Yevelen “The Falcon”
Male human Archer 4

Initiative: +4

Languages: Common, Ferrish, Sea Speech
Defense: 18 (touch 18, flat-footed 10)

DR: 1d3
HP: 27

Fort +4, Ref +8, Will +7

Speed: 30 ft.

Melee: Morningstar +5 (1d8+2)

Ranged: Masterwork composite longbow +11 (1d8+4, x3, 110 ft.)

Base Attack: +3 (+5 w/ranged attacks)

Grapple: +5

SA: Disrupting shot, unerring shot

SQ: Aim pool, dodge pool

Abilities: Str 14, Dex 19, Con 10, Int 14, Wis 16, Cha 10

Traits: Dextrous, Perceptive
Skills: Balance +13, Climb +9 (+11 with rope), Diplomacy +2, Escape Artist +11 (+13 with ropes), Hide +8, Jump +11, Listen +10, Move Silently +7, Search +9, Sense Motive +10, Sleight of Hand +11, Spot +10, Survival +3 (+5 w/tracking), Swim +9, Tumble +13, Use Rope +11 (+13 w/bindings)

Feats: Dodge 1, Precise Shot 2, Precise Shot 3, Weapon Focus 1 (longbow), Weapon Focus 2 (longbow)

Equipment: Morningstar, dagger, masterwork composite longbow (+2 Str), spare longbow, arrows (40), masterwork studded leather armor, cloak edged with feathers, adventuring gear.

Personality: Yevelen was an elite military archer, noted for his unerring eye. He was promoted to the famous King’s Brotherhood, a group of bodyguards serving the royal family, where he learned that his combat skills were useless in the battles waged by courtiers. After a few months he was dismissed, to his relief. Yevelen is happiest when he’s got a full quiver and a target in sight.

Woamarl Demonskin
Male human Armiger 4

Initiative: +0

Languages: Common
Defense: 17 (touch 14, flat-footed 17)

DR: 1d8+2
HP: 55

Fort +9, Ref +4, Will +3

Speed: 20 ft.

Melee: Masterwork longsword +8 (1d8+3, 19-20)

Ranged: Longbow +4 (1d8, x3, 100 ft.)

Base Attack: +4

Grapple: +7

SA: Distracting lure

SQ: Armor pool, armor mastery, tough as nails, uncanny dodge, 25% critical resistance, savage appearance 1/round

Abilities: Str 16, Dex 10, Con 21, Int 10, Wis 8, Cha 14

Traits: Savage Appearance, Tough As Iron
Skills: Appraise +0 (+2 w/armor and shields), Bluff +9, Climb +4, Craft (master armorer) +12, Diplomacy +4, Disguise +2 (+4 in character), Handle Animal +5, Intimidate +11, Jump +4, Profession (carter) +3, Swim -2
Feats: Armor Mastery 1, Armor Mastery 2, Armor Mastery 3, Shield Mastery 1

Equipment: Masterwork longsword, dagger, longbow, arrows (20), masterwork full plate, masterwork heavy steel shield, smithing tools, adventuring gear.

Personality: Woamarl is a demon in his armor, and a scarred savage beneath it. His full plate looks like a monster created from red and blue flame, with a helmet whose snarling jaws frame his face. He has been ritually branded all over his arms, chest, and cheeks, a test of bravery from his native land of Telumar. There he learned to fight the monsters that hide beneath the earth, and Woamarl discovered that even monsters can be made to fear. He takes great joy in terrifying his opponents before wearing them down with his near-impenetrable armor.

Selem, the Most Holy
Male human Berserker 4

Initiative: +2

Languages: Common
Defense: 15 (touch 15, flat-footed 15)

DR: 1d4
HP: 54

Fort +7, Ref +6, Will +5

Speed: 30 ft.

Melee: Masterwork Large falchion +10 (2d6+6, 18-20)

Ranged: Javelin +6 (1d6, 30 ft.)

Base Attack: +4

Grapple: +8

SA: Fanatic strike 1/day, primal howl

SQ: Natural DR, fury pool, berserk speed, berserk strength, uncanny dodge

Abilities: Str 19, Dex 14, Con 16, Int 8, Wis 12, Cha 10

Traits: Child of Faith (fanatic), Mighty Build
Skills: Climb +11, Jump +11, Listen +8, Spot +8, Swim +11

Feats: Improved Bull Rush 1, Improved Sunder 2, Martial Weapon Proficiency (falchion, scimitar, short sword), Power Attack 1, Weapon Focus 1 (falchion)

Equipment: Masterwork Large falchion, masterwork short sword, dagger, javelins (3), pendant of Uruvashtu, scroll of commandments, adventuring gear.

Personality: Selem is a holy slayer, a bodyguard and champion who served the temples dedicated to the god Uruvashtu. He doesn’t understand the finer points of theology, but he grasps the basics: the strong must serve the weak, pain is merely a test of faith, and the name of Uruvashtu is sacred and powerful. He listens carefully to those he thinks are wiser than himself, and gladly cleaves through the rest with his enormous falchion, carried by the mindless rage that he sees as Uruvashtu inhabiting him.

