NAME: GRONK
RACE: MONGRELMAN
CLASS: MAGE
KIT: HEDGE WIZARD
ALIGNMENT: CHAOTIC NEUTRAL (GOOD)
CURRENT LEVEL: 9th 

CURRENT EXPERIENCE: 207,750

NEXT LEVEL: 250,000

AMOUNT NEEDED: 42,250

ABILITY SCORES:

STR 9 STA 8 WA 35

           MUS 11 ATT. ADJ. 0, DAM. ADJ. 0, MP 115, OD 6, BB/LG 2%

DEX 18 AIM 18 MIS. ADJ. +2, PP+10%

              BAL 18 RA +2, DEF. ADJ. –4

CON 18 HEA 18 SS 99%

               FIT 18 HPA +4, RC 100%

INT 12 REA 14 SPELL LVL 7th, MAX. # of SPELLS 9

            KNO 11 BONUS # of PROFS. 2, % LEARN SPELL 45%, (-15% all schools except Conjuration.)

WIS 6 INT 8

           WIL 5 MDA –1

CHA 3 LEA 5, LB –4, # of HM 2

            APP 2, RA –6

*When first encountered Mongrelmen are treated as if they have a Charisma of 1.

SAVING THROWS:
PPDM    RSW    PP    BW    SP

   13           9        11     13      10

MONGRELMAN ABILITIES:

MIMIC-They can mimic the sounds made by any monster or creature they have encountered.

PICK POCKETS-100% chance.

CAMOUFLAGE-Mongrelmen can camouflage themselves and their items. It takes one full turn to hide, giving them a base 80% chance of going unnoticed. Each additional turn spent preparing the camouflage increases the chance by 1% to a maximum of 95% (after 16 turns). Successfully camouflaged stationary persons and items are not noticed unless they are touched or otherwise disturbed. Camouflaged buildings are usually unnoticeable farther than 50 feet, though this depends on the size and type of structure.

RACIAL WEAKNESSES:

SPECIAL DISADVANTAGES.

*When first meeting strangers of different races his Charisma is treated as 1 for reaction adjustments.

MONSTROUS TRAITS.

*Appearance, using animal noises when they speak.

SUPERSTITIONS.

*Mongrelmen believe strongly in predestination, fear other humanoids (who hunt them for sport), and fear manifestations of the supernatural.

HEDGE WIZARD ABILITIES:
A Hedge wizard can create antidote for any poison. Brewing takes up to a day (assuming materials are available). The brew remains effective for three days per level of the caster. Its chance of successfully countering a poison is 25%+5% per wizards level.

At 7th level, the Hedge wizard can brew magical potions. The formula for each type of potion must be researched separately, according to the guidelines in Spells and Magic for creating potions, p. 105. To make the potion, the Hedge wizard must collect the proper ingredients.

HEDGE WIZARD LIMITATIONS:
Hedge wizards are restricted to the following schools of magic: Abjuration, Conjuration, Divination, and Enchantment/Charm. They can choose from either Illusion/Phantasm or Necromancy. They can not learn spells from forbidden schools.

SPHERES of ACCESS

ABJURATION

CONJURATION

ENCHANTMENT/CHARM
ILLUSION/PHANTASM

OPTIONAL ABILITIES:

HIT POINT BONUS: d6

WARRIOR HIT POINT BONUS: +4

PRIESTLY WIZARD: (Healing Sphere) Access to Healing Sphere

WEAPON SPECIALIZATION: Kau sin ke (whipping chain)

BONUS SPELLS: +1 Spell per level

PRIEST THACO

WEAPON SELECTION: May gain proficiency in any weapon selected

AUTOMATIC SPELL ACQUISITION: May add a new spell of his choice to his spell book every time he gains a level from any school he has access to.

OPTIONAL LIMITATIONS:

AWKWARD CASTING METHOD: Must posture strangely and utter strange arcane words loudly.

BEHAVIOR/TABOOS:

1). Can only eat garbage or food he is given by others or begs for.

2). Can only bathe in water once per year.

3). Can only wear rags.

4). Can only have sex with females who have a Charisma of 6 or <.

5). Must carry last urine around in a jar/vial/pot until he urinates again, dumping out the first batch and keeping the next.

ENVIRONMENTAL CONDITIONS:

25% chance per day of not being able to cast spells.

HAZARDOUS SPELLS:
ST vs. Breath Weapon (13) or suffer 1hp damage per level of spell. 1% chance per spell level, cumulative, of going insane. Madness lasts 3d4 days. Each time Gronk goes insane he loses 1d2 points of wisdom permanently.

