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Al'sandrea Flass



None



None



Neutral Evil



Character Name



Player Name



Deity



Region



Alignment



Evoker 3



Human / Humanoid



Medium / 5 ft.



5' 5" / 157 lbs.



Normal



CLASS



RACE



SIZE / FACE



HEIGHT / WEIGHT



VISION



Emerald



Auburn



3 (3)

Character Level (CR)

ABILITY NAME



3000 / 6000



17



Female



EXP/NEXT LEVEL



AGE



GENDER



ABILITY EQUIPPED ABILITY ABILITY PENALTY

SCORE SCORE MODIFIER DAMAGE



STR



HP



9



-1



hit points



DEX 14



+2



armor class



Strength



Dexterity



INT

Intelligence



WIS

Wisdom



AC



+0



Constitution



14



12



:



CHA 17



14



:



FLAT



10 + 0



=



BASE



TOUCH

=



+6



modifier



TOTAL



+4



+



+2

DEX

MODIFIER



MISC

MODIFIER



BASE

SAVE



FORTITUDE



+1



=



+3



=



(dexterity)



WILL



=



+7



(wisdom)



ABILITY



+1



+



+1



+



+3



+



MAGIC



+0



+



+2



+



+4



+



MISC



+0



+



+0



+

+



+0



EPIC



+0



+



+0



+



+0



+



+0



+



+0



+



+0



✓



TEMP



✓

✓

✓

✓



+



✓

✓



TOTAL



MELEE



BASE ATTACK BONUS



+0



=



+3



=



+0



=



STAT



+1



+



+1



+



+1



+



SIZE



-1



+



+2



+



-1



+



MISC



+0



+



+0



+



+0



+



TEMP



EPIC



+0



+



+0



+



+0



+



0



+



0



+



+0



+



attack bonus



✓

✓



HAND



Silver Dagger

1H-P

1H-O

2H



TH

Dam



✓

✓



attack bonus



GRAPPLE



✓

✓



attack bonus



RANGED



+



0



0



+



+



NATURAL

ARMOR



SIZE



0



+0



0



Arcane

Spell

Failure



ARMOR

CHECK

PENALTY



SPELL

RESIST



2

DEFLECTION



SKILL NAME



TOTAL



REFLEX



2

STAT



TOTAL SKILLPOINTS: 48



✓



SAVING THROWS

(constitution)



+



SHIELD

BONUS



MISS

CHANCE



Light



Encumbrance



0



+



ARMOR

BONUS



+4



+3



Charisma



Points



Carried



To Hit



Dam



+1

-3

+1



1d4-2

1d4-2

1d4-2



2W-P-(OH)

2W-P-(OL)

2W-OH



SPEED



DAMAGE REDUCTION



Walk 30 ft.



INITIATIVE



20 21 +5 24 +7

18



HAIR

SUBDUAL DAMAGE



7

TOTAL



CON 11



EYES

WOUNDS/CURRENT HP



TYPE SIZE



PS



M



CRITICAL



REACH



✓



19-20/x2



5 ft.



✓



To Hit



Dam



-5

-3

-7



1d4-2

1d4-2

1d4-2



10 ft.



20 ft.



30 ft.



40 ft.



50 ft.



+4

1d4-2



+2

1d4-2



+0

1d4-2



-2

1d4-2



-4

1d4-2



✓

✓

✓

✓

✓



Special Properties: 10hp/inch and 8 hardness



✓



*: weapon is equipped

1H-P: One handed, in primary hand. 1H-O: One handed, in off hand. 2H: Two handed. 2W-P-(OH): 2 weapons, primary hand (off

hand weapon is heavy). 2W-P-(OL): 2 weapons, primary hand (off hand weapon is light). 2W-OH: 2 weapons, off hand.



✓

✓

✓



✓



Appraise

Balance

Bluff

Climb

Concentration

Concentration (Cast defensively)

Craft (Untrained)

Decipher Script

Diplomacy

Disguise

Escape Artist

Forgery

Gather Information

Heal

Hide

Intimidate

Jump

Knowledge (Arcana)

Listen

Move Silently

Perform (Untrained)

Ride

Search

Sense Motive

Spellcraft

Spot

Survival

Swim

Use Magic Device

Use Magic Device (Scroll)

