Available and/or Important Npcs in Hommlet 

Burne (not available); Male Human Wiz10; CR 10; HD 10d4+20 (46 hp); Init+4, Spd 30 ft.; AC 14 (touch 11, flat-footed 14); Atk +7 melee (1d4+2 19-20*2, dagger) or +7 melee (1d6+3 20*2, quarterstaff) or +5 ranged (1d8 19-20, light crossbow); AL N; SV Fort +7, Ref +7, Will +9; Str 15, Dex 10, Con 15, Int 21, Wis 11, Cha 12.

Skills and Feats: Concentration +15, Knowledge (history) +10, Knowledge (local) +11, Knowledge (planes) +11, Knowledge (religion) +11, Listen +3, Move Silently +3, Scry +12, Search +8, Sense Motive +2, Spellcraft +18,  Spot +3; Brew Potion, Combat Casting, Improved Initiative, Lightning Reflexes, Maximize Spell, Scribe Scroll, Spell Mastery (bull’s strength, dispel magic, fly, lightning bolt, sleep), Spell Penetration.

Spells Prepared (4/6/5/4/4/3; base dc=15 spell level): 0-detect magic (2), mage hand, read magic, 1st-charm person, magic missile (3), shield, sleep; 2nd-bull’s strength, cat’s grace, Melf’s acid arrow (2), protection form arrows; 3rd-displacement, fireball, fly, lightning bolt; 4th-improved invisibility, polymorph other, polymorph self, wall of ice; 5th-cloudkill, dismissal, dominate person.

Spellbook: o- arcane mark, dancing lights, daze, detect magic, detect poison, disrupt undead, flare, ghost sound,  light, mage hand, mending, open/close, prestidigitation, ray of frost, read magic, resistance; 1st-alarm, burning hands, charm person, enlarge, erase, expeditious retreat, feather fall, mage armor, magic missile, reduce, shatter, shield, spell; 2nd-arcane lock, bull’s strength, cat’s grace, darkness, darkvision, detect thoughts, endurance, Melf’s acid arrows, misdirection, protection from arrows, pyrotechnics, see invisibility; 3rd-displacement, fireball, fly, haste, haste, Leomund’s tiny hut, lightning bolt, magic circle against chaos, magic circle against evil, nondetection, suggestion; 4th-ice storm, illusory wall, improved invisibility, minor globe of invulnerability, polymorph other, polymorph self, scrying, SM 4, wall of fire, wall of ice: 5th-cloudkill, cone of cold, contact other plane, dismissal, dominate person. 

Possessions: Ring of Protection +1, cloak of resistance +2, bracers of armor +2,, amulet of natural armor +1, headband of intellect +2, wand of magic missile (7th, 38 charges), chime of opening (42 charges), potion of haste, arcane scroll of teleport.

Elmo; Male Human Rgr6; CR 6; HD 6d10+18 (50 hp); Init+3; Spd 30 ft.; AC 21 (touch 12, flat-footed 19); Atk +12/+7 melee (1d8+5 20*3, +1 battleaxe) or +11/+6 ranged (1d8+4 20*3, MW mighty composite longbow (+4 str bonus)); SA Favored enemy (goblinoids +2, undead +1), fight with 2 weapons; AL NG; SV Fort +8, Ref +5, Will +5; Str 19, Dex 16, Con 17, Int 15, Wis 16, Cha 11.

Skills and Feats : Animal Empathy +6, Concenration +6, Handle Animal +6, Hide +4, Intuit Direction +6, Knowledge (nature) +7, Listen +8, Move Silently +3, Ride (horse) +10, Search +5, Swim +10, Use Rope +8, Wilderness Lore +8, Point Blank shot, Power Attack, Track, Weapon Focus (battleaxe), Weapon Focus (composite longbow).
Fight with 2 weapons: Ambidexterity and 2 WF when waring light or no armor. (Not currently available because of +1 chainmail).