CURRENT % CHANCE OF INSANITY: 0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31 32 33 34 35 36 37 38 39 40 41 42 43 44 45 46 47 48 49 50 51 52 53 54 55 56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 71 72 73 74 75 76 77 78 79 80 81 82 83 84 85 86 87 88 89 90 91 92 93 94 95 96 97 98 99 100

MODIFIER TO RANDOM INSANITY CHART ROLL:

Spell            Modifier

Level

1st                 None

2nd                None

3rd                 +5%

4th                 +10%

5th                 +15%

6th                 +20%

7th                 +25%

RANDOM INSANITY CHART

d100 roll            Result

01-15 Delirium

16-20 Disorientation

21-24 Attraction

25-37 Phobia
38-40 Paranoia

41-46 Alienation

47-53 Amnesia

54-61 Hallucinatory insanity

62-64 Melancholia

65-69 Dementia praecox

70-74 Monomania

75-79 Mania

80-81 Manic-depressive

82-89 Hebephrenia

90-95 Catatonia

96-103 Delusional insanity

104-114 Schizophrenia

115-119 Homicidal mania

120-124 Psychic translocation

125+                  Pursuit

LEARNING PENALTY:
-15% chance to learn spells from all schools except Conjuration. (30%)

SLOWER CASTING TIME:

All spell casting times increase by 3 due to the fact that they are unusually complicated.

SUPERNATURAL CONSTRAINTS:

Gronk does not cast a shadow in any guize.

TALISMAN:

Ju-ju-ku-ku Stick

TRAITS:
INHERENT IMMUNITY/POISON

INHERENT IMMUNITY/DISEASE
OBSCURE KNOWLEDGE

DISADVANTAGES:
PHOBIA: MONSTERS (specific) ORCS

CLUMSY

IRRITATING PERSONALITY

NONWEAPON PROFICIENCIES:

READING/WRITING    8 INT/KNO
HERBALISM (free)    20 INT/KNO 

TUMBLING                  15 DEX/BAL
ANCIENT LANGUAGE    5 INT/KNO     (Forgotten Kwanese)
ANCIENT HISTORY         6 INT/KNO     ( Kwan-shaing)

MODERN LANGUAGE (ORCISH)    9 INT/KNO
MODERN LANGUAGE (WERERAT)   9  INT/KNO

MODERN HISTORY (SEWERS OF SCUMTOWN) 8 INT/KNO

MUSICAL INSTRUMENT    2 CHA/LEA    (Nose fipple)

HIDING    3 WIS/INT

BEGGING    5 CHA/LEA

OBSERVATION    7 INT/REA

WEAPON PROFIIENCIES:

KAU SIN KE (Whipping Chain) Dex based, Specialization, +3 TH, +6 DAM, A/R 2/1, SF 6 THACO 13 (Base 16) DAMAGE 1d8+6/1d6+6 KD d6 +1 TH opponents w/Shields.

JIATSU w/Kau sin ke

MARTIAL ARTS STYLE: Puch/Punch/Kick while combining styles

STYLE 1/DRUNKEN MONKEY Punch 1d3+4 DAM, THACO 14
STYLE 2/CHOKING CHICKEN  Kick 1d6+4 DAM, THACO 14

HIT POINTS: 78 77 76 75 74 73 72 71 70 69 68 67 66 65 64 63 62 61 60 59 58 57 56 55 54 53 52 51 50 49 48 47 46 45 44 43 42 41 40 39 38 37 36 35 34 33 32 31 30 29 28 27 26 25 24 23 22 21 20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1 0 –1 –2 –3 –4 –5 –6 –7 –8 –9 –10 –11 –12 –13 –14                                                 -15 –16 –17 –18 DEAD

LEVEL 1    6+4    10

LEVEL 2    4+4      8    (18)

LEVEL 3    5+4      9    (27)

LEVEL 4    3+4      7    (34)

LEVEL 5    3+4      7    (41)

LEVEL 6    6+4     10   (51)

LEVEL 7    5+4      9    (60)

LEVEL 8    4+4      8    (68)

LEVEL 9    6+4     10   (78)

ARMOR CLASS: AC 6, No armor, Dex Bonus –4, Tumbling –4 to AC (AC 2)

