ZILMORA THE WISE
Elf Sorceress « Tevel: 1
TRAITS

ABILITIES

- N\ Add =2 to all rolls to handle
i and deal with magic.

N\ AL 2 to all rolls to search
§ INVESTIGRICE /,«) and investigate.
~ N\ Once per Page: Add - dy to
@Uriusioy ) an Auack roft.

N\ Jou have 4 Spe[[;l)oints you can
7)) SPELLS ) use to cast spells. l%gain all used
R 2 spell points after a (Rest. =5

- ozl - N\ (Use 1 Spell. Point: (ain -+6
(=" O o> ) SPELL: ARCANE ARMO (De_fense}}w ﬁe (Paﬂe.
EQUIPMENT & LOOT: - oo
O > SErL: GUICEER \\ (Use 1 Spe[[ Point: Add +15 to all
P 2 ) Dexterity rolls for the i(Page.
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ZILMORA THE WISE
Elf Sorceress « Jevel: 2

TRAITS

€ S

g g N\ AN\
| C\©/> C\Q/D

VIRTUE

ABILITIES
Add 2 to all rolls to handle
and deal with magic.

<: ) \©/ » \\ Add +2 to all rolls to search
/\ § and investigate. A

\Q/ , Add 2 to all rofls to recall
WEAPON: C§> history and knowledge.
Orireblast Spell N

Y/
Z N\ Once per Page: Add -+ dj to
o @mosen O ok roft
| GoLp: | R Page: Add + dy t e
3 nce per Yage: * dg to
e % T §> a @anﬁaﬂe roll.
SOUIPMENTSTCRE N\ Jou have 5 Spell ;Points you can_
2 % T _ ) use to cast spells. %ﬁain all used
R LS spell points after a (Rest. Y
4 N\ (Use 1 Spell Point: (sain 6
@) (Defensepfor (tlf:e Page.
)
Z \\ Use 1 Spell Point: Add +15 to all
{ ’? Pexterity rolls for the Page.
)
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ZILMORA THE WISE
(E[f Sorceress + Yevel: %3

TRAITS

VIRTUE

PO
\ / ABILITIES
@ Add 2 to all rolls to handle
@) ARCANE AD id! ) and deal with magic.

4 Ac[c[ +2 to all rolls to search
@ § INVESTIGATOR ) and investigate
= ~ el

\Q ~ Add 2 to all rofls to recall
WEAPON: \ STUDF‘NT ) history and knowledge. 553
Eireb[ast Spell Once per Page: Add = dj to

- @ O an Agack ot
- GGLD‘ - Once per Page: Add + d, t0:><J
T @ a@anﬁage%o[ o e
EQUIPMENT Q LOOT: —

You have 6 Spell Points you can
SR N ) SPELLS <><><><> )) use to cast spe}z[s (lp%gam};[[ used
R LY spell points after a (Rest By
\\ ‘Use 1 Spell Point: (5ain +6
@ Defense for the Page.
)

(Use 1 Spell Point: Add +15 to all
Pexterity rolls for the Page.

@) SPELL: QUICKEN \

(Use 1 Spell Point: Add +15 to all
> Charisma rolls for the Page.

o>
(Use 1 Spell Point: Add 15 to all

":\ SPELL: DIVINATION Wisdom and CInteflect rofls for the Page.
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SPELL: ENCHANT
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ZILMORA THE WISE
Elf Sorceress « Tevel: 4

O

DD

VIRTUE

ABILITIES

O PS>
@ C D = N\ Add =2 to all rolls to handle
¥ N i and deal with magic.

Orireblast Spell \N

Add 2 to all rolls to search
/) and investigate.

= Add +2 to all rolls to recall
history and knowledge.

| GoLb:
Ooxe O >0
EQUIPMENT & LOOT:
(@ = X O S

4 Once per Page: Add + dy to:w
@rvsion O an Atack roll
Once per Page: Add =+ dj to
a @amagei?*o L

Q

You have 8 Spell Points you can
%) SPELLS <><><><><> use to cast spgf[s. (Il%gainya[[ used
R LAY spell points after a (Rest.

