Stephen Lawrence AKA:  Slar

       Human (Dromeosaurid)

STR:  18-87 (18)
To Hit:  +2 (+1); Damage:  +4 (+2); Weight Allowance:  185 (110); Max Press:  330 (255); Open Doors:  14 (11); BB/LG:  30% (16%)

DEX:  18 (19)
Reaction Adjustment:  +2 (+3); Missile Attack Adjustment:  +2 (+3); Armor Class Adjustment:  -4 (-4)

CON:  18 (14)
Hit Point Adjustment:  +4 (+1); System Shock:  99% (90%); Resurrection Survival:  100% (94%)

INT:  18

Additional Proficiencies:  7; Maximum Spell Level:  9th; Chance to Learn Spell:  70%; Spells Per Level:  18

WIS:  16

Magical Defense Adjustment:  +2

CHA:  18

Maximum Henchman: 15 (and Lisa); Loyalty Base:  +8

COM:  23 (9)
Reaction Adjustment:  +16 (+4); With Dragons: +8 (0); With women:  +19 (+7)

Hit Points:
122  (+3/ Lvl after 9 th) Regenerate 1/ Turn due to Ioun Stone

Alignment:  Chaotic Good with Neutral Tendencies (Aberrant)

Level:  
Dragon Slayer 
10

AC:
-12 (-12)
Front

Bracers, AC=2, +3 AC if Unarmored and Unencumbered, +4 Ring


Thief

10


-12 (-12)
Shield-less

of Protection, +4 Dragonscale Cloak, +1 Ioun Stone, Dex Bonus.


Mage (Slayer Mage)
8


-7 (-12)
Surprised

(Base AC is 5, Lung Fu adds +3)


Bard

8


-7 (-12)
Rear


Trader

8

Mental AC:  -4 


(+55% Psionic Resistance due to Ioun Stones)

Darokin Merchant
8


Merchant Prince
8

Saves:
Fear:  8 Base, -1 Total





-9 due to Items, Check versus Bravery before rolling save.


Horror:  8 Base, -1 Total




-9 due to Items


Paralyzation/Poison:  8 Base, -1 Total



-9 due to Items


Death:  8 Base, -7 Total




-15 due to Items and Stats


Rod/ Staff/ Wand:  10 Base, 1 Total (-1 if Ray-type Wand)

-9 due to Items (-2 from Dex if it is a ray-type wand.)


Petrifaction:  12 Base (Eurayle), -1 Total



-13 due to Items and Stats


Polymorph:  9 Base, -4 Total




-13 due to Items and Stats


Breath Weapon:  9 Base, -4 Total (-8 if AoE)


-13 due to Items and Stats


Dragon Breath:  9 Base, -5 Total (-9 if AoE)



-14 due to Items, Stats, and Dragon Slayer Abilities



(No Damage on a successful save, 1/2 Damage if the Save fails.)

Spell:  11 Base, 2 Total (-2 if Dodgeable)



-9 due to Items


Mind Affecting Spell:  11 Base, 0 Total



-11 due to Items and Stats


Charm Based Spells:  11 Base, -3 Total



-14 due to Items, Stats and Bard Abilities


Special:  +2 to all Saves vs. Sound Based Attacks

Magic Resistance:  
60% (6% per Level)

Immune to:
Dragon Fear, Insanity, and the Effects of Vacuous Grimoires.

Surprise:  
Only on a 1, with +1 vs. Penalties

Thief Skills

Skill

Base
Armor
Dexterity
Points 
Special
Gear



Success%


Bribe Official
  5
-10
  -
+80





75%

Climb Walls
60
+10
+5
-





75%

  w/ Rope Set
60
+10
+5
-

+50 from Rope Set


125%

  w/ Harness and
60
+10
+5
-

+10 from Thieves Harness and Climbing
85%

     Daggers






Daggers

Detect Illusion
10
-
-
+65
-
-



75%

Detect Magic
  5
-
-
+70
-
-



75%

Detect Noise
15
-
-
+60
-
+10 if using Ear Cone


75% / 85%

Escape Bonds
10
+5
+10
+55
-
-



80%

Find/Remove Traps
  5
-
+5
+90
-
+20 with Lockpicking Kit

100% / 120%

Hide in Shadows
  5
+5
+10
+75
-
-



95%

  In Woodlands
95
-
-
-
-
+5 from Camouflage


100%

Move Silently
10
+10
+10
+65
-
+4 from Silenced Shoes

99%

Open Locks
10
-
+15
+50
-
+20 with Lockpicking Kit

75% / 95%

  If Rusty

95
-
-
-
-
+10 from Oil and Funnel

105%

Pick Pockets
15
+5
+10
+70
-
+5 from Powder and Rosin

105%

  Cutting Strings
100
-
-
-
-
+5 from Mini-blade Ring

105%

Read Languages
0
-
-
+75
-
-



75%

Tunneling

15
+10
+5
+45
-
-



75%

· Speaks Thieves Cant

· Backstab is at +6, x4 Damage

· +8 to Hit Dragons, +10 to Hit Red Dragons




(Blood Oath and Slayer Abilities)

· +10, and +1 per Slayer level to Damage Dragons



(Double Strength and Slayer Abilities)

· May Issue a Mortal Challenge to a single Dragon.  If the Dragon


(Mortal Challenge) 

Fails a Save vs. Death Magic, it must fight him in single combat.

· May build defensive constructions, barricades and entrenchments.


(at 6 th. Level)

· May build siege engines and artillery weapons.

· May operate siege engines and artillery weapons.



(at 4 th. Level)

· May lead 100 Troops per level.  (1000 current)



(at 7 th. Level)

· Dragons who are targeted by his spells are at –40% (-5% per level) 
to their Magic Resistance.





(Slayer Mage)
· He can control red dragons as if using a “Potion of Dragon Control” 
using the gem located in his “Ear ring of Proof vs. Detection and Location”

(Slayer Mage)

· He can control black dragons as if using a “Potion of Dragon Control”
using the gem located in his “Ear ring of Comprehend Languages and Reading Magic”
(Slayer Mage)
· May use wizard scrolls with up to level 4 spells freely, with an 80% chance of success
(Mage and Thief)
for spells level 5-9.
· Poison Mastery:  Types C, D, E, F, G, I, and J



(Bard)
· May Discern Fake Gems and Objects of Art.




(Bard)
· May Alter Moods and Reactions as a Bard of Level 8



(Bard)
· May counter song attacks and magical effects within 30’


(Bard)
· 40% (5% per level) Legend/Lore ability.




(Bard)
· “Fast Talk” 






(Trader)
· Glibness, as the trait
· May rally friends within 80’ (10’/Level) for 8 rounds.  They can gain +1 to Hit or 
(Bard)
+1 to Saves or +2 to morale.  This ability takes 3 rounds to operate.
· Learns 1 language at every level, +1 extra at levels 2, 5, 8, 11, etc…

(Language Mastery and Trader)
· Trouble Sense:  Surprised only on a 1
· Alertness:  +1 vs. Surprise Penalties
· Ambidexterity.  As he has two-weapon style, he suffers no penalty to off-hand attacks.
· Allure:  +3 to reactions with the opposite sex, and one free female henchman (Lisa).
· Musical talent, Instrument:  Learn two instruments per proficiency slot expended.
· Buy in bulk for a 40% discount.





