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FOREWORD

Here in the Ivory Tower I've been hard at work putting together
a set of pre-generated characters for use with OSRIC™
compatible adventures, and now that it is complete | wonder
why | didn’t do this a few years ago. It never occurred to me
that something like this might be useful until | saw someone
(sorry, but | don’t remember whom) suggest the idea in a post
on the Knights & Knaves Alehouse. | then realized that a set of
pre-generated characters could be used at conventions when
the Game Master (GM) didn’t want to create his own (or
needed a non-player character), or for a casual pick-up game
at a convention or game store, or when gaming occurred on
the fly so to speak. In other words, when time is of the essence
and better spent playing than creating characters.

At first glance | didn’t think the project would take very long
and set aside work on The Brigand Lord’s Bolt-hole (the first
module in the Wilderness Adventures series) in order to release
another product on the heels of The Shrine of Hecate. My logic
seemed sound. The characters already existed, and had been
used several times over the past few years at our annual Game
Day BBQ and other summer one-shot games. | already had all
the artwork | needed in the Elmore Clip Art & Color
Customizing Studio. And | already had the basics of a template
for both the release and the character sheets. How long could
it take to assemble 16 characters, write a foreword, and create
a cover?

A lot longer than one might think. Templates didn’t match and
had to be reworked. Artwork had to be replaced, which
changed the layout. Numerous typographical errors and issues
with converting to OSRIC™ were found after several rounds of
proofreading. And of course after a few weeks | ran out of
oomph as usual and had to spend a few nights reading some
original text R. E. Howard for inspiration. But after several
weeks of editing, proofreading, layout and general grinding it
out, the project finally came together.

Two more versions, Pre-Generated Characters: Vol. 2 and
Pre-Generated Characters: Vol. 3, will follow this one. Both will
include the same characters, advanced in experience with
additional levels (and everything that comes with that) and
items for use with higher level adventures. And of course I'm
not expecting that either will take all that long to create. After
all, how long could it take to level 16 characters, add a few
new magic items, and write a new foreword for each release?

Oh, wait.....

M. W. Poort
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The Roster
Name Closs Level Race Sex Alignment
Vali, Son of Fain Fighter F2 Dwarf Male Lawful Good
Einar Eriksson Fighter F2 Human Male Chaotic Good
Bredan mac Brus Fighter F2 Human Male Chaotic Good
Camden of the Green Ranger R2 Human Male Lawful Good
Lurgha the Destroyer Fighter / Cleric F2 /C2 Half-Orc Female Neutral Evil
Roedwulf of Berghoff Fighter / Thief F2 /T2 Half-Elf Male Neutral Evil
Rana of the Gilfaeli Fighter / Magic User F1 /M2 Elf Female Chaotic Good
Timothe the Enchanter Magic User M3 Human Male Chaotic Good
The Sorceress Lorella Magic User M3 Human Female Chaotic Neutral
Giselle of Léxwych lllusionist 13 Human Female Neutral Good
Danthdlion the Seeker Magic User / Thief M2 /T3 Elf Male Lawful Neutral
Oswald “Ozzy” Sly-Foot Thief T3 Halfling Male Neutral Good
Dag Olafsson Thief T3 Human Male Chaotic Neutral
Burke of Beligshire Cleric C3 Human Male Lawful Good
Ligeia of Peleos Cleric C3 Human Female Chaotic Good
Kerraigh mac Cullen Druid D3 Human Male Neutral
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vall, son of fain

Magic ltems

Detect Shift/Slide Room: 66%
Detect Stonework Traps: 50%
Determine Depth: 50%

Languages

Common
Dwarvish
Lawful Good
Orcish

Saving Throws

Aimed Magic ltems 12
Breath Weapons 17
Death, Paralysis, Poison 14
Petrifaction, Polymorph 15
Spells / Magical Effects 13

STR: 18/68 +2to hit, +3dam.  Class: Fighter
DEX: 11 n/a Level: F2
CON: 17 +3 HP / Level Experience Pts: 3,500
INT: 10 1 Extra Language  Armor Class: 3
WIS: 10 n/a Hit Points: 21
CHR: 8 n/a THACO: 19
Alignment:  Lawful Good Race: Dwarf Sex:  Male
Weapons Equipment Notes
Bastard Sword* 2d4 / 2d8 Leather Backpack / Bedroll Vali receives +2 to hit and +3 to damage
. . with hand-held weapons due to his high
2 Daggers 1d4/1d3 Long Tunic / Belt / Soft Boots STR. He does not receive this bonus with
+1 Hand Axe* 1d6 / 1d4 Waterskin / 6 Days Trail Rations his crossbow. When using his magical
. N , hand axe, Vali receives an additional +1
Light Crossbow 50" Hemp Rope w/ Grapnel to hit and to damage due to its dweomer.
12 Quarrels 1d4+1 Hammer / 12 Iron Spikes
Vali receives an additional +3 HP per
Chalk / Crowbar / 4 Lg Sacks level due to his high CON. This is already
included in his HP total.
* Proficient
Vali’s current maximum movement rate is
ENC 23 ENC 50 60 ft due to his armor type (plate mail).
Vali receives +4 on the d20 roll for all
oyers Saves vs Poison due to his Dwarvish
Armor Dwarf Abilities nature and high CON. This has NOT
been included in the saving throw stat.
Plate Mail Infravision: 60’
Detect Grade/Slope: 75% Vali receives +4 on the d20 roll for all
ENC 45 Detect New Construction: 75% Saves vs Aimed Magic ltems and Spells

due to his Dwarvish nature and high
CON. This has been included in the
saving throw stat.