MAGE SPELL POINT PROGRESSION

MAXIMUM SPELL LEVEL: 5th
MAXIMUM SPELLS MEMORIZED AT EACH LEVEL: 6

SPELL POINTS: 120+60+3 (one extra spell per level bonus) 183

BONUS SPELL POINTS: 3

SPELLS: at Level 9

3-5th/3-4th/4-3rd/5-2nd/4-1st                                                          

STONESKINS  (8) 1 2 3 4 5 6 7 8 

LEVEL FIVE

1).____________________

2).____________________

3).____________________

LEVEL FOUR

1).____________________

2).____________________

3).____________________

LEVEL THREE

1).____________________

2).____________________

3).____________________

4).____________________

LEVEL TWO

1).____________________

2).____________________

3).____________________

4).____________________

5).____________________

LEVEL ONE

1).___________________

2).___________________

3).___________________

4).___________________

SPELL BOOK LEVEL ONE
Charm Person

Unseen Servant

Sleep

Phantasmal Force

Spook

HEALING SPHERE LEVEL ONE

Cure/Cause Light Wounds

LEVEL TWO

CHOKE 97

Summon Swarm

Invisibility

Mirror Image

Scare

Insatiable Thirst

HEALING SPHERE LEVEL TWO

Cure/Cause Moderate 

Slow Poison

LEVEL THREE

INVISIBLE MAIL 100

Monster Summoning I

Solvent of Corrosion

Wraithform

Hold Person

Suggestion

HEALING SPHERE LEVEL THREE

Cure/Cause Blindness or Deafness

Cure/Cause Disease
Hold Poison    (No)

Repair Injury

LEVEL FOUR

Minor Globe of Invulnerability

Monster Summoning II

Vitriolic Sphere

DUPLICATE 101

Enchanted Weapon

Improved Invisibility

HEALING SPHERE LEVEL FOUR

Cure/Cause Serious Wounds

Fortify

Neutralize Poison/Poison

LEVEL FIVE

INVULNERABILITY TO NORMAL WEAPONS 103

Transmute Rock to Mud/Transmute Mud to Rock

Monster Summoning III   (No)

Summon Shadow

Hold Monster    (No)

Wall of Iron

Dream/Nightmare

Conjure Elemental    (No)

HEALING SPHERE LEVEL FIVE

Cure/Cause Critical Wounds

ARTIFACT/RELIC/TALISMAN

JU-JU-KU-KU STICK


The Ju-Ju-Ku-Ku Stick possesses the functions listed below. One function from any of the three categories can be used per level of the caster. So at 9th Level, 9 Offensive functions cold be used or 9 Defensive functions could be used or 9 assistive functions could be used or any combination of the three. 


More than one function may be operating at one time. However due to the origins of the device being one of Wild Magic, the possibility of Wild Magic surges exist.


The initiative modifier for using the “Stick” is the initiative roll on the die, the casting time of the spell, +3. Also the user must position himself oddly and utter strange, arcane command phrases quite loudly.

The “Stick” claimed by its current owner to be a cockatrice claw, resembles a chicken foot, tied to a crooked stick w/ dirty leather thongs. Grasped in its claws is a bloodshot, dried up, shriveled eye.

All spells cast by the “Stick” operate at the 12th Level of casting. The “Stick” surges on a d20 roll of 1 or 2 plus the level of the spell. Any spell cast by the wielder surges on a similar basis while the Ju-ju-ku-ku Stick is in his possession (which it must be in order for him to cast because it also serves as his talisman!)

OFFENSIVE:

1). Magic Missile 1st
2). Color Spray 1st 

3). Web 2nd
4). Vitriolic Sphere 4th
5). Monster Summoning V 7th
6). Ice Storm 4th
7). Lightning Bolt 3rd
8). Cloud Kill 5th
9). Cone of Cold

10). Flame Strike 5th

DEFENSIVE:

1). Blur 2nd
2). Mirror Image 2nd
3). Invisibility 2nd
4). Improved Invisibility 4th
5). Displace Self 2nd 

6). Stoneskin 4th 

7). Nondetection

8). Protection versus Evil, 10’ radius 3rd 

9). Negative Plane Protection

10). Resist Fire/Resist Cold 2nd 

ASSISTIVE:

1).Comprehend/Confuse Languages 1st 

2). Detect Magic 1st 

3). Identify 1st
4). Knock/Lock 1st 

5). Genius 4th 

6). Dispel Magic 3rd 

7). Remove Curse 4th 

8). Teleport 5th 

9). Unseen Servant 1st 

10). Tensers Floating Disk 1st 

WILD MAGIC SURGE: (as per 12th Level caster)

1).”Stick” does not function.

2).Offensive function affects wielder, centered on wielder.

3).Everyone within 30’ radius of wielder must Save vs. Poison or soil themselves.

4).Minor explosion, everyone within 10’ radius takes 1d4 damage, and is blackened by a poof of smoke!

5).Wielder smells like skunk for 1d4 days, nothing will remove the stench short of a Wish spell.

