Jack “Tarquin” Wylde
4th Level - Detective & Diabolist (Ward Mage or Arcane Symbologist) Statistics

Human, 6’, age: 26, grey eyes, dark auburn hair, Scrupulous (Good), first born

Home: Port Monivey in the Western Kingdom
IQ: 17

ME: 17

MA: 13

PS: 14

PP: 13

PE: 14

PB: 13

Speed: 12
Hit Points: 27
PPE: 148
ISP: 27

XP: 13650

SDC: 100 + 10/level (with Bracer)
Bonuses: Init. +1, Parry +3, Dodge +3, Roll +2, Punch +2, Restr. Punch +2

For a fee, Jack will:

1) Jack will: read, translate, and transcribe: scrolls, maps, books, etc. 

2) Jack will draw Wards on objects.

3) Jack will research items he can't immediately translate. 

4) Jack will investigate various crimes, tail, and surveillance targets. He won't get involved in marital disputes. And he will avoid tangles/confrontation with higher level mages, if it looks as though the clues lead to them; unless a deal can be worked out with the mage to assist with the case.

5) Jack will perform other tasks as they come to mind. It is *expected* that he will have constant run-ins with the local constabulary. They hate private dicks getting involved with their official cases; especially if the PI has information that they want.

Member of/licensed:

Private Investigator’s License (badge) – Port Monivey

Southwind Merchant’s Guild (cover Guild for Lopanian Thieves Guild)

Honorary Sheriff (badge) – Town of Spielberg

Diabolist Knowledge & Abilities:

1) Power Words

2) Literacy: Runes – Base: 88% + 1%/level

3) Mystic Symbology

4) Recognize & Understand Magic Circles – Base: 22% + 4%/level

5) Use Magic Circles – Base: 30% + 5%/level

6) Identify Energized Wards – Base: 25% + 5%/level

7) Recognize Enchantment – Base: 20% + 5%/level

8) Recognize Magic – Base: 20% + 5%/level

9) Magic Bonuses: +1 to save vs magic (spells & wards) at levels two, five, ten, and fifteen

    Magic Bonuses: +3 to save vs horror factor

    Magic Bonuses: impervious to their own wards

    Magic Bonuses: +1 to save vs Psionics and Insanity

10) P.P.E. Base 2d4x10 + P.P.E. attribute number + 2d6 P.P.E. /level starting at level one

11) Read scrolls 

Detective & Diabolist OCC Skills:
Literacy: Human Language – Base: 98%

Literacy: Elven Language – Base: 98%

Literacy: Dwarven Language (+20% for diabolist) - Base: 55% + 5%/level.

Literacy: Ancient Dwarven Language (+20% for diabolist) - Base: 55% + 5%/level.

Literacy: Wolven Language (+20% for diabolist) - Base: 55% + 5%/level.

Technical: Convert Spells to Wards - Base: 15% + 3%/level.

Technical: Lore: Magic (+10% for detective +15% for diabolist) - Base: 45% + 5%/level.

Technical: Lore: Geomancy & Ley Lines (+10% for detective) - Base: 45% + 5%/level.

Technical: Lore: General Knowledge - Base: 20% + 5%/level.

Technical: Lore: Recognize magic Wards, Circles, and Runes - Base: 10% + 5%/level.

Technical: Lore: Recognize enchantments - Base: 5% + 5%/level.

Technical: Sculpt & Whittling (+10% for detective +20% for diabolist) - Base: 55% + 5%/level.

Technical: Art (+10% for detective +10% for diabolist) - Base: 50% + 5%/level.

Technical: Sailing (+10% for detective +15% for diabolist) - Base: 35% + 5%/level.

Science: Basic Mathematics (+25% for diabolist) - Base: 88% + 5%/level. (Base: 98% for detective)
Physical: Hand to Hand: Expert (for detective)

Physical: Hand to Hand: Martial Arts

Physical: Forced March

Physical: Running
Weapons Proficiencies: Sword - Fencing Saber

Weapons Proficiencies: Targeting/Missile Weapons - Small Crossbow

Military: Surveillance - Base: 25% + 5%/level.

Rogue/Thief: Tailing (+30 for detective) - Base: 40% + 5%/level.

Espionage: Intelligence (+15% for detective +5% for diabolist) - Base: 50% + 4%/level.

Espionage: Pick locks (+15% for detective) - Base: 45% + 5%/level.

Communications: Cryptography (+5% detective +15% for diabolist) - Base: 35% + 5%/level.

Horsemanship: General - Base: 20% + 5%/level.

Horsemanship: Exotic Animals - Base: 20% + 5%/level.

Medical: Animal Husbandry - Base: 35% + 5%/level.

Medical: Biology (+25% for detective) - Base: 45% + 5%/level.

