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Agnar, Male Human Barbarian3  CR 2 ; Size: M Face: 5 f t. x 5 f t. Type Humanoid ( Human ); HD (3d12)+8; hp 35; Init 
+1 (+1 Dex, +0 Misc); Spd Walk 30 ft.; AC 15 (touch 11, f latfooted 15), *Greatsword +7 S (2d6+6 19-20/x2 Both M ); 
SA: Barbarian ~ Uncanny Dodge Tracker, Bonus Feat, Bonus Trap Sense, Fast Movement (Ex), Intimidating Glare (Ex), 
Rage (Ex), Rage (Ex), Skilled, Trap Sense (Ex), Uncanny Dodge (Ex), ; Vision: AL: None; Sv: Fort +5, Ref +2, Will +1; 
STR 18, DEX 12, CON 14, INT 13, WIS 10, CHA 11 

 Skills and Feats:  Acrobatics +3, Bluff  +1, Climb +7, Craft (Armor) +5, Handle Animal +4, Intimidate +5, Perception 
+6, Ride +2, Survival +6, Swim +5; Cleave, Improved Bull Rush, Power Attack 

Possessions:   1 Greatsword,  1 Hide,  1 Outf it (Cold-Weather)          

Inola, Male Elf Druid3  CR 2 ; Size: M Face: 5 f t. x 5 f t. Type Humanoid ( Elf  ); HD (3d8)-2; hp 15; Init +2 (+2 Dex, +0 
Misc); Spd Walk 30 ft.; AC 14 (touch 12, f latfooted 12), *Quarterstaff  +2 0 f t./B/B (1d6/  20/x2/2 Two-Weapons M ) 
or *Quarterstaff  (Head 1 only) +2 B (1d6 20/x2 Two-Weapons M ) or *Quarterstaff  (Head 2 only) +2 B (1d6 20/x2 
Two-Weapons M ) or Shortbow +4 60 ft./P (1d6 20/x3 Carried M ); SA: Animal Companion (Ex), Elven Immunities 
(Ex), Elven Magic (Ex), Keen Senses (Ex), Low-Light Vision (Ex), Nature Sense (Ex), Orisons, Spontaneous Casting, 
Trackless Step (Ex), Weapon Familiarity (Ex), Wild Empathy, Wild Empathy (Ex), Woodland Stride, Woodland Stride 
(Ex), ; Vision: Low-Light Vision AL: TN; Sv: Fort +2, Ref +3, Will +5; STR 10, DEX 15, CON 9, INT 14, WIS 15, CHA 12 

 Skills and Feats:  Climb +5, Craft (Leather) +6, Handle Animal +6, Heal +8, Knowledge (Geography) +6, Knowledge 
(Nature) +10, Perception +9, Spellcraft +7, Survival +10, Swim +4; Combat Casting, Empower Spell 

Possessions:   1 Quarterstaff ,  1 Leather,  1 Shortbow    

Jorish Shaydin, Male Human Wild Mage3  CR 2 ; Size: M Face: 5 f t. x 5 f t. Type Humanoid ( Human ); HD (3d6)-2; hp 
16; Init +1 (+1 Dex, +0 Misc); Spd Walk 30 ft.; AC 11 (touch 11, f latfooted 10), *Amarnium Elven Dagger +1 +2 0 
f t./PS (1d4+1 19-20/x2 Primary M (Dagger +1 (Mithral)), 30 hp/ inch, hardness 15) or *Amarnium Elven Dagger +1 
(Thrown) +3 10 ft./PS (1d4+1 19-20/x2 Primary M (Dagger +1 (Mithral)), 30 hp/ inch, hardness 15) or Quarterstaff  
+1 B/B (1d6 20/x2 Carried M ); SA: Arcane Bond (Su), Bonus Feat, Bonus Wizard Spell, Cantrips, Evocation School, 
Familiar, Force Missile (Sp), Intense Spells (Su), Necromancy Opposition School, Skilled, Transmutation Opposition 
School, ; Vision: AL: None; Sv: Fort +0, Ref +4, Will +4; STR 10, DEX 12, CON 9, INT 16, WIS 12, CHA 13 

 Skills and Feats:  Appraise +7, Climb +1, Knowledge (Arcana) +8, Knowledge (History) +8, Knowledge (Local) +7, 
Knowledge (Planes) +7, Perception +5, Sense Motive +3, Spellcraft +10, Stealth +4; Lightning Reflexes, Magical 
Aptitude 

