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 Barbarian (Level 1)

 AMIRI
Human Barbarian 1
Medium humanoid (human) CN
Init +1; Senses Perception +5
DEFENSE
AC 15, touch 11, � at-footed 14 (+4 armor, +1 Dex)
hp 15 (1d12+3)
Fort +4, Ref +1, Will +1
OFFENSE
Speed 40 ft.
Melee Large bastard sword +3 (2d8+6/19–20)
Ranged shortbow +2 (1d6/×3)
Special Attacks rage (6 rounds/day)
TACTICS
During Combat Amiri counts on her high Strength and the 

sheer size of her blade to defeat foes, knowing that her at-
tacks are less accurate because of the sword’s size. When she 
has di�  culty hitting a target, needs to deal even more dam-
age, or needs the extra boost to her Constitution, Amiri rages 
and uses Power Attack to bring enemies to their knees.

Raging Statistics When raging, Amiri’s stats are AC 13; hp 17; 
Fort +6, Will +3; Melee Large bastard sword +5 (2d8+9/19–
20); CMB +7; Skills Climb +7.

STATISTICS
Str 18, Dex 13, Con 14, Int 10, Wis 12, Cha 10
Base Atk +1; CMB +5; CMD 16
Feats Exotic Weapon Pro� ciency (bastard sword), Power Attack
Skills Climb +5, Handle Animal +4, Intimidate +4, Perception +5, 

Survival +5
Languages Common
SQ fast movement
Combat Gear acid � ask; Other Gear hide armor, Large bastard 

sword, shortbow with 20 arrows, backpack, bedroll, caltrops, 
� int and steel, hemp rope (50 ft.), shovel, torches (5), trail ra-
tions (4), waterskin, 5 gp

Amiri is a � erce tribal warrior from the north who left behind the 
lands of her chauvinistic tribe to escape the bonds of tradition. Her 
oversized bastard sword is a trophy from when she was sent on a 
suicide mission against a frost giant camp by her tribe’s elders.

Rage (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 modi� er. 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 barbar-
ian 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 
� rst like temporary hit points. While in rage, a barbarian can-
not 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 num-
ber 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 barbar-
ian falls unconscious, her rage immediately ends, placing her in 
peril of death.
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LEM
HALFLING BARD 1
Small humanoid (hal� ing) CG
Init +2; Senses Perception +2
DEFENSE
AC 15, touch 13, � at-footed 13 (+2 armor, +2 Dex, +1 size)
hp 10 (1d8+2)
Fort +3, Ref +5, Will +3; +2 vs. fear
OFFENSE
Speed 20 ft.
Melee short sword +3 (1d4–1/19–20)
Ranged sling +3 (1d3–1)
Special Attacks bardic performance 8 rounds/day (counter-

song, distraction, fascinate, inspire courage +1)
Bard Spells Known (CL 1st; concentration +5)
1st (2/day)—charm person (DC 15), sleep (DC 15)
0 (at will)—dancing lights, detect magic,

ghost sound (DC 14), prestidigitation
TACTICS
During Combat Lem knows he is best in a supporting role, and 

tries to stay out of melee if possible. Instead, he uses his bardic 
performance ability to inspire courage in his companions, 
alternating between giving support and using well-placed 
spells to charm or otherwise waylay foes.

STATISTICS
Str 8, Dex 14, Con 14, Int 13, Wis 10, Cha 18
Base Atk +0; CMB –2; CMD 10
Feats Weapon Finesse
Skills Acrobatics +8 (+4 when jumping), Blu�  +8, Climb +1, 

Diplomacy +8, Knowledge (arcana, nobility) +6, Perception +2, 
Perform (wind) +8, Sense Motive +4, Stealth +10

Languages Common, Elven, Hal� ing
SQ bardic knowledge +1
Combat Gear scroll of cure light wounds, caltrops; Other Gear 

leather armor, short sword, sling with 10 bullets, backpack, 
bedroll, � ute, hooded lantern, scroll case, silk rope (50 ft.), 
smokestick, spell component pouch, trail rations (2), water-
skin, 7 gp

Born a slave in a land under the shadow of devils, Lem was 
blessed with a quick wit that earned him easier work as an 
entertainer. He escaped from slavery, and looks for things to 
laugh about so he can forget the misery his fellow hal� ings 
endure back home.