6).1d3 4th Level monster appear and attack the wielder and his companions.

7).Silence spell, centered on wielder, 15’ radius. Lasts 2d4 rnds.

8).Wielder glows brightly as if affected by a light spell for 2d4 turns.

9).Wielder swarmed by 1d100 pesky monkeys who apparently have flown out of his ass, the harass the wielder for 2d6 rnds and he is incapable of doing anything other than fending them off for the duration.

10).Wielder disappears in a poof of sulphurous smoke and reappears 1d3 days later, badly shaken, but with no account of what occurred.

11).Small cloud appears over caster and rain pours on him for 1d4 rnds.

12).Smoke trickles from the ears of all creatures within 60’ for 1 turn.

13).Wielder speaks in high, squeaky voice for 1d6 days.

14).Wielders head enlarges for 1d3 turns.

15).Wielders feet enlarge, reducing MR to ½ and adding +4 to initiative rolls for 1d3 turns.

16).Stinking Cloud centers on wielder.

17).Starts raining cottage cheese in 30’ radius of wielder.

18).Wielder reduced in size to 3” tall for 1d10 rnds.

19).Wielder sprouts 1-bat wings (MC C,MR 15), 2-rat tail, 3-moth antnnae,4-spider legs (climb as per Giant Spider), for 1d4 days or until dispelled.

20).Everyone within a 30” radius of the wielder is healed, friend and foe alike.

21).30’ radius area filled with shriekers who begin to shriek for the next 2d6 rnds.

22).Roll twice, ignoring this roll.

23).Roll thrice, ignoring this roll.

24).10-100 coins shoot out of wielders mouth, 10 coins per round, 1-copper, 2-silver, 3-gold, 4-platinum.

25).1d6 randomly determined gems shoot out wielders nose.

26).1d3 5th Level monsters appear and serve the wielder for 1d3 days or until slain.

27).Random item within 60’ of wielder becomes magical!

28).Wielder effected by random defensive function.

29).Wielder and allies all effected by random defensive function.

30).”Stick” functions at double normal efficacy (i.e.,x2 damage,X2 duration, x2 range, etc, etc.)

31).Rain of horror occurs for 1d4 rnds in a 50’ radius, 1-dead, putrid fish, 2-frogs (who are alive until they hit the ground! Yeeech!), 3-week old dead squidlings, 4-gopher guts.

32).Random magical item appears at casters feet.

33).Wielder morphs into a cute little bunny capable of breathing like an adult red dragon every 3 rnds (90’ long cone of fire, 5’ wide at the bunnies mouth and 30’ wide at the base, does 12d10+6 damage, saving throw for half.) The wielder remains a bunny for 4d6 rnds.

34).Caster can only speak by screaming on the top of his lungs for the next 1d3 turns.

35).Reverse of Tongues spell effects all within 60’ of caster. Lasts 1 turn.

36).Caster ages 10 years.

37).Spell doesn’t work and colorful streamers shoot from the “Stick”.

38).Everyone within 60’ of caster becomes invisible.

39).Weather takes drastic change in opposite direction for 1d6 days.

40).Deafening bang affects everyone within 60’. All those that can hear must save versus spell or be stunned for 1d3 rnds.

41).Spell functions but a stream of 100 colorful butterflies shoot out of casters mouth, obscuring his vision for 1d3 rnds.

42).All the casters allies are effected by a Haste spell for 9 rnds and all the casters enemies are effected by a Slow spell for 9 rnds. This effect occurs as soon as the next hostile encounter does.

43).All the casters allies are effected by a Slow spell for 9 rnds and all the casters enemies are effected by a Haste spell for 9 rnds. This effect occurs as soon as the next hostile encounter occurs.

44).Darkness spell centered on caster. It has a 15’ radius and a duration of 13 turns.

45).Leaves grow from everyone within 60’ of wielder.

46).Shimmering Colors dance and play over a 40’x30’ area in front of “Stick” therein creatures blinded for 1d6 rnds.

47).Wielder must save versus Petrification or Flesh to Stone occurs.

48).Next time there is a hostile encounter green beams of energy crackle

out of “Stick” hitting each of the wielders foes, who must then save versus Wands or be Disintegrated! 

49).The “Stick” turns into a Trained Cockatrice (AC 6; MV 6, FL 18 ( C ); HD 5; #AT 1; Dmg 1-3; SA Petrification; AL N) it will attack the wielders foes if commanded to do so or obey any other reasonable commands its master gives it. It remains for 1d3 days at which time it leaves. Right before it departs it lays 2d4 gold eggs worth 100-1000 gp each!