(Darokin Merchant)
· Has 9 Current Broker Points





(Darokin Merchant and Merchant Prince)
Spell Use

Mage Spells:
As Mage level 8, with Int. Bonus Spells and Bonus Spells (2).  Spell Casting of Wizard spells is hazardous, requiring a Save vs. Breath Weapon.




If the save fails, he takes 1 point of damage per level of the spell.  He also suffers a –15% penalty to learn spells.

Level   1
____
____
____
____
____
____
*____
*____

Level   2
____/____

____/____

____/____

____/____

____/____

*____/____

*____/____

Level   3
____/____/____
____/____/____
____/____/____
____/____/____
*____/____/____
*____/____/____

Level   4
____/____/____/____

____/____/____/____

____/____/____/____

*____/____/____/____


*____/____/____/____

Bard Spells:
As Bard level 8, with Int. Bonus Spells.  Spell Casting of Bard spells is hazardous, requiring a Save vs. Breath Weapon as above.   He also suffers a –15% penalty to learn spells.

Level   1
____
____
____
*____
*____

Level   2
____/____

____/____

____/____

*____/____

*____/____

Level   3
____/____/____
____/____/____
*____/____/____
*____/____/____

Darokin Merchant Spells:
As Darokin Merchant level 8, with Int. Bonus Spells.  Spell Casting of Darokin Merchant spells is hazardous, as above.  He also suffers a –15% penalty to learn spells.

Level   1
____
____
____
_____
_____
_____
*____
*____

Level   2
____/____

____/____

____/____

_____/_____
_____/_____
*____/____
*____/____

Level   3
____/____/____
____/____/____
*____/____/____

Merchant Prince Spells:
As Merchant Prince level 8, with Int. Bonus Spells.    Spell Casting of Merchant Prince spells is hazardous, as above.  He also suffers a –15% penalty to learn spells.

Level   1
____
____
____
____
*____
*____

Level   2
____/____

____/____

____/____

*____/____

*____/____

Level   3
____/____/____
____/____/____
*____/____/____

Level   4
____/____/____/____

____/____/____/____

*____/____/____/____

Attacks and THAC0s

Weapon/Attack
# of 
To Hit
Damage
Damage


Range

Speed
Initiative
Type
Size
THAC0



Attacks
Bonus
Bonus
Sm/Med
Large
Short
Medium
Long
Factor
Modifier



Axe-Mace: Axe
2
+5
+8
1d6
1d4
-
-
-
8
4
S
M
6


Mace

+6
+9
1d6
1d4
-
-
-
8
3
B

5


2-hands
2
+5
+9
1d8
1d8
-
-
-
5
1
S
M
6




+6
+10
1d6+1
1d6
-
-
-
5
0
B

5

Composite Bow:











L


Sheaf
2
+2
+4
1d8
1d8
40
80
170
7 (4)
5 (2)
P
S
9


Flight
2
+2
+4
1d6
1d6
60
120
210
7 (4)
5 (2)
P
S
9


Sheaf +1
2
+3
+5
1d8
1d8
40
80
170
6 (3)
4 (1)
P
S
8


Sheaf +2
2
+4
+6
1d8
1d8
40
80
170
5 (2)
3 (0)
P
S
7


Broad
2
+3
+4
1d8+1
1d8+1
40
80
170
7 (4)
5 (2)
P
S
8

Dagger +2
(Thrown)
2 (1 of 4)
+5 (+7)
+8
1d4
1d3
10
20
30
2
-2
P
S
6 (4)

Dragon Tooth
2 (1 of 4)
+3 (+5)
+6
1d4
1d3
10
20
30
2
0
P
S
8 (6)

Combat Knife
2
+4
+7
1d4
1d3
-
-
-
2
0
P
S
7

Silver +2 (Thrown)
2 (1 of 4)
+5 (+7)
+8
1d4
1d3
10
20
30
2
0
P
S
6 (4)

S. Sword, Quickness
3
+5
+8
1d6
1d8
-
-
-
First/ 3
-/ -3
P
M
6

S.S. Scalecleaver
2
+4
+7
1d6
1d8
-
-
-
3
0
P
M
7

     Vs. Scaled
2
+8
+11
1d6
1d8
-
-
-
3
-2
P
M
3

     Vs. Dragons
2
+16
+27
1d6
1d8
-
-
-
3
-2
P
M
-1


(Hits AC –3 on a rolled 2)

Longsword, Red
2
+5
+8
1d8
1d12
-
-
-
5
1
S
M
6

     Dragon Slayer

     Vs. Dragons
2
+15
+26
1d8
1d12
-
-
-
5
-1
S
M
-4


(Hits AC –4 on a rolled 2)

     Vs. Red Dragons
2
+17
+26
3d8
3d12
-
-
-
5
-1
S
M
-6


(Hits AC –6 on a rolled 2)

Longsword, Green
2
+5
+8
1d8
1d12
-
-
-
5
1
S
M
6

     Dragon-Slayer


     Vs. Dragons
2
+13
+26
1d8
1d12
-
-
-
5
-1
S
M
-4

 
(Hits AC –4 on a rolled 2)

    Vs. Green Dragon
2
+13
+26
3d8
3d12
-
-
-
5
-1
S
M
-4


(Hits AC –4 on a rolled 2)

Glamma-Rang
1 of 2
+8
+9
1d4
1d4
20
40
60
6
2
S
S
3

Sword-Sheath, Magi
2
+3
+6
1d6
1d3
-
-
-
4
2
B
M
8

     Power

2
+5
+8
1d6
1d3
-
-
-
4
0
B
M
6

          Charged
1 of 2
+5
+10
2d6
2d3
-
-
-
7
3
B
M
6

Lung-Fu Attacks
4/rnd. in any combination.  Dromeosaurid Attacks are marked with an *.

     Punch

up to 4
+4
+6
1d8
1d8
-
-
-
3
1
B
B
7

     Kick

2 of 4
+3
+6
1d6
1d6
-
-
-
3
1
B
B
8

     Circle Kick
2 of 4
+5
+6
1d8
1d8
-
-
-
5
3
B
B
6

     Flying Kick
1 of 4
+3
+6
1d10
1d10
43
-
-
5
3
B
-
8

Kicking Blades
2 of 4
+3
+6
1d8
1d8
-
-
-
3
1
S
-
7

     Circle Kick
2 of 4
+5
+6
1d10
1d10
-
-
-
5
3
S
S
6

     Flying Kick
1 of 4
+3
+6
1d12
1d12
43
-
-
5
3
S
S
8

*   Claw

2 of 4
+2
+5
1d8
1d8
-
-
-
3
0
S
S
9

*   Bite

1 of 4
+2
+5
1d12
1d12
-
-
-
3
0
P
S
9

*   Tail Slap
1 of 4
+2
+5
2d4
2d3
-
-
-
3
0
B
-
9

*   Kick

2 of 4
+2
+5
1d12
1d12
-
-
-
3
1
S
-
8

*   Circle Kick
2 of 4
+4
+5
1d12+1d2
1d12+1d2
-
-
-
5
3
S
-
6

*   Flying Kick
1 of 4
+2
+5
2d8
2d8
43
-
-
5
3
S
-
8

Weapon Proficiencies

Axe-Mace:  3



1-handed use, 2-handed use, and specialization.