Spells Prepared (2; bse dc=13+spell level): 1st-delay poison, speak with animals.
Possessions: +1 chainmail, +1 large wooden shield, +1 battleaxe, MW mighty composite longbow (+4 str bonus),

40 arrows, 31 gp.

Rufus (not available); Male Human Ftr8; CR 8; HD 8d10+8 (69 hp); Init+1, Spd 30 ft.; AC 22 (touch 12, flat-footed 21); Atk +14/+9 melee (1d8+7 20*3 +2 battleaxe) or +10/+5 ranged (1d8+3 20*3 MW mighty composite longbow (+3 str bonus); AL LG; SV Fort +8, Ref +4, Will +3; Str 16, Dex 13, Con 12, Int 15, Wis 10, Cha 14.

Skills and Feats: Bluff +4, Climb +4, Gather Info +4, Handle Animal +8, Intimidate +4, Jump +5, Listen +2, Ride (horse) +9, Sense motive +2, Spot +2,  Swim +9, Blindfight, Cleave, Dodge, Improved Critical (battleaxe), Mobility, Power Attack, Spring Attack, Weapon Focus (battleaxe), Weapon Specialization (battleaxe).

Possessions: +2 chainmail, +1 large steel shield, +2 battleaxe, MW mighty composite longbow (+3 str bonus), 21 +1 arrows, potion of cure moderate wounds (2d8+10), potion of endurance (1d4+1 Con), cloak of resistance +1, ring of protection +1, periapt of proof against poison, dust of disappearance (12 pinches).

Terjon; Male Human Clr6; CR 6; HD 6d8+18 (49 hp); Init+1, Spd 20 ft.; AC 19 (touch 12, flat-footed 18); Atk +6 melee (1d8+1, +1 heavy mace) or +5 ranged (1d8 19-20*2, light crossbow); SA Turn Undead 3/day; AL LG; SV Fort +8, Ref +3, Will +8; Str 11, Dex 12, Con 16, Int 10, Wis 16, Cha 8. Skills and Feats: Concentration +9, Heal +9, Knowledge (arcana) +4, Knowledge (religion) +4, Spellcraft +4, Brew Potion, Combat Casting, Dodge, Weapon Focus (heavy mace).

Spells Prepared (5/5/5/4; base dc=13+spell level): 0- cure minor wounds, detect magic (2), light, read magic; 1st-command, detect chaos, magic weapon, sanctuary*, shield of faith; 2nd-bull’s strength, endurance, hold person, remove paralysis, shield other*; 3rd-daylight, magic circle against chaos*, prayer, searing light. *Domain Spell. Deity: St. Cuthbert. Domains: Law (cast law spells at 7th level); Protection (1/day) grant one target a +7

resistance bonus on one save).

Possessions: Chainmail, large wooden shield, ring of protection+1, heavy mace+1, light crossbow, 20 bolts, potion of cure light wounds (1d8+6), potion of delay poison, potion of lesser restoration, divine scroll of dispel magic (6th level caster), 69 gp.

Y’Dey (not available); Female Human Clr10; CR 10; HD 10d8+30 (70 hp); Init+2, Spd 20 ft.; AC 25 (touch 13, flat-footed 24); Atk +10/+5 melee (1d8+2, +1 heavy mace) or +9 ranged (1d8 19-20, light crossbow); AL LG; SA Turn Undead 4/day; SV Fort +10, Ref +5, Will +10; Str 13, Dex 15, Con 16, Int 12, Wis 17, Cha 13.

Skills and Feats: Concentration +12, Diplomacy +10, Heal +12, Knowledge (arcane) +9, Knowledge (religion) +9, Spellcraft +10; Brew Potion, Combat Casting, Dodge, Scribe Scroll, Weapon Focus (heavy mace).