50).The desired effect does not occur, instead the wand begins to gripe and bitch loudly, complaining of the wielders treatment of it, the bad working conditions, the lousy pay, the long working hours, etc, etc. It does this (and nothing else!) for 1d6 rnds.

51).Everyone within 60’ of the caster is covered with chocolate.

52).Delayed effect. The next time there is a hostile encounter the foes weapons become 01-25 A Teddy bear, 26-50 A Leg of mutton, 51-75 a ladle, 76-00 A herring.

53).Delayed effect. Next time there is a hostile encounter, the wielder grows 10’ and takes on a horrific visage, terrifying all his foes. There is a base 60% chance they will drop whatever they are holding (-5% per Level above 2nd) and flee at their fastest moment rate for 2d6 rnds. The growth and visage last but 1 rnd. This effect is automatic and allows no saving throw.

54).The wand doesn’t function but summons, 1-an ugly painting, 2-a pillow, 3-a small table, 4-an anvil, 5-bellows, 6-a storm giants boots.

55).If an Offensive function is utilized the foes nose grows 10 times normal size for 1d4+2 rnds. If a Defensive function is utilized the wielders nose grows 10 times normal for 1d4+2 rnds. If an Assistive function is used everyone within in 60’ of the wielder, including the wielders nose grows to 10 times the normal size for 1d4+2 rnds.

56).Spell functions normally but 1d4+2 cream puffs shoot out of “Stick”, range 10-30 feet each.

57).If an Offensive function is used the spell functions normally but the foes assume Gaseous Form for 12 rnds. If a Defensive function is cast the “Sticks” wielder Levitates 20’ a round for the next 12 rnds. If an Assistive function is activated an invisible marching band begins to play loud, horrible music for the next 12 rnds, following the wielder about.

58).An 8’ tall banana appears and dances about for 12 rnds. Its name is Fred.

59).A magical flying squid attacks the wielder and attempts to make love to his face for 2d3 rnds. The wielder is incapable of any other activity other than wrestling the love sick mollusk for the duration.

60).One hundred small bats appear, swarm around the wielders head for 1 rnd than flit away. 

61).Everyone within 60’ of the wielder has a small colorful skullcap appear atop their head topped by a bladed device, the blade turning in a light magical breeze.

62).Everyone within 60’ of the wielder is garbed in a beautiful, well-tailored, embroidered silk coat (2,00 gp value, but magical and dispellable.)

63).Everyone within 60’ of the caster grows a large moustache (possibly with a goatee).

64).Thousands of horseflies fill the area in a 60’ diameter of wielder, interfering with concentration and preventing spell casting and combat. They remain for 5d4 turns but will not leave the area except to follow honey.

65).Wielder gains 3d10 hit points that remain for six turns (cannot be dispelled; damage taken is first removed from added hit points.)

66).Miniature snowstorm appears over target creature. Lasting 2d6 rnds.

67).Everyone in 60’ of the caster illuminated by a Faerie Fire spell, for 12 rnds.

68).Attack Chicken(HD 1; hp 2; AC 6; #AT 1; Dmg nil; THACO 19; SA target creature is –4 on attack rolls and saving throws while chicken attacks.) Attacks nearest foe if an Offensive function is utilized, attacks wielder if Defensive function is cast, or random comrade if Assistive function is cast. The chickens name is Fred.

69).2d4 Mirror Images of the caster appear. They remain for 36 rnds, or until hit, or dispelled.

70).Shadow Monster Fighter appears, looks very dangerous (HD 1; hp 1; AC 10; #AT 1; Dmg 1 THACO 20; SA looks really dangerous ) remains to serve wielder until slain.

71).Everyone within 60’ of wielder covered with long black hair that can only be dispelled lasts 2d3 days otherwise.(If an individual in the vicinity is already hairy, they lose their hair for 2d3 days. People may be mistaken for lycanthropes.)

 72).Everyone within 60’ of wielder covered in 1-india ink (black), 2-green slime (actually lime flavored gelatin), 3- vanilla pudding, 4-weak acid (-1 to hit for 2d3 rnds), 5-paste, 6-tar and feathers, 7-cobwebs, 8-whisky, 9-soap suds, 10-ashes, 11-grease, 12-poop of unknown origin.

