Name: Zaktaros 
Class: Warmage
Race: Moon Elf 
Alignment: Lawful Neutral
Age: 144 
Weight: 128 lbs 
Height: 5’9” 
Gender: Male 

Level: 4 
HP: 26 
Experience: 6000/10000 

Abilities
STR 14 (+2) 
DEX 20 (+5) 
CON 12 (+1) 
INT 16 (+3) 
WIS 13 (+2) 
CHA 18 (+4) 

Statistics
AC 19 
FORT +2
REF +6 
WILL +6 

Melee +4
Ranged +7
Speed 30 

Feats
Combat Casting
Sudden Silent

Racial Features
Special Search

Low-Light Vision

Favored Class: Wizard

Immunity to Magic Sleep

+2 Bonus to Listen, Search, and Spot Checks 

+2 Resistance to Enchantment Spells and Effects

Class Features
Warmage Edge

Advanced Learning

Armored Mage (Light)
Light Armor Proficiency

Light Shield Proficiency
Simple Weapon Proficiency

Skills
Concentration: 7+1+4=12
Craft (Alchemy): 7+3=10

Knowledge (Arcana): 6+3=9

Listen: 1.0+2+2=5

Search: 1.0+3+2=6

Spellcraft: 7+3=10 
Spot: 1.0+2+2=5


Languages
Common 
Draconic

Dwarven
Elven
Orc
Spells Per Day

Level 0 – 6

Level 1 - 7

Level 2 – 4

Spells
Level 0

Acid Splash – Orb deals 1d3 acid damage

Disrupt Undead – Deals 1d6 damage to one undead

Light – Object shines like a torch

Ray of Frost – Ray deals 1d3 cold damage

Level 1

Accuracy – Doubles weapon’s range increment

Burning Hands – 1d4/level fire damage (max 5d4)

Chill Touch – One touch/level deals 1d6 damage and possibly 1 Str 
damage

Fist of Stone – Gain +6 Str and natural slam attack

Hail of Stone – Rain of stone deals 1d4/level damage (max 5d4)

Magic Missile – 1d4+1 damage; +1 missile per two levels above 1st (max 
5)

Orb of Acid, Lesser – Ranged touch attack deals 1d8 acid damage 
+1d8/two levels beyond 1st (max 5d8)
Orb of Cold, Lesser – Ranged touch attack deals 1d8 cold damage 
+1d8/two levels beyond 1st (max 5d8)

Orb of Electricty, Lesser – Ranged touch attack deals 1d8 electricty 
damage +1d8/two levels beyond 1st (max 5d8)

Orb of Fire, Lesser – Ranged touch attack deals 1d8 fire damage 
+1d8/two levels beyond 1st (max 5d8)

Orb of Sound, Lesser – Ranged touch attack deals 1d8 sonic damage 
+1d8/two levels beyond 1st (max 5d8)

Shocking Grasp – Touch delivers 1d6/level electricity damage (max 5d6)

True Strike - +20 on your next attack roll

Level 2

Blades of Fire - Your melee weapons deal +1d6 fire damage for 1 round

Continual Flame - Makes a permanent, heatless torch

Fire Trap - Opened object deals 1d4+1/level fire damage

Fireburst – Adjacent subject takes 1d8/level fire damage

Flaming Sphere – Creates rolling ball of fire, 2d6 damage, lasts 1 
round/level

Ice Knife – Magical shard of ice deals 2d8 cold damage plus 2 Dex 
damage, or deals 1d8 cold damage in 10-ft.-radius burst

Invisibility – Subject is invisible for 1 min./level or until it 
attacks
Melf’s Acid Arrow – Ranged touch attack; 2d4 damage for 1 round +1 
round/three Levels

Pyrotechnics – Turns fire into blinding light or choking smoke

Scorching Ray – Ranged touch attack deals 4d6 fire damage, +1 ray/four 
levels (max 3)

Shatter – Sonic vibration damages objects or crystalline creatures

Whirling Blade – Hurled slashing weapon magically attacks all foes in 
60-ft. line

Equipment


Carried
· Studded Leather (+3 AC)

· Shield, Light Steel (+1 AC)
· MW Longsword (1d8+2, 19-20/x2)
· Backpack

· Bedroll

· Explorer’s Outfit

· Hidden Component Pouch x2 (Boots, Robe)

· Spell Component Pouch

· Tent

· Waterskin (Full)

· Whetstone

Funds
6 PP

2 GP 
8 SP 
8 CP 