Vali receives +1 to hit against orcs, half-
orcs, goblins and hobgoblins.

Ogres, ogre magi, trolls, giants and titans
receive a -4 penalty on all d20 attack rolls
against Vali.

OSRIC™ Compatible Pre-Gen Characters

Release Version 1.0, August 2017




€INAR €RIKSSON

STR: 16 +0tohit, +1 dam. Class: Fighter
DEX: 12 n/a Level: F2
CON: 13 n/a Experience Pts: 3,500
INT: 9 1 Extra Language Armor Class: 3
WIS: 10 n/a Hit Points: 14
CHR: 11 n/a THACO: 19
Alignment:  Chaotic Good Race: Human  Sex:  Male
Weapons Equipment Languages
Broadsword* 2d4 / 1d6+1 Leather Backpack Common
Battle Axe* 1d8 / 1d8 Bedroll Chaotic Good
Spear* 1d6 / 1d8 Long Woolen Tunic Dwarvish
2 Daggers* 1d4 / 1d3 Soft Boots - Belt - Gloves
Hooded Cloak
Lg Belt Pouch
4 Lg Sacks Notes
4 Torches Einar adds +1 to all damage caused by
ronbeld vespors (oerly_per
ENC: 22 2 Pints Lamp Oil He does not receive a bonus for damage
Tinderbox w/ Flint & Steel gﬁg:tegovky missile weapons such as o
Whetstone
Armor Einar’s current maximum movement rate
6 Days Trail Rations is 90 ft due to both encumbrance and
Mail Hauberk (chain) 2 Waterskins armor type (mail hauberk).
+1 Shield (medium, round)
ENC: 38
ENC: 42
Magic ltems
Saving Throws
Aimed Magic ltems 16
Breath Weapons 17
Death, Paralysis, Poison 14
Petrifaction, Polymorph 15
ENC: n/a Spells / Magical Effects 17

OSRIC™ Compatible Pre-Gen Characters
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BREeOAN MAC BRUS

STR: 16 +0tohit, +1 dam. Class: Fighter
DEX: 15 -1AC Level: F2
CON: 15 +1 HP / Level Experience Pts: 3,500
INT: 12 3 Extra Languages Armor Class: 5
WIS: 10 n/a Hit Points: 16
CHR: 11 n/a THACO: 19
Alignment:  Chaotic Good Race: Human  Sex:  Male

Weapons Equipment Languages

Longsword* 1d8 / 1d12 Long Belted Tunic / Soft Boots Common

+1 Spear* 1d6 / 1d8 Woolen Blanket Chaotic Good

Dagger* 1d4 / 1d3 Lg Belt Pouch / 4 Lg Sacks Elven

Sling* Tinderbox w/ Flint & Steel Halfling

12 Stones 1d4 / 1d4 4 Torches

Whetstone
2 Waterskins Notes
6 Days Trail Rations Bredan adds +1 to all damage caused by
2 eatherFlosks v ookl vespors vt spery
ENC: 17 does not receive a bonus for damage
caused by missile weapons such as a
short bow.

Armor Bredan receives a -1 bonus to AC due to
his high DEX. This has been added to his

Studded Leather Armor Class.

Shield (large, oval) Bredan receives +1 HP per level due to
his high CON. This has been added to his
hit points.

Bredan’s current max. movement rate is
e ez | [ 901 doe o boh s ond
Magic ltems Saving Throws
Aimed Magic ltems 16
Breath Weapons 17
Death, Paralysis, Poison 14
Petrifaction, Polymorph 15
ENC: n/a Spells / Magical Effects 17

OSRIC™ Compatible Pre

-Gen Characters

Release Version 1.0, August 2017




camoden of the green

STR: 14 n/a Class: Ranger
DEX: 12 n/a Level: R2
CON: 14 n/a Experience Pts: 3,500
INT: 13 3 Extra Languages Armor Class: 5
WIS: 14 n/a Hit Points: 16
CHR: 10 n/a THACO: 19
Alignment:  Lawful Good Race: Human Sex:  Male
Weapons Equipment Notes
Longsword* 1d8 / 1d12 Bedroll / Woolen Blanket Due to his Ranger training, Camden can
. . be Surprised only on 1 in 1d6, and
Dagger 1d4 / 1d3 Long Tunic / Belt / Soft Boots Surprises others on 1-3 in 1d6.
Long Bow* Hooded Cloak / Gloves
) . In melee combat, Camden adds +1
24 Arrows 1d6 / 1dé6 Tinderbox w/ Flint & Steel damage per level per attack against evil
Waterskin / 6 Days Trail Rations humanoids, giants and giant-kin (orcs,
. o ] goblins, ogres, trolls, giants, etc). Thus,
Proficient Leather Flask (wine) when attacking a gnoll, Camden adds 2
ENC 28 2 Lg Sacks / Lg Belt Pouch points of damage to each successful

attack because he is a 2nd level Ranger.
Hatchet (tool)

Camden is able to track creatures in all

Armor environments with the following chances
of success: 90% rural, 65% urban or
Mail Hauberk (chain) dungeon (GM may modify, taking local

conditions into account).