Use Rope



+



0

DODGE



+



0



+



Morale



0



+



0



Insight



Sacred



KEY ABILITY



SKILL

MODIFIER



ABILITY

MODIFIER



INT

DEX

CHA

STR

CON

CON

INT

INT

CHA

CHA

DEX

INT

CHA

WIS

DEX

CHA

STR

INT

WIS

DEX

CHA

DEX

INT

WIS

INT

WIS

WIS

STR

CHA

CHA

DEX



12

2

6

-1

6

10

7

13

6

3

2

7

3

4

2

6

-1

9

6

2

3

2

7

4

13

6

4

-1

4

8

4



+



0



+



Profane



0

MISC



MAX RANKS: 6/3



SKILLS

=

=

=

=

=

=

=

=

=

=

=

=

=

=

=

=

=

=

=

=

=

=

=

=

=

=

=

=

=

=

=

=

=



7

2

3

-1

0

0

7

7

3

3

2

7

3

4

2

3

-1

7

4

2

3

2

7

4

7

4

4

-1

3

3

2



RANKS



+



2



+



3



+



6

6



+

+

+



6

3



+



3



+



2



+



+

+

+

+

+



MISC

MODIFIER



+



3



+



4



+



2



+



2



+



4



6



1

1

2



+

+



✓: can be used untrained. ✗: exclusive skills. *: Skill Mastery.
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EQUIPMENT

ITEM



Signet Ring (INT +1)



LOCATION

Equipped



QTY

1



WT / COST

0 / 1,005



Equipped



1



0 / 8,000



Equipped



1



0/0



Equipped



1



0/0



Equipped



1



5 / 65,000



Carried



1



1 / 322



Carried



2



0 (0) / 25 (50)



Carried



20



0 (0.2) /

150 (3,000)



Carried



1



3 / 15



Carried



4



0.5 (2) / 0 (0.1)



Carried



1



10 / 75



Carried



1



1 / 0.5



Carried



1



0/1



Carried



1



1/0



Enhancement bonus to ability INT|+1



Robe ( AC Bonus (Deflection) (+2))

Deflection bonus to armor class of +2



Belt

Boots

Staff of Evocation

❏❏❏❏❏ ❏❏❏❏❏ ❏❏❏❏❏ ❏❏❏❏❏ ❏❏❏❏❏

❏❏❏❏❏ ❏❏❏❏❏ ❏❏❏❏❏ ❏❏❏❏❏ ❏❏❏❏❏



Silver Dagger

10hp/inch and 8 hardness



Scroll (Magic Missile)

❏❏



Scroll (Knock)

❏❏❏❏❏ ❏❏❏❏❏ ❏❏❏❏❏ ❏❏❏❏❏



Spellbook (Wizard's/Blank)

Bread (Loaf)

❏❏❏❏



Noble's Outfit

Rations (Trail/Per Day)

Tindertwig

Torch

Bright Illumination: 20 ft., Duration: 1 hr., Shadowy Illumination: 40 ft.



TOTAL WEIGHT CARRIED/VALUE



23.22 lbs.



77,468.6gp



if she has a high Intelligence score. Unlike a bard or sorcerer, a wizard may know any

number of spells. She must choose and prepare her spells ahead of time by getting

a good night's sleep and spending 1 hour studying her spellbook. While studying, the

wizard decides which spells to prepare.

Weapon and Armor Proficiency

[Wizards of the Coast Revised (v.3.5) System

Reference Document,

classesII]

Wizards are proficient with the club, dagger, heavy crossbow, light crossbow, and

quarterstaff, but not with any type of armor or shield. Armor of any type interferes with

a wizard's movements, which can cause her spells with somatic components to fail.

+2 bonus to Spellcraft when learning Evocation

[Wizards of the Coast Revised (v.3.5) System

Reference Document,

ClassesII]

Feat Bonus

[Wizards of the Coast Revised (v.3.5) System

Reference Document]

1 extra feat at 1st level.

Human Racial Traits (Ex)

[Wizards of the Coast Revised (v.3.5) System

Reference Document]

4 extra skill points at 1st level and 1 extra skill point at each additional level. 1 extra

feat at 1st level.

Skill Bonus

[Wizards of the Coast Revised (v.3.5) System

Reference Document]

4 extra skill points at 1st level and 1 extra skill point at each additional level.



WEIGHT ALLOWANCE

Light 30

Lift over head 90



Medium 60

Lift off ground 180



Feats

Heavy 90

Push / Drag 450



MONEY

Signet ring, bearing the seal of the ruling house in Mulmaster.

Total= 0 gp



MAGIC



Combat Casting



[Wizards of the Coast Revised (v.3.5) System

Reference Document,

Feats]

You get a +4 bonus on Concentration checks made to cast a spell or use a spell-like

ability while on the defensive or while you are grappling or pinned.



Improved Initiative



Languages

Common, Drow Sign Language, Elven



Other Companions

Special Qualities

Bonus Languages



[Wizards of the Coast Revised (v.3.5) System

Reference Document,

Feats]



You get a +4 bonus on initiative checks.

