Lenny
Player: Heath
Race: Human
Height: 5’8”
Weight: 95
Age: 16
Fighting Style: Careful (-1 Melee, +1 Defense)
Features: Long nose, pimples, unkempt hair, glasses
Clothing: Always a size too small
Concept: 

Comfort Zone: Order (3)
Outlook: Selfless (5)
Physical (2)
Body: 2 (Base: 3)
Agility: 7 (Base: 7)
Coordination: 8 (Base: 5)
Mental (6)
Awareness: 6 (Base: 5)
Willpower: 7 (Base: 5)
Charisma: 6 (Base: 5)
Talent: 7 (Base: 5)
Languages spoken: Common
Languages written: Common
Race:

+10 XP

Profession: Wizard’s Apprentice
Tier 1 Skills: (2 XP per point)
Combat:
Melee – -1 (Careful: -1)
Ranged – 0
Defense – 1 (Careful: +1)
Magic:
Invocation – 5
Alteration – 6
Social:

Leadership – 1
Tier  2 Skills: (1 XP per point)
Magic:
Abjuration – 4
Illusion – 0
Subtlety:
Alertness – 2
HP(2): 10
AP(4): 20
Resistance: 5
MV: 2
XP: 0 (Total: 8)
Money: 

Inventory: 

	Weapon
	Mode
	Dam
	Rng
	WS
	Defense

	Unarmed
	Blunt
	1d2
	S
	9
	9

	Counter
	Blunt
	1d2
	
	11
	

	Sling
	Blunt
	1d2*2
	10,30
	8
	8


Notes: 

Unarmed – +2 WS, +1 Defense, throw
Counter – +4 WS, free targetting, throw

Sling – 1 second reload, 10 stones

	Traits
	Magnitude
	Effect

	Wizard
	3
	Ability to cast spells


	Weaknesses
	Magnitude
	Effect

	Cannot wear armor
	1
	Cannot cast spells in armor

	Recognizable
	2
	Supernatural creatures can recognize wizards


Memorized Spells:

1 x Blink

1 x Haste

1 x Lightning Bolt

3 x Web

2 x Wall of Fog

3 x Magic Missile

3 x Alter Self
2 x Color Spray

1 x Reduce

1 x Shocking Grasp

1 x Burning Hands

2 x Armor

2 x Shield
Spells:

1st

Cantrip
Range: 10’

Components: V, S

Duration: 1 hour/level

Casting Time: 1
Area of Effect: Special

Any minor effect.

Armor (Abjuration)

Range: Caster

Components: V, S, M

Duration: 1 hour/level

Casting Time: 1 round

Area of Effect: Caster

Gives Lethal Resistance 10 + 1/level.
Burning Hands (Alteration)
Range: 5’

Components: V, S

Duration: Instant

Casting Time: 1

Area of Effect: 3 squares

WS = 15.  1d4 heat damage.  1 damage every second until put out.

Color Spray (Alteration)
Range: 5’

Components: V, S, M

Duration: Instant

Casting Time: 1

Area of Effect: 5’ x 20’ x 20’ wedge

WS=+10.  Resilience 5 or less, knocked out 2d4 rounds.  Resilience > 5, blinded 1d4 rounds.  Resilience > 10 stunned 1 round.  Resilience > 15 unaffected.

Gaze Reflection (Abjuration)

Range: Self

Components: V, S

Duration: 2 + 1 rounds/level

Casting Time: 1

Area of Effect: Caster

Gaze attacks are reflected back at the source.
Magic Missile (Invocation)
Range: 60 yards + 10 yards/level

Components: V, S

Duration: Instant

Casting Time: 1

Area of Effect: 1 or more creatures in 10’ cube

1 missile + 1 every 2 levels.  WS = 25.  Each missile does 1d6 concussive damage.
Shield (Abjuration)

Range: 0

Components: V, S

Duration: 5 rounds/level
Casting Time: 1

Area of Effect: Special

Magical protective shield that gives Resistance +25 in the front.  Can absorb 20 damage/level before collapsing.
Shocking Grasp (Alteration)
Range: 0

Components: V, S

Duration: 1 round/level

Casting Time: 1

Area of Effect: Creature Touched

Electrifies caster’s hand to discharge 1d6 + 1/level electrical damage upon touched creature.
Hold Portal (Alteration)
Range: 20 yards/level

Components: V

Duration: 1 round/level

Casting Time: 1
Area of Effect: 20 square ft/level

Holds door against strength 10+1/level.
Reduce (Alteration)
Range: 5 yards/level

Components: V, S, M

Duration: 5 rounds/level

Casting Time: 1

Area of Effect: 1 creature of object

Reduces any creature or object’s mass by 10% per level.  This reduces strength and resilience proportionally, but increases agility.

Tenser’s Floating Disc (Invocation)
Range: 20 yards

Components: V, S, M

Duration: 3 minutes + 1 minute/level

Casting Time: 1

Area of Effect: 3’ diameter

Floating disc, holds 100 lbs/level.
Wall of Fog (Invocation)
Range: 30 yards

Components: V, S, M

Duration: 2d4 rounds + 1 round/level

Casting Time: 1

Area of Effect: 20’ cube + 10’ cube/level

Cube of fog.  Visibility limited to 2’.

Feather Fall (Alteration)

Range: 10 yards/level

Components: V

Duration: 1 round/level

Casting Time: 1

Area of Effect: 10’ cube

Rate of fall slowed to 2 feet/second.  Total weight capacity is 200 lbs/level.

2nd

Alter Self (Alteration)
Range: 0

Components: V, S

Duration: 3d4 rounds + 2 rounds/level

Casting Time: 2

Area of Effect: Caster

Limited alteration of self.  Can look like someone else, grow tough skin, wings, claws, etc.  Mass can be changed no more than 50%, same with size.
Web (Invocation)
Range: 5 yards/level

Components: V, S, M

Duration: 2 minutes/level

Casting Time: 2

Area of Effect: 8 10’ x 10’ x 10’ cubes

Movement reduced to (Strength – 10) feet/second.  Webs are highly flammable, and burn away instantly when contact with an open flame is made.
3rd

Blink (Alteration)

Range: 0

Components: V, S

Duration: 1 round/level

Casting Time: 1

Area of Effect: Caster

Caster blinks 1d4 sqaures away in a random direction every 1d4 rounds.
Haste (Alteration)

Range: 60 yards

Components: V, S, M

Duration: 3 rounds + 1 round/level

Casting Time: 3

Area of Effect: 40' cube, 1 creature/level

MV doubled, 2x attacks/round, +4 AT for all combat roles.

Lightning Bolt (Invocation)
Range: 40 yards + 10 yards/level

Components: V, S, M

Duration: Instant
Casting Time: 3

Area of Effect: Either 40’ terminating 2 squares wide or 80’ terminating 1 square wide.
Damage 1d6/level.  WS 30.
