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Drow Medium Male 124 5'11" 1211b.
RACE SIZE GENDER AGE HEIGHT WEIGHT
Abraxas

DEITY SKIN HAIR EYES
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Situational Modifiers Skill Name gotal Ability Ranks Misc.
Will Saves: +2 vs. fear Acrobatics 8 =Dex 5 + 3 +
All Saves: +2 vs. enchantments Appraise 1 =Int 1+ 0 +
BASE ATTACK BONUS EX3IlisPELL RESISTANCE [JE] Bluff -1 =Cha -1 +_ 0 &
v Climb 7 =Str 1 + 343 +
W 5 |=[6]+[ ¢t |+[ 0 ] Diplomacy -1 =Cha -1 + 0 +
BASE STRENGTH SIZE e
TOTAL  atrack MODIFIER MODIFIER Disguise -1 =Cha -1+ 0o+
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TOTAL BASE STRENGTH DEXTERITY SIZE Fly 5 =Dex 5  + 0 +
ATTACK MODIFIER MODIFIER MODIFIER Hen o —Wis o+ 0+
WEAPON [in main hand] ATTACK BONUS | CRITICAL v Intimida.te -1 =Cha -1+ 0 +
+12/+7 Perception 5 =Wis _0 +_ 3 +
TYPE RANGE AMMUNITION DAMAGE Perform (dance) -1 =Cha -1+ 0 +
1d6+13 v/ Ride 11 =Dex 5 + 3+3 +
Sense Motive 0 =Wis 0o + 0 +
WEAPON ATTACK BONUS  CRITICAL Stealth 11 =Dex 5 4+ 6 +
Masterwork hand crossbow +12/+7 JSurvival ) —Wis 0 + 0 +
TYPE RANGE AMMUNITION DAMAGE - _
v Swim 1 =Str 1 + 0 +

v = Class Skill, M = Trained Only, W = Armor Check Penalty Applies

LANGUAGES

Drow Sign Language ¢ Elven e« Undercommon




COMBAT MANEUVERS MONEY TRACKED RESOURCES

Maneuver CMB CMD Platinum 0 Resource Max. Used
Bull Rush +5 23 Gold 0 Crossbow bolt, acid 5
Dirty Trick +5 23 Silver 0 Crossbow bolt, drow poison 5
Disarm +5 23 Copper 0 Crossbow bolt, fire 5
Drag +5 23 Valuables 0 Dancing Lights (1/day) 1
Feint +5 23 Darkness (1/day) 1
Grapple +5 23 Current 18 Ibs Faerie Fire (1/day) 1

Pull +5 23

Medium 100 Ibs Gear In No Container

Push +5 23 .
Reposition +5 23 Heavy 150 Ibs Qty Item Weight Cost
Steal 15 53 1 +1 agile rapier 2 lbs 8,320 gp
S enad r +5 23 Current 0 1 Masterwork hand crossbow 2 Ibs 400 gp
T:'Jip & Ve 53 Next Level 35000 1 Mithral chain shirt 12.51bs 1,100 gp
5 Crossbow bolt, acid 0.1 Ibs 200 gp
5 Crossbow bolt, drow poison 0.1 Ibs 500 gp
SPECIAL ABILITY/FEATURE SUMMARY = Crosebow bolt. fire RN

Darkvision (120 feet)

Low-Light Vision

Bravery +2 (Ex)

Drow Immunities - Sleep

Elven Immunities

Spell Resistance (12)

Light Blindness (Ex)

Weapon Training (Blades, Light) +1 (Ex)
Poison Use (Ex)

FEATS SUMMARY

Armor Proficiency (Heavy)
Armor Proficiency (Light)

Armor Proficiency (Medium)
Blind-Fight

Dodge

Martial Weapon Proficiency - All
Power Attack -2/+4

Rapid Reload (Hand crossbow)
Shield Proficiency

Simple Weapon Proficiency - All
Tower Shield Proficiency
Weapon Finesse

Weapon Focus (Rapier)
Weapon Specialization (Rapier)
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Gecko, riding (Combat trained)

Gecko, Giant

N Medium Animal

Init +4; Senses Low-Light Vision e Scent e Perception +8

DEFENSE

AC 18, touch 14, flat-footed 14 ( +4 dex, +4 natural )

hp 42 (3d8+16)

Fort +10, Ref +8, Will +2

OFFENSE

Speed 30 ft. , Climbing (30 feet)

Melee Bite (Gecko, Giant) +6 (1d8+4 plus grab, crit=x2)

Special Attacks Grab

STATISTICS

Str 16, Dex 18, Con 18, Int 2, Wis 12, Cha 6

Base Atk +3, CMB +6 (Grapple +10 ), CMD 20 (24 vs Trip)

Feats Great Fortitude e Skill Focus (Perception)

Skills Acrobatics +8 e Appraise -4 e Bluff -2 ¢ Climb +15 e Diplomacy -2 e Disguise -2 e Escape Artist +4 ¢ Fly +4 o Heal +1 o
Intimidate -2 e Perception +8 e Ride +4 e Sense Motive +1 e Stealth +12 e Survival +1 e Swim +3

SPECIAL ABILITIES

Grab - If a creature with this special attack hits with the indicated attack (usually a claw or bite attack), it deals normal damage
and attempts to start a grapple as a free action without provoking an attack of opportunity. The creature has the option to
conduct the grapple normally, or simply to use the part of its body it used in the grab to hold the opponent. If it chooses to do
the latter, it takes a -20 penalty on its CMB check to make and maintain the grapple, but does not gain the grappled
condition itself. A successful hold does not deal any extra damage unless the creature also has the constrict special attack. If
the creature does not constrict, each successful grapple check it makes during successive rounds automatically deals the
damage indicated for the attack that established the hold. Otherwise, it deals constriction damage as well (the amount is
given in the creature's descriptive text). Creatures with grab receive a +4 bonus on combat maneuver checks made to start
and maintain a grapple. Unless otherwise noted, grab works only against opponents no larger than the same size category as
the creature. If the creature can use grab on sizes other than the default, this is noted in the creature's Special Attacks line.

+4 Stealth in undergrowth - You gain a bonus to Stealth Checks under the listed conditions.

Combat Riding - An animal trained to bear a rider into combat knows the tricks attack, come, defend, down, guard, and heel.
Training an animal for combat riding takes 6 weeks. You may also "upgrade" an animal trained for riding to one trained for
combat by spending 3 weeks and making a successful DC 20 Handle Animal check. The new general purpose and tricks
completely replace the animal's previous purpose and any tricks it once knew. Many horses and riding dogs are trained in this
way.
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TRAITS
SPECIAL ABILITIES/FEATURES

Darkvision (120 feet)

You can see in the dark (black and white vision only).

Low-Light Vision
See twice as far as a human in low light, distinguishing color and detail.

Bravery +2 (Ex)
Starting at 2nd level, a fighter gains a +1 bonus on Will saves against fear. This bonus increases by +1 for every four levels
beyond 2nd.

Drow Immunities - Sleep
You are immune to magic sleep effects.

Elven Immunities
+2 save bonus vs Enchantments.

Spell Resistance (12)

You have Spell Resistance.

Light Blindness (Ex)
Creatures with light blindness are blinded for 1 round if exposed to bright light, such as sunlight or the daylight spell. Such
creatures are dazzled as long as they remain in areas of bright light.

Weapon Training (Blades, Light) +1 (Ex

Starting at 5th level, a fighter can select one group of weapons, as noted below. Whenever he attacks with a weapon from
this group, he gains a +1 bonus on attack and damage rolls.

Every four levels thereafter (9th, 13th, and 17th), a fighter becomes further trained in another group of weapons. He gains a
+1 bonus on attack and damage rolls when using a weapon from this group. In addition, the bonuses granted by previous
weapon groups increase by +1 each. For example, when a fighter reaches 9th level, he receives a +1 bonus on attack and
damage rolls with one weapon group and a +2 bonus on attack and damage rolls with the weapon group selected at 5th level.
Bonuses granted from overlapping groups do not stack. Take the highest bonus granted for a weapon if it resides in two or
more groups.

A fighter also adds this bonus to any combat maneuver checks made with weapons from this group. This bonus also applies
to the fighter's Combat Maneuver Defense when defending against disarm and sunder attempts made against weapons from
this group.

Blades, Light: dagger, kama, kukri, rapier, sickle, starknife, and short sword.

Poison Use (Ex)

You do not risk poisoning yourself accidentally while poisoning a weapon.

FEATS
Armor Proficiency (Heavy) (Combat)
You are skilled at wearing heavy armor.
Prerequisites: Light Armor Proficiency, Medium Armor Proficiency.
Benefit: See Armor Proficiency, Light.
Normal: See Armor Proficiency, Light.
Special: Fighters and paladins automatically have Heavy Armor Proficiency as a bonus feat. They need not select it.

Armor Proficiency (Light) (Combat)

You are skilled at wearing light armor.

Benefit: When you wear a type of armor with which you are proficient, the armor check penalty for that armor applies only to
Dexterity- and Strength-based skill checks.

Normal: A character who is wearing armor with which he is not proficient applies its armor check penalty to attack rolls and to
all skill checks that involve moving.

Special: All characters except monks, sorcerers, and wizards automatically have Light Armor Proficiency as a bonus feat.
They need not select it.

Armor Proficiency (Medium) (Combat)

You are skilled at wearing medium armor.

Prerequisite: Light Armor Proficiency.

Benefit: See Armor Proficiency, Light.

Normal: See Armor Proficiency, Light.

Special: Barbarians, clerics, druids, fighters, paladins, and rangers automatically have Medium Armor Proficiency as a bonus
feat. They need not select it.

Blind-Fight (Combat)

You are skilled at attacking opponents that you cannot clearly perceive.

Benefit: In melee, every time you miss because of concealment (see Combat), you can reroll your miss chance percentile
roll one time to see if you actually hit.

An invisible attacker gets no advantages related to hitting you in melee. That is, you don't lose your Dexterity bonus to
Armor Class, and the attacker doesn't get the usual +2 bonus for being invisible. The invisible attacker's bonuses do still apply
for ranged attacks, however.

You do not need to make Acrobatics skill checks to move at full speed while blinded.

Normal: Regular attack roll modifiers invisible attackers trying to hit you apply, and you lose your Dexterity bonus to AC. The
speed reduction for darkness and poor visibility also applies.

Special: The Blind-Fight feat is of no use against a character who is the subject of a blink spell.

Dodge (Combat)

Your training and reflexes allow you to react swiftly to avoid an opponents' attacks.

Prerequisite: Dex 13.

Benefit: You gain a +1 dodge bonus to your AC. A condition that makes you lose your Dex bonus to AC also makes you
lose the benefits of this feat.

Martial Weapon Proficiency - All
Benefit: You are proficient with all Martial weapons.
Normal: When using a weapon with which you are not proficient, you are at -4 to attack rolls.




Power Attack -2/+4 (Combat)

You can make exceptionally deadly melee attacks by sacrificing accuracy for strength.

Prerequisites: Str 13, base attack bonus +1.

Benefit: You can choose to take a -1 penalty on all melee attack rolls and combat maneuver checks to gain a +2 bonus on
all melee damage rolls. This bonus to damage is increased by half (+50%) if you are making an attack with a two-handed
weapon, a one handed weapon using two hands, or a primary natural weapon that adds 1-1/2 times your Strength modifier on
damage rolls. This bonus to damage is halved (-50%) if you are making an attack with an off-hand weapon or secondary
natural weapon. When your base attack bonus reaches +4, and every 4 points thereafter, the penalty increases by -1 and the
bonus to damage increases by +2. You must choose to use this feat before making an attack roll, and its effects last until your
next turn. The bonus damage does not apply to touch attacks or effects that do not deal hit point damage.

Rapid Reload (Hand crossbow) (Combat)

Choose a type of crossbow (hand, light, heavy) or a single type of one-handed or two-handed firearm that you are proficient
with.

You can reload such a weapon quickly.

Prerequisite: Weapon Proficiency (crossbow type chosen) or Exotic Weapon Proficiency (firearm).

Benefit: The time required for you to reload your chosen type of weapon is reduced to a free action (for a hand or light
crossbow), a move action (for a heavy crossbow or one-handed firearm), or a standard action (for a two-handed firearm).
Reloading a crossbow or firearm still provokes attacks of opportunity.