Bardic Knowledge (Ex): A bard adds half his class level (minimum 1) to all Knowledge skill checks 
and may make all Knowledge skill checks untrained.
Countersong (Su): At 1st level, a bard learns to counter magic e� ects that depend on sound (but not 
spells that have verbal components.) Each round of the countersong he makes a Perform (keyboard, 
percussion, wind, string, or sing) skill check. Any creature within 30 feet of the bard (including the 

 Bard (Level 1)

bard himself) that is a� ected by a sonic or language-dependent magical attack may use the bard’s 
Perform check result in place of its saving throw if, after the saving throw is rolled, the Perform check 
result proves to be higher. If a creature within range of the countersong is already under the e� ect 
of a non-instantaneous sonic or language-dependent magical attack, it gains another saving throw 
against the e� ect each round it hears the countersong, but it must use the bard’s Perform skill check 
result for the save. Countersong does not work on e� ects that don’t allow saves. Countersong relies on 
audible components.
Distraction (Su): At 1st level, a bard can use his performance to counter magic e� ects that depend on 
sight. Each round of the Distraction, he makes a Perform (act, comedy, dance, or oratory) skill check. 
Any creature within 30 feet of the bard (including the bard himself) that is a� ected by an illusion (pat-
tern) or illusion (� gment) magical attack may use the bard’s Perform check result in place of its saving 
throw if, after the saving throw is rolled, the Perform check result proves to be higher. If a creature 
within range of the Distraction is already under the e� ect of a non-instantaneous illusion (pattern) or 
illusion (� gment) magical attack, it gains another saving throw against the e� ect each round it sees 
the Distraction, but it must use the bard’s Perform check result for the save. Distraction does not work 
on e� ects that don’t allow saves. Distraction relies on visual components.
Fascinate (Su): At 1st level, a bard can use his performance to cause one or more creatures to become 
fascinated with him. Each creature to be fascinated must be within 90 feet, able to see and hear the 
bard, and capable of paying attention to him. The bard must also be able to see the creatures a� ected. 
The Distraction of a nearby combat or other dangers prevents the ability from working. For every three 
levels a bard has attained beyond 1st, he can target one additional creature with this ability.
Each creature within range receives a Will save (DC 10 + 1/2 the bard’s level + the bard’s Cha modi� er) 
to negate the e� ect. If a creature’s saving throw succeeds, the bard cannot attempt to fascinate that 
creature again for 24 hours. If its saving throw fails, the creature sits quietly and observes the perfor-
mance for as long as the bard continues to maintain it. While fascinated, a target takes a –4 penalty on 
skill checks made as reactions, such as Perception checks. Any potential threat to the target allows the 
target to make a new saving throw against the e� ect. Any obvious threat, such as someone drawing a 
weapon, casting a spell, or aiming a weapon at the target, automatically breaks the e� ect.
Fascinate is an enchantment (compulsion), mind-a� ecting ability. Fascinate relies on audible and vi-
sual components in order to function.
Inspire Courage (Su): A 1st level bard can use his performance to inspire courage in his allies (includ-
ing himself), bolstering them against fear and improving their combat abilities. To be a� ected, an ally 
must be able to perceive the bard’s performance. An a� ected ally receives a +1 morale bonus on saving 
throws against charm and fear e� ects and a +1 competence bonus on attack and weapon damage 
rolls. At 5th level, and every six bard levels thereafter, this bonus increases by +1, to a maximum of 
+4 at 17th level. Inspire courage is a mind-a� ecting ability. inspire courage can use audible or visual 
components. The bard must choose which component to use when starting his performance.
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 KYRA
HUMAN CLERIC OF SARENRAE 1
Medium humanoid (human) NG
Init +0; Senses Perception +3
DEFENSE
AC 16, touch 12, � at-footed 16 (+4 armor, +2 de� ection)
hp 13 (1d8+5)
Fort +3, Ref +0, Will +5
OFFENSE
Speed 30 ft.
Melee scimitar +2 (1d6+2/18–20)
Ranged sling +0 (1d4+2)
Special Attacks channel positive energy 5/day (DC 12, 1d6 [+1 

vs. undead])
Domain Spell-Like Abilities (CL 1st; concentration +4)
6/day—rebuke death (1d4)
Cleric Spells Prepared (CL 1st; concentration +4)
1st—bless, cure light woundsD, shield of faith
0 (at will)—detect magic, light, stabilize
D Domain spell; Domains Healing, Sun
TACTICS
Before Combat Kyra casts shield of faith.
During Combat Kyra attacks creatures that are irredeemably 

evil— such as evil outsiders and undead—while o� ering 
redemption to those who can still be turned to good, and 
healing her allies. Base Statistics Without shield of faith, Kyra’s 
statistics are AC 14, touch 10, � at-footed 14.