Camden’s current maximum movement
ENC 35 rate is 90 ft due to encumbrance and his
armor type (mail hauberk).

Magic ltems

Potion - Speed

ENC 1 ENC 25
Languages Saving Throws
Common Aimed Magic ltems 16
Lawful Good Breath Weapons 17
Elven Death, Paralysis, Poison 14
Dwarvish Petrifaction, Polymorph 15
Orcish Spells / Magical Effects 17

OSRIC™ Compatible Pre-Gen Characters Release Version 1.0, August 2017



lurgha the destroyer

STR: 17 +1 to hit, +1 dam. Class: Fighter / Cleric
DEX: 10 n/a Level: F2/C2
CON: 15 +1 HP/ Level Experience Pts: 2,000 each
INT: 10 2 Extra Languages Armor Class: 3
WIS: 13 n/a Hit Points: 15
CHR: 8 -5 loyalty THACO: 19
Alignment:  Neutral Evil Race: Half-Orc  Sex: Female
Weapons Equipment Spells
Morning Star* 2d4 / 1d6+1 Long Belted Tunic / Soft Boots 1st Level (Choose 3)
Short Sword* 1d6 / 1d8 Hooded Cloak Bless (or Curse)
Dagger* 1d4 / 1d3 Bone Holy Symbol (Death) Command
Woolen Blanket Cure (or Cause) Light Wounds
Satchel / Lg Sack Detect Evil (or Good)
* Proficient
Tinderbox w/ Flint & Steel Detect Magic
ENC: 16
Hooded Lantern Protection From Evil (or Good)
4 Pints Lamp Oil Remove (or Cause) Fear
Armor Whetstone Resist Cold
Waterskin
Plate Mail
5 Days Trail Rations o
Half-Orc Abilities
ENC: 45 Infravision: 60’
Magic ltems Notes
Potion - Fire Resistance When using hand-held weapons, Lurgha
receives + 1 to hit and +1 to damage due
ENC: 1 ENC: 23 to her high STR.
Lurgha receives +1 HP per level due to
her high CON. This has already been
Languages Saving Throws included in her hit points.
) ) Lurgha’s current max. movement rate is
Common Aimed Magic ltems 14 60 ft due to armor type (plate).
Neutral Evil Breath Weapons 16
Lurgha is a priestess of the Death deity.
Orcish Death, Paralysis, Poison 10
Ogrish Petrifaction, Polymorph 13
Spells / Magical Effects 15

OSRIC™ Compatible Pre-Gen Characters
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RAcOWULf of BERGhOSf

Studded Leather
Shield (small, round)

ENC: 25

Magic ltems

50 ft Hemp Rope w/ Grapnel

STR: 14 n/a Class: Fighter / Thief
DEX: 15 -1 AC Level: F2/T2
CON: 15 +1 HP / Level Experience Pts: 2,000 each
INT: 11 2 Extra Languages  Armor Class: 5
WIS: 10 n/a Hit Points: 12
CHR: 10 n/a THACO: 19
Alignment:  Neutral Evil Race: Half-Elf  Sex:  Male
Weapons Equipment Thief Abilities
Longsword* 1d8 / 1d12 Long Belted Tunic / Soft Boots Climb Walls: 82%
+1 Dagger*  1d4/ 1d3 Hooded Cloak Find Traps: 29%
12 Darts* 1d3 / 1d2 Woolen Blanket Hear Noise: 13%
2 Lg Sacks / Lg Belt Pouch Hide in Shadows: 30%
* Proficient Tinderbox w/ Flint & Steel Move Quietly: 25%
ENC: 12 2 Torches / Woolen Blanket Open Locks / Disarm Traps: 34%
Thieves Tools / Crowbar Pick Pockets: 49%
Hammer (tool) / 12 Iron Spikes Read Languages: 5%
Armor

Waterskin / 5 Days Trail Rations

Languages

Common
Thieves’ Cant
Neutral Evil

Elven

Notes

Raedwulf receives a -1 bonus to AC due
to his high DEX. This has already been
added to his Armor Class.

Roedwulf receives +1 HP per level due to

his high CON. This has already been
added to his hit points.

Roedwulf adds +4 to hit when using his
Backstab ability. Backstab damage is x2
(double damage).

Raedwulf’s current maximum movement
rate is 90 ft due to encumbrance and
armor type (leather).

