RAMPAGE AMID THE RUINS CHARACTER SHEET
CHARACTER NAME SHUMP (Grumpo's Cousin) Player: CJ
cLassiever Fighter/Cleric 8 gpeces Half-Orc p ignvent Lawful

GOD (If Initiated);_Lord Protector gjzq. M Base Move: 30 vision Dark Vision

STRENGTH INTELLIGENCE WISDOM DEXTERITY CONSTITUTION CHARISMA

16 10 16 11 15 10

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

ARMOR CLASS HIT POINTS WOUNDS
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COMBAT INFO

ADJ. MOVE: 25 Attack Bonus: T8 [Fighter L6: +8] 2 attacks/rd

Combat Bonuses: 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

Weapon Total Attack Bonus | Damage | Size |Hands| Range |ROF/Features

Sling (Bullets)(Stones) +8 d6+4 (d4+4)| S 1 40/80/160 (RoF: 1)

+1 Great Sword +10 d8+5 L 2 M SS

Silver Dagger +9 (+8) d4+4 (d4+4) S 1 M (10/20/30) (RoF: 2) FD, AM, H
Ironwood Mace +9 d6+4 S 1 M AP, not metal
+3 Arming Sword +12 d6+7 M 1 M FD, DA
Adventuring Skills and Other Abilities of Note (Skill Roll):

First Aid (d8) Languages: Common & Orc

Treat Critical Injury (d8)
Detect & Treat Poison (d8)
Quick Draw (d8)

WEALTH EXP
21,013 gp 237,785 xp +

(20,000 gp to road fund) /300,000 xp (vl 9)




GEAR

ARMOR WORN: Plate Armor [+7 to AC] & Shield +2** [+4 to AC]; Sash of Goblin Jerks**

- 1x Cling Fire [ ]
Belt Pouch w/
- Sling
- Flint & Steel
-30Bullets [JLILTCITICICICITICICICIL
CICICICICICICICICICITICIITIL
Sash of the Goblin Jerks**
Continual Light necklace (stone kept in pouch)

[ITICICICICTL]L]
NARRRARARANAREN

ITEM Location | Item Location

+3 Arming Sword** Backpack w/

Ironwood Mace - Iron Rations (14 days) [ 1111111111111

+1 Great Sword ** [ICITITITI0TL]

Silver Dagger - Flint & Steel

Shield +2 ** - 2 wine skins (wine) [] []

Quench Plate Armor [+ 7 to AC] - Crowbar

Dragon Scale Cloak of Cold Resistance** - Blanket

Silver Holy Symbol (Sword within circle of flame) - Spare sling

Bandoleer w/ - Spare bullets [T[T[T[T[ILITITITTITICTIT]T]
- 3x Military Oils [T [T [1[] CICICTOICICICICICICICICIcIrItIcItl

Bag of Holding** w/
- Heal wounded potion [] [] [] [1 [1 [1 [] []
- Healer's Bag w/
- Comfry Root x10 [ [T [T [I[1LITICIL1L]
- Hold Person Scroll [] []
- Jazz whips (x2) [Rusties] []1]]
-Holy Water [ ] [] [] [1 [] []
- Horn of the War Gods** (once/week [ ])
- Scroll of Example (3rd)
- Obsidian Heart of the Unknown Hoborg**
- Wineskins 2 pt ea. x6

WILL

weapon maximals.

Sash of the Goblin Jerks**: whenever the wearer is hit with a maximal hit (hatural 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

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.

OTHER NOTES:

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

Lawful King of Mtn. book w/ instructions (castle)

Scroll pages for cleric - 5 levels worth (castle)

Normal Memorized Castings
L1(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)
+1 Plate Armor of Magic Vulnerability** (At castle)

20230423
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