STATISTICS
Str 14, Dex 10, Con 12, Int 11, Wis 17, Cha 14
Base Atk +0; CMB +2; CMD 12
Feats Selective Channeling, Toughness
Skills Diplomacy +6, Heal +7, Knowledge (religion) +4
Languages Common, Kelish
SQ aura
Gear chain shirt, scimitar, sling with 10 bullets, backpack, 

bedroll, spell component pouch, sunrods (2), trail rations (2), 
waterskin, wooden holy symbol, 8 gp

Kyra grew up near a small temple to the sun goddess Sarenrae, 
and when bandits attacked her village, the priestesses gave their 
lives defending the innocent. Standing in the burned ruin of the 
temple, young Kyra swore her life and sword arm to the goddess, 
promising mercy to the deserving and a quick death to those who 
glory in murder.

 Cleric (Level 1)

Channel Positive Energy (Su): Channeling energy causes a 
burst that a� ects all creatures of one type (either  undead  or 
living) in a 30-foot radius centered on the cleric. The amount of 
damage dealt or healed is equal to 1d6 points of damage plus 
1d6 points of damage for every two cleric levels beyond 1st 
(2d6 at 3rd, 3d6 at 5th, and so on). Creatures that take damage 
from channeled energy receive a Will save to halve the damage. 
The DC of this save is equal to 10 + 1/2 the cleric’s level + the 
cleric’s Charisma modi� er. Creatures healed by channel energy 
cannot exceed their maximum hit point total—all excess healing 
is lost. A cleric may channel energy a number of times per day 
equal to 3 + her Charisma modi� er. This is a standard action that 
does not provoke an attack of opportunity. A cleric can choose 
whether or not to include herself in this e� ect.

A cleric must be able to present her holy symbol to use this 
ability.

Rebuke Death (Sp): You can touch a living creature as a standard 
action, healing it for 1d4 points of damage plus 1 for every 
two  cleric  levels you possess. You can only use this ability on 
a creature that is below 0 hit points. You can use this ability a 
number of times per day equal to 3 + your Wisdom modi� er.
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The typical domestic animal has a starting attitude of indi� erent, 
while wild animals are usually unfriendly.

To use wild empathy, the druid and the animal must be able to 
study each other, which means that they must be within 30 feet 
of one another under normal conditions. Generally, in� uencing 
an animal in this way takes 1 minute but, as with in� uencing 
people, it might take more or less time.

A druid can also use this ability to in� uence a magical beast 
with an Intelligence score of 1 or 2, but she takes a –4 penalty 
on the check.

 SMALL CAT(DrooGami)   E� ective Druid Level 1
N Small animal  
Init +5; Senses low-light vision, scent; Perception +5 
DEFENSE 
AC 17, touch 16, � at-footed 12 (+5 Dex, +1 natural, +1 size) 
hp 11 (2d8+2) 
Fort +4, Ref +8, Will +1 
OFFENSE 
Speed 50 ft. 
Melee bite +7 (1d4+1 plus trip), 2 claws +7 (1d2+1) 
STATISTICS 
Str 12, Dex 21, Con 13, Int 2, Wis 12, Cha 6 
Base Atk +1; CMB +1; CMD 16 (20 vs. trip) 
Feats Weapon Finesse 
Skills Perception +5, Stealth +13 
SQ tricks (attack [all creatures], come, defend, down, guard, heel)

 LINI
GNOME DRUID 1
Small humanoid (gnome) N
Init +1; Senses low-light vision; Perception +9
DEFENSE
AC 14, touch 12, � at-footed 13 (+2 armor, +1 Dex, +1 size)
hp 11 (1d8+3)
Fort +5, Ref +1, Will +5; +2 vs. illusions
Defensive Abilities defensive training (+4 dodge bonus to

AC vs. giants)
OFFENSE
Speed 20 ft.
Melee sickle –1 (1d4–2)
Ranged sling +2 (1d3–2)
Special Attacks +1 on attack rolls against goblinoid and

reptilian humanoids
Gnome Spell-Like Abilities (CL 1st; concentration +3)
1/day—dancing lights, ghost sound (DC 13), prestidigitation, 

speak with animals
Druid Spells Prepared (CL 1st; concentration +4)
1st—entangle (DC 14), goodberry
0 (at will)—detect magic, know direction, resistance
TACTICS
Before Combat Lini casts goodberry at the start of each day.
During Combat Lini attempts to stay out of melee, sending her 

animal companion to � ght while she uses her magic to heal, 
summon allies, and control the environment.