ENC: 35
Saving Throws
Aimed Magic ltems 14
Breath Weapons 16
Death, Paralysis, Poison 13
Petrifaction, Polymorph 12
Spells / Magical Effects 15

Half-Elf Abilities

Infravision: 60’

30% resistant to Charm/Sleep

OSRIC™ Compatible Pre-Gen Characters
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RANna of the gilfael

Magic ltems

Scroll - Feather Fall, Spider Climb

Elf Abilities

Infravision: 60’
90% resistant to Charm/Sleep
Surprise Others: 1-4 on dé

Detect Secret Doors: 1 on dé if
within 10’, 1-2 on dé if search

Languages

Common
Chaotic Good
Elven

Halfling
Orcish

Saving Throws

Aimed Magic ltems 11
Breath Weapons 15
Death, Paralysis, Poison 14
Petrifaction, Polymorph 13
Spells / Magical Effects 12

STR: 12 n/a Class: Fighter / Magic User
DEX: 16 +1 missile, -2 AC Level: F2/M1
CON: 11 n/a Experience Pts: 2,000 each
INT: 14 4 Extra Languages Armor Class: 5
WIS: 11 n/a Hit Points: 9
CHR: 13 +5 reaction THACO: 19
Alignment:  Chaotic Good Race: EIf Sex: Female
Weapons Equipment Spells
Short Sword* 1d6 / 1d8 Long Belted Tunic / Soft Boots 1st Level (Choose 1)
Dagger* 1d4 / 1d3 Hooded Cloak Comprehend Languages
Short Bow* n/a Satchel / Sm Sack Feather Fall
24 Arrows 1d6 / 1dé6 2 Beeswax Candles Read Magic
Tinderbox w/ Flint & Steel Shocking Grasp
* Proficient
2 Scrollcases (bone) Sleep
ENC: 20
3 Vellum / Ink / 2 Quills Spider Climb
Waterskin / 5 Days Trail Rations
Armor Leather Bracer / Quiver
Notes
Studded Leather
ENC: 22 Rdna receives +1 to hit when using
missile weapons and a -2 bonus to AC
due to her high DEX.
ENC: 20

Réna receives +1 to hit when using a
longsword, short sword or any pulled bow
due to her Elven nature.

Réna’s current maximum movement rate
is 90 ft due to encumbrance and armor
type (studded).

OSRIC™ Compatible Pre-Gen Characters
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timothe the enchanter

Magic ltems

Ring of Protection +1

Scroll - Detect Magic, Shield
Wand of Magic Missiles (8)
Continual Light on Staff

ENC: 1

Languages

Common
Chaotic Good
Dwarvish
Elven

Halfling
Orcish

3 Vellum / Ink / 2 Quills

2 Sm Bottles (glass, corked)
Waterskin

Leather Flask / Pint Wine

5 Days Trail Rations

ENC: 23
Saving Throws
Aimed Magic ltems 11
Breath Weapons 15
Death, Paralysis, Poison 14
Petrifaction, Polymorph 13
Spells / Magical Effects 12

STR: 13 n/a Class: Magic User
DEX: 15 -1AC Level: M3
CON: 15 +1 HP/ Level Experience Pts: 5,000
INT: 14 4 Extra Languages Armor Class: 8
WIS: 11 n/a Hit Points: 11
CHR: 10 n/a THACO: 20
Alignment:  Chaotic Good Race: Human  Sex:  Male
Weapons Equipment Spells
Staff* 1d6 / 1d6 Silk Robe / Noble Shoes 1st Level (Choose 2)
Satchel / Lg Sack Burning Hands
2 Beeswax Candles Detect Magic
* Proficient Tinderbox w/ Flint & Steel Magic Missile
ENC: 5 Pint Lamp Oil Read Magic
2 Scrollcases (bone) Shield

Shocking Grasp
Sleep

2nd Level (Choose 1)
Continual Light
Knock

Mirror Image

Web

Notes

Timothe receives a -1 bonus to AC due to
his high DEX.

Timothe receives +1 HP per level due to

his high CON. This has already been
added to his hit points.

Timothe’s current max. movement rate is
120 ft due to encumbrance and armor
type (no armor).

Timothe receives +1 on d20 rolls for all
saving throws due to his Ring of
Protection. This bonus has NOT been
included in the stat on the chart.

OSRIC™ Compatible Pre-Gen Characters
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the sorceress Lorella

Bracers of Armor +2

Scroll - Read Magic, Shield
Potion - Healing (2d4+2)
Magic Dust (Charm Person x3)

ENC: 2

Languages

Common
Chaotic Neutral
Elven

Gnomish
Goblin
Hobgoblin
Orcish

Leather Flask / Pint Wine
5 Days Trail Rations
Pint Lamp Qil

ENC: 20
Saving Throws
Aimed Magic ltems 11
Breath Weapons 15
Death, Paralysis, Poison 14
Petrifaction, Polymorph 13
Spells / Magical Effects 12

2nd Level (Choose 1)
Forget

Invisibility

Levitate

Mirror Image

STR: 9 n/a Class: Magic User
DEX: 16 +1 missile, -2 AC Level: M3
CON: 11 n/a Experience Pts: 5,000
INT: 16 5 Extra Languages Armor Class: 6
WIS: 12 n/a Hit Points: 7
CHR: 17 +30 loyal, +30 react THACO: 20
Alignment:  Chaotic Neutral Race: Human  Sex: Female
Weapons Equipment Spells
6 Darts* 1d3 / 1d2 Silk Gown / Noble Shoes 1st Level (Choose 2)
Satchel / Sm Sack Charm Person
2 Beeswax Candles Detect Magic
* Proficient Tinderbox w/ Flint & Steel Friends
ENC: 3 2 Scrollcases (bone) Magic Aura
3 Vellum / Ink / 2 Quills Read Magic
. 2 Sm Bottles (glass, corked) Shield
Magic ltems Waterskin Sleep

Notes

Lorella receives +1 to hit when using
missile weapons due to her high DEX. She
also receives a -2 bonus to AC due to her

high DEX.