Composite Long Bow:  1


Proficiency

Short Blades:  2



Tight Group Proficiency

Dagger:  2




Specialization, Off Hand Specialization

Thrown Dagger:  2



Specialization, Off Hand Specialization

Short Sword:  2



Specialization, Off Hand Specialization

Medium Blades: 2



Tight Group Proficiency

Long Sword:  2



Specialization, Off Hand Specialization

Jo Stick: 2




Specialization

Boomerang:  2



Specialization

Lung Fu:  11



Basic, Circle Kick, Flying Kick, Iron Fist, Eagle Claw, Heavy Blow, Prone Fighting, Leap, Blind, Vein, Artery





(Kick 1, 2; Strike 1, 3; Blunt 1; Movement 2, 4; Slash 1, 2, 3)
Languages/Non-Weapon Proficiencies

Score
Name



Stat
Bonus
Where did he get that skill?

18
English



INT
-
Native Tongue

19
Read/Write


INT
+1
Secondary

18
Elven



INT
-
Trader

18
Dwarven



INT
-
Language Mastery

18
Chromatic Dragon


INT
-
Dragon Slayer

18
Metallic Dragon


INT
-
Slayer Mage

18
Orc



INT
-
Language Mastery

18
Oerth Common


INT
-
Language Mastery

18
Planar Common


INT
-
Language Mastery

18
Krynnish Common


INT
-
Language Mastery

18
Toril Common


INT
-
Language Mastery

18
Mystaran Common


INT
-
Language Mastery

18
Athasian Common


INT
-
Language Mastery

18
Brechtur



INT
-
Language Mastery

18
Anuirian



INT
-
Language Mastery

18
Rjuvik



INT
-
Language Mastery

18
Vos



INT
-
Language Mastery

18
Khinisai



INT
-
Language Mastery

17
Play Guitar


DEX
-1
Bard, Musical Talent

17
Play Mandolin


DEX
-1
Bard, Musical Talent

18
Sing



CHA
-
Bard

18
Bargain



CHA
-
Merchant

18
Appraisal



INT
-
Merchant

21
Fast Talk



CHA
+3
Merchant

17
Ancient History


INT
-1
Bard

18
Local History


CHA
-
Bard

17
Spellcraft



INT
-1
Kit, and 1 Proficiency Slot

18
Cantrip



INT
0
Merchant

18
Dragon Lore


INT
0
Dragon Slayer and Slayer Mage

16
Navigation



INT
-2
Secondary

18
Astronomy


INT
0
Secondary

16
Tracking



WIS
0
Dragonslayer

16
Swimming



STR
-2
Secondary

19
Sailing/Seamanship


DEX
+1
Secondary

18
Dance



DEX
0
1 Proficiency Slot

18
Gaming



CHA
0
1 Proficiency Slot

18
Looting



DEX
0
1 Proficiency Slot

16
Religion



WIS
0
1 Proficiency Slot

17
Dark Lore



INT
-1
1 Proficiency Slot

18
Spacemanship


DEX
0
1 Proficiency Slot

18
0-G Combat


DEX
0
1 Proficiency Slot

18
Tumbling



DEX
0
1 Proficiency Slot

16
Dirty Tricks


WIS
0
1 Proficiency Slot

15
Animal Handling


WIS
-1
1 Proficiency Slot

16
Animal Training


WIS
0
1 Proficiency Slot

19
Ride, Land Based


WIS
+3
1 Proficiency Slot

14
Ride, Airborne


WIS
-2
2 Proficiency Slots

-
2 Weapon Style


-
-
1 Proficiency Slot

-
2-Hander Style


-
-
1 Proficiency Slot

-
Blind Fighting


-
-
2 Proficiency Slots

-
Dragon Slayer Attack Specialization
-
-
1 Proficiency Slot


Breach Attack


Breath Stun


Dazzle


Dodge/Attack


Double Damage


Weapon Throw


Wing Attack


Great Blow

Gear, both Magical and Mundane
(C) Covered in Red Dragon Hide



(B) Belt

(S) Secured with Piano Wire



(H) Harness

(D) Made of Red Dragon Hide



(P) Pack Frame

(N) Non-Interactive Extra-dimensional Space

(V) Closed with Sharkskin
(F) Non-Combustible, will not combine with oxygen

(*) Magic Item

Camouflage Bodysuit (F)


(V) Right Front Outer Pocket



(S, D) Small Bag




30 Gold Pieces




3 Bloodstones (50 GP value)


(V) Left Front Outer Pocket



(S, D) Small Bag




20 Platinum Pieces




3 Jargoons (100 GP value)


(V) Right Front Inner Pocket



(S, D) Small Bag




20 Platinum Pieces




3 Garnets (500 GP value)




(*, N) Portable Hole (See “In the Hole”)


(V) Left Front Inner Pocket



(S, D) Small Bag




3 Red Tears (1000 GP value)




3 Rubies (5000 GP value)


(V) Right Rear Pocket



(D) Leather Wallet




Fine Lock Picks (+10 Open Locks/ Remove Traps)


(V) Left Rear Pocket



(D) Small Pouch




(*) 4 Fire Agates (10 GP value), each with “Continual Light” cast upon them.


(V) Right Breast Pocket



(D) Leather Pouch




(*) Tarot Deck of Many Things, wrapped in a cloth of Drow spider silk.  The plaques are made of Gold Dragon scales.  The Deck is

complete, and unmodified.  Slar has already drawn, but did so on the home plane of Tyche, the master of this particular deck, thus the

deck remains in his possession.


(V) Left Breast Pocket



(D) Leather Pouch




(*) Deck of Many Things, wrapped in a cloth of the finest Shou Lung silk.  The plaques are of stiffened vellum, painted with the finest




of pigments.  Many wishes were expended, by Slar and many others, which have resulted in modifications to this particular Deck.




The “Void” is missing, the cards remain behind no matter what cards are pulled, and multiple pulls are allowed to those who draw from




the deck.  The first pull may consist of any number of cards named by the drawer.  A second pull can be made, always consisting of 5




cards, no matter what the drawer may wish (Jester and Fool may change this).  A third pull may also be declared by the foolhardy, of




at least 2, and no more than 10 (Jester and Fool may change this) cards, after which the deck will no longer work for that person.