4 \\ (Use 1 Spell Point: (ain =6
S A R (De_fensepfor (tl;e Page.

\ (Use 1 Spell Point: Add +15 to all
y Dexterity rolls for the Page.

-3
N\ (Use 1 Spell Point: Add +15 to all
§ Charisma rolls for the Page.
>
~ (Use 1 Spell Point: Add 15 to all
@) SPELL: DIVINATION ))oWisdom and Cntellect roffs for the Page.

\ (Use 1 Spell Point: Reduce the Y
SPELL: SHIELD first 6 Points of incomiitg damage

4 on the {Page to zero.
\\ Use 1 Spell Point: Add +dzo to all
SPELL: FIREBALL Attack and Damage rofls for the Page.
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ZILMORA THE WISE
Elf Sorceress « Tevel: 5

(& =0

ABILITIES
= Add 2 to all rolls to handle
i and deal with magic.
dd =2 to all rolls to search

@> :ﬁd investigate.

Add +2 to all rolls to recall
@ history and knowledge.

i C g -

T O OWwice per Page: Add = dy to

an Attack rolfl.,
Once per Page: Add -+ dy to

o v ForcE Bort  OJ)g Damage rofl.
EQUIPMENT & LOOT: :
(o< O = You have 10 Spell Points you can

)

¢

&

SPELLS <><><>g<>g<> use to cast spegs. (f{%gain all used
>

spell points after a (Rest.

(Use 1 Spell YPoint: (sain +6
SPELL: 30 e benulity Defense for (tlf:e Page.

(Use 1 Spell Point: Add +15 to all

Q

j» Pexterity rolls for the Page.
N\ (Use 1 Spell Point: Add +15 to all
( § Charisma rolls for the Page.

(Use 1 Spell Point: Add 15 to all
@) SPELL: DIVINATION ))owisdom and Clntellect roffs for the Page.

((Use 1 Spell Point: Reduce the e

SPELL: SHIELD first 6 Points of incomiitg damage
4 on the {Page to zero.

(Use 1 Spell Point: Add +dzo to all
SPELL: FIREBALL Attack and Damage rofls for the Page.

(Use 1 Spell Point: Add 15 to aft >

@@ ¢ ?3 SPELL: ENLARGE trength and Constitution rolls for
— the Page.
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ZILMORA THE WISE
Elf Sorceress « Jevel: 6

(& =0

ABILITIES
= \ A -2 to all rolls to handle
§ and deal with magic.
N\ Add =2 to all rolls to search 2
'@ and investigate.
Add 2 to all rolls to recall .
r(~ history and knowledge.
Owice per Page: Add = dgq to
@ anAttack roll.
"l C Y g S
Foxcx BOTTIR XS Owice per Page: Add + dy to

1

g
g
I

a Damage roll.

Ry N e You have 12 Spell Points you can -
EQUIPMENT & LOOT: %) SPELLS ) use to cast spells. Regain all used
(Ooxe S o) R QOO spell points after a" esi. : 7%,

& (Use 1 Spell Point: (5ain =6

bl 0 Defense for the Page.

(Use 1 Spell Point: Add +15 to all
Pexterity rolls for the Page.

\\ Use 1 Spell Point: Add 15 to all
») Charisma rofls for the Page.

(Use 1 Spell Point: Add 15 to all o
d 5 Wisdom and CIntellect rofls for the Page.
((Ise 1 Spell Point: Reduce the R
@ first 6 Points of incomiitg damage
= on the Page to zero. S
(Use 1 Spell Point: Add +dzo to all
i SPELL: FIREBALL > Attack and (Yamage rolls for the Page.
(Use 1 Spell Point: Add =15 to all

@) SPELL: ENLARGE ) a?ér(ef)ﬂg;@ and Constitution rofls for

A i
C =\ (Use 1 Spell Point: Restore diz
@) SPELL: REGENERATE (Hea[lfﬁ}%oin(tls, Re

<>

@) SPELL: QUICKEN

@) SPELL: ENCHANT
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