
Rampage amID The RuIns 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

COMBAT INFO

ADJ. MOVE:                              Attack Bonus:

Combat Bonuses: 

Weapon Total Attack Bonus Damage Size Hands Range ROF/Features

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

WEALTH EXP



GEAR
ARMOR WORN:

ITEM Location Item Location

WILL

OTHER NOTES: 


	Text1:  SHUMP (Grumpo's Cousin)
	Text2: CJ
	Text3: Fighter/Cleric 8
	Text4: Half-Orc
	Text5: Lawful
	Text9: Dark Vision
	Text8: 30
	Text7: M
	Text6: Lord Protector
	Text10: 
	0: 16
	1: 10
	2: 16
	3: 11
	4: 15
	5: 10

	Text13: 6 - adj.
	Text14: BASE SAVE: 7; WIS: +1 to Saving Throw rolls; Ftr: +2 bonus to saving throws against Breath Weapons, Energy Drain Attacks,Fumbles, Weapon Effects and Paralysis causing spells or effects
	Text11: 
	0: 21
	1: 51

	Text12: [ ][ ][ ][ ][ ]  [ ][ ][ ][ ][ ][ ][ ][ ][ ][ ]  [ ][ ][ ][ ][ ][ ][ ][ ][ ][ ]  [ ][ ][ ][ ][ ][ ][ ][ ][ ][ ]  [ ][ ][ ][ ][ ][ ][ ][ ][ ][ ]  [ ][ ][ ][ ][ ][ ]Con 15     [ ][ ][ ][ ][ ][ ][ ][ ][ ][ ]  [ ][ ][ ][ ][ ]  
	Text15: 25
	Text17: +8 [Fighter L6: +8] 2 attacks/rd
	Text16: STR:+1 to hit with melee weapons; +1 damage with melee and hurled weapons. Ftr: Bonus Damage: +3; Max Rampage: 8  [TOTAL: Melee +9 /+4 Missiles: +8 / - (+4 Hurled)]  SPECIAL: Great Blow: [ ] /per combat
	Text22: 
	0: Sling (Bullets)(Stones)
	1: +1 Great Sword
	2: Silver Dagger 
	3: Ironwood Mace
	4: +3 Arming Sword