STATISTICS
Str 6, Dex 12, Con 16, Int 12, Wis 16, Cha 15
Base Atk +0; CMB –3; CMD 8
Feats Self-Su�  cient
Skills Craft (jewelry) +3, Handle Animal +6, Heal +9, Knowledge 

(geography) +5, Knowledge (nature) +7, Perception +9, 
Spellcraft +5, Survival +7

Languages Common, Druidic, Gnome, Goblin, Sylvan
SQ nature bond (animal companion, snow leopard named 

Droogami*), nature sense, wild empathy +3
Combat Gear goodberries (5), scroll of cure light wounds, acid; 

Other Gear leather armor, sickle, sling with 10 bullets, belt 
pouch, mistletoe, spell component pouch, stick collection,
sunrods (2), trail rations (2), 8 gp

Lini is an empathetic gnome with a talent for calming angry 
animals.

Wild Empathy (Ex): A druid can improve the attitude of 
an  animal. This ability functions just like a  Diplomacy  check 
made to improve the attitude of a person. The druid rolls 1d20 
and adds her druid level and her Charisma modi� er to determine 
the wild empathy check result.

 Druid (Level 1)
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 VALEROS
HUMAN FIGHTER 1 
Medium humanoid (human) NG
Init +2; Senses Perception +0
DEFENSE
AC 17, touch 12, � at-footed 15 (+5 armor, +2 Dex)
hp 16 (1d10+6)
Fort +4, Ref +2, Will +0
OFFENSE
Speed 20 ft.
Melee longsword +3 (1d8+3/19–20), short sword +2 

(1d6+1/19–20) or longsword +5 (1d8+3/19–20)
Ranged shortbow +3 (1d6/×3)
TACTICS
During Combat Valeros always attempts to attack with both 

his longsword and short sword each round. He uses the long-
sword alone if he cannot take a full attack action or has di�  -
culty hitting a target when wielding two weapons.

STATISTICS
Str 16, Dex 15, Con 14, Int 12, Wis 10, Cha 11
Base Atk +1; CMB +4; CMD 16
Feats Toughness, Two-Weapon Fighting,

Weapon Focus (longsword)
Skills Climb +3, Knowledge (dungeoneering) +5,

Ride +2, Swim +3
Languages Common, Goblin
Combat Gear acid � ask, alchemist’s � re; Other Gear scale mail, 

longsword, short sword, shortbow with 20 arrows, throwing 
axe, backpack, bedroll, caltrops, crowbar, � int and steel, grap-
pling hook, hemp rope (50 ft.), smokestick, tankard, torches 
(4), trail rations (5), waterskin, 10 gp

Valeros is a good-hearted former mercenary whose longing for ad-
venture convinced him to � ee an arranged betrothal to a farmer’s 
daughter. He is famous for his two swords, his love of strong drink, 
and his appreciation of pretty women.

Acid Flask: You can throw a � ask of acid as a  splash weapon  with a 
range increment of 10 feet.

A direct hit deals 1d6 points of acid damage. Every creature within 5 
feet of the point where the acid hits takes 1 point of acid damage from 
the splash.

Smokestick: This alchemically treated wooden stick instantly creates 
thick, opaque smoke when burned. The smoke � lls a 10-foot cube (treat 
the e� ect as a fog cloud spell, except that a moderate or stronger wind 
dissipates the smoke in 1 round). The stick is consumed after 1 round, 
and the smoke dissipates naturally after 1 minute.

 Fighter (Level 1)

Alchemist’s Fire: You can throw a � ask of alchemist’s � re as a splash 
weapon with a range increment of 10 feet.

A direct hit deals 1d6 points of � re damage. Every creature within 5 feet 
of the point where the � ask hits takes 1 point of � re damage from the 
splash. On the round following a direct hit, the target takes an additional 
1d6 points of damage. If desired, the target can use a full-round action to 
attempt to extinguish the � ames before taking this additional damage. 
Extinguishing the � ames requires a DC 15 Re� ex save. Rolling on the 
ground provides the target a +2 bonus on the save. Leaping into a lake 
or magically extinguishing the � ames automatically smothers the � re.

Caltrops: A caltrop is a four-pronged metal spike crafted so that one 
prong faces up no matter how the caltrop comes to rest. You scatter 
caltrops on the ground in the hope that your enemies step on them 
or are at least forced to slow down to avoid them. One 2-pound bag of 
caltrops covers an area 5 feet square.

