Various NPC's / other interesting facts








Muraders: The ruling body over Marhiem.





Names:


Torc, Asept, Vlasheve, Henchuar





Stats:





Torc(human fighter)   str:17(20) dex:14(18) con:11 cha:8 int:11 wis:10, AC -3(-7), ThacO 15, Lvl 6, exp 56,726, HP 38, age 28, height 6'4", weight 285


weapon profs: (sp)battle axe spf7 1d8, (sp)long sword spf5 1d8 1d12, (sp)short sword spf4 1d6 1d8


(attacks 3/2 rounds)(+3 hit,+8 dam.)


non-weap. profs: survival, tracking, navigation


items: ring of speed(c), ring of strength, ring of dex.


misc. equip: full plate armor, cloak ac-3, clothing, grappling hook, silk rope, sack, backpack, battle axe, long sword, short sword


coin: 40 plat. 36 gold 21 elect. 57 silver 209 copper


saves: para, poi, DM  11


            rod, staff,wand  13


           petrif, poly  12


           Breathweapon  13


           spell  14





Asept(human mage)   str:8 dex:17(AC-2) con:7 cha:6 int:18 wis:10, AC 2, ThacO 18, Lvl 8, exp 104,726, HP 28, age 29, height 5'11" weight 189


weapon profs: (sp)dagger spf2 1d4 1d3


(+1hit,+2dam.)


non-weapon profs: spellcraft, reading/writing, navigation, herbalism, ancient history


items: deck of many things, wand of lightning, wand of wishing(1 ch)


misc. equip: clothes, wizard hat, spellbook, dagger


spellbook: armor, shocking grasp, 4 magic missle, burning hands, melf's acid arrow, flaming shpere, web, infravision, lightning bolt, enchanted weapon, spook, dispel magic, remove curse


saves: para, poi, DM  13


            rod, staff, wand  9


           petrif, poly  11


           Breathweapon  13


           Spell  10





Vlasheve(human fighter)   str:18/92(+2/+4) dex:16(-2 AC) con:16(+2hp/lvl) cha:14 int:8 wis:10, AC 4, ThacO 13, Lvl 8, exp 222,082, HP 75, age 19, height 6'1", weight 168


weapon profs: (sp)whip spf8 1d2 1


(+1hit,+2 dam.)


non-weapon profs: blindfighting, endurance, set snares


misc. equip: ring mail armor, buckler, clothes


*notes: on an adventure in Ravenloft, was bit by wolf. now changes to wolf form during any moons


saves: para, poi, DM  10


            rod, staff, wand  12


           petrif, poly  11


           Breathweapon  12


           Spell  13





Henchuar(human fighter)   str:14 dex:12 con:9 cha:10 int:8 wis:8, AC 0, ThacO 15, Lvl 7, exp 88,726, HP 61, age 17, height 6'2", weight 185


weapon profs: (sp)2-handed sword spf10 1d10 3d6


(+1hit,+2dam.)(2 attcks per round)


items: 50 gems


saves: para, poi, DM  10


            rod, staff, wand  12


            petrif, poly  11 (petrif -3)


            Breathweapon  12


           Spell  13








McGregor Allies





Ter Van Heusing(Vampire) CE, AC 1, HP 38, TH 11, # ATT. 1, DAM. D6+4, SA: energy drain, SD: +1 or better weapon to hit, xp 9000 (+2 to hit)


Equip. Dagger +2 poison D


immune sleep/charm/hold/poison/paralysis


spells cold/electricity 1/2 dam


(invis./chape change) summon bats/rats/wolves


spider climb


-undead followers





Lullen(Wight) sergeant


-shadows, wights





Zart'l(Sahuagin) baron


-legions of sahuagin





Skeleton Lord AC 3, HD 5, TH 15, DAM D8, XP 975


- 1/2 DAM except from blunt weapon


carrying- Amulet of Healing 1000xp/500gp val.





Training





In order for a warrior to train, he/she must go to nearest training areana and work on punching bag/trainer/etc. with whatever type of weapon required. This will cost a week of time for each level of exp. and a certain (changeable) cost to use the facility.


Clerics must only spend time of a week per level at a shrine to their diety.


Mages are searched down and transported to a special training area. If task is not complete, wizard will be reduced to lowest experience for previous level.


Theives must search out a thieve guild and recieve special "hints" from guildmaster. There is a fee to enter along with a special gift,(something of value to character).


Characters finding it hard to train might try to increase other minor abilities. Impressing the DM helps.





Vaults





Once in a  vault, coin is safe from all. Town guards always remain near the banks.





Vendor Prices





Prices throughout towns over the world may change product prices on a range of 50% - 150% of book price on any item.