	Text23: 
	0: +8
	1: +10
	2: +9 (+8)
	3: +9
	4: +12

	Text24: 
	0: d6+4 (d4+4)
	1: d8+5
	2: d4+4 (d4+4)
	3: d6+4
	4: d6+7

	Text25: 
	4: M
	3: S
	2: S
	1: L
	0: S

	Text26: 
	0: 1
	1: 2
	2: 1
	3: 1
	4: 1

	Text27: 
	4: M
	3: M
	2: M (10/20/30)
	1: M
	0: 40/80/160

	Text28: 
	0: (RoF: 1)
	1: SS
	2: (RoF: 2) FD, AM, H
	3: AP, not metal
	4: FD, DA

	Text18: First Aid (d8)Treat Critical Injury (d8)Detect & Treat Poison (d8)Quick Draw (d8)
	Text19: Languages: Common & Orc
	Text20: 16,868 gp (20,000 gp to road fund)
	Text21: 214,027 xp +                                                                            / 300,000 xp (lvl 9)
	Text33: Plate Armor [+7 to AC] & Shield +2** [+4 to AC]; Sash of Goblin Jerks**
	Text29: +3 Arming Sword**Ironwood Mace+1 Great Sword **Silver DaggerShield +2 **Quench Plate Armor [+ 7 to AC]Dragon Scale Cloak of Cold Resistance** Silver Holy Symbol (Sword within circle of flame)Bandoleer w/   - 1x Lamp Oils  [ ]   - 3x Military Oils [ ]  [ ]  [ ]   - 1x Cling Fire [ ]Belt Pouch w/   - Sling   - Flint & Steel   - 30 Bullets [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ]              [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ]Sash of the Goblin Jerks**Continual Light necklace (stone kept in pouch)
	Text30: Backpack w/   - Iron Rations (14 days) [ ] [ ] [ ] [ ] [ ] [ ] [ ]                                          [ ] [ ] [ ] [ ] [ ] [ ] [ ]   - Flint & Steel   - 2 wine skins (wine) [ ]  [ ]   - Crowbar   - Blanket   - Spare sling   - Spare bullets [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ]           [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ]Bag of Holding** w/   - Heal wounded potion [ ]  [ ]  [ ]  [ ]  [ ]  [ ]  [ ]  [ ]   - Healer's Bag w/        - Comfry Root x10 [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ]   - Hold Person Scroll [ ]  [ ]   - Jazz whips (x2) [Rusties]  [ ] [ ]   - Holy Water [ ]  [ ]  [ ]  [ ]  [ ]  [ ]   - Horn of the War Gods** (once/week [ ])   - Scroll of Example (3rd)   - Obsidian Heart of the Unknown Hoborg**   - Wineskins 2 pt ea. x6   - +1 Plate Armor of Magic Vulnerability**
	Text31: Sash of the Goblin Jerks**: whenever the wearer is hit with a maximal hit (natural 20) in melee combat, he rolls a saving throw, and if he passes, the attack damages the attacker instead of the wearer. A hobgoblin, goblin or bugbear wearing the sash is additionally protected against missile weapon maximals.Horn of the War Gods**: once per week this horn can be blown to summon a small band of warriors from the realms of the gods. These will be 3d6 Berserkers of Valhalla (see Book 2). When rolling the number appearing, any time a 6 appears, add 1 additional d6 to the total appearing.
	Text32: 
	0: Quote of the day...   "The Lord will protect you... thus, it is wrote."The Protector's Cup (formerly 'Shh, don't enter')  - club re-started by Shump with the 2 gp/day    profit going to nearest temple of the Protector**Obsidian Heart of the Unknown Hoborg: Invisibility, Dirt Pile, Remove CurseTHE OBSIDIAN HEARTS OF DAMNATION The Cult of the Damned taught their sorcerers how to make a device known as an Obsidian Heart, which is a heart-shaped piece of obsidian imbued with magic power.  The LAW states that all such devices must be handed over to the Temple of Mithras for safekeeping or destruction.   On the black market, they can fetch anywhere up to 50,000gp. Each heart has the following powers:    A—It is infused  with 3 spells, each of which can be cast by a magic-user holding the Heart, once per day.    B—A magic-user who uses the heart can make any illusion, curse, summoning, or protection spell permanent either as a steady-state or regenerating  once per day, as long as the heart stays within 200’ of the spell.    C—A person carrying the heart gains +2 to all saving throws, +2 to armor class, and reduces all damaging attacks made against him by 2 points..    D—Anytime a spell of level 1-3 (cleric or magic-user, either direct cast, or scroll or from a wand/staff/rod) is targeted at the user, and he makes a saving throw, the spell is reflected back at the caster.    E—After one week has passed, each day a person possesses an Obsidian Heart, he must roll a Saving Throw or have his alignment shift to Chaotic, coupled with a refusal to ever give up the device, until the device is removed from him and a Remove Curse is cast.  If he refuses an order from a priest of Dagon, he will immediately lose 10% of his XP total and must save or be paralyzed for 1d4 rounds.
	1: Normal Memorized CastingsL1(3x/day): Heal Wounds [ ] [ ];                    Light/Darkness [ ]                   other;_______________ [ ]L2 (2x/day): Find Traps [ ]                    Hold Person [ ]                    other;_______________ [ ]L3 (2x/day): Continual Light [ ]                    Blessed Weapon [ ] (2 weapons)L4 (1x/day): Heal Wounded 10' radius [ ]                    other;_______________ [ ]  - Combat Bonus: Dispel Magic [ ]  - Lawful Bonus: Stand the Fallen [ ] Warhorse (w/ tack): [3d8 HP:18] 35' / 30' / 20'Crown of Law of the Mtn King**  (At castle)                                                              20230212