Spell Mastery (Arcane Mark, Light, Ray of Frost,

Resistance)



[Wizards of the Coast Revised (v.3.5) System

Reference Document,

Feats]

Each time you take this feat, choose a number of spells equal to your Intelligence

modifier that you already know. From that point on, you can prepare these spells

without referring to a spellbook.



[Wizards of the Coast Revised (v.3.5) System

Reference Document,

classesII]

Scribe Scroll

[Wizards of the Coast A wizard may substitute Draconic for one of the bonus languages available to the

Revised (v.3.5) System

character because of her race.

Reference Document,

Familiar

[Wizards of the Coast Feats]

Revised (v.3.5) System

You can create a scroll of any spell that you know.

Reference Document,

[Wizards of the Coast classesII] Alertness (Granted)

Revised (v.3.5) System

A wizard can obtain a familiar in exactly the same manner as a sorcerer can. See the

Reference Document,

sorcerer description and the information on Familiars below for details.

Feats]

Scribe Scroll

[Wizards of the Coast You get a +2 bonus on all Listen checks and Spot checks.

Revised (v.3.5) System

Reference Document,

classesII]

Proficiencies

At 1st level, a wizard gains Scribe Scroll as a bonus feat.

Club, Crossbow (Heavy), Crossbow (Light), Dagger, Quarterstaff

Spellbooks

[Wizards of the Coast Revised (v.3.5) System

Templates

Reference Document, Base Race Type

classesII]

Base Race Type ~ Humanoid

A wizard must study her spellbook each day to prepare her spells. She cannot prepare

any spell not recorded in her spellbook, except for read magic, which all wizards can

Temporary Bonus

prepare from memory. A wizard begins play with a spellbook containing all 0-level

wizard spells (except those from her prohibited school or schools, if any; see School Fox's Cunning (Mass)

Specialization, below) plus three 1st-level spells of your choice. For each point of

Intelligence bonus the wizard has, the spellbook holds one additional 1st-level spell of

your choice. At each new wizard level, she gains two new spells of any spell level or

levels that she can cast (based on her new wizard level) for her spellbook. At any time,

a wizard can also add spells found in other wizards' spellbooks to her own.

Spells

[Wizards of the Coast Revised (v.3.5) System

Reference Document,

classesII]

A wizard casts arcane spells which are drawn from the sorcerer/ wizard spell list.

A wizard must choose and prepare her spells ahead of time (see below). To learn,

prepare, or cast a spell, the wizard must have an Intelligence score equal to at least 10

+ the spell level. The Difficulty Class for a saving throw against a wizard's spell is 10 +

the spell level + the wizard's Intelligence modifier. Like other spellcasters, a wizard can

cast only a certain number of spells of each spell level per day. Her base daily spell

allotment is given on Table: The Wizard. In addition, she receives bonus spells per day
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Wizard Spells

LEVEL

PER DAY



0

4+1



1

4+1



2

3+1



3

—



4

—



5

—



6

—



7

—



8

—



9

—



LEVEL 0 / Per Day:4+1 / Caster Level:3

Name



❏❏❏❏❏ Acid Splash



School

Conjuration (Creation) [Acid]



Time

1 standard action



Duration

Instantaneous



Range

Close (30 ft.)



Source

RSRD:SpellsA-B



Universal



1 standard action



[V, S] TARGET: One missile of acid; EFFECT: Orb deals 1d3 acid damage. [SR:No]



❏❏❏❏❏ Arcane Mark



Permanent



0 ft.



RSRD:SpellsA-B



[V, S] TARGET: One personal rune or mark, all of which must fit within 1 sq. ft.; EFFECT: Inscribes a personal rune [visible or invisible]. [SR:No]

Evocation [Light]

1 standard action

*Dancing Lights



❏❏❏❏❏



1 minute [D]



Medium (130 ft.)



RSRD:SpellsD-E



[V, S] TARGET: Up to four lights, all within a 10-ft.-radius area; EFFECT: Creates torches or other lights. [SR:No]

Enchantment (Compulsion) [Mind-Affecting] 1 standard action

Daze



❏❏❏❏❏



1 round



Close (30 ft.)



RSRD:SpellsD-E



[V, S, M] TARGET: One humanoid creature of 4 HD or less; EFFECT: Humanoid creature of 4 HD or less loses next action. [SR:Yes; DC:17, Will negates]

Divination

1 standard action

Detect Magic



Concentration, up to 3 minutes [D]



60 ft.



