elemental, 5hp, Str 15, Dex 15, Con 9, Int 8, Wis 8, Cha 8

1 HD: AC 14, Dodge 12, Toughness 15, Poise 4. Amphibious. Feats of Might 1

1 HD: 2 fists: +0/d6+1. Blast: 5'x30’ line, +1 vs. Toughness/2d4 hp, Recover 10

1/2/3 HD: Vortex: Feats of Might (19) vs. all within 5, for every 5, 1d4 hp/move 5’ choose/prone
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