
Rampage Amid the Ruins ver. 2  VIRKON Character Sheet

CHARACTER NAME: _______________________________________ Player: _______________

CLASS/LEVEL ___________________ SPECIES ______________ ALIGNMENT _______________

GOD (If Initiated): ______________ Size: __________ Base Move: ________ Vision ___________

STRENGTH INTELLIGENCE WISDOM DEXTERITY CONSTITUTION CHARISMA

Saving Throw: Save Bonuses

Armor Class Hit Points Wounds Icon

[ ] [ ] [ ] [ ] [ ]   [ ] [ ] [ ] [ ] [ ]
[ ] [ ] [ ] [ ] [ ]   [ ] [ ] [ ] [ ] [ ]
[ ] [ ] [ ] [ ] [ ]   [ ] [ ] [ ] [ ] [ ]
[ ] [ ] [ ] [ ] [ ]   [ ] [ ] [ ] [ ] [ ]
[ ] [ ] [ ] [ ] [ ]   [ ] [ ] [ ] [ ] [ ]
[ ] [ ] [ ] [ ] [ ]   [ ] [ ] [ ] [ ] [ ]
[ ] [ ] [ ] [ ] [ ]   [ ] [ ] [ ] [ ] [ ]
[ ] [ ] [ ] [ ] [ ]   [ ] [ ] [ ] [ ] [ ]

COMBAT INFO

ADJ MOVE: Attack Bonuses:

Combat Bonuses:

Weapon Total Atk Bonus Damage Size Hands Range ROF/Features

Adventuring Skills and other Abilities of 
Note (Skill Roll):

WEALTH DEBT To Patron PATRON EXP



GEAR
ARMOR WORN: _________________________________________________________________________________

ITEM                                                                    Location ITEM                                                                    Location

WILL

OTHER NOTES:

RAtR_V2_Virkon_toon.pdf


	Text1: Moonshadow
	Text2: CraigJ
	Text3: F/MU
	Text4: Half-Ogre
	Text5: Neutral
	Text6: Ogma
	Text7: L
	Text8: 30
	Text9: Normal
	Text10: 17
	Text11: 15
	Text12: 10
	Text13: 16
	Text14: 16
	Text15: 10
	Text16: 17
	Text17: +2 bonus to saving throws against Breath Weapons, Energy Drain Attacks, Fumbles, Weapon Effects, Paralysis causing spells or effects, Spells and spell-like magic effects, magic devices, and magical traps
	Text18: 20

[Spidersilk AC+4]
[DEX AC+3]
[Unarmored Fighting AC+3]
	Text19: 28

(11+8+9)
	Text20: 30
	Text21: Fighter (L3): +2Hit;  DEX: +1 hit ranged
	Text22: Fighter L3: +1 dam; STR: +1 dam m/h; INT: +1 dam mis 
	Text23: 
	0: Composite Long Bow
	1: Spear
	2: Two Handed Sword 
	3: Dagger 
	4: 


	Text24: 
	0: +3
	1: +2
	2: +2
	3: +2 m / +3 h
	4: 

	Text25: 
	0: d6+2
	1: d8+2
	2: d8+3
	3: d4+2
	4: 

	Text26: 
	0: M
	1: M
	2: L
	3: S
	4: 

	Text27: 
	0: 2
	1: 2
	2: 2
	3: 1
	4: 

	Text28: 
	0: 80/160/240
	1: 10/20/30
	2: 
	3: 10/20/30
	4: 

	Text29: 
	0: RoF:2
	1: H, AM, R1, RC
	2: 
	3: RoF: 1
	4: 

	Text30: Combat Trainings (5+1b) Buster (ST-race)
Rampage
Alert Reaction
Tactical Reposition (DX)
Unarmored Fighting x3
	Text31: Languages: Orcish, Elvish, common, elder common, forest tongue, goblin, dwarvish
	Text32:  62 gp
	Text33: 19,300
	Text34: Mystic Union
	Text35: 15,000 xp
                                    of 24,000 XP (L4)
	Text36: Spidersilk Shirt (AC+4) 
	Text37: - Buckler (worn / slung on back)
- Baldric
- Spear hangs on Baldric
- Composite Bow hangs on Baldric
- 2 handed Sword belt Scabbard
- Dagger belt Scabbard
- Back Quiver w/ 20 Arrows:  
      [ ] [ ] [ ] [ ] [ ]  [ ] [ ] [ ] [ ] [ ]
      [ ] [ ] [ ] [ ] [ ]  [ ] [ ] [ ] [ ] [ ]
- Bandoleer w/
     *Dagger
     *Dagger
     *Lamp Oil
     *Lamp Oil
     *Metal Scroll Case w/
- Belt w/ scabbards & 2 pouches w/
     *Flint & Steel + 
      Continual Light Pendant (wrapped in cloth)
     *Daily Spell components
	Text38: - Spidersilk Shirt **
- Backpack w/
     *"Moonz- Keep Out" in metal box
     *Sack w/ 20 Arrows: 
            [ ] [ ] [ ] [ ] [ ]  [ ] [ ] [ ] [ ] [ ]
            [ ] [ ] [ ] [ ] [ ]  [ ] [ ] [ ] [ ] [ ]
     *Wool Blanket & Clothes
     *Large Wine Skins x2: [ ] [ ] [ ] [ ]   [ ] [ ] [ ] [ ]
     *Wax Candles x 3: [ ] [ ] [ ]
     *10 bow strings: [ ] [ ] [ ] [ ] [ ]   [ ] [ ] [ ] [ ] [ ]
     * 100' Rope
     * Iron Rations x 21: [ ] [ ] [ ] [ ] [ ] [ ] [ ] 
                                     [ ] [ ] [ ] [ ] [ ] [ ] [ ]
                                     [ ] [ ] [ ] [ ] [ ] [ ] [ ]
     *Spell Component Bag
	Text39: 
	Text40: Spellbook: "Moonz -Keep Out"
L1: Read Magic; Circle Protection; Detect Magic;
Sleep; Fear; Invisible Chuggins; Stone Missile; Hold Portal

L2: Mind Reading; Brew Potions; Dirt Pile, Continual Light



His heritage and upbringing have left him with a very nasty disposition toward full ogres and he must make an INT check or instantly attack or provoke an attack from any chaotic ogre he meets, at their initial meeting. Proven Lawful or Neutral ogres are exempt from his rage. He feels for other half-ogres and is loathe to have to destroy any of them, unless they prove to be chaotic villains, as was his 'father.'
	Text41: Spells Memorized: (L1 4/d): ____________________________
 
           _____________________________________________

            _____________________________________________

            _____________________________________________

            _____________________________________________

            _____________________________________________

(L2 1/d)   ___________________________________________

            _____________________________________________