73).One of the following creatures appears and serves as the wielders faithful (albeit perhaps mischievous) servant for 1d100 days. 1- a small, friendly mimic named “Lexicon” that can speak and translate any known language for its master, 2- a talking bird (MCAVI) named “Frederick” with the local, and ancient history nonweapon proficiency, along with the obscure knowledge trait, and sage like abilities as per a randomly generated sage from the 1st edition Dungeon Masters Guide (p.31-32), 3- a fremlin named “Iggylemyx, 4- either a pseudo or a faerie dragon, equal chance for either, 5- an unusually martial pixie named “Jhysper”, 6- a Sprite Seelie Faerie (female) (MCAVII) named “Gladrien”, she is capable of casting a specific spell once a day the spell is predetermined and the only spell the sprite can cast, 1-Sleep, 2-Dancing Lights, 3-Shocking Grasp, 4-Fog Cloud, 5- Irritation, 6-Improved Phantasmal Force, 7-Stinking Cloud, 8-Slow, 9-Tasha’s Uncontrollable Hideous Laughter, 10- Polymorph Other, 11-Otto’s Irresistible Dance, 12- Wish.(If a 12 is rolled the sprite remains in service only 1 day!)

74).An insane, invisible priest of some unknown religion appears and begins preaching loudly for 2d6 rnds until dispelled, he cannot be harmed by any other means, physical or magical!

75).Wall of peanut brittle appears 20’ in front of wielder it is 20’high, 60’ long, and 3” thick. 

76).Everyone within 60’ of the wielder grows feathers which remain for 1d3 days or until dispelled.

77).Demented cult member shows up, everyone within 60’ must make a Wisdom check or, 1-spend the next round driving cultist away, 2-donate 1/10th of what you have on you now to cultist, 3- listen intently for the next round, 4-laugh hysterically at the outlandish tenets of the cultists faith.

78).An Efreeti appears and grants the wielder a wish, but will pervert the wish as much as possible. 

79).A malevolent extra-planar creature appears through a spatial portal and carries the wielder off, he reappears 1d3 days later thoroughly insane, (Determine random form of insanity using chart.)

80).Wielder transformed into a mighty warrior for the next 2d6 days, double hit points; Str 18/00; AC 0, (full plate +shield); Warriors THACO of equivalent level, “Stick” turns into +3 magical long sword in which wielder is specialized in.

81).All magical items within 60’ of the wielder glow bright green in magnitude according to their power.

82).An exact duplicate of the wielder appears, he is very amicable and agrees to assist to undertake any endeavor he is asked to participate in. He is in all manners identical to the original. He remains for 3d4 days than disappears in a sulphurous poof of smoke.

83).The Ju-Ju-Ku-Ku Stick goes bye-bye for 1d4 days, only to reappear mysteriously.

84).100 little white mice swarm out of the wielders pockets and leave droppings all about. Other than their sudden appearance and numerous droppings they present no problem. They scurry off in all directions, the last one turning to squeak some unintelligent mouse chatter at the wielder before he too scurries away.

85).100 little greased piglets run about in a 60’ diameter area centered on the wielder. Everyone in the vicinity must make a successful desk check or fall, taking 1 rnd to get back up, the weeeeeee little piggies remain for 2d3 rnds, wreeeeeeaking havoc to those about.

86).Wielder and allies teleported to nearest alehouse, tavern or bar. Some one has ordered them a round of their absolute favorite drinks. As soon as the drinks are consumed they are instantly teleported back to where they were.

87).Deceased, highly decayed sperm whale drops from sky, causes no damage but disrupts all activity in a 100’ diameter area for 1d4 rnds as everyone crawls out from under the foul. fetid gore. Everyone must make a saving throw versus poison at –2 or suffer severe nausea and vomiting, becoming –4to hit, +4 AC, -4 to all Saving Throws and Proficiency checks for 2d6 rnds.

88).Horny, homosexual dog appears and humps wielders leg for 2d3 rnds until dispelled or driven off. There is a 25% chance of spell failure while dog is humping leg and wielder is –4 to hit if attacking.

89).”Stick” functions for 2d10 days without being effected by Wild Magic surges.

90).The “Stick” doesn’t surge this time, but the next d4 times it is used it surges automatically.

91).Next foe met must save versus spell or be effected as if under a Charm spell applicable to its being.

92).Random Attribute goes up 1 point, 1-Strength, 2-Dexterity, 3-Constitution, 4-Intelligence, 5-Wisdom, 6-Charisma.

93).Random Attribute goes down 1 point, 1-Strength, 2-Dexterity, 3-Constitution, 4- Intelligence, 5-Wisdom, 6-Charisma.

94).Random benevolence graces the “Sticks” wielder for 1d100 days, 1-+1 to all saving throws, 2-+1 AC, 3-+1 hit point per hit die, 4-can reroll 1 die roll within allotted  time period.