RSRD:SpellsD-E



[V, S] TARGET: Cone-shaped emanation; EFFECT: Detects spells and magic items within 60 ft. [SR:No]

Divination

Detect Poison



❏❏❏❏❏



1 standard action



Instantaneous



Close (30 ft.)



RSRD:SpellsD-E



[V, S] TARGET: One creature, one object, or a 5-ft. cube; EFFECT: Detects poison in one creature or small object. [SR:No]

Evocation [Light]

*Flare



❏❏❏❏❏



1 standard action



Instantaneous



Close (30 ft.)



RSRD:SpellsF-G



[V] TARGET: Burst of light; EFFECT: Dazzles one creature [-1 on attack rolls]. [SR:Yes; DC:17, Fortitude negates]

Illusion (Figment)

Ghost Sound



❏❏❏❏❏



1 standard action



3 rounds [D]



Close (30 ft.)



RSRD:SpellsF-G



[V, S, M] TARGET: Illusory sounds; EFFECT: Figment sounds. [SR:No; DC:17, Will disbelief (if interacted with)]

Evocation [Light]

*Light



1 standard action



30 minutes [D]



Touch



RSRD:SpellsH-L



Universal



1 standard action



1 hour



10 ft.



RSRD:SpellsP-R



Evocation [Cold]



1 standard action



Instantaneous



Close (30 ft.)



RSRD:SpellsP-R



Divination



1 standard action



30 minutes



Personal



RSRD:SpellsP-R



Abjuration



1 standard action



1 minute



Touch



RSRD:SpellsP-R



❏❏❏❏❏



❏❏❏❏❏



[V, M/DF] TARGET: Object touched; EFFECT: Object shines like a torch. [SR:No]



❏❏❏❏❏ Prestidigitation

[V, S] TARGET: See text; EFFECT: Performs minor tricks. [SR:No; DC:17, See text]



❏❏❏❏❏ *Ray of Frost

[V, S] TARGET: Ray; EFFECT: Ray deals 1d3 cold damage. [SR:Yes]



❏❏❏❏❏ Read Magic

[V, S, F] TARGET: You; EFFECT: Read scrolls and spellbooks. [SR:No]



❏❏❏❏❏ Resistance



[V, S, M/DF] TARGET: Creature touched; EFFECT: Subject gains +1 on saving throws. [SR:Yes (harmless); DC:17, Will negates (harmless)]

* =Domain/Speciality Spell
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Al'sandrea Flass

Human

RACE



17

AGE



Female

GENDER

VISION



Neutral Evil

ALIGNMENT



Left

DOMINANT HAND



5' 5"

HEIGHT



157 lbs.

WEIGHT



Emerald

EYE COLOUR



Pale

SKIN COLOUR



Auburn,

HAIR / HAIR STYLE

PHOBIAS



,

PERSONALITY TRAITS

INTERESTS



, Fall creature, lest you feel my wrath.

SPOKEN STYLE / CATCH PHRASE

RESIDENCE

LOCATION



None

REGION



None

DEITY



Humanoid

Race Type

Race Sub Type



Description:

After 17 winters, her body is beggining to blossom into maturity. Lusturous auburn hair falls below her shoulders, with pouty lips

which further accentuate her sultry look, one which does not befit her age. Her emerald eyes filled with coviction, glint dangerously with

hidden mirth. Being of noble birth, her skin is unblemished and she holds herself in high regard due to her status and pedigree. Her

sadistic tendencies, and love of mind games making her a deadly foe on or off the battlefield, however, she holds tendancy to be eaily

goaded and enraged, espeically when losing.

Due to the nature of her mother's death, she has a deep rooted hatred of necromancers, as well as and extremely biased opinion

against the Witches Rashemen whom she despises for their efforts against the progress of the Thay.



Biography:

After the death of her mother at an early age, Al'sandrea was raised in a rather sheltered environment under the protection of her

father (Rassendyll the High Blade of Mulmaster). However, with each passing year, the resemblance she bore to her mother grew an

unbearable rift between them, which caused Rassendyll to distance himself from his only offspring. It was this cold distance, which

allowed the searing hate she harboured for her father begin to fester; a hate which was second only to her desire to avenge and

surpass her now deceased mother.

Despite her impressive pedigree, and latent talent, Al'sandrea realised her own insufferable weakness. Whilst safe behind the

imposing figure of her father and the walls of Mulmaster, she realised that her intentions to lay claim her mothers seat of Zulkir

(amongst the Red Wizards of Thay) and attempt to bring about it's former glory, were nothing but a distant and ungraspable future.

Deciding that she would leave the safety and protection of her home, venturing out into the vast expanse of the world beforel she

herself could become powerful enough to shape her own destiny and seize vengence she so sought.
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