If you have selected this feat for a hand crossbow or light crossbow, you may fire that weapon as many times in a full-attack
action as you could attack if you were using a bow.

Normal: A character without this feat needs a move action to reload a hand or light crossbow, a standard action to reload a
one-handed firearm, or a full-round action to load a heavy crossbow or a two-handed firearm.

Special: You can gain Rapid Reload multiple times. Each time you take the feat, it applies to a new type of crossbow or a
new type of firearm.

Shield Proficiency (Combat)

You are trained in how to properly use a shield.

Benefit: When you use a shield (except a tower shield), the shield's armor check penalty only applies to Strength- and
Dexterity-based skills.

Normal: When you are using a shield with which you are not proficient, you take the shield's armor check penalty on attack
rolls and on all skill checks that involve moving.

Special: Barbarians, bards, clerics, druids, fighters, paladins, and rangers all automatically have Shield Proficiency as a
bonus feat. They need not select it.

Simple Weapon Proficiency - All (Combat)

You are trained in the use of basic weapons.

Benefit: You make attack rolls with simple weapons without penalty.

Normal: When using a weapon with which you are not proficient, you take a -4 penalty on attack rolls.

Special: All characters except for druids, monks, and wizards are automatically proficient with all simple weapons. They need
not select this feat.

Tower Shield Proficiency (Combat)
You are trained in how to properly use a tower shield.
Prerequisite: Shield Proficiency.
Benefit: When you use a tower shield, the shield's armor check penalty only applies to Strength and Dexterity-based skills.
Normal: A character using a shield with which he is not proficient takes the shield's armor check penalty on attack rolls and
on all skill checks that involve moving, including Ride.
Special: Fighters automatically have Tower Shield Proficiency as a bonus feat. They need not select it.

Weapon Finesse (Combat)

You are trained in using your agility in melee combat, as opposed to brute strength.

Benefit: With a light weapon, rapier, whip, or spiked chain made for a creature of your size category, you may use your
Dexterity modifier instead of your Strength modifier on attack rolls. If you carry a shield, its armor check penalty applies to your
attack rolls.

Special: Natural weapons are considered light weapons.

Weapon Focus (Rapier) (Combat)

Choose one type of weapon. You can also choose unarmed strike or grapple (or ray, if you are a spellcaster) as your weapon
for the purposes of this feat.

Prerequisites: Proficiency with selected weapon, base attack bonus +1.

Benefit: You gain a +1 bonus on all attack rolls you make using the selected weapon.

Special: You can gain this feat multiple times. Its effects do not stack. Each time you take the feat, it applies to a new type
of weapon.

Weapon Specialization (Rapier) (Combat)

You are skilled at dealing damage with one weapon. Choose one type of weapon (including unarmed strike or grapple) for
which you have already selected the Weapon Focus feat. You deal extra damage when using this weapon.

Prerequisites: Proficiency with selected weapon, Weapon Focus with selected weapon, fighter level 4th.

Benefit: You gain a +2 bonus on all damage rolls you make using the selected weapon.

Special: You can gain this feat multiple times. Its effects do not stack. Each time you take the feat, it applies to a new type
of weapon..

+1 agile rapier
You can use the Weapon Finesse feat to apply your Dexterity modifier instead of your Strength modifier to attack rolls with a

rapier sized for you, even though it isn't a light weapon. You can't wield a rapier in two hands in order to apply 1-1/2 times your
Strength bonus to damage.

Agile

Agile weapons are unusually well balanced and responsive. A wielder with the Weapon Finesse feat can choose to apply her
Dexterity modifier to damage rolls with the weapon in place of her Strength modifier. This modifier to damage is not increased
for two-handed weapons, but is still reduced for off-hand weapons. The agile weapon enhancement can only be placed on melee
weapons that are usable with the Weapon Finesse feat.

Construction Requirements Craft Magic Arms and Armor, cat’s grace




Masterwork hand crossbow

You can draw a hand crossbow back by hand. Loading a hand crossbow is a move action that provokes attacks of
opportunity. A hand crossbow fires standard crossbow bolts, like those used by light and heavy crossbows.

You can shoot, but not load, a hand crossbow with one hand at no penalty. You can shoot a hand crossbow with each hand,
but you take a penalty on attack rolls as if attacking with two light weapons.

Mithral chain shirt (Armor)

Covering the torso, this shirt is made up of thousands of interlocking metal rings.

Mithral

Mithral is a rare, silvery metal that is lighter than steel but just as hard. When worked like steel, it can be used to create
amazing armor, and is occasionally used for other items as well. Most mithral armors are one category lighter than normal for
purposes of movement and other limitations. Heavy armors are treated as medium, and medium armors are treated as light,
but light armors are still treated as light. This decrease does not apply to proficiency in wearing the armor. A character wearing
mithral full plate must be proficient in wearing heavy armor to avoid adding the armor's check penalty on all his attack rolls and
skill checks that involve moving. Spell failure chances for armors and shields made from mithral are decreased by 10%,
maximum Dexterity bonuses are increased by 2, and armor check penalties are decreased by 3 (to @ minimum of 0).

An item made from mithral weighs half as much as the same item made from other metals. In the case of weapons, this
lighter weight does not change a weapon's size category or the ease with which it can be wielded (whether it is light, one-
handed, or two-handed). Items not primarily of metal are not meaningfully affected by being partially made of mithral. (A
longsword can be a mithral weapon, while a quarterstaff cannot.) Mithral weapons count as silver for the purpose of overcoming
damage reduction.

Weapons and armors fashioned from mithral are always masterwork items as well; the masterwork cost is included in the
prices given below. Mithral has 30 hit points per inch of thickness and hardness 15.
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COMBAT MANEUVERS MONEY TRACKED RESOURCES

Maneuver CMB CMD
Bull Rush +7 25
Dirty Trick +7 25
Disarm +7 25
Drag +7 25
Feint +7 25
Grapple +7 25
Overrun +7 25
Pull +7 25
Push +7 25
Reposition +7 25
Steal +7 25
Sunder +7 25
Trip +7 25

SPECIAL ABILITY/FEATURE SUMMARY

Darkvision (120 feet)
Low-Light Vision
Evasion (Ex)

Platinum 0
Gold 0
Silver 0
Copper 0
Valuables 0

ENCUMBRANCE

Current 18.5 |bs
Light 43 Ibs
Medium 86 |bs

Heavy 130 Ibs

Current 15000
Next Level 105000

Improved Uncanny Dodge (Lv >=13) (Ex)

Trap Sense +3 (Ex)
Drow Immunities - Sleep
Elven Immunities

Spell Resistance (15)
Light Blindness (Ex)
Hidden Weapons +9 (Ex)
Sneak Attack +5d6

Fast Stealth (Ex)

Poison Use (Ex)
Trapfinding +4

FEATS SUMMARY

Armor Proficiency (Light)
Deadly Aim -2/+4

Point-Blank Shot

Rapid Shot

Rogue Weapon Proficiencies
Simple Weapon Proficiency - All
Skill Focus (Stealth)
Toughness

Weapon Finesse

Weapon Focus (Hand crossbow)

Resource
Crossbow bolt, acid

Max. Used
20

Dancing Lights (1/day)

Darkness (1/day)

Faerie Fire (1/day)

Potion of bear's endurance

Potion of cat's grace

Potion of cure moderate wounds

I

Gear In No Container
Qty Item
1 +1 Mithral chain shirt

Weight Cost
12.51bs 2,100 gp

1 +2 hand crossbow 2 Ibs 8,400 gp
1 Masterwork shortsword 2 Ibs 310 gp
1 Potion of bear's endurance 300 gp
1 Potion of cat's grace 300 gp
1 Potion of cure moderate wounds 300 gp
20 Crossbow bolt, acid 0.1 Ibs 800 gp
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TRAITS
SPECIAL ABILITIES/FEATURES

Darkvision (120 feet)

You can see in the dark (black and white vision only).

Low-Light Vision
See twice as far as a human in low light, distinguishing color and detail.

Evasion (Ex)
If exposed to any effect that normally allows her to attempt a Reflex saving throw for half damage, you takes no damage
with a successful saving throw.

Improved Uncanny Dodge (Lv >=13) (Ex)

You gain the ability to react to danger before her senses would normally allow you to do so. You cannot be caught flat-
footed, nor do you lose your Dex bonus to AC if the attacker is invisible. You still lose your Dexterity bonus to AC if
immobilized. You can still lose your Dexterity bonus to AC if an opponent successfully uses the feint action against you.

You can no longer be flanked. This defense denies a rogue the ability to sneak attack you by flanking you, unless the
attacker has at least four more rogue levels than you have levels of uncanny dodge.

Trap Sense +3 (Ex)

A character gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to
avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the character reaches
6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.

Drow Immunities - Sleep
You are immune to magic sleep effects.

Elven Immunities
+2 save bonus vs Enchantments.

Spell Resistance (15)

You have Spell Resistance.

Light Blindness (Ex)
Creatures with light blindness are blinded for 1 round if exposed to bright light, such as sunlight or the daylight spell. Such
creatures are dazzled as long as they remain in areas of bright light.

Hidden Weapons +9 (Ex)
A ninja with this ability can easily conceal weapons on her body. The ninja adds her level on opposed Sleight of Hand checks
made to conceal a weapon. In addition, she can draw hidden weapons as a move action, instead of as a standard action.

Sneak Attack +5d6

If a character can catch an opponent when he is unable to defend himself effectively from her attack, she can strike a vital
spot for extra damage.

The character's attack deals extra damage anytime her target would be denied a Dexterity bonus to AC (whether the target
actually has a Dexterity bonus or not), or when the character flanks her target. Should the character score a critical hit with a
sneak attack, this extra damage is not multiplied. Ranged attacks can count as sneak attacks only if the target is within 30
feet.

With a weapon that deals nonlethal damage (like a sap, whip, or an unarmed strike), a character can make a sneak attack
that deals nonlethal damage instead of lethal damage. She cannot use a weapon that deals lethal damage to deal nonlethal
damage in a sneak attack, not even with the usual -4 penalty.

The character must be able to see the target well enough to pick out a vital spot and must be able to reach such a spot. A
character cannot sneak attack while striking a creature with concealment.

Fast Stealth (Ex)

This ability allows a rogue to move at full speed using the Stealth skill without penalty.

Poison Use (Ex)

You do not risk poisoning yourself accidentally while poisoning a weapon.

Trapfinding +4
A rogue adds 1/2 her level to Perception skill checks made to locate traps and to Disable Device skill checks (minimum +1).
A rogue can use Disable Device to disarm magic traps.

FEATS

Armor Proficiency (Light) (Combat)

You are skilled at wearing light armor.

Benefit: When you wear a type of armor with which you are proficient, the armor check penalty for that armor applies only to
Dexterity- and Strength-based skill checks.

Normal: A character who is wearing armor with which he is not proficient applies its armor check penalty to attack rolls and to
all skill checks that involve moving.

Special: All characters except monks, sorcerers, and wizards automatically have Light Armor Proficiency as a bonus feat.
They need not select it.

Deadly Aim -2/+4 (Combat)

You can make exceptionally deadly ranged attacks by pinpointing a foe's weak spot, at the expense of making the attack
less likely to succeed.

Prerequisites: Dex 13, base attack bonus +1.

Benefit: You can choose to take a -1 penalty on all ranged attack rolls to gain a +2 bonus on all ranged damage rolls.
When your base attack bonus reaches +4, and every +4 thereafter, the penalty increases by -1 and the bonus to damage
increases by +2. You must choose to use this feat before making an attack roll and its effects last until your next turn. The
bonus damage does not apply to touch attacks or effects that do not deal hit point damage.

Point-Blank Shot (Combat)
You are especially accurate when making ranged attacks against close targets.
Benefit: You get a +1 bonus on attack and damage rolls with ranged weapons at ranges of up to 30 feet.



Rapid Shot (Combat)

You can make an additional ranged attack.

Prerequisites: Dex 13, Point-Blank Shot.

Benefit: When making a full-attack action with a ranged weapon, you can fire one additional time this round. All of your
attack rolls take a -2 penalty when using Rapid Shot.