Lorella’s current max. movement rate is
120 ft due to encumbrance and armor

type (no armor).
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giselle of Léxwych

STR: 9 Class: lllusionist
DEX: 16 +1 missile, -2 AC Level: 13
CON: 15 +1 HP / Level Experience Pts: 5,000
INT: 15 4 Extra Languages Armor Class: 7
WIS: 12 Hit Points: 10
CHR: 13 +5 reaction THACO: 20

Alignment:  Neutral Good

Race: Human Sex: Female

Weapons

6 Darts* 1d3 / 1d2

* Proficient

ENC: 3

Magic ltems

Ring of Protection +1
Scroll - Light, Mirror Image
Potion - Healing (2d4+2)

ENC: 2

Languages

Common
Chaotic Neutral
Elven

Gnomish
Goblin
Hobgoblin
Orcish

Equipment

Linen Gown / Common Shoes
Hooded Cloak

Satchel / Sm Sack

2 Beeswax Candles
Tinderbox w/ Flint & Steel
Pint Lamp Oil

Mirror (small, steel)
Wooden Flute

2 Scrollcases (bone)

3 Vellum / Ink / 2 Quills
Waterskin

5 Days Trail Rations

Spells

1st Level (Choose 2)
Change Self

Color Spray

Detect Invisibility
Hypnotism

Light

Phantasmal Force

Wall of Fog

2nd Level (Choose 1)
Blindness

Improved Phantasmal Force
Invisibility

Mirror Image

ENC: 23
Saving Throws
Aimed Magic ltems 11
Breath Weapons 15
Death, Paralysis, Poison 14
Petrifaction, Polymorph 13
Spells / Magical Effects 12

Notes

Giselle receives +1 to hit when using
missile weapons and a -2 bonus to AC
due to her high DEX.

Giselle receives +1 on d20 rolls for all
saving throws due to her Ring of
Protection. This bonus has NOT been
included in the stat on the chart.

Giselle’s current maximum movement
rate is 120 ft due to encumbrance and
armor type (no armor).
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danthalion the seeker

STR: 10 n/a

DEX: 16 +1 missile, -2 AC
CON: 9 n/a

INT: 15 4 Extra Languages
WIS: 11 n/a
CHR: 13 +5 reaction
Alignment:  Neutral Good

Magic User / Thief
M2 T3

Class:
Level:
Experience Pts: 2,600 each

Armor Class: 6
Hit Points: 10
THACO: 20

Race: Elf Sex: Male

Magic ltems

Potion - Gaseous Form

ENC: 1

Weapons Equipment
Short Sword* 1d6 / 1d8 Long Belted Tunic / Soft Boots
Dagger* 1d4 / 1d3 Hooded Cloak / Lg Belt Pouch
2 Lg Sacks / Thieves' Tools
Waterskin / 3 Days Trail Rations
* Proficient
ENC: 4 ENC: 10
Armor Notes
Leather Armor Danthélion receives +1 to hit when
using missile weapons and a -2 bonus
to AC due to his high DEX.
ENC: 15 Due to his Elven nature, Danthalion

receives +1 to hit when using a
longsword or short sword.

Danthélion’s current max. movement
rate is 120 ft due to encumbrance and
armor type (leather).

Danthélion adds +4 to hit when using
his Backstab ability. Backstab damage
is x2 (double damage).

Thief Abilities

Climb Walls: 79%

Find Traps: 38%

Hear Noise: 21%

Hide in Shadows: 40%

Move Quietly: 35%

Open Locks / Disarm Traps: 38%
Pick Pockets: 48%

Read Languages: 20%

Spells

1st Level (Choose 2)
Comprehend Languages
Feather Fall

Jump

Read Magic

Spider Climb

Elf Abilities

Infravision: 60’
Surprise Others: 1-4 on dé

Detect Secret Doors: 1 on d6 if
within 10’, 1-2 on dé if searching.

Saving Throws

Aimed Magic ltems 11
Breath Weapons 15
Death, Paralysis, Poison 13
Petrifaction, Polymorph 12
Spells / Magical Effects 12

Languages

Common
Neutral Good
Elven
Thieves’ Cant
Kobold

Lizard Man
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oswalo (0zzy] sly-fellow

Languages

Common
Halfling
Neutral Good
Thieves’ Cant
Dwarvish

Goblin

Surprise Others: 1-4 on dé

Saving Throws

Aimed Magic ltems 11
Breath Weapons 16
Death, Paralysis, Poison 13
Petrifaction, Polymorph 12
Spells / Magical Effects 12