Spells Prepared (6/6/6/5/4/3: base dc=13+spell level): 0-create water, detect magic, detect poison, light, mending, purify food and drink; 1st-bless, comprehend languages, magic weapon, protection from chaos*, remove cause fear, sanctuary; 2nd-augury, calm emotions*, endurance, lesser restoration (2), zone of truth; 3rd-dispel magic, locate object, magic circle against chaos*, remove curse, remove disease; 4th-discern lies, divination, order’s wraith*, restoration; 5th-commune, dispel chaos*, raise dead.

Domain spell. Deity: St. Cuthbert. Domains: Law (cast law spells at 11th level); Protection (1/day grant one target a +7 resistance bonus on one save).

Possessions: +1 heavy mace, +1 full plate, +1 large steel shield, ring of protection +2, potion of fire breath, potion of heroism, light crossbow, 20 crossbow bolts, 31 gp.

Xaod The Slayer; Male Human Pal4; CR 4; HD 4d10 (28 hp); Init+0; Spd 20 ft.; AC 19 (Touch 10, Flatfooted 19); Atk +6 melee warhammer (1d8+2 20*3), +7 melee longsword MW (1d8+2 19-20 *2), +4 ranged mighty comp. longbow (1d8+2 20*3, 110’ ft.), dagger +6, +4 (1d4+2 19-20 *2, 10’ ft.); SQ Lay on hands (12 pf), Smite evil (1/day, +3 atk, +4 damage), 10 turning attempts per day; SV Fort +7, Ref +4, Will +4; Str 14, Dex 10, Cos 10, Int 13, Wis 10, Cha 16, AL LG.

Skills & Feats: Climb –5, Diplomacy +3, Disguise +3, Heal +4, Jump -5, Listen +1, Ride (horse) +7, Search +1, Sense Motive +0, Spot +2, Swim –19, Handle Animal +10, Knowledge (Religion) +7.

Combat Reflexes, Mounted Combat, Extra Turning.

Paladin Abilities: Detect Evil, divine grace, divine health, lay on hands (12 points/day), aura of courage, remove disease 1/week.
Possessions: MW half-plate, MW large steel shield, warhammer, longsword MW, dagger, mighty composite longbow +2, 20 arrows, flask: strong whiskey; warhorse: heavy; holy simbol silver, glove of storing (dagger stored).
Nierethi Poscurian; Male Gnome Ill4; CR 4; Small Humanod (gnome); HD 4d4+3 (13 hp); Init+1; Spd 20 ft.; AC 14 (touch 12, flat-footed 13); Atk +3 melee (1d4 19-20*2, dagger) or +4 ranged (1d4 19-20. dagger); SQ Cantrips, low-light vision, speak with burrowing animals, +2 bonus on saves against illusions, +1 bonus on attacks against goblinoids and kobolds, +4 dodge bonus against giants; AL NE; SV Fort +1, Ref +2, Will +5; Str 10, Dex 13, Con 11, Int 14, Wis 12, Cha 10.

Skills and Feats: Concentration +7, Hide +5, Knowledge (arcane) +8, Knowledge (temple history) +9, listen +3, Spellcraft +9, Toughness, Scribe Scroll. Cantrips 1/day-dancing lights, ghost sound, prestidigitation (all as sorc1). Dc 12.

Spells prepared (5/5/4; base dc=12+spell level; 10% arcane spell failure chance): 0-detect magic, ghost sound*,

light, ray of frost, read magic; 1st-change self*,color spray*, mage armor, silent image*, ventriloquism*; 2nd-blur*,

invisibility*, knock, mirror image*.

*These spells belong to the school of illusion, which is this character’s speciality. Prohibited school: Enchantment.

Possessions: Leather armor, dagger, wand of magic missile (5th level caster, 37 charges), 46 gp.