MAGIC ITEMS
Carried items:
Cinder, saber foil: d6 cuts, 2d6 stabs, 4d6 flaming (PPE=20)

Bracer of Ithan: SDC: 100 + 10 level (3/day)

Phantom crossbow: 5d6 1 shot/6 seconds, range: 120 ft.

Ring of Teleportation: 8,000/level 3 times/week. 

Glyph, quill of endless ink: soaks up all media, telepathic link, dremel ability, Spell: Wind Rush (PPE=20)

Crystal of Light: Continual Light

Wylde’s Emporium of Detection:
Book of the Serpent

Spyeye (front of shop) and view mirror

Crystal of Light: Continual Light (one on each floor)

MAGIC ABILITIES
PSIONICS (Total ISP=27):

Empathy: ISP=4
Total Recall: ISP=2 
POWER WORDS:

Charge: One charge/level. Add to Ward to increase duration of Ward.
Simple Words:
Acba: Invokes power/mystic energy.
Keron: Deevil Lord, symbolizes evil and darkness.
Pein: Demon lord, symbolized evil and darkness.

Yin: A linking word, like “and”, “or”, “also”.
Elemental Words of Power:

Ariel-Rapere-kyn: earth.
Cherubot-kyn: air.
Seraph-mytyn: fire.
Tharsis-mycn: water.
Power Words of Force:

Agu: An Old One; the word symbolizes life, birth, and rebirth.

Erva: An Old One; symbolizes death and darkness.
Kym-nark-mar: A dragon; symbolizes wisdom, power, and strength.

Lictalon: An Elven wizard; symbolizes duality and knowledge.
Lo-kum: An angel; symbolizes transitions, dimensions, and change.

Netosa: An Old One; symbolizes suffering, undead, and eternity.

Tao-bo: An angel; symbolizes love, peace, and serenity.

Tarm-kin-toe: An Old One; symbolizes pain, hate, and treachery.
Xy: The Great Old One! Symbolizes power incarnate.

Ya-ank-met: An Old One; symbolizes power and light.
Ya-blik: An Old One; symbolizes fear, betrayal, and pestilence.
WARD SPELLS (Total PPE=148):
Level One

Cloud of Smoke: Range: 90’, 4 melee rounds/level (1 minute), PPE=2 - (black smoke (30x30x30 ft. max. size, up to 90’ away)

Decipher Magic: Range: Self, 8 melee rounds/level (2 minutes), PPE=4 - (at 94%) 

Globe of Daylight: Range: Near self to 30’, 12 melee rounds/level (3 minutes), PPE=2 - (up to 12‘/level) 

Increase Weight: Range: Self or on others up to 100’ away, 8 melee rounds/level (2 minutes), PPE=4 - (up to 100 pounds/level)

See Aura: Range: 100’, 1 melee round, PPE=6 – estimate level of experience, presence of magic, presence of psychic ability, high or low PPE, presence of possessing entity, presence of serious illness, presence of unusual aberration: mutation, superpowers, inhuman,, alien, or supernatural (not which one).
Sense Magic: Range: 120’, 8 melee rounds/level (2 minutes), PPE=4 – determine enchantment or magic spell, or if magic is used.

Level Two

Chameleon: Range: Self or others to touch, 16 melee rounds/level (4 minutes), PPE=6 – 90% if unmoving, 70% if moving 2’/melee round, 20% if moving 6’/melee round, ineffective if moving faster.

Fear (Horror Factor: 16): Range: 20’ diameter area, up to 100’ away, 4 melee rounds/level (1 minute), PPE=5

Mystic Alarm: Range: 12, one object, 1 year/level, PPE=5 – Protect possessions with an invisible ward-like symbol. If it is touched or disturbed by anyone other than the spell caster, it will send a silent alarm buzzing in the mage’s head. The Ward looks like a Ram’s horn.
Level Three

Armor of Ithan: Range: self or other, 4 melee rounds/level (1 minute), PPE=10 – AR=18, SDC=100 +10/level, magic fire, cold, and Lightning to ½ damage

Energy Bolt: Range: 150’, Instantly, Damage: 4d6 SDC (dodge of 18 or higher), PPE=5
Invisibility, Simple: Range: Self, 12 melee rounds/level (3 minutes), PPE=6

Level Four

Carpet of Adhesion: Range: 30’ + 10’/level, 10 melee rounds/level (2 ½ minutes), PPE=10 – Sticky carpet 10’x20’

Fire Bolt: Range: 100’ + 5’/level, Instantly, Damage: 5d6 SDC, PPE=10 - +4 to strike

Magic Net: Range: 20’/level, 2 melee rounds/level (1/2 minute), PPE=7 – Net 10’ diameter – 1-6 people, normal weapons can’t cut through it.
Level Six
Create Bread and Milk: Range: 30’, Duration: Permanent, PPE=15 – 2d6 loaves of bread, 1 gallon of milk in a jug that disappears when emptied. 
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