STR: 10 n/a Class: Thief
DEX: 16 +1 missile, -2 AC Level: T3
CON: 12 n/a Experience Pts: 3,500
INT: 15 3 Extra Languages Armor Class: 6
WIS: 10 n/a Hit Points: 10
CHR: 11 n/a THACO: 20
Alignment:  Neutral Good Race: Halfling Sex: Male
Weapons Equipment Thief Abilities
Short Sword*  1d6 / 1d8 Long Belted Tunic / Soft Boots Climb Walls: 69%
Sling* Hooded Cloak Find Traps: 33%
12 Bullets 1d4+1 / 1d6+1 Satchel / Lg Belt Pouch Hear Noise: 21%
Woolen Blanket / 2 Lg Sacks Hide in Shadows: 45%
* Proficient
ENC. 7 Tinderbox w/ Flint & Steel Move Quietly: 45%
. 2 Torches Open Locks / Disarm Traps: 43%
Thieves' Tools Pick Pockets: 48%
Armor 50 ft Silk Rope Read Languages: 5%
Waterskin
Padded Gambeson
5 Days Trail Rations
ENC: 10 Notes
Ozzy adds +3 on the d20 roll for all saves
vs aimed magic items and spells due to
Magic ltems ENC: 27 his Halfling nature and CON. This is
included in the saving throws stat.
Potion - Invisibility
. o Ozzy adds +3 on the d20 roll for all saves
Halfling Abilities vs poison due to his Halfling nature and
CON. This has NOT been included in the
ENC: 1 Infravision: 60’ saving throws stat.

Ozzy adds +1 to aftacks with missile
weapons and a -2 bonus to AC due to his
high DEX.

Due to his Halfling nature, Ozzy adds +3
to attack rolls when using a sling.

Ozzy adds +4 to attack rolls when using
his Backstab ability. Backstab damage is
x2 (double damage).

Ozzy's current maximum movement rate
is 90 ft due to racial limits.

OSRIC™ Compatible Pre-Gen Characters

Release Version 1.0, August 2017



dag olafsson

+1 Dagger*  1d4/ 1d3

Dagger* 1d4 / 1d3
12 Darts* 1d3/ 1d2
* Proficient
ENC: 7
Armor
Studded Leather
ENC: 20

Magic ltems

Long Belted Tunic / Soft Boots
Hooded Cloak

2 Lg Sacks / Lg Belt Pouch
Tinderbox w/ Flint & Steel

2 Torches

Woolen Blanket

Thieves Tools / Crowbar
Hammer (tool) / 12 Iron Spikes
50 ft Hemp Rope w/ Grapnel
Waterskin

5 Days Trail Rations

STR: 13 n/a Class: Thief
DEX: 17 +2 missile, -3 AC Level: T3
CON: 15 +1 HP / Level Experience Pts: 3,500
INT: 12 3 Extra Languages  Armor Class: 4
WIS: 10 n/a Hit Points: 13
CHR: 10 n/a THACO: 20
Alignment:  Chootic Neutral ~ Race: ~ Human  Sex: Male
Weapons Equipment Thief Abilities

Climb Walls: 84%

Find Traps: 38%

Hear Noise: 16%

Hide in Shadows: 35%

Move Quietly: 35%

Open Locks / Disarm Traps: 48%
Pick Pockets: 43%

Read Languages: 10%

ENC: 39
Languages Saving Throws
Common Aimed Magic ltems 14
Thieves Cant Breath Weapons 16
Chaotic Neutral Death, Paralysis, Poison 13
Dwarvish Petrifaction, Polymorph 12
Halfling Spells / Magical Effects 15

Notes

Dag receives a +2 bonus to hit on all

missile attacks and a -3 bonus to AC due
to his high DEX.

Dag receives +1 HP per level due to his
high CON. This has already been added
to his hit points.

Dag adds +4 to hit when using his
Backstab ability. Backstab damage is x2
(double damage).

Dag’s current maximum movement rate is
90 ft due to encumbrance and armor type
(leather).
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BURKE Of Beligshire

Heavy Mace* 1d6+1/ 1d6
War Hammer* 1d4+1/ 1d4

Long Belted Tunic / Soft Boots
Wooden Holy Symbol (War)
Leather Backpack - Bedroll
Tinderbox w/ Flint & Steel

STR: 12 n/a Class: Cleric
DEX: 11 n/a Level: C3
CON: 16 +2 HP / Level Experience Pts: 3,500
INT: 12 3 Extra Languages Armor Class: 4
WIS: 15 Extra Spells: 2100 Hit Points: 20
CHR: 14 +5 loyal, +10 react THACO: 20
Alignment:  Lawful Good Race: Human  Sex: Male
Weapons Equipment Spells

1st Level (Choose 4)
Bless

Command

Cure Light Wounds
Detect Evil
Protection From Evil

Remove Fear

2nd Level (Choose 2)
Hold Person

Silence 15’ Radius
Slow Poison

Spiritual Weapon

* Proficient

Hooded Lantern

ENC: 8

2 Pints Lamp Oil

Lg Belt Pouch / 2 Lg Sacks
Armor Vial - Holy Water

Waterskin
Mail Hauberk (chain)

5 Days Trail Rations
Shield (medium, round)

2 Leather Flasks (ale)

ENC: 38
Magic ltems
Potion - Healing (2d4+2)
ENC: 1 ENC: 23

Languages Saving Throws
Common Aimed Magic ltems 14
Lawful Good Breath Weapons 16
Dwarvish Death, Paralysis, Poison 10
Elven Petrifaction, Polymorph 13
Halfling Spells / Magical Effects 15

Notes

Burke is a priest of the War deity.

Burke receives +2 HP per level due to his
high CON. This has already been added
to his hit points.

Burke receives +1 on all saves vs mind-
affecting magic due to his high WIS.

Burke’s current maximum movement rate
is 90 ft due to encumbrance and armor
type (mail hauberk).