Lady Jio of the Golden Isles
Female human Executioner 4

Initiative: +6

Languages: Common, Ancient Speech, Kolorean
Defense: 16 (touch 16, flat-footed 10)

DR: 1d3
HP: 34

Fort +6, Ref +6, Will +6

Speed: 30 ft.

Melee: Masterwork dagger +7 (1d4+2, 19-20) or 2 masterwork daggers +5/+5 (each 1d4+1, 19-20)

Ranged: Masterwork composite longbow +7 (1d8+2, x3, 110 ft.)

Base Attack: +4

Grapple: +6

SA: Sneak attack +2d6, armor-piercing strike, hindering cut

SQ: Execution pool, venom pool, executioner’s eye, bewitching

Abilities: Str 14, Dex 15, Con 14, Int 14, Wis 14, Cha 14

Traits: Bewitching, High Born (title)
Skills: Balance +9, Climb +9, Diplomacy +11 (+13 w/nobles and officials), Escape Artist +9, Hide +9, Jump +11, Knowledge (nobility) +6, Listen +9, Move Silently +9, Search +9, Sense Motive +9, Sleight of Hand +9, Spot +9, Survival +2 (+4 w/tracking), Swim +9, Tumble +9, Use Rope +2 (+4 w/bindings)

Feats: Improved Initiative, Improved Unarmed Strike, Razor Fiend 1, Venom Mastery 1

Equipment: Masterwork daggers (2), dagger (concealed), masterwork composite longbow (+2 Str), arrows (20), masterwork studded leather, 1 dose of poison (DC 12, initial and secondary 1d2 Con), fine jewelry and outfits, adventuring gear.

Personality: A noble by birth and an assassin by training, Lady Jio is in an unspoken state of exile. She was trained to defend her family, but when her elder brother ascended to leadership, he sent her away for fear of her skills. A poor choice for him, as Jio holds grudges a long time. She’s confident, clever, and remorseless. 

Criswin Sunlance
Female human Harrier 4

Initiative: +3

Languages: Common, Abyssal, Ancient Speech
Defense: 17 (touch 17, flat-footed 10)

DR: 1d3
HP: 26

Fort +4, Ref +7, Will +6

Speed: 40 ft.

Melee: Masterwork spear +8 (1d8+4, x3)

Ranged: Composite shortbow +7 (1d6+3, x3, 70 ft.)

Base Attack: +4

Grapple: +7

SA: Mobile assault

SQ: Dodge pool, combat mobility

Abilities: Str 16, Dex 17, Con 10, Int 14, Wis 14, Cha 12

Traits: Bloodthirsty, Desert Born (dunestalker)
Skills: Balance +14, Climb +10 (+12 w/rope), Escape Artist +10 (+12 w/rope), Heal +9, Intimidate +8, Jump +16, Listen +9, Perform (oratory, percussion) +7, Ride +10, Spot +9, Survival +9 (+13 in deserts), Swim +10, Tumble +14, Use Rope +10 (+12 w/bindings)

Feats: Deflect Missiles 2, Dodge 1, Mobility 1, Run

Equipment: Masterwork spear, light mace, dagger, composite shortbow (+3 Str), arrows (20), masterwork studded leather, small skin drum and wooden mallet, adventuring gear.

Personality: Criswin comes from a dervish tribe caled the Desert Wind. She finds civilization amusing, if impractical. Her mouth is usually drawn up in a grin – especially when she fights, which is often. As her nomadic tribe keeps its history orally, she has an imposing speaking style, and can also use drums to communicate over long distances.

Sygurda of the Steady Hand
Female human Hunter 4

Initiative: +0

Languages: Common, Ancient Speech, Draconic, Ferrish, Kolorean
Defense: 14 (touch 14, flat-footed 10)

DR: 1d2
HP: 34

Fort +6, Ref +4, Will +7

Speed: 30 ft.

Melee: Masterwork longsword +9 (1d8, 19-20)

Ranged: Masterwork heavy crossbow +9 (1d10, 19-20, 120 ft.)

Base Attack: +4

Grapple: +4

SA: Terrain advantage

SQ: Tactical pool, strategy pool, hunter’s eye, tactical insight, assess opponent, weapon feat style (finesse)

Abilities: Str 10, Dex 10, Con 15, Int 18, Wis 16, Cha 14

Traits: Artisan (merchant’s eye), Intelligent
Skills: Appraise +13 (+15 w/gems), Climb +7 (+9 w/rope), Craft (gemcutter) +11, Decipher Script +11, Diplomacy +4, Escape Artist +0 (+2 w/ropes), Gather Information +9, Handle Animal +9, Hide +7, Jump +7, Knowledge (arcana, geography, history, the planes) +8, Listen +10, Move Silently +7, Ride +9, Search +11, Sense Motive +10, Spellcraft +13, Spot +10, Survival +10 (+12 w/lost, hazards, other planes, tracking), Swim +7, Use Magic Device +11, Use Rope +7

Feats: Combat Expertise 1, Tactics of the Mind 1, Tactics of the Mind 2, War Leader 1

Equipment: Masterwork longsword, dagger, masterwork heavy crossbow, bolts (20), leather armor, gemcutter’s tools, adventuring gear.