Questin Himmble; Male Halfling Bbr2/Rgr2; CR 4; Small Humanoid (halfling); HD 2d6+4 plus 2d12+4 (32 hp); Init+4; Spd 30 ft.; AC 17 (touch 15, flat-footed 17); Atk +8 melee (1d4 19-20*2, dagger) or +9 ranged (1d4 19-20*2, dagger): SA Sneak Attack +1d6; SQ Evasion, Halfling traits, locate traps, rage, uncanny dodge (dex bonus to ac when flat-footed), +1 bonus on attack with thrown weapons, +2 morale bonus on saves against fear; AL CN; SV Fort +6, Ref +8, Will +1; Str 11, Dex 19, Con 15, Int 11, Wis 10, Cha 6.

Skills and Feats: Balance +9, Climb +3, Hide +11, Intuit Direction +4, Jump +3, Listen +7, Move Silently +8, Open Lock +8, PickPocket +5, Search +15, Spot +5, Tumble +8, Use Rope +6, Wilderness Lore +6, Dodge, Weapon Finesse (dagger).

Rage (ex): 1/day-hp 40; AC 15 (touch 13, flat-footed 15); Atk +8 melee (1d4+2 19-20*2, dagger) or +9 ranged (1d4+2 19-20, dagger); SV Fort +8, Ref , Will +3, Str 15, Con 19. Climb +5, Jump +5. Lasts 7 rounds, then fatigued.

Possessions: 6 daggers, leather armor, lens of detection, 39 gp.

Ingrith; Female Half-Elf Mnk4/Rgr3; CR 7; HD 4d8+4 plus 3d10+3 (42 hp); Init+1; Spd 40 ft.; AC 17 (touch 17, flat-footed 16); Atk +8/+3 melee (1d8+2, unarmed strike) or +6/+6/+1 melee (1d8+2, flurry of blows) or +7 ranged (1d10 19-20*2, heavy crossbow); SA favored enemy (goblinoids +1), fight with 2 wepons, stunning attack; SQ Immune to sleep, low-light vision, monk abilities, +2 bonus on saves against enchantments effects; AL LG; Fort +8, Ref +6, Will +9; Str 14, Dex 13, Con 13, Int 12, Wis 18, Cha 11.

Skills and Feats: Balance +8, Climb +7, Escape Artist +6, Heal +9, Intuit Direction +9, Jump +5, Listen +10, Move Silently +6, Search +2, Spot +7, Tumble +6, Wilderness Lore +9, Blind-fight. Deflect Arrows, Dodge, Power Attack, Track.

Fight with 2 weapons: Ambidexterity and 2 WF when wearing light armor. Stunning attack (ex): 4/day; DC 16. Monk Abilities: Evasion, Still Mind, Slow fall 20 ft. Possessions: dust of appearance (one use), ring of protection +2, heavy crossbow, travelling gear.

Rethiditoor; Half-Elf Human Brd1; CR 1; HD 1d6 (5 hp); Init +3; Spd 30 ft; AC 16 (touch 13, flat-footed 13);

Atk +0 melee (1d6 19-20*2, short sword) or +3 ranged (1d8 20*3, longbow); SQ Bardic Knowledge +1, bardic music

(countersong, fascinate, inspire courage); AL NG; SV Fort +0, Ref +5, Will +2; Str 10, Dex 17, Con 11, Int 11, Wis 10, Cha 10.

Skills and Feats: Escape Artist +6, Gather Information +4, Hide +6, Perform (recorder) +4, Spot +2, Dodge, Run.

Spells Known (2; base dc 10=10+spell level; 15% arcane spell failure chance): 0-ghost sound, mage hand, prestidigitation, read magic.

Possessions: Finely carved recorder (20 go value), travelling and performing outfits, leather armor, small wooden shield, short sword, longbows and arrows, 23 gp.

Cultists in Hommlet: 

Chatrilon Unosh (available Npc); Male Human Rogue5/Asn1; CR 6; HD 6d6+6; (27 hp), Init+6; Spd 30 ft.; Ac 17 (touch 12, flatfooted 15); Atk Melee +7 (rapier 1d6+1 18-20*2), Ranged +7 (MW Composite Shortbow 1d6 20 *3); SQ Sneak Attack +4d6, Evasion, Uncanny dodge, Death Attack DC 14 (3 rounds to study opponent, then he’ll has  3 rounds to use it, or ranged attacks within 30’ ft., Poison Use); SV Fort +2, Ref +8, Will +0; Str 10, Dex 14, Con 12, Int 16, Wis 9, Chr 12.