Burke receives additional spells due to his

high WIS.
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ligela of peleos

Magic ltems

Bracers of Armor +2
Scroll - Cure Light Wounds x 3

Potion - Clairvoyance

5 Days Trail Rations
2 Scrollcases (bone)

3 Vellum / Ink / Quill

ENC: 2 ENC: 21
Languages Saving Throws
Common Aimed Magic ltems 14
Chaotic Good Breath Weapons 16
Elven Death, Paralysis, Poison 10
Halfling Petrifaction, Polymorph 13
Orcish Spells / Magical Effects 15

2nd Level (Choose 2)
Augury

Detect Charm

Hold Person

Silence 15’ Radius

STR: 11 n/a Class: Cleric
DEX: 12 n/a Level: C3
CON: 12 n/a Experience Pts: 3,500
INT: 12 3 Extra Languages Armor Class: 8
WIS: 15 Extra Spells: 2100 Hit Points: 13
CHR: 14 +5 loyal, +10 react THACO: 20
Alignment:  Chootic Good ~ Race:  Human Sex:  Female
Weapons Equipment Spells
Club* d4 /d3 Linen Robe / Common Shoes 1st Level (Choose 4)
Staff* dé6 / dé Pewter Holy Symbol (Lunar) Bless
Satchel - Large Belt Pouch Cure Light Wounds
* Proficient 2 Beeswax Candles Detect Magic
ENC: 8 Tinderbox w/ Flint & Steel Light
Blanket, Woolen Remove Fear
Large Sack Resist Cold
Armor Waterskin Sanctuary

Notes

Ligeia is a priestess of the Moon deity.

Ligeia receives +1 on all saves vs mind-
affecting magic due to her high WIS.

Ligeia receives additional spells due to

her high WIS.

Ligeia’s current maximum movement rate
is 120 ft due to encumbrance and armor

type (no armor).
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kerraigh mac cullen

STR: 12 n/a Class: Druid
DEX: 10 n/a Level: D3
CON: 12 n/a Experience Pts: 5,000
INT: 14 4 Extra Languages Armor Class: 8
WIS: 17 Extra Spells: 2210 Hit Points: 14
CHR: 15 +15 loyal, +15 react THACO: 20
Alignment:  Neutral Race: Human Sex: Male
Weapons Equipment Spells
Staff* 1d6 / 1d6 Belted Linen Robe / Soft Boots 1st Level (Choose 5)
6 Darts* 1d3/ 1d2 Woolen Blanket Detect Magic
2 Lg Belt Pouches / Candle Detect Snares & Pits
* Proficient
Tinderbox w/ Flint & Steel Entangle
ENC: 8
Sickle (tool) / Mistletoe Faerie Fire
2 Waterskins Pass Without Trace
Armor 6 Days Trail Rations Purify Water
Shillelagh
Leather Armor
Speak With Animals
ENC: 20
ENC: 15
2nd Level (Choose 4)
Barkskin
Lan
Magic ltems anguages Charm Person or Mammall
Common Create Water
Potion - Sweet Water
Neutral Cure Light Wounds
ENC: 1
Druids’ Cant Feign Death
Elven Heat Metal
Notes Fey Tongue Obscurement
Orcish Warp Wood
Kerraigh is able to identify all
plants/animals and determine if
. . 3rd Level (Choose 2)
water is pure and safe to drink.
ina Th Call Lightnin
Kerraigh receives +2 on d20 for all Saving Throws c Dg J
: : ; ure Disease
saves vs fire and lightning. Aimed Magic ltems 14
Neutralize Poison
Kerraigh is able to move through Breath Weapons 16 . )
natural undergrowth at full speed . . Protection From Fire
: . Death, Paralysis, Poison 10
without evidence of passage. Summon Insects
Petrifaction, Polymorph 13
Kerraigh’s  current  maximum . Water Breathing
movement rate is 120 f. Spells / Magical Effects 15
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This product uses the OSRIC™ System (Oldschool System Reference and
Index Compilation™). The OSRIC™ system text may be found at http://
www.knights-n-knaves.com/osric. The OSRIC™ text is copyright of Stuart
Marshall. "OSRIC™" and "Oldschool System Reference and Index
Compilation™" are trademarks of Stuart Marshall and Matthew Finch and may
be used only in accordance with the OSRIC™ license. This product is not
affiliated with Wizards of the Coast™. Some artwork copyright William
McAusland, used with permission.

OPEN GAME LICENSE Version 1.0a: The following text is the property of
Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc
(“Wizards”). All Rights Reserved.

1. Definitions:

(a) "Contributors" means the copyright and/or trademark owners who have
contributed Open Game Content;

(b) "Derivative Material® means copyrighted material including derivative
works and translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may be
recast, transformed or adapted;

(c) "Distribute” means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute;

(d) "Open Game Content" means the game mechanic and includes the
methods, procedures, processes and routines to the extent such content
does not embody the Product Identity and is an enhancement over the prior
art and any additional content clearly identified as Open Game Content by the
Contributor, and means any work covered by this License, including
translations and derivative works under copyright law, but specifically
excludes Product Identity.