Also wrapped within the silk cloth are 58 additional cards, made of the same materials and in the same style as the deck, making a




complete Tarot deck in the style of the Deck of Many Things.

(*, N, C) “Cloak of Plenty”  Lined with deep purple satin, and covered in Red Dragon hide.  Due to special enchantments laid upon it, it acts as a Cloak of Protection,

as well, though only when worn by Slar (or another Slayer Mage).  In addition, it confers a +4 to all saves vs. Elemental based attacks, such as fire, cold,

electricity, etc…  The user is warm and dry in any climate.  Sleep while wearing the cloak counts as bed rest.  The cloak gives its wearer 60’ Infravision.

Its 12 extradimensional pockets contain a variety of foodstuffs, which refill daily through the magic of the cloak:  ½ pound of good cheddar; ½ pound loaf

of hot cinnamon-raison bread; 1 pound barbecued spare ribs; 4 ears steamed and buttered sweet corn; 1 apple; 1 orange; 1 pear; 1 qt. Strawberries; ½ pt. 

Honey; ½ pound cracked walnuts; 1 qt. cold apple cider; 1 qt. cool water; 1 hunting knife.



(*) A “Brooch of Begoing” secures the cloak.  It is set with two small rubies (500 GP each).  It currently has 43 charges.  It grants +1 Protection,




though this only works with Bracers of AC, and is currently inactive due to Slar’s Cloak and Ring.  Once per day, the Brooch allows




its wearer to become “Invisible” as the spell of the same name.  Once per week, at the cost of 2 charges, the wearer may “Teleport”




as the spell, with himself and up to 750 lbs.  3 times per week, at the cost of 1 charge, the wearer may “Blink”, as if by the spell, up to




6’ in a specified direction.



(*) A “Scarab of Protection” is pinned to the cloak, upon the collar.  It grants a +2 to all saves, and allows a saving throw against spells normally




allowing no save, with a base of 20.  (Due to items, stats and class abilities, the base save is reduced to 11, 9 vs. mind affecting, 




7 if ray-like or otherwise dogeable, 6 if charm-related, and 5 if it is Death magic.)

(*) A “Hat of Disguise” (III) upon his head, generally resembling a floppy beret made of Red Dragon hide.  It can alter the wearer’s appearance as follows:  +/- 25% to


height; +/- 50% to weight; male or female as desired; any color of hair and eyes; facial features and complexion at users whim.  A successful disguise 


check will allow the user to mimic another persons looks without flaw.


(D) Headband of the “Hat of Disguise”



(*) Mounted on the band is a “Lens of Magical Detection”, which functions as the ring of the same name.  It currently has 98 charges, and is recharged

by the casting of a “Detect Magic” spell within 20’.  The wearer may see magical auras from enchanted items or persons, including those merely under

the effect of an item, potion, spell, or magical power, including charms, curses, invisibility effects, polymorphs, and undead status.  The Lens does not

confer any ability to determine what the effect is, merely its presence, though a successful Spellcraft roll may reveal which school of magic the effect

belongs to.



(*) Thrust through the band, holding it to the hat, is a “Hatpin of Displacement”, which acts as the cloak of the same name.  The first successful attack



by a given opponent to strike the wearer misses, and further attacks by that opponent are at –2 to Hit.  The wearer also gains +2 to all saves.

(C) Aurora’s Riding Boots, each armed with retractable kicking blades.  Both have hollow heels, and each has two sheaths.


(C) Right outer boot sheath for short sword



(*) Sirocco:  +2 Short Sword of Quickness, its hilt is wrapped in Red Dragon hide, and the pommel is set with a ruby (5000 GP value).


(C) Right inner boot sheath for dagger



(*) Dragon-tooth Dagger:  +1, with the “Bone Steel” enchantment.  The weapon gains no bonus to hit or damage.  Made of a Red Dragon’s canine tooth,



hilt wrapped with Red Dragon hide, and pommel set with a ruby (5000 GP value). 


Right hollow heel



Fine Lockpicks (+10 Open Locks/ Remove Traps)


(C) Left outer boot sheath for two wands



(*) “Wand of Magic Missiles” with 76 charges.  The command word is “gotcha”.



(*) “Wand of Secret Door and Trap Detection” with 87 charges.  The command word is “Reveal” in Elven.


(C) Left inner boot sheath for dagger



(*) Dragon-tooth Dagger:  +1, with the “Bone Steel” enchantment.  The weapon gains no bonus to hit or damage.  Made of a Red Dragon’s canine tooth,



hilt wrapped with Red Dragon hide, and pommel set with a ruby (5000 GP value). 


Left hollow heel



Emerald (5000 GP value)

(*, D) “Bracers, AC = 2”


Right Bracer has two chains, each attached to a plain gold band



(*) “Ring of Invisibility/Inaudibility”  Generally worn on the ring finger of the right hand.



(*) “Ring of Animal Control”  Generally tucked into the right bracer, if it is worn, it substitutes for the “Ring of Invisibility/Inaudibility”.




Spring Sheath for dagger





(*) “Dagger +2” of fine steel, hilt wrapped in Red Dragon hide, pommel set with a ruby (5000 GP value).  One of a matched pair.


Left Bracer has two chains, each attached to a plain silver band



(*) “Ring of Protection +4”  Generally worn on the forefinger of the left hand.



(*)  “Ring of X-Ray Vision”  Generally tucked into the left bracer, if it is worn, it substitutes for the “Ring of Protection +4”.




Spring Sheath for dagger





(*) “Dagger +2” of fine steel, hilt wrapped in Red Dragon hide, pommel set with a ruby (5000 GP value).  Second of a matched pair.

Right Hand non-magical rings


Forefinger:  Mini-blade ring, set with a Bloodstone (50 GP value)


Middle finger:  Gold ring (300 GP value), set with a Red Tear (1000 GP value)


Pinky:  Gold ring (20 GP value), set with a Jargoon (100 GP value)

Left Hand non-magical rings


Middle finger:  Platinum ring (200 GP value), set with a Fire Opal (1000 GP value)


Ring Finger:  Mithril wedding band (500 GP value), unadorned.  Engraved within is “Eternal” in English


Pinky:  White Gold ring (20 GP value), set with a Garnet (500 GP value)

Right Ear


(*) “Ear Ring of Proof vs. Detection and Location” as the amulet of the same name.  Stud ear ring set with a:



(*) “Ruby (5000 GP value) of Red Dragon Control” which works as the potion of the same name, except that it is a permanent item, without time limit.

Left Ear


(*) “Ear Ring of Comprehending Languages and Reading Magic” as the helm of the same name.  Stud ear ring set with a:



(*) Jet (5000 GP value) of Black Dragon Control” which works as the potion of the same name, except that it is a permanent item, without time limit.

(*) “Necklace of Adaptation”  A simple gold chain from which hangs an:


(*) “Amulet of Holy Turning”, a Holy Symbol of Lathander,, the Morning Lord, of Toril, set with a Ruby (5000 GP value).  It can “Turn Undead” as a level 8


priest.