Rogue Weapon Proficiencies
Benefit: You are proficient with the Hand Crossbow, Rapier, Sap, Shortbow and Shortsword.
Normal: When using a weapon with which you are not proficient, you are at -4 to attack rolls.

Simple Weapon Proficiency - All (Combat)

You are trained in the use of basic weapons.

Benefit: You make attack rolls with simple weapons without penalty.

Normal: When using a weapon with which you are not proficient, you take a -4 penalty on attack rolls.

Special: All characters except for druids, monks, and wizards are automatically proficient with all simple weapons. They need
not select this feat.

Skill Focus (Stealth)

Choose a skill. You are particularly adept at that skill.

Benefit: You get a +3 bonus on all checks involving the chosen skill. If you have 10 or more ranks in that skill, this bonus
increases to +6.

Special: You can gain this feat multiple times. Its effects do not stack. Each time you take the feat, it applies to a new skill.

Toughness
You have enhanced physical stamina.

Benefit: You gain +3 hit points. For every Hit Die you possess beyond 3, you gain an additional +1 hit point. If you have
more than 3 Hit Dice, you gain +1 hit points whenever you gain a Hit Die (such as when you gain a level).

Weapon Finesse (Combat)

You are trained in using your agility in melee combat, as opposed to brute strength.

Benefit: With a light weapon, rapier, whip, or spiked chain made for a creature of your size category, you may use your
Dexterity modifier instead of your Strength modifier on attack rolls. If you carry a shield, its armor check penalty applies to your
attack rolls.

Special: Natural weapons are considered light weapons.

Weapon Focus (Hand crossbow) (Combat)

Choose one type of weapon. You can also choose unarmed strike or grapple (or ray, if you are a spellcaster) as your weapon
for the purposes of this feat.

Prerequisites: Proficiency with selected weapon, base attack bonus +1.

Benefit: You gain a +1 bonus on all attack rolls you make using the selected weapon.

Special: You can gain this feat multiple times. Its effects do not stack. Each time you take the feat, it applies to a new type
of weapon.

+1 Mithral chain shirt (Armor)

Covering the torso, this shirt is made up of thousands of interlocking metal rings.

Mithral

Mithral is a rare, silvery metal that is lighter than steel but just as hard. When worked like steel, it can be used to create
amazing armor, and is occasionally used for other items as well. Most mithral armors are one category lighter than normal for
purposes of movement and other limitations. Heavy armors are treated as medium, and medium armors are treated as light,
but light armors are still treated as light. This decrease does not apply to proficiency in wearing the armor. A character wearing
mithral full plate must be proficient in wearing heavy armor to avoid adding the armor's check penalty on all his attack rolls and
skill checks that involve moving. Spell failure chances for armors and shields made from mithral are decreased by 10%,
maximum Dexterity bonuses are increased by 2, and armor check penalties are decreased by 3 (to a minimum of 0).

An item made from mithral weighs half as much as the same item made from other metals. In the case of weapons, this
lighter weight does not change a weapon's size category or the ease with which it can be wielded (whether it is light, one-
handed, or two-handed). Items not primarily of metal are not meaningfully affected by being partially made of mithral. (A
longsword can be a mithral weapon, while a quarterstaff cannot.) Mithral weapons count as silver for the purpose of overcoming
damage reduction.

Weapons and armors fashioned from mithral are always masterwork items as well; the masterwork cost is included in the
prices given below. Mithral has 30 hit points per inch of thickness and hardness 15.

+2 hand crossbow

You can draw a hand crossbow back by hand. Loading a hand crossbow is a move action that provokes attacks of
opportunity. A hand crossbow fires standard crossbow bolts, like those used by light and heavy crossbows.

You can shoot, but not load, a hand crossbow with one hand at no penalty. You can shoot a hand crossbow with each hand,
but you take a penalty on attack rolls as if attacking with two light weapons.

Masterwork shortsword

Short swords are some of the most common weapons found in any martial society, and thus designs are extremely varied,
depending on the region and creator. Most are around 2 feet in length. Their blades can be curved or straight, single- or
double-edged, and wide or narrow. Hilts may be ornate or simple, with crossguards, basket hilts, or no guard at all. Such
weapons are often used on their own, but can also be paired as a matched set, or used in conjunction with a dagger or longer
sword.

Potion of bear's endurance
Subject gains +4 to Con for 1 min./level.

Potion of cat's grace
Subject gains +4 to Dex for 1 min./level.

Potion of cure moderate wounds
Cures 2d8 damage +1/level (max +10).
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Maneuver CMB CMD
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SPECIAL ABILITY/FEATURE SUMMARY

Darkvision (120 feet)
Low-Light Vision

Agility +1 (Ex)

Parry (Ex)

Trap Sense +1 (Ex)
Uncanny Dodge (Ex)
Drow Immunities - Sleep
Elven Immunities

Spell Resistance (24)
Light Blindness (Ex)
Precise Strike (Ex)

Smite Good (1/day) (Su)
Sneak Attack +2d6
Dancing Lights (At will) (Sp)

Deeper Darkness (At will) (Sp)

Detect Good (At will) (Sp)
Detect Magic (Constant) (Sp)
Dispel Magic (1/day) (Sp)
Divine Favor (1/day) (Sp)
Faerie Fire (At will) (Sp)
Featherfall (At will) (Sp)
Levitate (At will) (Sp)
Suggestion (1/day) (Sp)
Aura of Evil (Ex)

Poison Use (Ex)

Touch of Corruption (1d6) (6/day) (Su)

Trapfinding +2
Unholy Resilience (Su)

FEATS SUMMARY

Armor Proficiency (Heavy)
Armor Proficiency (Light)
Armor Proficiency (Medium)
Dodge

Double Slice

Greater Two-weapon Fighting
Improved Critical (Rapier)

Improved Two-weapon Fighting

Martial Weapon Proficiency -
Mobility

Piranha Strike -4/+8

Rogue Weapon Proficiencies
Shield Proficiency

Simple Weapon Proficiency -
Tower Shield Proficiency
Two-weapon Defense
Two-weapon Fighting
Two-weapon Rend

Weapon Finesse

Weapon Focus (Rapier)

All

All
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TRAITS
SPECIAL ABILITIES/FEATURES

Darkvision (120 feet)

You can see in the dark (black and white vision only).

Low-Light Vision
See twice as far as a human in low light, distinguishing color and detail.

Agqility +1 (Ex)
At 2nd level, a mobile fighter gains a +1 bonus on saving throws made against effects that cause him to become paralyzed,
slowed, or entangled. This bonus increases by +1 for every four levels beyond 2nd. This ability replaces bravery.

Parry (Ex

At 2nd level, a duelist learns to parry the attacks of other creatures, causing them to miss. Whenever the duelist takes a full
attack action with a light or one-handed piercing weapon, she can elect not to take one of her attacks. At any time before her
next turn, she can attempt to parry an attack against her or an adjacent ally as an immediate action. To parry the attack, the
duelist makes an attack roll, using the same bonuses as the attack she chose to forego during her previous action. If her attack
roll is greater than the roll of the attacking creature, the attack automatically misses. For each size category that the attacking
creature is larger than the duelist, the duelist takes a -4 penalty on her attack roll. The duelist also takes a -4 penalty when
attempting to parry an attack made against an adjacent ally. The duelist must declare the use of this ability after the attack is
announced, but before the roll is made.

Trap Sense +1 (Ex)

A character gains an intuitive sense that alerts her to danger from traps, giving hera +1 bonus on Reflex saves made to
avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the character reaches
6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.

Uncanny Dodge (Ex)

You gain the ability to react to danger before her senses would normally allow you to do so. You cannot be caught flat-
footed, nor do you lose your Dex bonus to AC if the attacker is invisible. You still lose your Dexterity bonus to AC if
immobilized. You can still lose your Dexterity bonus to AC if an opponent successfully uses the feint action against you.

Drow Immunities - Sleep
You are immune to magic sleep effects.

Elven Immunities
+2 save bonus vs Enchantments.

Spell Resistance (24)

You have Spell Resistance.

Light Blindness (Ex)
Creatures with light blindness are blinded for 1 round if exposed to bright light, such as sunlight or the daylight spell. Such
creatures are dazzled as long as they remain in areas of bright light.

Precise Strike (Ex)

A duelist gains the ability to strike precisely with a light or one-handed piercing weapon, adding her duelist level to her
damage roll.

When making a precise strike, a duelist cannot attack with a weapon in her other hand or use a shield. A duelist's precise
strike only works against living creatures with discernible anatomies. Any creature that is immune to critical hits is also immune
to a precise strike, and any item or ability that protects a creature from critical hits also protects a creature from a precise strike.

Smite Good (1/day) (Su)

Once per day, an antipaladin can call out to the dark powers to crush the forces of good. As a swift action, the antipaladin
chooses one target within sight to smite. If this target is good, the antipaladin adds his Charisma bonus (if any) on his attack
rolls and adds his antipaladin level on all damage rolls made against the target of his smite. If the target of smite good is an
outsider with the good subtype, a good-aligned dragon, or a good creature with levels of cleric or paladin, the bonus to damage
on the first successful attack increases to 2 points of damage per level the antipaladin possesses. Regardless of the target,
smite good attacks automatically bypass any DR the creature might possess.

In addition, while smite good is in effect, the antipaladin gains a deflection bonus equal to his Charisma modifier (if any) to
his AC against attacks made by the target of the smite. If the antipaladin targets a creature that is not good, the smite is
wasted with no effect.

The smite good effect remains until the target of the smite is dead or the next time the antipaladin rests and regains his
uses of this ability. At 4th level, and at every three levels thereafter, the antipaladin may smite good one additional time per
day, as indicated on Table 2-13, to a maximum of seven times per day at 19th level.

Note: Either activation checkbox on the in-play tab will apply the to-hit and AC modifiers, select "Activated" for x1 damage or
"Double Damage" for x2.

Sneak Attack +2d6

If a character can catch an opponent when he is unable to defend himself effectively from her attack, she can strike a vital
spot for extra damage.

The character's attack deals extra damage anytime her target would be denied a Dexterity bonus to AC (whether the target
actually has a Dexterity bonus or not), or when the character flanks her target. Should the character score a critical hit with a
sneak attack, this extra damage is not multiplied. Ranged attacks can count as sneak attacks only if the target is within 30
feet.

With a weapon that deals nonlethal damage (like a sap, whip, or an unarmed strike), a character can make a sneak attack
that deals nonlethal damage instead of lethal damage. She cannot use a weapon that deals lethal damage to deal nonlethal
damage in a sneak attack, not even with the usual -4 penalty.

The character must be able to see the target well enough to pick out a vital spot and must be able to reach such a spot. A
character cannot sneak attack while striking a creature with concealment.

Dancing Lights (At will) (Sp)

Drow nobles can cast dancing lights, deeper darkness, faerie fire, feather fall, and levitate each at will, and have detect
magic as a constant spell-like ability. A drow noble can also cast divine favor, dispel magic, and suggestion once per day each.
In some cases, a drow noble's spell-like abilities might vary, although the level of a particular spell like ability does not. A drow
noble's caster level for her spell-like abilities is equal to her character level.



Deeper Darkness (At will) (Sp)

Drow nobles can cast dancing lights, deeper darkness, faerie fire, feather fall, and levitate each at will, and have detect
magic as a constant spell-like ability. A drow noble can also cast divine favor, dispel magic, and suggestion once per day each.
In some cases, a drow noble's spell-like abilities might vary, although the level of a particular spell like ability does not. A drow
noble's caster level for her spell-like abilities is equal to her character level.

Detect Good (At will) (Sp)

At will, an antipaladin can use detect good, as the spell. An antipaladin can, as a move action, concentrate on a single item
or individual within 60 feet and determine if it is good, learning the strength of its aura as if having studied it for 3 rounds.
While focusing on one individual or object, the antipaladin does not detect good in any other object or individual within range.

Detect Magic (Constant) (Sp)

Drow nobles can cast dancing lights, deeper darkness, faerie fire, feather fall, and levitate each at will, and have detect
magic as a constant spell-like ability. A drow noble can also cast divine favor, dispel magic, and suggestion once per day each.
In some cases, a drow noble's spell-like abilities might vary, although the level of a particular spell like ability does not. A drow
noble's caster level for her spell-like abilities is equal to her character level.