Each time a creature moves into an area covered by caltrops (or 
spends a round � ghting while standing in such an area), it runs the risk 
of stepping on one. Make an  attack roll  for the caltrops (base attack 
bonus  +0) against the creature. For this attack, the creature›s shield, 
armor, and de� ection bonuses do not count. If the creature is wearing 
shoes or other footwear, it gets a +2 armor bonus to AC. If the attack 
succeeds, the creature has stepped on a caltrop. The caltrop deals 1 
point of damage, and the creature›s speed is reduced by half because 
its foot is wounded. This movement penalty lasts for 24 hours, until 
the creature is successfully treated with a DC 15  Heal  check, or until 
it receives at least 1 point of magical  healing. A charging or running 
creature must immediately stop if it steps on a caltrop. Any creature 
moving at half speed or slower can pick its way through a bed of 
caltrops with no trouble.

Caltrops may not work against unusual opponents.
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SAJAN
HUMAN MONK 1
Medium humanoid (human) LN
Init +2; Senses Perception +5
DEFENSE
AC 14, touch 14, � at-footed 11 (+2 Dex, +1 dodge, +1 Wis)
hp 11 (1d8+3)
Fort +4, Ref +4, Will +3
OFFENSE
Speed 30 ft.
Melee � urry of blows +2/+2 (1d6+3) or unarmed strike +3 

(1d6+3) or temple sword +3 (1d8+3)
Ranged shuriken +2 (1d2+3)
Special Attacks � urry of blows, stunning � st (1/day, DC 11)
TACTICS
During Combat Sajan relies on Mobility to get into a strategic

location in combat, and uses a combination of Combat 
Re� exes and � urry of blows to deal as much damage as
possible to his targets. Against a particularly powerful single 
enemy, he utilizes Stunning Fist to take the combatant out of 
commission.

STATISTICS
Str 16, Dex 15, Con 14, Int 10, Wis 13, Cha 10
Base Atk +0; CMB +3; CMD 17
Feats Combat Re� exes, Dodge, Improved Unarmed Strike, 

Mobility, Stunning Fist
Skills Acrobatics +6, Climb +7, Perception +5, Sense Motive +5, 

Stealth +6
Languages Common, Vudrani
Gear shuriken (5), temple sword, belt pouch, wooden holy 

symbol, 2 gp

Born into a warrior caste in a far-o�  land, Sajan � ed his duties 
and home in search of his missing twin sister, a fellow martial 
artist. Under sentence of death in his homeland for desertion, 
he obsesses over � nding clues that could lead him to his twin.

 Monk (Level 1)

Combat Re� exes: 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 � at-
footed.

Mobility: 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.

Stunning Fist:  You must declare that you are using this feat 
before you make your attack roll (thus, a failed attack roll ruins 
the attempt). Stunning Fist forces a foe damaged by your 
unarmed attack to make a Fortitude saving throw (DC 10 + 1/2 
your character level + your Wis modi� er), in addition to dealing 
damage normally. A defender who fails this saving throw is 
stunned for 1 round (until just before your next turn). A stunned 
character drops everything held, can’t take actions, loses any 
Dexterity bonus to AC, and takes a –2 penalty to AC. You may 
attempt a stunning attack once per day for every four levels 
you have attained (but see Special), and no more than once per 
round. Constructs, oozes, plants, undead, incorporeal creatures, 
and creatures immune to critical hits cannot be stunned.
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 SEELAH
HUMAN PALADIN OF IOMEDAE 1
Medium humanoid (human) LG
Init +0; Senses Perception +1
DEFENSE
AC 17, touch 10, � at-footed 17 (+5 armor, +2 shield)
hp 13 (1d10+3)
Fort +4, Ref +0, Will +3
OFFENSE
Speed 20 ft.
Melee longsword +5 (1d8+3/19–20)
Ranged shortbow +1 (1d6/×3)
Special Attacks smite evil 1/day (+2 attack and AC, +1 damage)
Paladin Spell-Like Abilities (CL 1st; concentration +3)
At will—detect evil
TACTICS
During Combat Seelah is fearless and vigilant in the face of evil, 

and she faces � ends, undead, and those with malicious intent 
headon. Against particularly powerful evil foes—especially 
� ends and evil dragons—she channels her goddess’s power 
into her attacks with her smite evil ability.

STATISTICS
Str 16, Dex 10, Con 14, Int 10, Wis 13, Cha 15
Base Atk +1; CMB +4; CMD 14
Feats Power Attack, Weapon Focus (longsword)
Skills Diplomacy +6, Knowledge (religion) +4, Sense Motive +5
Languages Common, Osiriani
SQ aura, code of conduct
Combat Gear holy water; Other Gear scale mail, heavy wooden 

shield, longsword, shortbow with 20 arrows, backpack, silver 
holy symbol, trail rations (4), 18 gp

Orphaned by a gnoll attack on a city of pilgrims, a starving 
young Seelah was fascinated by a paladin’s shining helm. Af-
ter her theft of the helm led to the paladin’s death while de-
fending the city, the guilt-stricken girl climbed onto the pala-
din’s pyre—only to be saved by the other paladins, who took 
her in and made her one of them.