(*)  Riding his left shoulder is a:  “Claw of Nezram”.  An ivory hand, studded with rubies, with sharpened claws where the nails of the fingers would be, which emits a red

glow equal to a “Light” spell.  It is intelligent, with a Neutral alignment, INT 12, Ego 16.  It can be commanded by mental will of its owner to scratch any itch he

may have, unerringly.  It may also be commanded to attack another, clawing for 1d6 per round, automatically successful.  If a six is rolled for damage, the claw

grab its victims throat, causing 2d10 per round in subsequent rounds, or it can grapple the opponents weapon arm, negating one attack per round.  The claw is 

AC=0, and takes damage only from slashing weapons.  It has 200 HP, but 50 HP damage delivered in one day will cause it to become dormant for one day.

(*) Hidden within his inner right thigh are:  “Thieves Tools of Stealth”.  Within the pouch melded beneath his flesh are:  Fine lockpicks (+10 to Open Locks/ Remove Traps),


small pry-bar, 50’ waxed cord, 2 small hooks, 6 iron spikes, whipsaw, 2 cutters, 2 small velvet bags, black leather gloves, mask, iron grapnel with a 2’ shank and


an end-ring, 30 Gold Pieces, and a Ruby (5000 GP value).

(*) Floating above his head is the:  “Crown of Stars” recovered from Myth Drannor.  It consists of 12 palm-sized gems (3 emerald, 3 Ruby, 3 Diamond, and 3 Sapphire, at

14000 GP value, ea), floating in an unbreakable field, which glow with a slight radiance which cannot be dimmed, even by magical darkness.  In addition, a 

number of Ioun Stones have been added to the crown through the use of a wish.  Only Slar may remove these added stones from the field of the Crown, and he

may add any number of stones to the field.  In addition, the Crown now holds the powers of a “Crown of the Stars”, meaning that it may be used as a magical

Spelljamming “Helm” on any vessel of less than 50 tons, from up to 1 mile away.  The many powers of the Crown can be accessed up to 9 times per day, each, 

acting as if cast by a mage of level 20, and are as follows:


Dispel Magic; Lightning Bolt (9d6 damage, maximum); Unseen Servant (3 hours each use); Evard’s Black Tentacles (600’ sq, 20 hours duration

1d4 +20 tentacles); Wizard Eye (an image of the casters head, surrounded by gems, appears at the site being scryed upon).


Once per day it may unleash both “Death Spell” and “Disintegrate”.  Slar never uses these abilities, as they cost one permanent point from a random ability


Score, and carry a 30% risk that the Crown will vanish to a random place on Toril.



The Ioun Stones added to the Crown are:




Lavender and Green Ellipse:  absorbs spells of 5 th to 8 th level.  Has 41 charges remaining, 1 charge per level of spell.




Pink and Green Ellipse:  absorbs spells of 1st to 4th level.  Has 22 charges remaining, 1 charge per level of spell.




Maroon Star:  wearer is only harmed by magic, and magical weapons.




Dusty Rose Prism:  +1 Protection




Vibrant Purple Prism:  8 free spell levels.  Currently holds “Fire Trap”, “Hallucinatory Terrain”, and “Strength”




Yellow, of Variable Shape:  adds +1 to a random Stat, for 12 hours per 24.  It has no effect unless the Stat rolled for the day is WIS, as 





it has a maximum of 18 in a given Stat.




Cerulean Blue Rhomboid:  grants “Free Action” as the ring.




Deep Black Sphere:  allows the user to see up to 30’ through magical “Darkness”.




Iridescent Spindle:  allows the user to exist without breathing.




Pearly White Spindle:  allows the user to regenerate 1 HP per turn.




Dull Gray Rhomboid (2):  +1 to MAC, +5% to Psionic Resistance, ea.




Dull Gray Sphere (2):  +1 to MAC, +5% to Psionic Resistance, ea.




Dull Gray Ellipse (5):  +1 to MAC, +5% to Psionic Resistance, ea.




Dull Gray Prism (2):  +1 to MAC, +5% to Psionic Resistance, ea.

(F, C) Canvas Web Belt with (F, C) H-Harness and (D) Housebreakers Harness.  Items on the belt and harness are listed from right of the buckle to left of the buckle, then 


from the right shoulder down, then the left shoulder down.


(B, D) Dagger Sheath



(*) Dragon-tooth Dagger:  +1, with the “Bone Steel” enchantment.  The weapon gains no bonus to hit or damage.  Made of a Red Dragon’s canine tooth,



hilt wrapped with Red Dragon hide, and pommel set with a ruby (5000 GP value). 


(B, C, F) Large Belt Pouch with side clips



4 Potions of Healing


Bandages


Wound cleaning kit w/alcohol and swabs


2 Fast-light Strike Anywhere torch es, 1 in each side clip.


(B, D, *) “Short Sword Sheath of Power” with 19 charges, which acts as the staff of the same name.  May be used as a Jo-stick if removed from the belt.  Like the 



Staff, it has the following abilities:  +2 to AC and Saves; acts as a +2 Weapon; may be used for a “Retributive Strike”; 



Cast the following as an eight level mage:  1 Charge each:  Double Damage on a strike (2d6+4/ 2d3+4); Continual Light; Magic Missile (4 Missiles);



Darkness, 5’r; Ray of Enfeeblement; Levitation; Cone of Cold (8d4+8); 2 Charges each:  Shield, 5’r (as the “Shield” spell, but all sides are considered

the front); Globe of Invulnerability; Paralyzation Ray (40’ long by 20’ wide cone) If used for a “Retributive Strike”, it causes damage equal to 8 times

the number of remaining charges to all within 10’, 6 times the remaining charges in 20’, and 4 times the remaining charges in 30’, Save vs. Spells for

1/2 damage.  The user has a 50% chance of being sent to another plane by the blast, otherwise he is destroyed.




(*) “Scale Cleaver”, a short sword (+1, +5 vs. Scaled Foes, or those in Scale Mail).  The hilt is wrapped in Red Dragon hide, and the pommel




is set with a Ruby (5000 GP value).


(B, C, F) Large Belt Pouch with side clips



5 lb mallet (in clip)



5 climbing daggers



metal can of oil and a tiny funnel



Padded folding grapnel (in clip) attached to 600’ of silk rope threaded through his thieves harness, and attached to the second grapnel


(B, C, F) Canteen Pouch



(F) Metal Canteen and Cup, with water.


(B, C, S, *) “Bag of Holding”.  Weighs 15 lbs, but holds 500, 24 of which are free



Axe w/hood; cording mallet; fishing tackle kit; Aurora’s knife set; 60’ rope ladder; folding saw; 4 tree beds; 2 tree seats; hinge removal kit; key making



set; superior hacksaw; various files; (F) Guitar; mandolin; 30 lb mallet; 2 pick-axes; 4 shovels; post-hole digger; awl with cover; auger with cover; bow



drill; 2 sets of chisels; 2 of each type of clamps; claw hammer; spike hammer; chisel hammer; peg mallet; stone setting mallet; crosscut saw; 2-man ripsaw,



2-man logging saw; framed jigsaw; diamond-toothed hacksaw; diamond-toothed stone jigsaw; pulley (1000 lb cap.); wheeled pry bar; 5 gallon water skin,



100 Platinum pieces. 


(B, C, F) Canteen Pouch



(F) Metal Canteen and Cup, with water.