Dispel Magic (1/day) (Sp)

Drow nobles can cast dancing lights, deeper darkness, faerie fire, feather fall, and levitate each at will, and have detect
magic as a constant spell-like ability. A drow noble can also cast divine favor, dispel magic, and suggestion once per day each.
In some cases, a drow noble's spell-like abilities might vary, although the level of a particular spell like ability does not. A drow
noble's caster level for her spell-like abilities is equal to her character level.

Divine Favor (1/day) (Sp)

Drow nobles can cast dancing lights, deeper darkness, faerie fire, feather fall, and levitate each at will, and have detect
magic as a constant spell-like ability. A drow noble can also cast divine favor, dispel magic, and suggestion once per day each.
In some cases, a drow noble's spell-like abilities might vary, although the level of a particular spell like ability does not. A drow
noble's caster level for her spell-like abilities is equal to her character level.

Faerie Fire (At will) (S

Drow nobles can cast dancing lights, deeper darkness, faerie fire, feather fall, and levitate each at will, and have detect
magic as a constant spell-like ability. A drow noble can also cast divine favor, dispel magic, and suggestion once per day each.
In some cases, a drow noble's spell-like abilities might vary, although the level of a particular spell like ability does not. A drow
noble's caster level for her spell-like abilities is equal to her character level.

Featherfall (At will) (Sp)

Drow nobles can cast dancing lights, deeper darkness, faerie fire, feather fall, and levitate each at will, and have detect
magic as a constant spell-like ability. A drow noble can also cast divine favor, dispel magic, and suggestion once per day each.
In some cases, a drow noble's spell-like abilities might vary, although the level of a particular spell like ability does not. A drow
noble's caster level for her spell-like abilities is equal to her character level.

Levitate (At will) (Sp)

Drow nobles can cast dancing lights, deeper darkness, faerie fire, feather fall, and levitate each at will, and have detect
magic as a constant spell-like ability. A drow noble can also cast divine favor, dispel magic, and suggestion once per day each.
In some cases, a drow noble's spell-like abilities might vary, although the level of a particular spell like ability does not. A drow
noble's caster level for her spell-like abilities is equal to her character level.

Suggestion (1/da S

Drow nobles can cast dancing lights, deeper darkness, faerie fire, feather fall, and levitate each at will, and have detect
magic as a constant spell-like ability. A drow noble can also cast divine favor, dispel magic, and suggestion once per day each.
In some cases, a drow noble's spell-like abilities might vary, although the level of a particular spell like ability does not. A drow
noble's caster level for her spell-like abilities is equal to her character level.

Aura of Evil (Ex)

The power of an antipaladin’s aura of evil (see the detect evil spell) is equal to his antipaladin level. A paladin who uses
smite evil on an antipaladin deals 2 points of damage per paladin level on his first successful attack.

Poison Use (Ex)

You do not risk poisoning yourself accidentally while poisoning a weapon.

Touch of Corruption (1d6) (6/day) (Su)

Beginning at 2nd level, an antipaladin surrounds his hand with a fiendish flame, causing terrible wounds to open on those he
touches. Each day he can use this ability a number of times equal to 1/2 his antipaladin level + his Charisma modifier. As a
touch attack, an antipaladin can cause 1d6 points of damage for every two antipaladin levels he possesses. Using this ability is
a standard action that does not provoke attacks of opportunity.

Alternatively, an antipaladin can use this power to heal undead creatures, restoring 1d6 hit points for every two levels the
antipaladin possesses. This ability is modified by any feat, spell, or effect that specifically works with the lay on hands paladin
class feature. For example, the Extra Lay On Hands feat grants an antipaladin 2 additional uses of the touch of corruption class
feature.

Trapfinding +2
A rogue adds 1/2 her level to Perception skill checks made to locate traps and to Disable Device skill checks (minimum +1).

A rogue can use Disable Device to disarm magic traps.

Unholy Resilience (Su)
At 2nd level, an antipaladin gains a bonus equal to his Charisma bonus (if any) on all saving throws.

FEATS
Armor Proficiency (Heavy) (Combat)
You are skilled at wearing heavy armor.
Prerequisites: Light Armor Proficiency, Medium Armor Proficiency.
Benefit: See Armor Proficiency, Light.
Normal: See Armor Proficiency, Light.
Special: Fighters and paladins automatically have Heavy Armor Proficiency as a bonus feat. They need not select it.




Armor Proficiency (Light) (Combat)

You are skilled at wearing light armor.

Benefit: When you wear a type of armor with which you are proficient, the armor check penalty for that armor applies only to
Dexterity- and Strength-based skill checks.

Normal: A character who is wearing armor with which he is not proficient applies its armor check penalty to attack rolls and to
all skill checks that involve moving.

Special: All characters except monks, sorcerers, and wizards automatically have Light Armor Proficiency as a bonus feat.
They need not select it.

Armor Proficiency (Medium) (Combat)

You are skilled at wearing medium armor.

Prerequisite: Light Armor Proficiency.

Benefit: See Armor Proficiency, Light.

Normal: See Armor Proficiency, Light.

Special: Barbarians, clerics, druids, fighters, paladins, and rangers automatically have Medium Armor Proficiency as a bonus
feat. They need not select it.

Dodge (Combat)

Your training and reflexes allow you to react swiftly to avoid an opponents' attacks.

Prerequisite: Dex 13.

Benefit: You gain a +1 dodge bonus to your AC. A condition that makes you lose your Dex bonus to AC also makes you
lose the benefits of this feat.

Double Slice (Combat)
Your off-hand weapon while dual-wielding strikes with greater power.
Prerequisite: Dex 15, Two-Weapon Fighting.
Benefit: Add your Strength bonus to damage rolls made with your off-hand weapon.
Normal: You normally add only half of your Strength modifier to damage rolls made with a weapon wielded in your off-hand.

Greater Two-weapon Fighting (Combat)
You are incredibly skilled at fighting with two weapons at the same time.
Prerequisites: Dex 19, Improved Two-Weapon Fighting, Two-Weapon Fighting, base attack bonus +11.
Benefit: You get a third attack with your off-hand weapon, albeit ata -10 penalty.

Improved Critical (Rapier) (Combat)

Attacks made with your chosen weapon are quite deadly.

Prerequisite: Proficient with weapon, base attack bonus +8.

Benefit: When using the weapon you selected, your threat range is doubled.

Special: You can gain Improved Critical multiple times. The effects do not stack. Each time you take the feat, it applies to a
new type of weapon.

This effect doesn't stack with any other effect that expands the threat range of a weapon.

Improved Two-weapon Fighting (Combat)

You are skilled at fighting with two weapons.

Prerequisites: Dex 17, Two-Weapon Fighting, base attack bonus +6.

Benefit: In addition to the standard single extra attack you get with an off-hand weapon, you get a second attack with it,
albeit at a -5 penalty.

Normal: Without this feat, you can only get a single extra attack with an off-hand weapon.

Martial Weapon Proficiency - All
Benefit: You are proficient with all Martial weapons.
Normal: When using a weapon with which you are not proficient, you are at -4 to attack rolls.

Mobility (Combat)

You can easily move through a dangerous melee.

Prerequisites: Dex 13, Dodge.

Benefit: You get a +4 dodge bonus to Armor Class against attacks of opportunity caused when you move out of or within a
threatened area. A condition that makes you lose your Dexterity bonus to Armor Class (if any) also makes you lose dodge
bonuses.

Dodge bonuses stack with each other, unlike most types of bonuses.

Piranha Strike -4/+8 (Combat)

Prerequisites: Weapon Finesse, base attack bonus +1.

Benefit: When wielding a light weapon, you can choose to take a -1 penalty on all melee attack rolls and combat maneuver
checks to gain a +2 bonus on all melee damage rolls. This bonus to damage is halved (-50%) if you are making an attack with
an off-hand weapon or secondary natural weapon. When your base attack bonus reaches +4, and for every 4 points thereafter,
the penalty increases by -1 and the bonus on damage rolls increases by +2. You must choose to use this feat before the attack
roll, and its effects last until your next turn. The bonus damage does not apply to touch attacks or effects that do not deal hit
point damage. This feat cannot be used in conjunction with the Power Attack feat.

Rogue Weapon Proficiencies
Benefit: You are proficient with the Hand Crossbow, Rapier, Sap, Shortbow and Shortsword.
Normal: When using a weapon with which you are not proficient, you are at -4 to attack rolls.

Shield Proficiency (Combat)

You are trained in how to properly use a shield.

Benefit: When you use a shield (except a tower shield), the shield's armor check penalty only applies to Strength- and
Dexterity-based skills.

Normal: When you are using a shield with which you are not proficient, you take the shield's armor check penalty on attack
rolls and on all skill checks that involve moving.

Special: Barbarians, bards, clerics, druids, fighters, paladins, and rangers all automatically have Shield Proficiency as a
bonus feat. They need not select it.

Simple Weapon Proficiency - All (Combat)

You are trained in the use of basic weapons.

Benefit: You make attack rolls with simple weapons without penalty.

Normal: When using a weapon with which you are not proficient, you take a -4 penalty on attack rolls.

Special: All characters except for druids, monks, and wizards are automatically proficient with all simple weapons. They need
not select this feat.




Tower Shield Proficiency (Combat)
You are trained in how to properly use a tower shield.
Prerequisite: Shield Proficiency.
Benefit: When you use a tower shield, the shield's armor check penalty only applies to Strength and Dexterity-based skills.
Normal: A character using a shield with which he is not proficient takes the shield's armor check penalty on attack rolls and
on all skill checks that involve moving, including Ride.
Special: Fighters automatically have Tower Shield Proficiency as a bonus feat. They need not select it.

Two-weapon Defense (Combat)

You are skilled at defending yourself while dual-wielding.

Prerequisites: Dex 15, Two-Weapon Fighting.

Benefit: When wielding a double weapon or two weapons (not including natural weapons or unarmed strikes), you gain a +1
shield bonus to your AC.

When you are fighting defensively or using the total defense action, this shield bonus increases to +2.

Two-weapon Fighting (Combat)

You can fight with a weapon wielded in each of your hands. You can make one extra attack each round with the secondary
weapon.

Prerequisite: Dex 15.

Benefit: Your penalties on attack rolls for fighting with two weapons are reduced. The penalty for your primary hand lessens
by 2 and the one for your off hand lessens by 6. See Two-Weapon Fighting in Combat.

Normal: If you wield a second weapon in your off hand, you can get one extra attack per round with that weapon. When
fighting in this way you suffer a -6 penalty with your regular attack or attacks with your primary hand and a -10 penalty to the
attack with your off hand. If your off-hand weapon is light, the penalties are reduced by 2 each. An unarmed strike is always
considered light.

Two-weapon Rend (Combat)
Striking with both of your weapons simultaneously, you can use them to deliver devastating wounds.
Prerequisites: Dex 17, Double Slice, Improved Two-Weapon Fighting, Two-Weapon Fighting, base attack bonus +11.
Benefit: If you hit an opponent with both your primary hand and your off-hand weapon, you deal an additional 1d10 points
of damage plus 1-1/2 times your Strength modifier. You can only deal this additional damage once each round.

Weapon Finesse (Combat)

You are trained in using your agility in melee combat, as opposed to brute strength.

Benefit: With a light weapon, rapier, whip, or spiked chain made for a creature of your size category, you may use your
Dexterity modifier instead of your Strength modifier on attack rolls. If you carry a shield, its armor check penalty applies to your
attack rolls.

Special: Natural weapons are considered light weapons.

Weapon Focus (Rapier) (Combat)

Choose one type of weapon. You can also choose unarmed strike or grapple (or ray, if you are a spellcaster) as your weapon
for the purposes of this feat.

Prerequisites: Proficiency with selected weapon, base attack bonus +1.

Benefit: You gain a +1 bonus on all attack rolls you make using the selected weapon.

Special: You can gain this feat multiple times. Its effects do not stack. Each time you take the feat, it applies to a new type
of weapon.

+2 rapier

You can use the Weapon Finesse feat to apply your Dexterity modifier instead of your Strength modifier to attack rolls with a
rapier sized for you, even though it isn't a light weapon. You can't wield a rapier in two hands in order to apply 1-1/2 times your
Strength bonus to damage.