 Paladin (Level 1)

Smite Evil (Su): Once per day, a paladin can call out to the powers 
of good to aid her in her struggle against evil. As a swift action, 
the paladin chooses one target within sight to smite. If this target 
is evil, the paladin adds her Cha bonus (if any) to her attack rolls 
and adds her paladin level to all damage rolls made against the 
target of her smite. If the target of smite evil is an outsider with 
the evil subtype, an evil-aligned dragon, or an undead creature, 
the bonus to damage on the � rst successful attack increases to 
2 points of damage per level the paladin possesses. Regardless 
of the target, smite evil attacks automatically bypass any DR the 
creature might possess.

In addition, while smite evil is in e� ect, the paladin gains a 
de� ection bonus equal to her  Charisma modi� er (if any) to 
her  AC  against attacks made by the target of the smite. If the 
paladin targets a creature that is not evil, the smite is wasted 
with no e� ect.

The smite evil e� ect remains until the target of the smite is dead or 
the next time the paladin rests and regains her uses of this ability.

Detect Evil (Sp): At will, a paladin can use detect evil, as the spell. 
A paladin can, as a move action, concentrate on a single item 
or individual within 60 feet and determine if it is evil, learning 
the strength of its aura as if having studied it for 3 rounds. While 
focusing on one individual or object, the paladin does not detect 
evil in any other object or individual within range.
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 HARSK
DWARF RANGER 1
Medium humanoid (dwarf ) LN
Init +3; Senses darkvision 60 ft.; Perception +6
DEFENSE
AC 16, touch 13, � at-footed 13 (+3 armor, +3 Dex)
hp 12 (1d10+2)
Fort +4, Ref +5, Will +2; +2 vs. poison, spells, and spell-like abili-

ties
Defensive Abilities defensive training (+4 dodge bonus to AC 

vs. giants)
OFFENSE
Speed 20 ft.
Melee battleaxe +3 (1d8+2/×3)
Ranged heavy crossbow +4 (1d10/19–20)
Special Attacks +1 on attack rolls against goblinoid and orc 

humanoids, favored enemy (humanoids [giants] +2)
TACTICS
During Combat Harsk prefers � ghting with his crossbow over 

his battleaxe. His hatred for giants often motivates him to 
target creatures of that subtype to the exclusion of others.

STATISTICS
Str 14, Dex 16, Con 15, Int 10, Wis 14, Cha 8
Base Atk +1; CMB +3; CMD 16 (20 vs. bull rush, 20 vs. trip)
Feats Rapid Reload
Skills Handle Animal +3, Heal +6, Knowledge (geography, 

nature) +4,
Perception +6 (+8 to notice unusual stonework), Stealth +6, 

Survival +6
Languages Common, Dwarven
SQ track +1, wild empathy +0
Gear studded leather, battleaxe, heavy crossbow with 30 

bolts, antitoxin, backpack, smokestick, trail rations (4), signal 
whistle, tea pot, 11 gp

Harsk is a gru�  and driven dwarf, following a vow of justice to 
avenge his brother’s death at the hands of giants. He prefers 
tea to ale, wanting to keep his senses sharp. Harsk’s nature 
bond class ability is with his badger, Biter; animal compan-
ion stat blocks for badgers at e� ective druid levels 4 and 9 
(ranger levels 7 and 12) are in Appendix 1. You may instead 
select companions to replace the animal companion (see the 
hunter’s bond ability on page 66 of the Core Rulebook).

 Ranger (Level 1)

Favored Enemy (Ex): At 1st level, a ranger selects a creature 
type from the ranger  favored enemies  table. He gains a 
+2 bonus on  Blu� ,  Knowledge,  Perception,  Sense Motive, 
and  Survival  checks against creatures of his selected type. 
Likewise, he gets a +2 bonus on weapon attack and damage 
rolls against them.  A ranger may make Knowledge  skill 
checks untrained when attempting to identify these creatures.

Track (Ex): A ranger adds half his level (minimum 1) 
to Survival skill checks made to follow or identify tracks.