(B, C, F) Large Belt Pouch with side clips



(D) Leather rope bag (in clip)

600’ silk rope, threaded through thieves harness, and tied to both grapnels.



5 climbing daggers



20 steel pitons with leather-padded heads and rings



30 snap-rings



Padded folding grapnel (in clip) attached to 600’ of silk rope threaded through his thieves harness, and attached to the first grapnel


(B, D, *) “Long Sword Sheath of the Magi” with 22 charges, which acts as the staff of the same name.  May be used as a Jo-stick if removed from the belt.  Like the



Staff, it has the following abilities:  +2 to Save vs. Spell; Absorb spells at 1 charge gained per level absorbed (overcharging results in a “Retributive 

Strike”); cast the following for 0 charges as an 8 th level mage: “Detect Magic”; “Enlarge” (x1.8); “Hold Portal”; “Light”; “Protection From Evil/Good;

cast the following for 1 charge each:  “Invisibility”; “Fireball” (8d6); “Knock”; “Lightning Bolt (8d6); “Pyrotechnics”; “Ice Storm”; “Web”; “Wall of 

Fire”; “Dispel Magic”; “Passwall”; cast the following for 2 charges each:  “Whirlwind” (as the Djinni ability); “Conjure Elemental” (once per day for

each of Air, Earth, Fire, and Water); “Planar Travel”; “Telekinesis” (up to 200 lbs).  If used for a “Retributive Strike”, it causes damage equal to 8 times

the number of remaining charges to all within 10’, 6 times the remaining charges in 20’, and 4 times the remaining charges in 30’, Save vs. Spells for

1/2 damage.  The user has a 50% chance of being sent to another plane by the blast, otherwise he is destroyed.




(*) “Bane of Verthraxiss” a Long Sword of Slaying Red Dragons.  +2, +4 vs. Dragons, causing 3d12 to Red Dragons.  Any dragon struck




by the sword must roll a Magic Resistance check.  If it fails, it must then Save vs. Death.  Should the Save fail, the dragon is slain outright.




Dragons struck by the sword have their Magic Resistance lowered by 5% per hit for 1 turn.  Bane speaks Toril Common, Chromatic, and 




Auld Wyrmish, is Chaotic Good, with an INT of 14 and an Ego of 16, and always acts as a gentleman.  He is formerly a member of an order 




of dragon slayers, and knows a great deal about dragons, acting as a sage in this area.  His attitude only rarely affects Slar, usually when he is




dealing with members of high society or highly religious folk.  He feels Glamma-rang is a ruffian, and gets along poorly with him.


(B, C, F) Large Belt Pouch with side clips



Fast-light Strike Anywhere torch (in clip)



Sparker, magnesium stick, Whet stone kit, listening cone with mesh, field glass



Fast-light Strike Anywhere torch (in clip)


(B, D) Dagger Sheath



(*) Dragon-tooth Dagger:  +1, with the “Bone Steel” enchantment.  The weapon gains no bonus to hit or damage.  Made of a Red Dragon’s canine tooth,



hilt wrapped with Red Dragon hide, and pommel set with a ruby (5000 GP value). 


(H, C, F) Right harness strap, upper:  Small Hardened Leather Pouch



Corked steel vial of Cat-stink



Corked steel vial of Aniseed



(F) 20 wooden pencils



(F) Pocket sharpener



Pad of 3x5 paper, 100 sheets


(H, D) Right harness strap, middle:  Dagger sheath, handle down, hung to draw with the left hand.



+2 Dagger, of Silver, with hilt wrapped in Red Dragon Hide and a Ruby in the pommel (5000 GP value)


(H, C) Right harness strap, lower:  Boomerang case



“Glamma-Rang” the boomerang of Sharpness.  A +3 Boomerang, it acts as +5 for purposes of what it can hit.  If a throw with the boomerang misses,



or if it should successfully sever a limb or item, it may be thrown again in the same round, otherwise it takes the remainder of the round to return.



It will sever the limbs of a Med. or smaller opponent on a natural 16 to 20.  Larger creatures require a natural 17 to 20.  On a natural roll of 18 to 20,



it may sever stone or metal.  If a roll does indicate the severing of a limb, Glamma-rang may roll against its INT of 17 to attempt to strike the neck or



chosen limb of a creature, rather than rolling randomly.  Should the roll succeed, a being is entitled to a Save vs. Death to attempt to interpose a limb



between its neck and the boomerang, only loosing that limb on a success.  Failure indicates death, in the case of a neck blow.  Glamma-rang has an 



INT of 17, and an Ego of 16.  He speaks Toril Common, Elvish, and can interpret Thieves Cant.  He adds +5% to attempts to Open Locks, Find



and Remove Traps, and Read Languages, but subtracts 5% from Move Silently, due its giving of advice during attempts at such skills.  It can detect:



Gems, type and value, in a 5’r; Precious Metals, type and value, in a 20’r; and Traps, type and trigger, in a 10’r.  Chaotic Good in alignment, he is



Graceless, tactless, irreverent, sarcastic, and lusty, traits which occasionally creep into Slar’s behavior.  He feels Bane is stuffy and arrogant.


(H, C, F) Left harness strap, upper:  Small Hardened Leather Pouch


Corked steel vial of Cat-stink



Corked steel vial of Aniseed



Sewing Kit


(H, C, F) Left harness strap, middle:  Combat Knife sheath, handle down, hung to draw with the left hand.



(F) Combat Knife, with the hilt wrapped in Red Dragon hide


(H, C, S, N, *) Left harness strap, lower:  “Pouch of Accessibility”, having 30 pockets, each of which holds 10 lbs.

1) Glass Cutter, 10 Lime-wood strips, metal bar-lifter, 10 sheets tar paper (1’ sq), Aurora’s lockpick kit (+10 to Open Locks)

2) Collapsing mirror pole, 2 Corked steel vials of Cat-stink, 2 Corked steel vials of Aniseed, Prybar

3) (*) 4 corked steel vials (Potion of Healing), 4 corked copper vials (Potion of Invisibility), Potion Bottle (Philter of Glibness)

4) (*) 3 Bottles with screw on lids (Potion of Extra Healing), Glass Jar (Quilzar “Apathy Jar”.  Acts as the spell “Emotion”, with the effect of 

Hopelessness, 30’r for 2d4+2 rounds, Save vs. Poison to resist.)