+2 rapier

You can use the Weapon Finesse feat to apply your Dexterity modifier instead of your Strength modifier to attack rolls with a
rapier sized for you, even though it isn't a light weapon. You can't wield a rapier in two hands in order to apply 1-1/2 times your
Strength bonus to damage.

+3 Mithral full plate (Armor)

This metal suit comprises multiple pieces of interconnected and overlaying metal plates, incorporating the benefits of
numerous types of lesser armor. A complete suit of full plate (or platemail, as it is often called) includes gauntlets, heavy
leather boots, a visored helmet, and a thick layer of padding that is worn underneath the armor. Each suit of full plate must be
individually fitted to its owner by a master armorsmith, although a captured suit can be resized to fit a new owner at a cost of
200 to 800 (2d4x100) gold pieces.

Mithral

Mithral is a rare, silvery metal that is lighter than steel but just as hard. When worked like steel, it can be used to create
amazing armor, and is occasionally used for other items as well. Most mithral armors are one category lighter than normal for
purposes of movement and other limitations. Heavy armors are treated as medium, and medium armors are treated as light,
but light armors are still treated as light. This decrease does not apply to proficiency in wearing the armor. A character wearing
mithral full plate must be proficient in wearing heavy armor to avoid adding the armor's check penalty on all his attack rolls and
skill checks that involve moving. Spell failure chances for armors and shields made from mithral are decreased by 10%,
maximum Dexterity bonuses are increased by 2, and armor check penalties are decreased by 3 (to a minimum of 0).

An item made from mithral weighs half as much as the same item made from other metals. In the case of weapons, this
lighter weight does not change a weapon's size category or the ease with which it can be wielded (whether it is light, one-
handed, or two-handed). Items not primarily of metal are not meaningfully affected by being partially made of mithral. (A
longsword can be a mithral weapon, while a quarterstaff cannot.) Mithral weapons count as silver for the purpose of overcoming
damage reduction.

Weapons and armors fashioned from mithral are always masterwork items as well; the masterwork cost is included in the
prices given below. Mithral has 30 hit points per inch of thickness and hardness 15.
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COMBAT MANEUVERS MONEY TRACKED RESOURCES

Maneuver CMB CMD Platinum 0 Resource Max. Used
Bull Rush +15 28 Gold 0 Acidic Ray (10/day) (Sp) 10
Dirty Trick +15 28 Silver 0 Arrows 20
Disarm +15 28 Copper 0 Clairaudience/Clairvoyance (1/day) 1
Drag +15 28 Valuables 0 Dancing Lights (At will) 0
Feint +15 28 Darkness (At will) 0
Grapple +15 28 Current 14 Ibs Deeper Darkness (1/day) 1
Overrun +15 28 Light 466 Ibs Detect Good (Constant) 0
Pull +15 28 Medium 932 Ibs Detect Law (Constant) 0
Push +15 28 Heavy 1400 lbs Detect Magic (Constant) 0
Reposition +15 28 Dispel Magic (1/day) 1
Steal +15 28 m Faerie Fire (At will) 0
Sunder +15 28 Current 0 Levitate (1/day) 1 1
Trip +15 28 Next Level 5000 Potion of bull's strength 1 1
Suggestion (1/day) 1
SPECIAL ABILITY/FEATURE SUMMARY Web (+8 ranged, 11 hp) (8/day) (DC 18) (Ex) 8

Tmunity s Sleep ____ ______GEAR
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Spell Resistance (18) Gear In No Container )

Climbing (20 feet) Qty Item Weight Cost
Acidic Ray (10/day) (Sp) 1 +2 heavy mace 81lbs 8,312 gp
Bloodline Arcana: Aberrant (Ex) 1 Masterwork composite longbow 3 lbs 600 gp
Poison: Bite - injury (DC 18) (Ex) 1 Potion of bull's strength 300 gp
Web (+8 ranged, 11 hp) (8/day) (DC 18) (Ex) 20 Arrows 0.15 Ibs 1gp

Clairaudience/Clairvoyance (1/day)
Dancing Lights (At will)
Darkness (At will)
Deeper Darkness (1/day)
Detect Good (Constant)
Detect Law (Constant)
Detect Magic (Constant)
Dispel Magic (1/day)
Faerie Fire (At will)
Levitate (1/day)
Suggestion (1/day)

Aberrant
FEATS SUMMARY
Blind-Fight
Combat Casting
Dodge

Eschew Materials

Simple Weapon Proficiency - All
Spell Penetration

Weapon Focus (Bite)

Weapon Focus (Heavy mace)
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SPELL SUMMARY

SORCERER SPELLS
Spell Level: 0|1|2|3|4|
CastsPerDay: |8 8|7 |4 |
Level Spell Casting Time Range DCResist Duration
0 Acid Splash 1 action Close (25 + 5 ft./2 levels) 17 No Instantaneous
0 Arcane Mark 1 action Touch 17 No Permanent
0 Bleed 1 action Close (25 + 5 ft./2 levels) 17Yes Instantaneous
0 Breeze 1 action Close (25 + 5 ft./2 levels) 17Yes 1 hour (D)
0 Chameleon Scales 1 action Personal 17 10 minutes/level (D)
0 Dancing Lights 1 action Medium (100 + 10 ft./level) 17 No 1 minute (D)
0 Daze 1 action Close (25 + 5 ft./2 levels) 17Yes 1 round
0 Detect Magic 1 action 60 ft. 17 No Concentration, up to 1 min./level (D)
1 Identify 1 action 60 ft. 18 No 3 rounds/level (D)
1 Infernal Healing 1 round Touch 18Yes (harmless) 1 minute
1 Jump 1 action Touch 18Yes 1 min./level (D)
1 Mage Armor 1 action Touch 18 No 1 hour/level (D)
1 Magic Missile 1 action Medium (100 + 10 ft./level) 18Yes Instantaneous
2 Bull's Strength 1 action Touch 19Yes (harmless) 1 min./level
2 Cat's Grace 1 action Touch 19Yes 1 min./level
2 Mirror Image 1 action Personal 19 1 min./level
3 Fireball 1 action Long (400 + 40 ft./level) 20Yes Instantaneous
3 Lightning Bolt 1 action 120 ft. 20Yes Instantaneous
4 Confusion 1 action Medium (100 + 10 ft./level) 21Yes 1 round/level




TRAITS
SPECIAL ABILITIES/FEATURES

Darkvision (120 feet)

You can see in the dark (black and white vision only).

Immunity to Sleep
You are immune to sleep effects.

Spell Resistance (18)

You have Spell Resistance.

Climbing (20 feet
You have a climb speed.
You gain a +8 racial bonus to climb checks. You may take 10 on climb checks, even when rushed or threatened.

Acidic Ray (10/day) (Sp)

Starting at 1st level, you can fire an acidic ray as a standard action, targeting any foe within 30 feet as a ranged touch
attack. The acidic ray deals 1d6 points of acid damage + 1 for every two sorcerer levels you possess. You can use this ability a
number of times per day equal to 3 + your Charisma modifier.

Bloodline Arcana: Aberrant (Ex)
Whenever you cast a spell of the polymorph subschool, increase the duration of the spell by 50% (minimum 1 round). This
bonus does not stack with the increase granted by the Extend Spell feat.

Poison: Bite - injury (DC 18) (Ex)
Poison—Injury; save Fort DC 18; freq 1/rd for 6 rds; effect 1d2 Str; cure 1 save.

Web (+8 ranged, 11 hp) (8/day) (DC 18) (Ex)

Creatures with the web ability can use webs to support themselves and up to one additional creature of the same size. In
addition, such creatures can throwa web up to eight times per day. This is similar to an attack with a net but has a maximum
range of 50 feet, with a range increment of 10 feet, and is effective against targets up to one size category larger than the web
spinner. An entangled creature can escape with a successful Escape Artist check or burst the web with a Strength check. Both are
standard actions with a DC equal to 10 + 1/2 creature's HD + creature's Con modifier. Attempts to burst a web by those caught
in it suffer a -4 penalty.

Web spinners can create sheets of sticky webbing up to three times their size. They usually position these sheets to snare
flying creatures but can also try to trap prey on the ground. Approaching creatures must succeed on a DC 20 Perception check to
notice a web; otherwise they stumble into it and become trapped as though by a successful web attack. Attempts to escape or
burst the webbing gain a +5 bonus if the trapped creature has something to walk on or grab while pulling free. Each 5-foot-
square section of web has a number of hit points equal to the Hit Dice of the creature that created it and DR 5/—. A creature can
move across its own web at its climb speed and can pinpoint the location of any creature touching its web.

Clairaudience/Clairvoyance (1/day)

Clairaudience/clairvoyance creates an invisible magical sensor at a specific location that enables you to hear or see (your
choice) almost as if you were there. You don't need line of sight or line of effect, but the locale must be known - a place familiar
to you, or an obvious one. Once you have selected the locale, the sensor doesn't move, but you can rotate it in all directions to
view the area as desired. Unlike other scrying spells, this spell does not allow magically or supernaturally enhanced senses to
work through it. If the chosen locale is magically dark, you see nothing. If it is naturally pitch black, you can see in a 10-foot
radius around the center of the spell's effect. Clairaudience/ clairvoyance functions only on the plane of existence you are
currently occupying.

Dancing Lights (At will

Depending on the version selected, you create up to four lights that resemble lanterns or torches (and cast that amount of
light), or up to four glowing spheres of light (which look like will-o'- wisps), or one faintly glowing, vaguely humanoid shape. The
dancing lights must stay within a 10-foot-radius area in relation to each other but otherwise move as you desire (no
concentration required): forward or back, up or down, straight or turning corners, or the like. The lights can move up to 100 feet
per round. A light winks out if the distance between you and it exceeds the spell's range. You can only have one dancing lights
spell active at any one time. If you cast this spell while another casting is still in effect, the previous casting is dispelled. If you
make this spell permanent, it does not count against this limit.

Dancing lights can be made permanent with a permanency spell.

Darkness (At will)

This spell causes an object to radiate darkness out to a 20-foot radius. This darkness causes the illumination level in the
area to drop one step, from bright light to normal light, from normal light to dim light, or from dim light to darkness. This spell
has no effect in an area that is already dark. Creatures with light vulnerability or sensitivity take no penalties in normal light. All
creatures gain concealment (20% miss chance) in dim light. All creatures gain total concealment (50% miss chance) in
darkness. Creatures with darkvision can see in an area of dim light or darkness without penalty. Nonmagical sources of light,
such as torches and lanterns, do not increase the light level in an area of darkness. Magical light sources only increase the light
level in an area if they are of a higher spell level than darkness. If darkness is cast on a small object that is then placed inside
orunder a lightproof covering, the spell's effect is blocked until the covering is removed. This spell does not stack with itself.
Darkness can be used to counter or dispel any light spell of equal or lower spell level.

Deeper Darkness (1/day)

This spell functions as darkness, except that objects radiate darkness in a 60-foot radius and the light level is lowered by
two steps. Bright light becomes dim light and normal light becomes darkness. Areas of dim light and darkness become
supernaturally dark. This functions like darkness, but even creatures with darkvision cannot see within the spell's confines. This
spell does not stack with itself. Deeper darkness can be used to counter or dispel any light spell of equal or lower spell level.

Detect Good (Constant)
This spell functions like detect evil, except that it detects the auras of good creatures, clerics or paladins of good deities,
good spells, and good magic items, and you are vulnerable to an overwhelming good aura if you are evil.

Detect Law (Constant)
This spell functions like detect evil, except that it detects the auras of lawful creatures, clerics of lawful deities, lawful spells,
and lawful magic items, and you are vulnerable to an overwhelming lawful aura if you are chaotic.




Detect Magic (Constant)

You detect magical auras. The amount of information revealed depends on how long you study a particular area or subject.

1st Round: Presence or absence of magical auras.

2nd Round: Number of different magical auras and the power of the most potent aura.

3rd Round: The strength and location of each aura. If the items or creatures bearing the auras are in line of sight, you can
make Knowledge (arcana) skill checks to determine the school of magic involved in each. (Make one check per aura: DC 15 +
spell level, or 15 + 1/2 caster level for a nonspell effect.) If the aura eminates from a magic item, you can attempt to identify
its properties (see Spellcraft).