(e) "Product Identity" means product and product line names, logos and
identifying marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representations;
names and descriptions of characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities; places, locations,
environments, creatures, equipment, magical or supernatural abilities or
effects, logos, symbols, or graphic designs; and any other trademark or
registered trademark clearly identified as Product identity by the owner of the
Product Identity, and which specifically excludes the Open Game Content;

(f) "Trademark" means the logos, names, mark, sign, motto, designs that are
used by a Contributor to identify itself or its products or the associated
products contributed to the Open Game License by the Contributor;

(g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material of Open Game
Content;

(h) "You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains
a notice indicating that the Open Game Content may only be Used under and
in terms of this License. You must affix such a notice to any Open Game
Content that you Use. No terms may be added to or subtracted from this
License except as described by the License itself. No other terms or conditions
may be applied to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License,
the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive
license with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original
material as Open Game Content, You represent that Your Contributions are
Your original creation and/or You have sufficient rights to grant the rights
conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE
portion of this License to include the exact text of the COPYRIGHT NOTICE of
any Open Game Content You are copying, modifying or distributing, and You

must add the title, the copyright date, and the copyright holder's name to the
COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including
as an indication as to compatibility, except as expressly licensed in another,
independent Agreement with the owner of each element of that Product Identity.
You agree not to indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open Game
Content except as expressly licensed in another, independent Agreement with
the owner of such Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a challenge to the ownership
of that Product Identity. The owner of any Product Identity used in Open Game
Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate
which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated
versions of this License. You may use any authorized version of this License to
copy, modify and distribute any Open Game Content originally distributed under
any version of this License.

10. Copy of this License: You MUST include a copy of this License with every
copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open
Game Content using the name of any Contributor unless You have written
permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms
of this License with respect to some or all of the Open Game Content due to
statute, judicial order, or governmental regulation then You may not Use any
Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply
with all terms herein and fail to cure such breach within 30 days of becoming
aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable,
such provision shall be reformed only to the extent necessary to make it
enforceable.

15. COPYRIGHT NOTICE Open Game License v 1.0 Copyright 2000, Wizards
of the Coast, Inc. System Reference Document Copyright 2000, Wizards of the
Coast, Inc; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on
original material by E. Gary Gygax and Dave Arneson.

OSRIC™ copyright 2006, Stuart Marshall, adapting material prepared by
Matthew J. Finch, based upon the System Reference Document, and inspired
by the works of E. Gary Gygax and Dave Arneson.

Pre-Generated Characters: Vol. 1, Copyright 2017, Matthew Poort
End of License
Designation of Product Identity and Open Game Content:

Designation of Product Identity and Open Game Content: the terms “OSRIC,” “
OSRIC™.” and “O.S.R.I.C.” are Product Identity and trademarks of Stuart
Marshall and Matthew Finch.

Designation of OSRIC™ Reference Content: the descriptions, motivations,
names, and/or personalities, of all artifacts, characters, cities, city states,
countries, creatures, deities, enchantments, environments, equipment, feats,
geographic features, gods, groups, historic events, items, locations, magical
abilities, magical effects, monsters, organizations, places, planes, political
features, races, skills, spells, supernatural abilities, and supernatural effects in
this book as well as the name of any other thing not stemming from the System
Reference Document, and their stat blocks and/or other game mechanic
descriptions (if any), are designated as OSRIC™ Reference Content (NOT
Open Game Content, NOT OSRIC™ Open Content), to the extent permitted
under the Open Game License and to the extent such material is subject to
copyright, except for any text language derived from the SRD or other OGL
sources, which is Open Game Content.

Module release version 1.0: August, 2017.



Pre-Generated Characters: Vol. 1 is one of several products available for use with the OSRIC™ system. OSRIC™ is
available in print from Black Blade Publishing at http://www.black-blade-publishing.com or as a free download from the
Knights & Knaves Alehouse at hitp://www.knights-n-knaves.com/osric.

This product uses the OSRIC™ System (Oldschool System Reference and Index Compilation™). The OSRIC™ system text
may be found at http://www.knights-n-knaves.com/osric. The OSRIC™ text is copyright of Stuart Marshall. "OSRIC™" and
"Oldschool System Reference and Index Compilation™" are trademarks of Stuart Marshall and Matthew Finch and may
be used only in accordance with the OSRIC™ license.

This line of free download products includes: Pre-Generated Characters: Vol. 1 (2nd and 3rd Level Characters),
Pre-Generated Characters: Vol. 2 (4th to 7th Level Characters), and Pre-Generated Characters: Vol. 3 (7th to 9th Level
Characters). Look for OSRIC™ compatible adventures by this author as well.
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Knights & Knaves Alehouse at hitp://www.knights-n-knaves.com/osric.

This product uses the OSRIC™ System (Oldschool System Reference and Index Compilation™). The OSRIC™ system text
may be found at http://www.knights-n-knaves.com/osric. The OSRIC™ text is copyright of Stuart Marshall. "OSRIC™" and
"Oldschool System Reference and Index Compilation™" are trademarks of Stuart Marshall and Matthew Finch and may
be used only in accordance with the OSRIC™ license.

This line of free download products includes: Pre-Generated Characters: Vol. 1 (2nd and 3rd Level Characters),
Pre-Generated Characters: Vol. 2 (4th to 7th Level Characters), and Pre-Generated Characters: Vol. 3 (7th to 9th Level
Characters). Look for OSRIC™ compatible adventures by this author as well.
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