5) 10 large waxed canvass sacks (may be used as body bags)

6) Empty
7) Empty
8) Cleaning kit, 5 Fast-light Strike anywhere torches

9) 100 Caltrops

10) 100 Caltrops

11) 100 Caltrops

12) 100 Caltrops

13) Collapsing mirror pole, spare boots, 3 pairs socks

14) 2 jumpsuits, 2 pair underwear, 2 pair shorts, 2 tee-shirts

15) Fancy shoes, fancy clothes, and fancy cape.

16) Web belt and H-harness

17) 12 bottles fine ale, ice cold

18) 12 bottles porter, ice cold

19) 10 lbs ground coffee, fine blend
20) 10 lbs white sugar

21) 1 gallon jug of cold milk, 1 qt. bottle of vinegar

22) 2 bottles fine white wine, 2 bottles fine red wine, 1 bottle Elven wine

23) 1 gallon water skin, 1 qt. bottle of rubbing alcohol

24) 10 lbs preserved beans, fruits and vegetables

25) 10 lbs grain cereals and pastas

26) 10, 16 oz. Top sirloin steaks

27) 10 lbs boneless skinless chicken breast

28) 9 lbs assorted spices, 4 bottles pepper sauce

29) Camp cook set

30) First aid kit, including 2 sets collapsing crutches

(N, *) Worn under jumpsuit is a “Girdle of Many Pouches”.  It has 64 pouches, each holding ten lbs.

1-32) Various Spell components

33) 3 lbs Powder, 3 lbs Rosin, 2 jars face-black, 2 jars weapon black

34) (*) Potion Bottle with “Potion of Green Dragon Control”

35) (*) 5 Sealed straws with “Dust of Appearance”, 8 Folded packets of “Dust of Disappearance, 2 corked glass vials of “Dust of Sneezing and Choking”

36) 10 Candles, 20 pieces of chalk, magnifying lens, 2 steel hand mirrors

37) Wizards traveling spell book.  Paper, bound in steel covers and spine, with locking cover, Red Dragon hide stretched over the whole.  Clasps and lock

are plated with gold.  First and second level spells.

38) Wizards traveling Spellbook, as above, third and fourth level spells.

39) Bardic Spellbook, as above, first and second level spells.

40) Bardic Spellbook, as above, third and fourth level spells.

41) Merchant Spellbook, as above, first through fourth level spells.

42) Merchant Prince Spellbook, as above, first through fourth level spells.

43) Empty.

44) Small, 1-man tent, blanket, sleeping bag, pillow.

45) 10 Adamantine stone-biter arrows, folding bow, Aurora’s rope set.

46) Chessboard with pieces, and checkers.

47) 10 lbs assorted candies, mostly chocolate.

48) 10 lbs trail mix.

49) 10 lbs shelled pistachios.

50) 10 lbs fancy mixed nuts, shelled

51) 1/2 gallon sesame oil, 1/2 gallon peanut oil

52) 10 lbs dried fruit

53) 10 lbs peppered beef jerky

54) 5 rounds of hot sourdough bread, 30 buttermilk biscuits

55) 10 lbs assorted cheeses

56) 10 lbs assorted cheeses

57) 20 cigars, 3 lbs various premium tobacco blends, 5 pipes, 1 box (100) Alchemist Fire Sticks (matches)
58) Mess kit, 20 tent stakes, sparker, magnesium stick, Whetstone kit, Spare Combat Knife
59) 1 gallon water skin

60) 1 gallon water skin

61) 10 lbs potatoes

62) 500 gems, 1 GP value ea.

63) 10 lbs assorted sweet breads

64) Empty

(D) Sheath, across back, point down, for long sword


(*) “Doom of Atis-Olarath”, a Longsword “Green Dragon Slayer”, +2, +4 vs. Dragons, doing 3d12 to Green Dragons.  The hilt is wrapped with Green Dragon


hide, and the pommel is set with an Emerald (5000 GP value)

(F) Pack Frame


(F, C, S, P) Canvas pack (Similar to AC-1) with 3 large outer pouches and 1 large bag.



(V) Left Pouch




3 Pair socks, 3 pair underwear, 1 pair pajamas



(V) Middle pouch




(*, N) Wooden box, 12” x 6” x 6”, it is a “Folding Boat”.  The command “longboat” causes it to form a 4 man boat, 10’ L x 4’ W x




2’ Deep, with 1 pair of oars, anchor, a mast, and a lateen-rigged sail.  The command “Coaster” causes it to form a small ship, 24’ L x




8’ W x 6’ Deep, decked, with a single rowing seats, 5 sets of oars, steering oar, anchor, deck cabin, mast, and square-rigged sail, 




capable of holding 15 men.  The command “box-it” causes it too reform back into a box.



(V) Right Pouch




Complete thieves tool kit, including fine picks (+10 to Open Locks), glasscutter, pry bar, 10 sheets tar paper, oil and funnel, whipsaw,




Small tools, 10 spikes, and a small mallet.



(V) Main Bag




2 Jumpsuits, blanket, camp kit, mess kit, and copies of all spell books (see above)


(P) Right of Pack Frame are 2 quick release clips



(*) “Axe-Mace +2/+3”, right draw, mace down.  Formerly +3, the axe-head is chipped, reducing its bonus to +2.  Shaped somewhat like (>--<0,



the axe-head is mounted perpendicular to the haft, similar to an adze.  The weapon may be wielded one-handed or two-handed, in a technique



similar to that used with a bayonet on a rifle.

(P) Left of Pack Frame are 2 quick release clips



(*) “Mace of Doom”, left draw, head down.  The mace is invisible, and calls out “Destroy them! Destroy Them!” every three rounds if it is grasped.



It is dedicated to destroying dragons of all types, and upon contact with one will explode, causing 4d6 of magical damage to the wielder and all 

within 20’, save for half.  The dragon so struck takes 8d6 magical damage, and recieves no save, nor does its magic resistance affect the damage.

The mace is destroyed by this attack.


(P, D, V)  Score Quiver, under pack, with flap, opens to the right



7 Sheaf arrows, +1 magical



4 Adamantine stone-biter arrows



2 Major grapnel arrows



7 Aluminum arrows with 3-bladed razor heads (+1 to Hit and Damage due to quality)


(P) Sleeping Bag, rolled up and stowed under quiver


(P, F) Shelter Half, with folding support and 6 stakes, rolled up and stowed under sleeping bag


(P, D) Bow case, stowed under shelter half, opens to the left



(*) +1 Magical double-recurve, horn-backed laminate composite longbow, useable from a horse, allows STR bonus of up to a 19 STR to be 

applied to damage




(F, C) 8 shot bow quiver





(*) 5 Sheaf arrows, +2 magical





(*) 3 Sheaf arrows, +1 magical


(P, C) Gallon water skins, 2, one per side of the frame

In The Hole:
Slar’s “Portable Hole” contains his office and study room, as well as his personal “Mirror of Mental Prowess” (User may read the thoughts of any being reflected in it.


User may scry with the mirror as if it were a crystal ball with clairaudience.  User may use it as a two way gate to those places scryed upon.  Once per week


the user may ask a short question about any creature whose image is shown on the mirrors surface, and have it answered as a “Contact Other Plane” spell).