Skills & Feats: Balance +3, Bluff +10, Climb –3, Concentration +1, Diplomacy +5, Disguise +10, Escape Artist +8, Forgery +11, Gather Info +1, Heal –1, Hide +8, Intimidate +3, Jump +1, Listen –1, Move Silently +11, Ride +2, Scry +3, Search +3, Sense Motive +7, Spot +7, Swim –10, Use Rope +2,  Disable Device +11, Open Lock +10, Innuendo +8, Spellcraft +4, Tumble +11. Improved Initiative, Point Blank Shot, Weapon Finesse, Weapon Focus: Rapier. SpellBook: 1st-change self, detect poison, ghost sound, obscurity mist, spider climb.

Spell Prepared: (1; base dc=13+spell level) 1st lvl: Obscuring Mist.

Possessions: MW studded leather, Buckler +1, MW composite shortbow, 20 arrows, caltrops, Potion of cure moderate wounds (2d8+10), Scroll of Aid, Scroll of Undetectable Alignment, Wand of Invibility (20 charges), Rapier +1.

Chenashi; Female Human Clr2; CR 2; HD 2d8 (11 hp); Init-1; Spd 20 ft; AC 18 (touch 9, flat-footed 18); Atk +3 melee (1d8+1 morningstar) or +0 ranged (1d8 19-20 *2, light crossbow); SA Rebuke undead 5/day; SQ: Insanity; AL CE; SV Fort +3 Ref –1 Will +5; Str 13, Dex 8, Con 10, Int 12, Wis 15, Cha 14. Skills and Feats: Concentration +5, Knowledge (arcane) +6, Knowledge (religion) +6, Spellcraft +6; Combat Casting, Scribe scroll. Insanity (ex): Insanity score 1. Wis 16 for bonus spells and dc; Wis 14 for all other Wis-based checks.

Spells Prepared (4/4; base DC = 13 + spell level); 0-detect magic, light, resistance(2); 1st-bane, cause fear, inflict wounds*, shield of faith.

*Domain Spell- Diety: Elder Elemental Eye. Domains: Destruction (1/day smite, +4 attack, +2 damage); Force (1/day reroll any damage roll for a weapon, a spell or an ability).

Possesions: Half-Plate, large wooden shield, light crossbow and 20 bolts, MW morningstar, divine scroll of protection from elements (fire); 3 divine scrolls of cure light wounds, necklace of prayer beads (2 blessing)
Grune; Male Human War1; CR 1; HD 1d8+1 (8 hp); Init+2; Spd 20 ft.; AC 19 (touch 12, flat-footed 17); Atk +5 melee (MW Bastard Sword 1d10+2 19-20 *2); or +3 ranged (composite longbow 1d8 20*3); AL CE; SV Fort +3, Ref +2, Will -1; AL CE; Str 15, Dex 14, Con 13; Int 10, Wis 8, Cha 12. 

Skills and feats: Climb +0, Intimidate +5, Jump +0, Exotic Weapon Proficiency: Bastard Sword, Weapon focus (Bastard Sword).

Possessions:  MW Bastard Sword, Breastplate, Large Wooden Shield, Composite longbow, 20 arrows, 3 Potion of cure light wounds (1d8+4).

Maridosen; Female Half-elf Ftr3; CR 3; (working in the Inn of Welcome Wench), HD 3d10+6 (27 hp); Init+3; Spd 30 ft.; AC 16 (touch 13, flat-footed 13), Atk +8 melee (1d6+1 18-20*2, MW rapier) or +8 ranged (1d6 20*3, MW composite shortbow); SQ Immune to sleep, low-light vision, +2 bonus on saves against enchantments, AL CE; SV Fort +5, Ref +4, Will +2; Str 13, Dex 16, Con 14, Int 10, Wis 12, Cha 8.