95).Random benevolence graces the wielders allies for 1d100 days,1-+1 to all saving throws, 2-+2 AC, 3-+1 hit point per hit die, 4-can reroll 1 die roll within allotted time period.

96).Wanton malevolence curses the wielder, nothing short of a Wish spell capable of removing the curse. The curse lasts 1d100 days, 1- -1 to all saving throws, 2- -2 AC, 3- -1 hit point per hit die, 4- -fail the next saving throw made automatically (curse ends).

97).Lovely wreath of fresh spring flowers appears the top of everyone’s head within 60’ of the wielder.

98).The wielder must save versus Death Magic or die in a spectacular, cataclysmic show of crackling blackish energy in the shape of a hurricane. Everyone is enthralled and can’t turn away. It takes 10 rnds for the wielder to perish horribly. After the horrid display of destructive power subsides all that’s left is the Ju-ju-ku-ku stick lying benignly on the ground.

99).Wand no longer surges and acquires 10 more functions for Offensive functions, Defensive functions, and Assistive functions. The spells it casts now function as if cast by a 24th Level caster. Everyone should be quite pleased, it also prevents the Wielder (Gronk) fro ever going insane again.

100).Wand self-destructs causing 2d4 surges each rnd to occur for the next 2d4 rnds, after which it explodes and does 10d10 damage to everyone within a 50’ radius area. It mysteriously reappears in 1d4 days.

WAND OF ILLUMINATION

Charges: 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31 32 33 34 35 36 37 38 39 40 41 42 43 44 45 46 47 48 49 50 51 52 53 54 55 56 57 58 59 60 61 62

Dancing Lights: as per spell, p 172, 1 charge.

Light: as per spell, p 176, 1 charge.

Continual Light: as per spell, p 181, 2charges.

SUNBURST: R 120 y, max. dur. 1/10th of a second, Globe 40’ dia. Undead suffer 6d6 dam, no ST, creatures within or facing the blast must save vs Wands or be blinded for 1 rnd and unable to do anything in that period.

BREW POTIONS: Int Mod +1, +1d4+1 to take effect. Dur 4 turns +1d4 turns unless otherwise stated.

*Costs a # of gp = to potions xpv to brew/manufacture/create.

*Takes 1 day per 100 gp to brew/manufacture/create.

*Success or failure = 70% +2% per level (86% base at 9th Level) –1% for every 100 gp of potion.

Roll        Potion Type

01-10 Brew

11-20 Concoction

21-30 Cordial

31-40 Elixir

41-50 Extract

51-60 Koumiss

61-70 Mixture

71-80 Philter

81-90 Potion

91-0 Tonic

POTIONS

1).Tonic of Confusion: 858, 2½ days to make, cost to make: No cost, dur. 1d4+4 rnds, research took 3 wks/cost 300gp, odorless, colorless. Umber Hulk Eyes. Small pewter vials. Sells for $250gp. 85.5% of functioning.

2).Mixture of Creation: 859, takes 4 days to make, cost to make: 250gp, research took 2 wks/cost 200gp, smells like bat guano, syrupy. Doppleganger brains. Small, stoppered, yellow gourd. Sells for $400gp. 84% chance of functioning.

3).Brew of Defense: 860, 50 days to make, cost to make: 1000gp, +5 AC, dur. 1 turn, research took 2 wks/cost 200gp, purple, foamy, smells like vinegar, tastes like vinegar. Hair of a 12th Level or > hero. Kept in thin, platinum flask. Sells for $5,000gp. 38% chance of functioning.

4).Cordial of Diminution: 860, 5 days to make, cost to make: 300gp, dur.1d4 turns+turn, % drank= % shrunk,, i.e., 40% drunk shrinks to 60% of normal size, research took 2 wks/cost 200gp. Smells and looks like fine red wine, tastes like piss. Lich dust. Kept in tiny, crystal, wine bottles. Sells for 500gp. 83% chance of functioning.

5).Cordial of Extra-Healing: 868, 10 days to make, cost to make: 500gp, heals 3d8+3 hp, or 1d8 for each 1/3 rd drunk, research took 4 wks/cost 400gp. Looks like gelled, green, postulance. Smells worse. Tastes like puss. Thread of a Saints garment. Small, lead glass unguent bottle. Sells for $1,000gp. 78% chance of functioning.

6).Brew of Heroism: 872, 5 days to make, cost to make: 300gp, research took 4 wks/cost 400gp. Looks like brightly colored urine, smells like honey, tastes like blood. Lion heart. Crude glass vial, stoppered with burnt cork and a rag. Sells for $500gp. 83% chance of functioning.

