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	One Unique  Thing 3: forgotten pre-First Age 
	One Unique  Thing 4: contingency
	ATTACK: +0
	HIT: 1d4-1
	MISS: 1
	Icon Relationships 1: The Lich King (Negative 1pt)
	Icon Relationships 2: The Emperor (Negative 1pt)
	Icon Relationships 3: The Archmage (Conflicted 1pt)
	Icon Relationships 4: 
	ATTACK_2: +3
	HIT_2: 1d4+2
	MISS_2: 1
	Backgrounds 2: Sympathetic runaway +1
	Backgrounds 3: 
	Backgrounds 4: 
	Backgrounds 5: 
	powers  spells 3:    Light, Mage Hand, Prestidigitation, Spark
	powers  spells 4: 
	powers  spells 5: 
	powers  spells 6: 
	powers  spells 7: 
	powers  spells 8: Spell attack: +3 vs XX
	powers  spells 9: 1: Summon Undead
	powers  spells 10:    Channel Life
	powers  spells 11:    Death's Gauntlet
	powers  spells 12:    Command Undead/Color Spray
	equipment GP 3: Small billhook, spools of wire and twine
	equipment GP 4: Pouches w/ different small bones, teeth, etc
	equipment GP 5: Flint & steel, backpack, wool blanket
	equipment GP 6: 
	magic items 3: 
	magic items 4: 
	magic items 5: 
	magic items 6: 
	magic items 7: 
	magic items 8: 
	magic items 9: 
	magic items 10: 
	magic items 11: 
	Ability Score Bonus: Off
	undefined: Off
	Extra Magic Item: 
	undefined_2: 
	undefined_3: 
	undefined_4: 
	Feat: Off
	Skills 1: Off
	Hit Points: Off
	Racial Power 2: roll Init twice, take either roll
	Racial Power 1: Quick to Fight: Start of battle, 
	One Unique  Thing 2: Wizard King from a long-
	One Unique  Thing 1: Failed clone backup of the 
	Backgrounds 1: Broken recollections of bygone eras +2
	Backgrounds 0: Necromancy savant +5
	equipment GP 2: Faded black robes over traveler's clothes
	equipment GP 1: Yew staff, dagger, surgeon's toolkit, candles
	magic items 2: 
	magic items 1: 
	Text48: 
	0: Dead Wizard (A)
	1: Linguist (A)
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 
	10: 

	Text49: 
	0: Spell Choice, Ritual Magic, Implements (wand, staff)
	1: Summoning, Wasting Away, Death's Master

	Text50: 
	0: Dead Wizard
	1: Skeletal Minion
	2: Sorta Dead
	3: 
	4: 

	Text51: 
	0: Cast wizard catrips
	1: Rattling wolf skeleton, limned in balefire
	2: Don't eat, sleep, breath, etc; Bonus death saves; can count as undead
	3: 
	4: 

	Text52: 
	0: -1
	1: -2
	2: +2
	3: +2
	4: -1
	5: +4

	Text53: 
	0: 0
	1: -1
	2: +3
	3: +3
	4: 0
	5: +5

	Text54: 10
	Text55: 10
	Text56: 13
	Text57: 
	Text58: 18
	Text59: 
	Text60: 8
	Text61: 1d6
	Text62: -2
	Text63: 
	Text65: Necromancer
	Text64: Orfo
	Text66: Human
	Text67: 1
	Text68: 50
	powers  spells 2:  - Alarm, Arcane Mark, Ghost Sound, Knock
	powers  spells 22: Cantrips (2/battle,3-6/5min)
	Text1: 
	0: 9
	1: 7
	2: 14
	3: 15
	4: 9
	5: 19