Skills and Feats: Climb +7, Jump +7, Listen +2, Search +1, Spot +1; Dodge, Mobility, Weapon Finesse (rapier), Weapon Focus (rapier).

Possessions: MW studded leather armor (black), MW rapier, MW composite shortbow, 20 MW arrows, 2 quall’s feather tokens (bird), potion of bull’s strength, 2 potions of cure moderate wouns (2d8+3) (3rd) 

Master Dunrat; Male Human, Clr5/Sor1; CR 6; HD 5d8+10 plus 1d4+2 (36 hp); Init+0, Spd 20 ft.; AC 15 (touch 10, flat-footed 15); Atk +3 melee (1d4 19-20*2, dagger) or +3 ranged (1d10 19-20*2, heavy crossbow); SQ Insanity, Rebuke Undead 3/day; AL CE; SV Fort +6, Ref +1, Will +6; Str 10, Dex 10, Con 14, Int 11, Wis 13, Cha 11.

Skills and Feats: Concentration +11, Diplomacy +6, Heal +4, Knowledge (religion) +4, Scry +4; Combat Casting, Leadreship, Silent Spell, Still Spell.

Insanity (Ex): Insanity score 2. Wis 15 for bonus spells and Dcs; Wis 11 for all other Wis-based checks.

Cleric Spells Prepared (5/5/4/2; base dc=12+spell level) 0-detect magic, inflict minor wounds, light, read magic, resistance; 1st-bane, cause fear, command, curse water, protection from good*; 2nd-death knell, hold person, Tharizdun’s touch* (2); 3rd-animate dead, rage*.

*Domain spell. Deity: Tharizdun. Domains: Evil (cast evil spells at 6th level); Madness (1/day ad insanity score to Wis-based roll).

Sorcerer Spells Known (5/3; base dc=10+spell level; 25% arcane spell failure chance); 0-detect magic, light, mage hand, read magic; 1st-charm person shield.

Possessions: Bead of Force, Brooch of shielding, holy symbol (obex), dagger, heavy crossbow, MW breastplate, ring of mind shielding. 

Toridan; Male Half-orc Ftr2; CR 2; Hd: 2d10+4 (19 hp); Init+3; Spd 20 ft.; AC 19 (Touch 12, Flatfooted 18); Atk +7 melee (1d12+4 20*3 greataxe), +3 ranged (1d8+2 20*3, light crossbow); AL CE; SQ Darkvision; AL CE; SV Fort +5, Ref +1, Will +1; Str 17, Dex 13, Con 14, Int 8, Wis 12, Cha 6.

Skills and Feats: Jump +0, Spot +2; Cleave, Power Attack, Weapon Focus (greataxe).

Possessions: Full plate, MW Greataxe, light crossbow and 20 bolts, 2 Potion of cure light wounds (1d8+4).
Vacra; Female Tiefling Wiz3; CR 3; Hd 3d4 (10 pf); Init+2; Spd 30 ft.; AC 12 (touch 12, flat-footed 10); Atk +1 melee (1d4 19-20, dagger) or +3 ranged (1d10 19-20*2, heavy crossbow); SQ Cannot be raised or resurrected, cold, electricity and fire resistance 5, darkness, darkvsion 60 ft.; AL LE; SV Fort +2, Ref +3, Will +4; Str 11, Dex 14, Con 13, Int 15, Wis 12, Cha 10.

Skills and Feats: Bluff +4, Concentration +7, Hide +5, Knowledge (arcane) +8, Spellcraft +8, Combat Casting, Dodge,

Scribe Scroll. Darkness (sp): 1/day (as sorc3)

Spells Prepared (4/3/2: base dc = 12 + spell level): 0-detect magic, detect poison, open/close, read magic; 1st-alarm, identify, magic missile; 2nd-invisibility, levitate.