7).Koumiss of Invulnerability: 873, 5 days to make, cost to make: 350gp, research took 2 wks/cost 200gp. Looks, smells, tastes likes tears. Phoenix feathers. Miniature silver vial w/gold stopper(plated, actually really cheap). Sells for $500gp. 83% chance of functioning.

8).Tonic of Levitation: 874, 4 days to make, cost to make: 250gp, research took 3 wks/cost 300gp. Blue liquid, viscosity of blood, smells like glue, tastes like paint. Simmered Beholder genitalia. Miniature, bat skin bota bag. Sells for $400gp. 84% chance of functioning.

9).Elixir of Health: 442, 20 days to make, cost to make: 250gp, research took 3 wks/cost 300gp. Syrupy, green liquid, no smell, tastes nutty. Old holy water vials(glass w/tin screw cap.) Sells for $2,000gp. 68% chance of functioning. 

10).Elixir of the Pseudo Treant: 883, 8 days to make, cost to make: 300gp, research took 4 wks/cost 400gp. Looks, smell, tastes like maple syrup. Treant leaves. Wood tube w/wooden screw cap. Sells for $800gp. 80% chance of working.

11).Philter of Rainbow Hues: 886, 8 days to make, cost to make: 200gp, research took 5 wks/cost 500gp. Looks like cooking oil, smells like clover, tastes minty. Leprechaun gold. Tin vial w/cork. 7 draughts per potion. Sells for $800gp. 80% chance of working.

12).Cordial of Sleepy Breath: 889, 5 days to make, cost to make: 250gp, research took 4 wks/cost 400gp. Looks yellow and runny, odorless, tastes like sand (gritty). Sandman dust. Little hourglasses. Sells for $500gp. 83% chance of working.

13).Mixture of  Sobriety: 889, 5 days to make, cost to make: 200gp, research took 5 wks/cost 500gp. Looks like brightly colored urine, smells like old sauerkraut, tastes like older sauerkraut. Pickled dwarf liver. Old pickle jars. Sells for $400gp. 84% chance of functioning.

14).Cordial of Soul-Chilling: 890, 5 days to make, cost to make: 300gp, research took 2 wks/cost 200gp. Cobalt blue liquid in a thimble sized vial. White dragon brains. Sells for $500gp. 83% chance of functioning.

15).Koumiss of Truth Drug: 895, 5 days to make, cost to make: 200gp, research took 4 wks/cost 400gp. Looks like clear water, taste/smells like sea water. Talking bird feces. Sells for $500gp. 83% chance of functioning.

16).Mixture of Wallac’s Potion of Speedcasting: 896, 9 days to make, cost to make: 400gp, research took 5 wks/cost 500gp. Looks like molasses, smells like tar and tastes like pitch. Cheetah tail. Kept in old confectionery tins. Sell for $900gp. 79% chance of functioning.

17).Mixture of Worm Calling: 897, 2 ½ days to make, cost to make: nothing, research took 2 wks/cost 200gp. Looks like green slime, smells like dirt, tastes like worms. Purple Worm poop. Earthen ware miniature jugs. Sell for $250gp. 85.5% chance of functioning.

18).Extract of Fire Breath: 868, 10 days to make, cost to make: 400gp, research took 3 wks/cost 300gp. Looks like hot sauce, smells like hot sauce, tastes like hot sauce. Old condiment bottles w/wooden screw caps. Sells for $1,000gp. 78% chance of functioning.

APPEARANCE:


Gronk barely stands 4’ tall. He is 20 years old. He is dressed in tattered rags(on the inside of which he has his spells written and potion formulae recorded). His ragged garb has extremely long sleeves and an even longer hood. If he were to pull back his hood one would see the following; A small, round, green head, bald except for thin sparse, gray hair. His scalp covered with darker green splotches. His right ear is that of a fruit bat and his left ear is that of a dark skinned simian. His right eye and side of his face is that of a cat, green eyed, and white and black furred. His left side of his face possesses a large, round, bulging eye and bears resemblance to a goblin perhaps. This side of his face is green in color. His nose is black, small and bovine in appearance. Parts of his face, mouth, jaw and neck are scaled with greenish-yellow scales. His wide, thin lipped mouth is a gaping maw of jagged, little yellow teeth. His tongue is bluish, long and prehensile. His back is horribly hunched and his chest sunken. He has a distended pot belly. All that can be seen of his right arm is a huge, lobster like, pincer claw, reddish-gray in color. His left arm is bright, light green and probably that of a tree frog or a Grippli. His left leg and foot are colored dirty white, and are a shaggy, cloven hoof. His right leg is a yellow cats leg.