Magical areas, multiple types of magic, or strong local magical emanations may distort or conceal weaker auras.

Aura Strength: An aura's power depends on a spell's functioning spell level or an item's caster level; see the accompanying
table. If an aura falls into more than one category, detect magic indicates the stronger of the two.

Lingering Aura: A magical aura lingers after its original source dissipates (in the case of a spell) oris destroyed (in the case
of a magic item). If detect magic is cast and directed at such a location, the spell indicates an aura strength of dim (even
weaker than a faint aura). How long the aura lingers at this dim level depends on its original power:

Original Strength - Duration of Lingering Aura

Faint - 1d6 rounds

Moderate - 1d6 minutes

Strong - 1d6 x 10 minutes

Overwhelming - 1d6 days

Outsiders and elementals are not magical in themselves, but if they are summoned, the conjuration spell registers. Each
round, you can turn to detect magic in a new area. The spell can penetrate barriers, but 1 foot of stone, 1 inch of common
metal, a thin sheet of lead, or 3 feet of wood or dirt blocks it.

Detect magic can be made permanent with a permanency spell.

Dispel Magic (1/day)

You can use dispel magic to end one ongoing spell that has been cast on a creature or object, to temporarily suppress the
magical abilities of a magic item, or to counter another spellcaster's spell. A dispelled spell ends as if its duration had expired.
Some spells, as detailed in their descriptions, can't be defeated by dispel magic. Dispel magic can dispel (but not counter)
spell-like effects just as it does spells. The effect of a spell with an instantaneous duration can't be dispelled, because the
magical effect is already over before the dispel magic can take effect. You choose to use dispel magicin one of two ways: a
targeted dispel or a counterspell.

Targeted Dispel: One object, creature, or spell is the target of the dispel magic spell. You make one dispel check (1d20 +
your caster level) and compare that to the spell with highest caster level (DC = 11 + the spell's caster level). If successful, that
spell ends. If not, compare the same result to the spell with the next highest caster level. Repeat this process until you have
dispelled one spell affecting the target, or you have failed to dispel every spell. For example, a 7th-level caster casts dispel
magic, targeting a creature affected by stoneskin (caster level 12th) and fly (caster level 6th). The caster level check results in a
19. This check is not high enough to end the stoneskin (which would have required a 23 or higher), but it is high enough to end
the fly (which only required a 17). Had the dispel check resulted in a 23 or higher, the stoneskin would have been dispelled,
leaving the fly intact. Had the dispel check been a 16 or less, no spells would have been affected. You can also use a targeted
dispel to specifically end one spell affecting the target or one spell affecting an area (such as a wall of fire). You must name the
specific spell effect to be targeted in this way. If your caster level check is equal to or higher than the DC of that spell, it ends.
No other spells or effects on the target are dispelled if your check is not high enough to end the targeted effect. If you target an
object or creature that is the effect of an ongoing spell (such as a monster summoned by summon monster), you make a
dispel check to end the spell that conjured the object or creature. If the object that you target is a magic item, you make a
dispel check against the item's caster level (DC = 11 + the item's caster level). If you succeed, all the item's magical properties
are suppressed for 1d4 rounds, after which the item recovers its magical properties. A suppressed item becomes nonmagical for
the duration of the effect. An interdimensional opening (such as a bag of holding) is temporarily closed. A magic item's physical
properties are unchanged: A suppressed magic sword is still a sword (a masterwork sword, in fact). Artifacts and deities are
unaffected by mortal magic such as this. You automatically succeed on your dispel check against any spell that you cast
yourself.

Counterspell: When dispel magic is used in this way, the spell targets a spellcaster and is cast as a counterspell. Unlike a
true counterspell, however, dispel magic may not work; you must make a dispel check to counter the other spellcaster's spell.

Faerie Fire (At will

A pale glow surrounds and outlines the subjects. Outlined subjects shed light as candles. Creatures outlined by faerie fire
take a -20 penalty on all Stealth checks. Outlined creatures do not benefit from the concealment normally provided by darkness
(though a 2nd-level or higher magical darkness effect functions normally), blur, displacement, invisibility, or similar effects. The
light is too dim to have any special effect on undead or dark-dwelling creatures vulnerable to light. The faerie fire can be blue,
green, or violet, according to your choice at the time of casting. The faerie fire does not cause any harm to the objects or
creatures thus outlined.

Levitate (1/day)

Levitate allows you to move yourself, another creature, or an object up and down as you wish. A creature must be willing to
be levitated, and an object must be unattended or possessed by a willing creature. You can mentally direct the recipient to
move up or down as much as 20 feet each round; doing so is a move action. You cannot move the recipient horizontally, but
the recipient could clamber along the face of a cliff, for example, or push against a ceiling to move laterally (generally at half its
base land speed). A levitating creature that attacks with a melee or ranged weapon finds itself increasingly unstable; the first
attack has a -1 penalty on attack rolls, the second -2, and so on, to a maximum penalty of -5. A full round spent stabilizing
allows the creature to begin again at -1.

Suggestion (1/day)

You influence the actions of the target creature by suggesting a course of activity (limited to a sentence or two). The
suggestion must be worded in such a manner as to make the activity sound reasonable. Asking the creature to do some
obviously harmful act automatically negates the effect of the spell.

The suggested course of activity can continue for the entire duration. If the suggested activity can be completed in a shorter
time, the spell ends when the subject finishes what it was asked to do. You can instead specify conditions that will trigger a
special activity during the duration. If the condition is not met before the spell duration expires, the activity is not performed.

A very reasonable suggestion causes the save to be made with a penalty (such as -1 or -2).

Aberrant

There is a taint in your blood, one that is alien and bizarre. You tend to think in odd ways, approaching problems from an
angle that most would not expect. Over time, this taint manifests itself in your physical form.

Bloodline Arcana: Whenever you cast a spell of the polymorph subschool, increase the duration of the spell by 50%
(minimum 1 round). This bonus does not stack with the increase granted by the Extend Spell feat.

Bloodline Powers: Aberrant sorcerers show increasing signs of their tainted heritage as they increase in level, although they
are only visible when used.

FEATS



Blind-Fight (Combat)

You are skilled at attacking opponents that you cannot clearly perceive.

Benefit: In melee, every time you miss because of concealment (see Combat), you can reroll your miss chance percentile
roll one time to see if you actually hit.

An invisible attacker gets no advantages related to hitting you in melee. That is, you don't lose your Dexterity bonus to
Armor Class, and the attacker doesn't get the usual +2 bonus for being invisible. The invisible attacker's bonuses do still apply
for ranged attacks, however.

You do not need to make Acrobatics skill checks to move at full speed while blinded.

Normal: Regular attack roll modifiers invisible attackers trying to hit you apply, and you lose your Dexterity bonus to AC. The
speed reduction for darkness and poor visibility also applies.

Special: The Blind-Fight feat is of no use against a character who is the subject of a blink spell.

Combat Casting

You are adept at spellcasting when threatened or distracted.

Benefit: You get a +4 bonus on concentration checks made to cast a spell or use a spell-like ability when casting on the
defensive or while grappled.

Dodge (Combat)

Your training and reflexes allow you to react swiftly to avoid an opponents' attacks.

Prerequisite: Dex 13.

Benefit: You gain a +1 dodge bonus to your AC. A condition that makes you lose your Dex bonus to AC also makes you
lose the benefits of this feat.

Eschew Materials

You can cast many spells without needing to utilize minor material components.

Benefit: You can cast any spell with a material component costing 1 gp or less without needing that component. The casting
of the spell still provokes attacks of opportunity as normal. If the spell requires a material component that costs more than 1
gp, you must have the material component on hand to cast the spell, as normal.

Simple Weapon Proficiency - All (Combat)

You are trained in the use of basic weapons.

Benefit: You make attack rolls with simple weapons without penalty.

Normal: When using a weapon with which you are not proficient, you take a -4 penalty on attack rolls.

Special: All characters except for druids, monks, and wizards are automatically proficient with all simple weapons. They need
not select this feat.

Spell Penetration
Your spells break through spell resistance more easily than most.

Benefit: You get a +2 bonus on caster level checks (1d20 + caster level) made to overcome a creature's spell resistance.

Weapon Focus (Bite) (Combat)

Choose one type of weapon. You can also choose unarmed strike or grapple (or ray, if you are a spellcaster) as your weapon
for the purposes of this feat.

Prerequisites: Proficiency with selected weapon, base attack bonus +1.

Benefit: You gain a +1 bonus on all attack rolls you make using the selected weapon.

Special: You can gain this feat multiple times. Its effects do not stack. Each time you take the feat, it applies to a new type
of weapon.

Weapon Focus (Heavy mace) (Combat)

Choose one type of weapon. You can also choose unarmed strike or grapple (or ray, if you are a spellcaster) as your weapon
for the purposes of this feat.

Prerequisites: Proficiency with selected weapon, base attack bonus +1.

Benefit: You gain a +1 bonus on all attack rolls you make using the selected weapon.

Special: You can gain this feat multiple times. Its effects do not stack. Each time you take the feat, it applies to a new type
of weapon.

+2 heavy mace
A heavy mace has a larger head and a longer handle than a light mace.

Masterwork composite longbow

You need at least two hands to use a bow, regardless of its size. You can use a composite longbow while mounted. All
composite bows are made with a particular strength rating (that is, each requires a minimum Strength modifier to use it with
proficiency). If your Strength modifier is less than the strength rating of the composite bow, you can't effectively use it, so you
take a -2 penalty on attacks with it. The default composite longbow requires a Strength modifier of +0 or higher to use with
proficiency. A composite longbow can be made with a high strength rating to take advantage of an above-average Strength
score; this feature allows you to add your Strength modifier on damage rolls, up to the maximum bonus indicated for the bow.
Each point of Strength bonus granted by the bow adds 100 gp to its cost. If you have a negative modifier due to low Strength,
apply it to damage rolls when you use a composite longbow. A composite longbow fires arrows.

For the purposes of Weapon Proficiency and similar feats, a composite longbow is treated as if it were a longbow.

Potion of bull's strength

Bull's Strength, Will negates (harmless) (DC 13)

The subject becomes stronger. The spell grants a +4 enhancement bonus to Strength, adding the usual benefits to melee
attack rolls, melee damage rolls, and other uses of the Strength modifier.




SORCERER SPELLS

Acid Splash

School Conjuration, Earth Elemental(Creation); Level 0

Casting Time 1 action

Components Verbal, Somatic

Range Close (25 + 5 ft./2 levels)

Effect One missile of acid

Duration Instantaneous

Saving Throw None; Spell Resistance No

You fire a small orb of acid at the target. You must succeed on a ranged touch attack to hit your target. The orb deals 1d3
points of acid damage. This acid disappears after 1 round.

Arcane Mark

School Universal; Level 0

Casting Time 1 action

Components Verbal, Somatic

Range Touch

Effect One personal rune or mark, all of which must fit within 1 sq. ft.

Duration Permanent

Saving Throw None; Spell Resistance No

This spell allows you to inscribe your personal rune or mark, which can consist of no more than six characters. The writing can be
visible or invisible. An arcane mark spell enables you to etch the rune upon any substance without harm to the material upon
which it is placed. If an invisible mark is made, a detect magic spell causes it to glow and be visible, though not necessarily
understandable.

See invisibility, true seeing, a gem of seeing, or a robe of eyes likewise allows the user to see an invisible arcane mark. A
read magic spell reveals the words, if any. The mark cannot be dispelled, but it can be removed by the caster or by an erase
spell.

If an arcane mark is placed on a living being, the effect gradually fades in about a month.

Arcane mark must be cast on an object prior to casting instant summons on the same object (see that spell description for
details).

Bleed

School Necromancy; Level 0

Casting Time 1 action

Components Verbal, Somatic

Range Close (25 + 5 ft./2 levels)

Target One living creature

Duration Instantaneous

Saving Throw DC 17 Will negates; Spell Resistance Yes

You cause a living creature that is below 0 hit points but stabilized to resume dying. Upon casting this spell, you target a living
creature that has -1 or fewer hit points. That creature begins dying, taking 1 point of damage per round. The creature can be
stabilized later normally. This spell causes a creature that is dying to take 1 point of damage.