Spellbook: 0-arcane mark, dancing lights, daze, detect magic, detect poison, disrupt undead, flare, ghost sound, light,

mage hand, mending, open/close, prestidigitation, ray of frost, read magic, resistance; 1st-burning hands, charm person,

identify, magic missile, shield; 2nd-invisibility, levitate, resist elements.

Possessions: Arcane scroll of resist elements (cold), dagger, heavy crossbow, 20 bolts, spellbook (hidden in the cellar of area 28 on the Town of Hommlet, wand of change self (30 c.)

Jaroo, Fake Druid (Grove, Hommlet), Doppelganger. See MM. Note: Detect thoughts at will. 

Spy of Yuz:
Telna; Female Human Sorc4; CR 4; HD 4d4+4 (21 hp); Init+6; Spd 30 ft.; AC 12 (touch 12, flat-footed 10); Atk +1 melee (1d8-1 19-20, shortspear) or +6 ranged (1d8 19-20*2, light crossbow); SQ:-; AL LE; SV Fort +1, Ref +2, Will +4; Str 8, Dex 14, Con 13, Int 10, Wis 12, Cha 16.

Skills and Feats: Bluff +12, Concentration +8, Spellcraft +7, Ability Focus: Bluff, Toughness, Improved Initiative.

Spells Known (6/3/1, Spells Prepared 6/7/4: base dc = 13 + spell level): 0-daze, detect magic, detect poison, open/close, read magic, ray of frost; 1st-alarm, change self, color spray; 2nd-invisibility.

Possessions: Thunderstone, dagger, shortspear, MW light crossbow, 10 MW bolts, 2 tanglefoot bags, smokestick, alchemist’s fire, 2 scrolls of magic missile (3rd level caster), 2 scrolls of shield, 2 scrolls of sleep, 2 scrolls of color spray, 1 scroll of invisibility, wand of sleep (4 charges), wand of burning hands (7 charges), bracers of armor +1,

wand of magic missile (3rd caster level), Potion of blur, potion of invisibility, potion of cat’s grace, potion of cure moderate wounds. 

Militia Member
Terrigan; Male Human Ftr3; CR 3; HD 3d10+6 (27 hp); Init+5; Spd 20 ft.; AC 21 (touch 11, flat-footed 20); Atk +7 melee (1d10+2 19-20*2, MW bastard sword) or +5 ranged (1d8+2 20*3, MW mighty composite longbow (+2 str); SQ- SV Fort+5, Ref+2, Will+2; Str 15, Dex 13, Con 14, Int 10, Wis 12, Cha 8. Skills and Feats: Climb +2, Jump +2, Exotic Weapon Proficiency (Bastard Sword), Weapon Focus (Bastard Sword), Improved Initiative, Power Attack.

Possessions : Full Plate, large metal shield, MW Bastard sword, Mighty composite longbow (+2 str), 20 arrows,

Potion of cure moderate wounds, Potion of endurance.

Miscellaneous:
Chonas Divor, Male Human Mnk2, CR 2; HD 2d8+2 (14 hp); Init+1; Spd 30 ft.; AC 13 (touch 13, flat-footed 10); Atk +3 melee (1d6+2, unarmed) or +4 melee (1d6+2, 19-20*2) or +3 ranged (1d4 20*2, sling): SQ Evasion, Deflect Arrows; SV Fort +4, Ref +4, Will +5. Str 14, Dex 13, Con 12, Int 10, Wis 15, Cha  8. Stunning attack (ex): 2/day; DC 11. Skills and Feats : Jump +7, Balance +6, Hide +6, Tumble +6, Dodge.

Possessions: Bracers of Armor+1, MW Sling, 20 bullets, kama.