Among the books on the shelves are 3 “Vacuous Grimoires”, which change places among the books so that one never knows where they will be found.

Spells:
Spells marked with an * are in Slar’s book, though he must memorize them before he can cast them.

Mage:


Level 1:
Burning Hands, Cantrip, *Conjure Spell Component, *Copy, Corpse Visage, Cure Light Wounds, *Detect Magic, *Detect Secret Passages and



Portals, Detect Undead, Enlarge, *Erase, Feather Fall, *Find Familiar, Gaze Reflection, *Hold Portal, *Identify, Magic Missile, *Mending,



Protection From Evil, Protection From Hunger and Thirst, Read Magic, Sleep, Snilloc’s Snowball, Tenser’s Floating Disk, Unseen Servant, 



Wall of Fog, Wizard Mark


Level 2:
Agannazar’s Scorcher, Blade Leap, Blade Thirst, *Circle, Darsson’s Fiery Cube, Detect Invisibility, Detect Poison, Detect Psionics, *Fire Trap,



Flaming Sphere, *Forget, Ice Knife, *Invisibility, *Knock, Know Alignment, Lightning Strike, *Locate Object, *Locate Portal, Melf’s Acid Arrow,



Protection From Lycanthropes, Protection From Paralysis, Protection From Poison, *Quimby’s Enchanting Gourmet, Resist Energy Drain, *Rope



Trick, *Sense Shifting, *Speak With Dead, Stinking Cloud, *Strength, Wizard Lock


Level 3:
*Air Sphere, Alamir’s Fundamental Breakdown, *Assist, Bewilder, Ball Lightning, *Bigby’s Pugnacious Pugilist, Delude, Dispel Magic, *Enhance 

Rating, Fire Ball, Fire Lance, Flame Arrow, Gust of Wind, Haste, Hold Person, Hover, Invisibility 10’r, Lance of Disruption, Lightning Bolt, 

Steeldance, Tenser’s Deadly Strike, *Trap Spellbook, Wraithform


Level 4:
Archveult’s Skybolt, *Awaken Intelligence, *Bigby’s Battering Gauntlet, *Bigby’s Construction Crew, *Bigby’s Force Sculpture, Confusion,



*Create Darkenbeast, Delayed Magic Missile, *Disfigure, Enervation, Evard’s Black Tentacles, *Fire Gate, Fire Shield, Fire Trap, Ice Storm,

*Improved Strength, *Improved Invisibility, *Leomund’s Secure Shelter, Locate Creature, Minor Globe of Invulnerability, *Negate Magical Weapon,

Phantasmal Killer, Remove Curse, Sargasso, Ship Invisibility, Solid Fog, Spark Burst, Stone Skin, Wall of Fire

Bard:


Level 1:
Alarm, Armor, Audible Glamour, Catapult, *Change Self, Charm Person, Chromatic Orb, Color Spray, *Comprehend Languages, Dancing Lights, 



Delay Image, *Displace Self, Friends, Jump, *Light, *Murdock’s Feathery Flier, Nahal’s Reckless Dweomer, Phantasmal Force, Precognative Sense,



Spider Climb, Spook, Taunt, Ventriloquism


Level 2:
*Alter Self, Blur, *Continual Light, Darkness 15’r, Detect Evil, ESP, Fascinate, Glitterdust, Hornung’s Baneful Deflector, Hypnotic 



Pattern, Improved Phantasmal Force, Levitate, Magic Mouth, Mirror Image, Protection From Normal Weapons, Shatter, Snillocs Cream Pie, Time



Slip, Vocalize, Web


Level 3:
Chant of the Red Wizards, Chastise, Clairaudience, Clairvoyance, Comfort, Detect Charm, Dispel Silence, Distraction, Flashburst, Fly, Improved



Magic Mouth, Instant Audience, Item, Monster Summoning I, Suggestion, Talon’s Skitmaster, Tongues, Wall of Sound


Level 4:
Charm Monster, Conjure Cabinet, Cook, Emotion, Find Treasure, Hallucinatory Terrain, Jest, Juggle, Minor Creation, Monster Summoning II,



Polymorph Other, Polymorph Self, Programmed Glamour, Shadow Monsters, Spendelarde’s Chaser, Thunderlance, Vacancy, Wind Breath

Merchant:


Level 1:
Calm Animals, Clear Sight, Count Coins, Detect Evil, Evaluate, Ignore Road, Orientation, Predict Weather, Resist Climate, Trust


Level 2:
Check Load, Crowd Summoning, Detect Ambush, Detect Magic, Hold Animal, Quicken Pace, Savoir Faire, Silver Tongue


Level 3:
Charm Animal, Detect Lie, Find Traps, Infravision, Inventory, Smuggling

Merchant Prince:


Level 1:
Clear Sight, Douse Flame, Faerie Fire, Light, Locate Sea Life, Oilskin, Precipitation, Read magic, Resist Cold, Sea Legs, Tar, Warp Wood


Level 2:
Careen, Entangle, Night Watch, Obscure, Predict Weather, Purify Food and Water, Produce Fire, Rot, Web


Level 3:
Call Lightning, Dispel Fog, Fireball, Lightning, Water Breathing, Watery Form


Level 4:
Ball Lightning, Protection From Lightning, Talk to Sea Creatures, Transmute Water to Ice

Henchmen/Followers

Lisa Hultin-Lawrence


Slar’s wife, and former apprentice thief.  Due to his Allure ability, she doesn’t count towards his limit of henchmen.

Harlon Astarma, The Orcslayer
 
Priest of Tempus, long time companion of Slar.  They have shared many adventures, and are used to facing adversity together.

Jinxerian



Mate of Lisa’s Psuedodragon follower, Jinderex.  He follows Slar mostly out of amusement.

Gore



Lizard-man Gladiator, famous throughout the Realms.  He was Slar’s sensei as he learned the disciplines of Lung-Fu.

Antonius Ac Tong


Harlon’s Brother in law, and leader of a group of Roman mercenaries stranded on Toril.

Jean Claude Lafitte


Half-elven swashbuckler extraordinaire, he commands the marines on the Skyfish, Slar’s spelljamming vessel.

Martin Caiden


Captain of the Skyfish, and long time friend of Jean Claude.

Beorndon Ap Sidhelie


Dragon Slayer/ Slayer Mage under whom Slar studied, he is now the pilot of the Skyfish.

Rhiannon Fitzhugh


Elf Trader, she runs Slar’s trade empire on the Birthright world.

Kazakh of the Dwarves

Dwarven Psionicist, and Illithid Hunter.  He follows Slar in hopes of finding a cure for his race’s low birth rate.

Mahrud, the Whirling Wind

Chief of a tribe of Jann whom Slar rescued from death, he serves out of gratitude for the lives of his tribe.

Grunk



Half-orc warrior, his father serves under Baron Killian Wyntyr.  He specializes in building engines of destruction.