Breeze
School Evocation; Level 0
Casting Time 1 action
Components Verbal, Somatic, Material
Range Close (25 + 5 ft./2 levels)
Target one creature or object
Duration 1 hour (D)
Saving Throw Harmless Will Negates; Spell Resistance Yes
You create a light wind that blows against the target, from a direction of your choice. The breeze grants the subject a +2 bonus
on saves against very hot conditions, severe heat, breath weapons, and saves against cloud vapors and gases (such as
cloudkill, stinking cloud, and inhaled poisons). This spell does not function without air or underwater.
You can only have one breeze active at any one time. If you cast this spell while another casting is still in effect, the
previous casting is dispelled.

Bull's Strength

School Transmutation; Level 2

Casting Time 1 action

Components Verbal, Somatic, Material or Divine Focus

Range Touch

Target Creature touched

Duration 1 min./level

Saving Throw Will negates (harmless); Spell Resistance Yes (harmless)

The subject becomes stronger. The spell grants a +4 enhancement bonus to Strength, adding the usual benefits to melee
attack rolls, melee damage rolls, and other uses of the Strength modifier.

Cat's Grace

School Transmutation, Wood Elemental; Level 2

Casting Time 1 action

Components Verbal, Somatic, Material

Range Touch

Target Creature touched

Duration 1 min./level

Saving Throw Will negates (harmless); Spell Resistance Yes

The transmuted creature becomes more graceful, agile, and coordinated. The spell grants a +4 enhancement bonus to
Dexterity, adding the usual benefits to AC, Reflex saves, and other uses of the Dexterity modifier.

Chameleon Scales

School Transmutation; Level 0

Casting Time 1 action

Components Verbal, Somatic, Divine Focus

Range Personal

Target You

Duration 10 minutes/level (D)

Saving Throw ; Spell Resistance

You temporarily alter the color of your skin, hide, or scales to another option legal for your race. You take no penalty for using



Disguise to appear as a member of a different race as long as that race has the same type and color of skin, hide, or scales as
you.

Confusion

School Enchantment(Compulsion); Level 4

Casting Time 1 action

Components Verbal, Somatic, Material or Divine Focus

Range Medium (100 + 10 ft./level)

Target All creatures in a 15-ft.-radius burst

Duration 1 round/level

Saving Throw DC 21 Will negates; Spell Resistance Yes

This spell causes confusion in the targets, making them unable to determine their actions. Roll on the following table at the
start of each subject's turn each round to see what it does in that round.

d% - Behavior

01-25 - Act normally

26-50 - Do nothing but babble incoherently

51-75 - Deal 1d8 points of damage + Str modifier to self with item in hand

76-100 - Attack nearest creature (for this purpose, a familiar counts as part of the subject's self)

A confused character who can't carry out the indicated action does nothing but babble incoherently. Attackers are not at any
special advantage when attacking a confused character. Any confused character who is attacked automatically attacks its
attackers on its next turn, as long as it is still confused when its turn comes. Note that a confused character will not make
attacks of opportunity against any creature that it is not already devoted to attacking (either because of its most recent action
or because it has just been attacked).

Dancing Lights
School Evocation; Level 0
Casting Time 1 action
Components Verbal, Somatic
Range Medium (100 + 10 ft./level)
Effect Up to four lights, all within a 10-ft.-radius area
Duration 1 minute (D)
Saving Throw None; Spell Resistance No
Depending on the version selected, you create up to four lights that resemble lanterns or torches (and cast that amount of
light), or up to four glowing spheres of light (which look like will-o'- wisps), or one faintly glowing, vaguely humanoid shape. The
dancing lights must stay within a 10-foot-radius area in relation to each other but otherwise move as you desire (no
concentration required): forward or back, up or down, straight or turning corners, or the like. The lights can move up to 100 feet
per round. A light winks out if the distance between you and it exceeds the spell's range. You can only have one dancing lights
spell active at any one time. If you cast this spell while another casting is still in effect, the previous casting is dispelled. If you
make this spell permanent, it does not count against this limit.

Dancing lights can be made permanent with a permanency spell.

Daze

School Enchantment(Compulsion); Level 0

Casting Time 1 action

Components Verbal, Somatic, Material

Range Close (25 + 5 ft./2 levels)

Target One humanoid creature of 4 HD or less

Duration 1 round

Saving Throw DC 17 Will negates; Spell Resistance Yes

This spell clouds the mind of a humanoid creature with 4 or fewer Hit Dice so that it takes no actions. Humanoids of 5 or more
HD are not affected. A dazed subject is not stunned, so attackers get no special advantage against it. After a creature has been
dazed by this spell, it is immune to the effects of this spell for 1 minute.

Detect Magic

School Divination; Level 0

Casting Time 1 action

Components Verbal, Somatic

Range 60 ft.

Area Cone-shaped emanation

Duration Concentration, up to 1 min./level (D)

Saving Throw None; Spell Resistance No

You detect magical auras. The amount of information revealed depends on how long you study a particular area or subject.
1st Round: Presence or absence of magical auras.

2nd Round: Number of different magical auras and the power of the most potent aura.

3rd Round: The strength and location of each aura. If the items or creatures bearing the auras are in line of sight, you can
make Knowledge (arcana) skill checks to determine the school of magic involved in each. (Make one check per aura: DC 15 +
spell level, or 15 + 1/2 caster level for a nonspell effect.) If the aura eminates from a magic item, you can attempt to identify
its properties (see Spellcraft).

Magical areas, multiple types of magic, or strong local magical emanations may distort or conceal weaker auras.

Aura Strength: An aura's power depends on a spell's functioning spell level or an item's caster level; see the accompanying
table. If an aura falls into more than one category, detect magic indicates the stronger of the two.

Lingering Aura: A magical aura lingers after its original source dissipates (in the case of a spell) oris destroyed (in the case
of a magic item). If detect magic is cast and directed at such a location, the spell indicates an aura strength of dim (even
weaker than a faint aura). How long the aura lingers at this dim level depends on its original power:

Original Strength - Duration of Lingering Aura

Faint - 1d6 rounds

Moderate - 1d6 minutes

Strong - 1d6 x 10 minutes

Overwhelming - 1d6 days

Outsiders and elementals are not magical in themselves, but if they are summoned, the conjuration spell registers. Each
round, you can turn to detect magic in a new area. The spell can penetrate barriers, but 1 foot of stone, 1 inch of common
metal, a thin sheet of lead, or 3 feet of wood or dirt blocks it.

Detect magic can be made permanent with a permanency spell.

Fireball

School Evocation, Fire Elemental; Level 3
Casting Time 1 action

Components Verbal, Somatic, Material



Range Long (400 + 40 ft./level)

Area 20-ft.-radius spread

Duration Instantaneous

Saving Throw DC 20 Reflex half; Spell Resistance Yes

A fireball spell generates a searing explosion of flame that detonates with a low roar and deals 1d6 points of fire damage per
caster level (maximum 10d6) to every creature within the area. Unattended objects also take this damage. The explosion
creates almost no pressure. You point your finger and determine the range (distance and height) at which the fireball is to
burst. A glowing, pea-sized bead streaks from the pointing digit and, unless it impacts upon a material body or solid barrier
prior to attaining the prescribed range, blossoms into the fireball at that point. An early impact results in an early detonation. If
you attempt to send the bead through a narrow passage, such as through an arrow slit, you must "hit" the opening with a
ranged touch attack, or else the bead strikes the barrier and detonates prematurely. The fireball sets fire to combustibles and
damages objects in the area. It can melt metals with low melting points, such as lead, gold, copper, silver, and bronze. If the
damage caused to an interposing barrier shatters or breaks through it, the fireball may continue beyond the barrier if the area
permits; otherwise it stops at the barrier just as any other spell effect does.

Identify

School Divination; Level 1

Casting Time 1 action

Components Verbal, Somatic, Material

Range 60 ft.

Area Cone-shaped emanation

Duration 3 rounds/level (D)

Saving Throw None; Spell Resistance No

This spell functions as detect magic, except that it gives you a +10 enhancement bonus on Spelicraft checks made to identify
the properties and command words of magic items in your possession. This spell does not allow you to identify artifacts.

Infernal Healing

School Conjuration(Healing); Level 1

Casting Time 1 round

Components Verbal, Somatic, Material

Range Touch

Duration 1 minute

Saving Throw Will negates (harmless); Spell Resistance Yes (harmless)

You touch a drop of devil's blood to a wounded creature, giving it fast healing 1. This ability cannot repair damage caused by
silver weapons, good-aligned weapons, or spells or effects with the good descriptor. The target detects as an evil creature for
the duration of the spell and can sense the evil of the magic, though this has no long-term effect.

Jump

School Transmutation; Level 1

Casting Time 1 action

Components Verbal, Somatic, Material

Range Touch

Target Creature touched

Duration 1 min./level (D)

Saving Throw Will negates (harmless); Spell Resistance Yes

The subject gets a +10 enhancement bonus on Acrobatics checks made to attempt high jumps orlong jumps. The enhancement
bonus increases to +20 at caster level 5th, and to +30 (the maximum) at caster level 9th.

Lightning Bolt

School Evocation, Air Elemental, Metal Elemental; Level 3

Casting Time 1 action

Components Verbal, Somatic, Material

Range 120 ft.

Area 120-ft. line

Duration Instantaneous

Saving Throw DC 20 Reflex half; Spell Resistance Yes

You release a powerful stroke of electrical energy that deals 1d6 points of electricity damage per caster level (maximum 10d6)
to each creature within its area. The bolt begins at your fingertips. The lightning bolt sets fire to combustibles and damages
objects in its path. It can melt metals with a low melting point, such as lead, gold, copper, silver, or bronze. If the damage
caused to an interposing barrier shatters or breaks through it, the bolt may continue beyond the barrier if the spell's range
permits; otherwise, it stops at the barrier just as any other spell effect does.

Mage Armor

School Conjuration(Creation); Level 1

Casting Time 1 action

Components Verbal, Somatic, Focus

Range Touch

Target Creature touched

Duration 1 hour/level (D)

Saving Throw Will negates (harmless); Spell Resistance No

An invisible but tangible field of force surrounds the subject of a mage armor spell, providing a +4 armor bonus to AC. Unlike
mundane armor, mage armor entails no armor check penalty, arcane spell failure chance, or speed reduction. Since mage
armor is made of force, incorporeal creatures can't bypass it the way they do normal armor.

Magic Missile

School Evocation; Level 1

Casting Time 1 action

Components Verbal, Somatic

Range Medium (100 + 10 ft./level)

Target Up to five creatures, no two of which can be more than 15 ft. apart

Duration Instantaneous

Saving Throw None; Spell Resistance Yes

A missile of magical energy darts forth from your fingertip and strikes its target, dealing 1d4+1 points of force damage. The
missile strikes unerringly, even if the target is in melee combat, so long as it has less than total cover or total concealment.
Specific parts of a creature can't be singled out. Objects are not damaged by the spell. For every two caster levels beyond 1st,
you gain an additional missile - two at 3rd level, three at 5th, four at 7th, and the maximum of five missiles at 9th level or
higher. If you shoot multiple missiles, you can have them strike a single creature or several creatures. A single missile can
strike only one creature. You must designate targets before you check for spell resistance or roll damage.



Mirror Image
School Illusion(Figment); Level 2

Casting Time 1 action

Components Verbal, Somatic

Range Personal

Target You

Duration 1 min./level

Saving Throw ; Spell Resistance

This spell creates a number of illusory doubles of you that inhabit your square. These doubles make it difficult for enemies to
precisely locate and attack you. When mirror image is cast, 1d4 images plus one image per three caster levels (maximum eight
images total) are created. These images remain in your space and move with you, mimicking your movements, sounds, and
actions exactly. Whenever you are attacked or are the target of a spell that requires an attack roll, there is a possibility that the
attack targets one of your images instead. If the attack is a hit, roll randomly to see whether the selected target is real or a
figment. If it is a figment, the figment is destroyed. If the attack misses by 5 or less, one of your figments is destroyed by the
near miss. Area spells affect you normally and do not destroy any of your figments. Spells and effects that do not require an
attack roll affect you normally and do not destroy any of your figments. Spells that require a touch attack are harmlessly
discharged if used to destroy a figment. An attacker must be able to see the figments to be fooled. If you are invisible or the
attacker is blind, the spell has no effect (although the normal miss chances still apply).