Possessions:   1 Amarnium Elven Dagger +1,  1 Outf it (Traveler's),  1 Spellbook (Wizard's/Blank),  1 Rope (Hemp/50 ft.), 
 1 Quarterstaff   

Marah Arary, Female Human Ranger3  CR 2 ; Size: M Face: 5 f t. x 5 f t. Type Humanoid ( Human ); HD (3d10)+7; hp 
26; Init +3 (+3 Dex, +0 Misc); Spd Walk 30 ft.; AC 15 (touch 13, f latfooted 12), *Amarnium Elven Longsword +1 +5 0 
f t./S (1d8+2 19-20/x2 Primary M (Longsword +1 (Mithral)), 30 hp/ inch, hardness 15) or Shortbow +6 60 ft./P (1d6 
20/x3 Carried M ) or Dagger +4 0 f t./PS (1d4+1 19-20/x2 Carried M ) or Dagger (Thrown) +6 10 ft./PS (1d4 
19-20/x2 Carried M ); SA: Bonus Animal Companion Hit Point, Bonus Feat, Favored Terrain (Forest) (Ex), Humanoid 
(Orc) (Ex), Skilled, Track (Ex), Wild Empathy, Wild Empathy (Ex), ; Vision: AL: None; Sv: Fort +5, Ref +6, Will +1; 
STR 12, DEX 16, CON 15, INT 14, WIS 10, CHA 14 

 Skills and Feats:  Acrobatics +4, Climb +7, Diplomacy +4, Handle Animal +7, Heal +5, Intimidate +6, Knowledge 



(Dungeoneering) +6, Knowledge (Geography) +6, Knowledge (History) +3, Knowledge (Nature) +7, Perception +6, 
Profession (Farmer) +4, Ride +7, Stealth +9, Survival +6, Swim +5; Focused Shot, Point-Blank Shot, Precise Shot 

Possessions:   1 Amarnium Elven Longsword +1,  1 Leather,  1 Shortbow,  1 Dagger         

Nasir, Male Human Fighter3  CR 2 ; Size: M Face: 5 f t. x 5 f t. Type Humanoid ( Human ); HD (3d10)+5; hp 26; Init +3 
(+3 Dex, +0 Misc); Spd Walk 30 ft.; AC 16 (touch 13, f latfooted 13), *Sword (Short) +7 0 f t./P (1d6 19-20/x2 
Off-hand M ) or Shortbow +6 60 ft./P (1d6 20/x3 Carried M ); SA: Armor Training (Ex), Bonus Feat, Bonus Feats, 
Bravery (Ex), Skilled, ; Vision: AL: None; Sv: Fort +4, Ref +4, Will +0; STR 13, DEX 17, CON 13, INT 11, WIS 9, CHA 12 

 Skills and Feats:  Acrobatics +4, Climb +7, Intimidate +5, Profession (Merchant) +3, Ride +7, Survival +5; Quick 
Draw, Two-Weapon Defense, Two-Weapon Fighting, Weapon Finesse, Weapon Focus (Sword (Short)) 

Possessions:   1 Sword (Short),  1 Leather,  1 Shortbow   

       

Tormas Andtrech, Male Human Fighter3  CR 2 ; Size: M Face: 5 f t. x 5 f t. Type Humanoid ( Human ); HD (3d10)+12; 
hp 27; Init +0 (+0 Dex, +0 Misc); Spd Walk 30 ft.; AC 18 (touch 10, f latfooted 18), *Dagger +5 0 f t./PS (1d4+2 
19-20/x2 Primary M ) or *Dagger (Thrown) +3 10 ft./PS (1d4 19-20/x2 Primary M ) or *Sword (Bastard) +6 0 f t./S 
(1d10+3 19-20/x2 Both M ) or *Shield (Heavy/Wooden) +5 0 f t./  (1d4+1 20/x2 Off-hand M ); SA: Armor Training 
(Ex), Bonus Feat, Bonus Feats, Bravery (Ex), Skilled, ; Vision: AL: None; Sv: Fort +6, Ref +1, Will +2; STR 15, DEX 11, 
CON 16, INT 12, WIS 12, CHA 10 