Yundi; Male Human Drd2, CR 2; HD 2d8+2 (14 hp); Init+2; Spd: 30 ft.; AC 17 (touch 12, flat-footed 15); Atk +2 melee (1d6 19-20*2, MW scimitar) or +4 ranged (1d4 20*2, MW sling); SQ Nature sense, animal companion, woodland stride; SV Fort +4, Ref +2, Will +5; Str 10, Dex 14, Con 13, Int 12, Wis 15, Cha 8. 

Skills and Feats: Spellcraft +6, Concentration +6, Knowledge (nature) +6, Animal Empathy +4, Wilderness Lore +7; Scribe Scrolls, Dodge.

Animal Companion: Wyst (wolf). Spells Prepared: (4/3; base DC=12+spell level); 0-create water, cure minor wounds, detect poison, purify food and drinks; 1st-calm animals cure light wounds, entangle. 

Possessions: Sling, 20 MW bullets,  MW Scimitar, Hide Armor, 3 scrolls of cure light wounds, 2 scrolls of endure elements, 1 scroll of heat meta, potion of blur, wand of cure light wounds (5 charges). 

Spugnoir; Male Human Wiz7; CR 7; HD 7d4+17 (33 hp); Init+6; Spd: 30 ft.; AC 14 (touch 13, flat-footed 12); Atk +3 melee (1d4 19-20*2, dagger) or +5 ranged (1d8 19-20*2, light crossbow); AL NG; SQ Familiar benefits; SV Fort +4, Ref +6, Will +5; Str 11, Dex 15, Con 14, Int 19, Wis 11, Cha 7. Skills and Feats: Alchemy +14, Concentration +12, Knowledge (arcana) +14, Knowledge (local) +14, Listen +3, Move Silently +14, Scry +14, Spellcraft +14, Spot +3, Alertness, Brew Potion, Combat Casting, Improved Initiative, Lightning Reflexes, Scribe Scroll, Toughness.

Familiar Benefits: Alertness when familiar is within reach, +2 bonus on Move Silently checks, empathic link, share spells with familiar, deliver touch spells with familiar.

Spells Prepared (4/5/4/3/2; base DC=14+spell level); 0-daze, detect magic, detect poison, flare, resistance; 1st-detect secret doors, magic armor (2), magic missile, unseen servant; 2nd-cat’s grace, daylight, flaming sphere, invisibility, web; 3rd-dispel magic, lightning bolt, nondetection, 4th-fire shield, scrying.

Spellbook: 0- arcane mark, dancing lights, daze, detect magic, detect poison, disrupt undead, flare, ghost sound, light, mage hand, mending, open/close, prestidigitation, ray of frost, read magic, resistance; 1st-detect secret doors, enlarge, jump, mage armor, magic missile, reduce, spider climb, unseen servant; 2nd-alter self, blur, bull’s strength, cat’s grace, darkvision, daylight, invisibility, levitate, web; 3rd-dispel magic, fly, gaseous form, haste, lightning bolt, nondetection, protection from elements, tongues, water breathing; 4th- dimension door, fire shield, scrying.

Possessions: wand of shield (18 charges), headband of intellect+2, ring of protection+1, amulet of natural armor+1,

goggles of minute seeing, dagger, light crossbow with 20 bolts, 125 gp. 

Sebbekai; Male cat familiar of Spugnoir; CR-; Tiny Magical beast; HD 1/2d8 (7 HD) 16 hp; Init+2; Spd 30 ft.;

AC 18 (touch 14, flat-footed 16); Atk +7 melee (1d2-4, 2 claws) and +2 melee (1d3-4, bite) Face 2 1/2 ft. by 2 ½ ft;

SQ Improved Evasion, speak with animals, speak with cats; AL NG; SV Fort +2, ref +4, Will +6; Str 3, Dex 15, Con 10, Int 9, Wis 12, Cha 7.

Skills and Feats: Balance +10, Climb +5, Hide +17, Listen +4, Move Silently +14, Spot +4 (+4 on hide checks in tall grass or heavy underground); Weapon Finesse (claw, bite).