Barbarian (Urban Barbarian) 1/Fighter (Mobile Fighter) 10 Chaotic Evil
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COMBAT MANEUVERS MONEY TRACKED RESOURCES

Maneuver CMB CMD
Bull Rush +16 34
Dirty Trick +16 34
Disarm +16 34
Drag +16 34
Feint +16 34
Grapple +16 34
Overrun +16 34
Pull +16 34
Push +16 34
Reposition +16 34
Steal +16 34
Sunder +16 34
Trip +16 34

Indomitable Faith
Reactionary

Darkvision (120 feet)
Low-Light Vision

Agility +3 (Ex)

Drow Immunities - Sleep
Elven Immunities

Spell Resistance (17)
Light Blindness (Ex)
Leaping Attack +2 (Ex)
Rage (7 rounds/day) (Ex)
Controlled Rage (Ex)
Crowd Control (Ex)
Poison Use (Ex)

FEATS SUMMARY

Armor Proficiency (Heavy)

Armor Proficiency (Light)

Armor Proficiency (Medium)
Combat Reflexes (5 AoO/round)
Dazzling Display (Falcata)
Deadly Stroke (Falcata)

Dodge

Exotic Weapon Proficiency (Falcata)
Greater Weapon Focus (Falcata)
Improved Critical (Falcata)
Martial Weapon Proficiency - All
Power Attack -3/+6

Quick Draw

Shatter Defenses (Falcata)
Shield Proficiency

Simple Weapon Proficiency - All
Tower Shield Proficiency
Weapon Focus (Falcata)
Weapon Specialization (Falcata)

Platinum 16
Gold 9
Silver 0
Copper 0
Valuables 0

ENCUMBRANCE

Current 44.5 |bs
Light 173 Ibs
Medium 346 Ibs
Heavy 520 Ibs

Current 155000
Next Level 220000

TRAIT SUMMARY
SPECIAL ABILITY/FEATURE SUMMARY

Resource Max. Used
arrows 50
Dancing Lights (1/day) 1
Darkness (1/day) 1
Faerie Fire (1/day) 1
Rage (7 rounds/day) (Ex) 7
Wand of cure light wounds 50

Gear In No Container
Qty Item

+1 adaptive Darkwood composite

Weight Cost

1 1.5 1bs 3,430 gp
longbow

1 +2_ Darkwood light wooden quickdraw 3lbs 4,263 gp
shield

1 +2 falcata 4 1bs 8,318 gp

1 +2 Mithral full plate 25 Ibs 14,588

1 Amulet of natural armor +1 2,000 gp

50 arrows 0.15 Ibs 2 gp,sg

1 Belt of physical perfection +2 11b 16’088

1 Cloak of resistance +1 11b 1,000 gp
Headband of aerial agility (Int +2)

1 (Perception) 4,500 gp

1 Ring of protection +1 2,000 gp

1 Wand of cure light wounds 750 gp
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TRAITS

Indomitable Faith (Faith)
You were born in a region where your faith was not popular, yet you never abandoned it. Your constant struggle to maintain
your own faith has bolstered your drive; you gain a +1 trait bonus on Will saves as a result.

Reactionary (Combat)
You were bullied often as a child, but never quite developed an offensive response. Instead, you became adept at
anticipating sudden attacks and reacting to danger quickly. You gain a +2 trait bonus to Initiative checks.

SPECIAL ABILITIES/FEATURES
Darkyvision (120 feet)

You can see in the dark (black and white vision only).

Low-Light Vision
See twice as far as a human in low light, distinguishing color and detail.

Agility +3 (Ex)
At 2nd level, a mobile fighter gains a +1 bonus on saving throws made against effects that cause him to become paralyzed,
slowed, or entangled. This bonus increases by +1 for every four levels beyond 2nd. This ability replaces bravery.

Drow Immunities - Sleep
You are immune to magic sleep effects.

Elven Immunities
+2 save bonus vs Enchantments.

Spell Resistance (17)

You have Spell Resistance.

Light Blindness (Ex)
Creatures with light blindness are blinded for 1 round if exposed to bright light, such as sunlight or the daylight spell. Such
creatures are dazzled as long as they remain in areas of bright light.

Leaping Attack +2 (Ex)
At 5th level, when a mobile fighter moves at least 5 feet prior to attacking, he gains a +1 bonus on attack and damage
rolls. This bonus increases by +1 for every four levels beyond 5th. This ability replaces weapon training 1, 2, 3, and 4.

Rage (7 rounds/da Ex

A barbarian can call upon inner reserves of strength and ferocity, granting her additional combat prowess. Starting at 1st
level, a barbarian can rage for a number of rounds per day equal to 4 + her Constitution modifier. At each level after 1st, she
can rage for 2 additional rounds. Temporary increases to Constitution, such as those gained from rage and spells like Bear's
Endurance, do not increase the total number of rounds that a barbarian can rage per day. A barbarian can enter rage as a free
action. The total number of rounds of rage per day is renewed after resting for 8 hours, although these hours do not need to be
consecutive.

While in rage, a barbarian gains a +4 morale bonus to her Strength and Constitution, as well as a +2 morale bonus on Will
saves. In addition, she takes a -2 penalty to Armor Class. The increase to Constitution grants the barbarian 2 hit points per Hit
Dice, but these disappear when the rage ends and are not lost first like temporary hit points. While in rage, a barbarian cannot
use any Charisma-, Dexterity-, or Intelligence-based skills (except Acrobatics, Fly, Intimidate, and Ride) or any ability that
requires patience or concentration.

A barbarian can end her rage as a free action and is fatigued after rage for a number of rounds equal to 2 times the number
of rounds spent in the rage. A barbarian cannot enter a new rage while fatigued or exhausted but can otherwise enter rage
multiple times during a single encounter or combat. If a barbarian falls unconscious, her rage immediately ends, placing her in
peril of death.

Controlled Rage (Ex)

When an urban barbarian rages, instead of making a normal rage she may apply a +4 morale bonus to her Strength,
Dexterity, or Constitution. This bonus increases to +6 when she gains greater rage and +8 when she gains mighty rage. She
may apply the full bonus to one ability score or may split the bonus between several scores in increments of +2. When using a
controlled rage, an urban barbarian gains no bonus on Will saves, takes no penalties to AC, and can still use Intelligence-,
Dexterity-, and Charisma-based skills. This ability otherwise follows the normal rules for rage.

Note: To implement this ability, use the activated abilities on the In-Play tab, dividing up the bonus as desired. As you
increase the other statistics, the Strength bonus will decrease. If you want a controlled rage with only a strength bonus, and no
Dexterity or Constitution modifiers (and no AC penalty or Will save bonus), activate this ability on the In-Play tab, then activate
Rage.

Crowd Control (Ex)

At 1st level, an urban barbarian gains a +1 bonus on attack rolls and a +1 dodge bonus to AC when adjacent to two or more
enemies. In addition, her movement is not impeded by crowds, and she gains a bonus equal to 1/2 her barbarian level on
Intimidate checks to influence crowds (Core Rulebook 436). This ability replaces fast movement.

Poison Use (Ex)

You do not risk poisoning yourself accidentally while poisoning a weapon.

FEATS

Armor Proficiency (Heavy) (Combat)
You are skilled at wearing heavy armor.
Prerequisites: Light Armor Proficiency, Medium Armor Proficiency.
Benefit: See Armor Proficiency, Light.
Normal: See Armor Proficiency, Light.
Special: Fighters and paladins automatically have Heavy Armor Proficiency as a bonus feat. They need not select it.




Armor Proficiency (Light) (Combat)

You are skilled at wearing light armor.

Benefit: When you wear a type of armor with which you are proficient, the armor check penalty for that armor applies only to
Dexterity- and Strength-based skill checks.

Normal: A character who is wearing armor with which he is not proficient applies its armor check penalty to attack rolls and to
all skill checks that involve moving.

Special: All characters except monks, sorcerers, and wizards automatically have Light Armor Proficiency as a bonus feat.
They need not select it.

Armor Proficiency (Medium) (Combat)

You are skilled at wearing medium armor.

Prerequisite: Light Armor Proficiency.

Benefit: See Armor Proficiency, Light.

Normal: See Armor Proficiency, Light.

Special: Barbarians, clerics, druids, fighters, paladins, and rangers automatically have Medium Armor Proficiency as a bonus
feat. They need not select it.

Combat Reflexes (5 AoO/round) (Combat)

You can make additional attacks of opportunity.

Benefit: You may make a number of additional attacks of opportunity per round equal to your Dexterity bonus. With this
feat, you may also make attacks of opportunity while flat-footed.

Normal: A character without this feat can make only one attack of opportunity per round and can't make attacks of
opportunity while flat-footed.

Special: The Combat Reflexes feat does not allow a rogue to use her opportunist ability more than once per round.

Dazzling Display (Falcata) (Combat)

Your skill with your favored weapon can frighten enemies.

Prerequisite: Weapon Focus, proficiency with the selected weapon.

Benefit: While wielding the weapon in which you have Weapon Focus, you can perform a bewildering show of prowess as a
full-round action. Make an Intimidate check to demoralize all foes within 30 feet who can see your display.

Deadly Stroke (Falcata) (Combat)

With a well-placed strike, you can bring a swift and painful end to most foes.

Prerequisites: Dazzling Display, Greater Weapon Focus, Shatter Defenses, Weapon Focus, proficiency with the selected
weapon, base attack bonus +11.

Benefit: As a standard action, make a single attack with the weapon for which you have Greater Weapon Focus against a
stunned or flat-footed opponent. If you hit, you deal double the normal damage and the target takes 1 point of Constitution
bleed (see Conditions). The additional damage and bleed is not multiplied on a critical hit.

Dodge (Combat)

Your training and reflexes allow you to react swiftly to avoid an opponents' attacks.

Prerequisite: Dex 13.

Benefit: You gain a +1 dodge bonus to your AC. A condition that makes you lose your Dex bonus to AC also makes you
lose the benefits of this feat.

Exotic Weapon Proficiency (Falcata) (Combat)

Choose one type of exotic weapon, such as the spiked chain or whip. You understand how to use that type of exotic weapon
in combat, and can utilize any special tricks or qualities that exotic weapon might allow.

Prerequisite: Base attack bonus +1.

Benefit: You make attack rolls with the weapon normally.

Normal: A character who uses a weapon with which he is not proficient takes a -4 penalty on attack rolls.

Special: You can gain Exotic Weapon Proficiency multiple times. Each time you take the feat, it applies to a new type of
exotic weapon.

Greater Weapon Focus (Falcata) (Combat)

Choose one type of weapon (including unarmed strike or grapple) for which you have already selected Weapon Focus. You
are a master at your chosen weapon.

Prerequisites: Proficiency with selected weapon, Weapon Focus with selected weapon, base attack bonus +1, 8th-level
fighter.

Benefit: You gain a +1 bonus on attack rolls you make using the selected weapon. This bonus stacks with other bonuses on
attack rolls, including those from Weapon Focus.

Special: You can gain Greater Weapon Focus multiple times. Its effects do not stack. Each time you take the feat, it applies
to a new type of weapon.

Improved Critical (Falcata) (Combat)

Attacks made with your chosen weapon are quite deadly.

Prerequisite: Proficient with weapon, base attack bonus +8.

Benefit: When using the weapon you selected, your threat range is doubled.

Special: You can gain Improved Critical multiple times. The effects do not stack. Each time you take the feat, it applies to a
new type of weapon.

This effect doesn't stack with any other effect that expands the threat range of a weapon.

Martial Weapon Proficiency - All
Benefit: You are proficient with all Martial weapons.
Normal: When using a weapon with which you are not proficient, you are at -4 to attack rolls.

Power Attack -3/+6 (Combat)

You can make exceptionally deadly melee attacks by sacrificing accuracy for strength.

Prerequisites: Str 13, base attack bonus +1.

Benefit: You can choose to take a -1 penalty on all melee attack rolls and combat maneuver checks to gain a +2 bonus on
all melee damage rolls. This bonus to damage is increased by half (+50%) if you are making an attack with a two-handed
weapon, a one handed weapon using two hands, or