 Skills and Feats:  Climb +3, Intimidate +6, Knowledge (Dungeoneering) +5, Perception +2, Survival +6, Swim +2; 
Exotic Weapon Prof iciency (Sword (Bastard)), Power Attack, Quick Draw, Shield Focus, Weapon Focus (Sword 
(Bastard)) 

Possessions:   1 Dagger,  1 Sword (Bastard),  1 Shield (Heavy/Wooden),  1 Scale Mail   

Xyla Xibadobbler Swiftdigit III, Female Elfling Rogue3  CR 2 ; Size: S Face: 5 f t. x 5 f t. Type Humanoid ( Half l ing ); 
HD (3d8)+2; hp 21; Init +2 (+2 Dex, +0 Misc); Spd Walk 20 ft.; AC 15 (touch 13, f latfooted 13), *Dagger (Small) +3 0 
f t./PS (1d3 19-20/x2 Primary S ) or *Dagger (Small/Thrown) +5 10 ft./PS (1d3 19-20/x2 Primary S ) or Sling (Small) 
+5 50 ft./B (1d3 20/x2 Carried S ) or Quarterstaff  (Small) +3 B/B (1d4 20/x2 Carried S ); SA: Bonus Crit ical 
Confirmation (Half l ing Weapons), Evasion (Ex), Evasion, Fast Stealth (Ex), Fearless (Ex), Half l ing Luck (Ex), Keen 
Senses (Ex), Sneak Attack (Ex), Sure-Footed (Ex), Trapfinding (Ex), Trap Sense (Ex), Weapon Familiarity (Ex), ; Vision: 
AL: None; Sv: Fort +2, Ref +6, Will +1; STR 10, DEX 15, CON 10, INT 11, WIS 9, CHA 16 

 Skills and Feats:  Acrobatics +8, Appraise +5, Climb +2, Diplomacy +7, Disable Device +9, Disguise +8, Escape Artist 
+7, Fly +4, Perception +9, Sense Motive +1, Sleight of Hand +8, Stealth +12, Swim +5, Use Magic Device +8; 
Alertness, Childlike 

Possessions:   1 Dagger (Small),  1 Outf it (Traveler's/Small),  1 Leather (Small),  1 Backpack (Small),  1 Pouch (Belt) (Small), 

 1 Sling (Small),  1 Quarterstaff  (Small)                 
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 
Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definit ions: (a) "Contributors" means the copyright and/or trademark owners who 
have contributed Open Game Content; (b) "Derivative Material" means copyrighted 
material including derivative works and translations (including into other computer 
languages), potation, modif ication, correction, addition, extension, upgrade, 
improvement, compilation, abridgment or other form in which an existing work may be 
recast, transformed or adapted; (c) "Distribute" means to reproduce, l icense, rent, lease, 
sell, broadcast, publicly display, transmit or otherwise distribute; (d) "Open Game 
Content" means the game mechanic and includes the methods, procedures, processes 
and routines to the extent such content does not embody the Product Identity and is an 
enhancement over the prior art and any additional content clearly identif ied as Open 
Game Content by the Contributor, and means any work covered by this License, 
including translations and derivative works under copyright law, but specif ically 
excludes Product Identity. (e) "Product Identity" means product and product l ine 
names, logos and identifying marks including trade dress; artifacts, creatures, 
characters, stories, storylines, plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, l ikenesses, formats, poses, concepts, themes and 
graphic, photographic and other visual or audio representations; names and 
descriptions of characters, spells, enchantments, personalit ies, teams, personas, 
l ikenesses and special abilit ies; places, locations, environments, creatures, equipment, 
magical or supernatural abilit ies or effects, logos, symbols, or graphic designs; and any 
other trademark or registered trademark clearly identif ied as Product identity by the 
owner of the Product Identity, and which specif ically excludes the Open Game Content; 
(f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by a 
Contributor to identify itself  or its products or the associated products contributed to 
the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, 
Distribute, copy, edit, format, modify, translate and otherwise create Derivative 
Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this 
agreement.

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

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

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

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

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this 
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content 
You are copying, modifying or distributing, and You must add the tit le, the copyright 
date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open 
Game Content you Distribute.

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

and to that Product Identity.

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

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

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

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

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

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

14. Reformation: If  any provision of this License is held to be unenforceable, such 
provision shall be reformed only to the extent necessary to make it enforceable.
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Coast, Inc.Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
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