Wild Empathy (Ex): A ranger can improve the initial attitude of 
an animal. This ability functions just like a Diplomacy check to 
improve the attitude of a person (see Using Skills). The ranger 
rolls 1d20 and adds his ranger level and his Charisma bonus to 
determine the wild empathy check result. The typical domestic 
animal has a starting attitude of indi� erent, while wild animals 
are usually unfriendly.

To use wild empathy, the ranger and the animal must be within 
30 feet of one another under normal visibility conditions. 
Generally, in� uencing an animal in this way takes 1 minute, but, 
as with in� uencing people, it might take more or less time.

The ranger can also use this ability to in� uence a  magical 
beast  with an  Intelligence  score of 1 or 2, but he takes a –4 
penalty on the check.
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 MERISIEL
ELF ROGUE 1
Medium humanoid (elf ) CN
Init +4; Senses low-light vision; Perception +6
DEFENSE
AC 17, touch 14, � at-footed 13 (+3 armor, +4 Dex)
hp 10 (1d8+2)
Fort +1, Ref +6, Will +0; +2 vs. enchantments
Immune sleep
OFFENSE
Speed 30 ft.
Melee rapier +4 (1d6+2/18–20)
Ranged dagger +4 (1d4+2/19–20)
Special Attacks sneak attack +1d6
TACTICS
Before Combat Though something of a show-o� , Merisiel 

understands the value of hiding in order to get the drop on 
her opponents.

During Combat Merisiel makes sneak attacks on her foes to 
maximize the damage she can do with her daggers and 
rapier.

STATISTICS
Str 14, Dex 18, Con 12, Int 10, Wis 10, Cha 12
Base Atk +0; CMB +2; CMD 16
Feats Weapon Finesse
Skills Acrobatics +7, Blu�  +5, Climb +5, Disable Device +7, 

Knowledge (local) +4, Perception +6, Sleight of Hand +7, 
Stealth +7

Languages Common, Elven
SQ elven magic, trap� nding +1, weapon familiarity
Combat Gear acid, alchemist’s � re; Other Gear studded leather, 

daggers (6), rapier, backpack, hooded lantern, oil (5), silk rope 
(50 ft.), thieves’ tools, 3 gp

Orphaned at a young age and raised by humans in the slums, the 
elf Merisiel has seen many friends grow old and die in the decades 
it took her to become an adult. She believes in experiencing life to 
the fullest, for you never know when you’ll meet an unexpected end.

 Rogue (Level 1)

Sneak Attack: If a rogue can catch an opponent when he is 
unable to defend himself e� ectively from her attack, she can 
strike a vital spot for extra damage.

The rogue’s attack deals extra damage (called “precision 
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 rogue � anks her target. This extra damage is 1d6 at 
1st level, and increases by 1d6 every two rogue levels thereafter. 
Should the rogue 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 rogue 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 rogue 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 rogue 
cannot sneak attack while striking a creature with concealment.

Trap Finding: 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.
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SEONI
HUMAN SORCERER 1
Medium humanoid (human) LN
Init +2; Senses Perception +3
DEFENSE
AC 17, touch 13, � at-footed 14 (+4 armor, +2 Dex, +1 dodge)
hp 8 (1d6+2)
Fort +1, Ref +2, Will +3
OFFENSE
Speed 30 ft.
Melee quartersta�  +0 (1d6)
Ranged dagger +2 (1d4/19–20)
Sorcerer Spells Known (CL 1st; concentration +5)
1st (4/day)—mage armor, magic missile
0 (at will)—acid splash, detect magic, � are (DC 15), read magic
Bloodline arcane
TACTICS
Before Combat Seoni casts mage armor on herself.
During Combat In combat, Seoni serves as artillery from range, 

blasting foes with acid splash and magic missile.
Base Statistics Without mage armor, Seoni’s statistics are AC 13, 

� at-footed 10.
STATISTICS
Str 10, Dex 14, Con 12, Int 10, Wis 13, Cha 18
Base Atk +0; CMB +0; CMD 13
Feats Alertness, Dodge, Eschew Materials, 

Spell Focus (evocation)
Skills Blu�  +8, Climb +3, Knowledge (planes) +4, Perception +3, 

Sense Motive +3, Spellcraft +4
Languages Common, Varisian
SQ arcane bond (familiar, blue-tailed skink named Dragon), 

bloodline arcana (+1 DC for metamagic spells that increase 
spell level)

Combat Gear scroll of color spray; Other Gear dagger, quarter-
sta� , backpack, smokestick, sunrods (5), trail rations (4), 9 gp

Born into a nomadic tribe, Seoni is gifted with magic and driven by 
dreams to explore the mysteries of her supernatural heritage. She is 
adorned with dozens of runic tattoos that indicate her high status 
in her tribe and aid her spellcasting.

 Sorcerer (Level 1)

 Lizard(Dragon)
N Tiny animal
Init +2; Senses low-light vision; Perception +1
DEFENSE
AC 14, touch 14, � at-footed 12 (+2 Dex, +2 size)
hp 3 (1d8–1)
Fort +1, Ref +4, Will +1
OFFENSE
Speed 20 ft., climb 20 ft.
Melee bite +4 (1d4–4)
Space 2-1/2 ft.; Reach 0 ft.
STATISTICS
Str 3, Dex 15, Con 8, Int 1, Wis 12, Cha 2
Base Atk +0; CMB +0; CMD 6 (10 vs. trip)
Feats Weapon Finesse
Skills Acrobatics +10, Climb +10, Stealth +14; Racial 
Modi� ers +8 Acrobatics
SPECIAL ABILITIES
Improved Evasion  (Ex): When subjected to an attack that normally 
allows a  Re� ex  saving throw  for half damage, a familiar takes no 
damage if it makes a successful saving throw and half damage even if 
the saving throw fails.
Share Spells: Seoni may cast a spell with a target of “You” on her 
familiar (as a touch spell) instead of on herself. Seoni may cast spells 
on her familiar even if the spells do not normally a� ect creatures of the 
familiar’s type (magical beast).
Empathic Link (Su): The master has an empathic link with her familiar to 
a 1 mile distance. The master can communicate empathically with the 
familiar, but cannot see through its eyes. Because of the link’s limited 
nature, only general emotions can be shared. The master has the same 
connection to an item or place that his familiar does.
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EZREN
HUMAN WIZARD 1
Medium humanoid (human) N
Init +2; Senses Perception +1
DEFENSE
AC 16, touch 12, � at-footed 14 (+4 armor, +2 Dex)
hp 8 (1d6+2)
Fort +3, Ref +2, Will +3
OFFENSE
Speed 30 ft.
Melee mwk cane +1 (1d6) or dagger +0 (1d4/19–20)
Ranged light crossbow +2 (1d8/19–20)
Special Attacks hand of the apprentice (7/day)
Wizard Spells Prepared (CL 1st; concentration +5)
1st—burning hands (DC 15), magic missile
0 (at will)—acid splash, detect magic, light
TACTICS
Before Combat Ezren uses his bonded object to cast mage
armor before the start of the encounter.
During Combat Ezren uses his attack spells in conjunction with 
his hand of the apprentice special attack to eliminate threats 
against him and his companions.
Base Statistics Without mage armor, Ezren’s statistics are AC 12, 
touch 12, � at-footed 10.
STATISTICS
Str 10, Dex 14, Con 13, Int 18, Wis 12, Cha 10
Base Atk +0; CMB +0; CMD 12
Feats Combat Casting, Great Fortitude, Scribe Scroll*
* For PFS Play you will need switch Scribe Scroll for Spell Focus.
Skills Appraise +8, Knowledge (arcana, history, nature, planes) 
+8, Linguistics +8, Spellcraft +8
Languages Common, Draconic, Goblin, Infernal, Osiriani, Terran
SQ arcane bond (cane)
Gear dagger, light crossbow with 10 bolts, masterwork cane 
(treat as club), backpack, scroll case, spell component pouch, 
spellbook (contains all prepared spells plus all 0-level spells; 
1st—color spray, expeditious retreat, grease, mage armor, pro-
tection from evil, shield, and sleep), 9 gp

After years of trying to clear his father’s name, Ezren abandoned his 
old life and became a wizard after his of research revealed that his 
father was indeed guilty of heresy. Ezren is a middle-aged man, and 
he has the ability score modi� ers for that age category (Core Rule-
book 169).

 Wizard (Level 1)

Hand of the Apprentice (Su): You cause your melee weapon to 
� y from your grasp and strike a foe before instantly returning 
to you. As a standard action, you can make a single attack 
using a melee weapon at a range of 30 feet. This attack is 
treated as a ranged attack with a thrown weapon, except that 
you add your  Intelligence modi� er on the attack roll instead 
of your  Dexterity  modi� er (damage still relies on  Strength). 
This ability cannot be used to perform a combat maneuver. 
You can use this ability a number of times per day equal to 3 + 
your Intelligence modi� er.

Scribe Scroll: This feat is not permitted in Society play and is 
replaced instead with Spell Focus (evocation), which adds +1 to 
the Di�  culty Class for all saving throws against spells from the 
evocation school of magic.