Personality: Sygurda is a monster-hunter who was born to a monster’s slaves. The fiend, lordly and cruel, had her trained in gemcutting, the better to make ornaments for his abominable hide. When adventurers came to slay it, she helped them and escaped. She’s grown into a serious and thoughtful woman. She’s not always quick to pick up a joke, but she doesn’t miss much else in her quest to rid the world of creatures that would prey on humanity.

Gavin the Wanderer
Male human man-at-arms 4

Initiative: +2

Languages: Common, Draconic, Sea Speech
Defense: 19 (touch 16, flat-footed 12)

DR: 1d4
HP: 46

Fort +7, Ref +6, Will +5

Speed: 20 ft.

Melee: Masterwork bastard sword +6 (1d10+3, 19-20) and spiked shield +5 (1d4+1)

Ranged: Masterwork composite longbow +7 (1d8+3, x3, 110 ft.)

Base Attack: +4

Grapple: +9

SA: n/a

SQ: n/a

Abilities: Str 17, Dex 14, Con 16, Int 14, Wis 12, Cha 10

Traits: Sea Child (fisherman), Tall
Skills: Balance +8, Climb +5 (+7 w/rope), Concentration +10, Diplomacy +2, Escape Artist +4 (+6 w/rope), Jump +1, Knowledge (geography, nature) +8 (+10 w/nature), Listen +8, Profession (sailor) +8, Search +9, Sense Motive +8, Spot +8, Survival +8 (+10 w/aboveground, lost, hazards, tracking), Swim +0, Tumble +6, Use Rope +9 (+11 w/bindings)

Feats: Blind-Fight 1, Exotic Weapon (bastard sword), Exotic Weapon (net), Improved Shield Bash 1, Quick Draw, Shield Mastery 1, Two-Weapon Fighting 1 (power weapons)

Equipment: Masterwork bastard sword, net, light hammer, throwing axe, dagger, masterwork composite longbow (+3 Str), arrows (20), scale mail, spiked gauntlets, spiked light steel shield, necklace of lucky coins from different lands, adventuring gear.

Personality: Gavin intends to return to his coastal homeland and settle down with some nice girl. Next year, or maybe the year after. He’s not done traveling yet. He’s an eternally cheerful mercenary who developed his unique fighting style while serving as a marine aboard a coastal fleet. Someday he’ll heed the call and go back to his native Lorsafail, but first he wants to see just a little more of the world.

Sweet Maeve, also known as Josteria
Female human thief 4

Initiative: +3

Languages: Common, Death Speech, Kolorean
Defense: 17 (touch 17, flat-footed 10; +4 with Overwhelming Presence 1)

DR: 1d2
HP: 30

Fort +5, Ref +7, Will +5

Speed: 30 ft.

Melee: Masterwork punching dagger +4 (1d4, x3)

Ranged: Masterwork light crossbow +7 (1d8, 19-20, 80 ft.)

Base Attack: +3

Grapple: +3

SA: Sneak attack +2d6

SQ: Alias (Josteria the scribe), skill expertise, honor of thieves, deception pool

Abilities: Str 10, Dex 17, Con 12, Int 14, Wis 12, Cha 18

Traits: Charismatic, Nondescript
Skills: Appraise +9, Balance +12, Bluff +16 (+18 as alias), Climb +7 (+9 with rope), Concentration +7, Diplomacy +15, Disable Device +9, Disguise +13 (+15 w/character, +19 as alias), Escape Artist +10 (+12 with ropes), Forgery +9, Gather Information +15, Hide +10, Intimidate +15, Jump +9, Knowledge (local) +9, Listen +8, Move Silently +10, Open Lock +10, Perform (dance, sing, strings) +11, Search +6, Sense Motive +8, Sleight of Hand +12, Spot +8, Swim +7, Tumble +12, Use Rope +10 (+12 w/bindings)

Feats: Devious Manipulator 1, Devious Manipulator 2, Overwhelming Presence 1, Skill Focus (Bluff)

Equipment: Masterwork punching dagger, daggers (3, one concealed), masterwork light crossbow, bolts (20), leather armor, disguise kit, adventuring gear.

Personality: Maeve is an acrobat, a singer, and actress, and a skilled hand with the lyre. She’s also Josteria, a mousy and unobstrusive scribe who does delicate work for wealthy clients. Sweet Maeve uses her charm to hoodwink the gullible rich, and when that doesn’t work, Josteria quietly insinuates herself into their business to rob them blind. In either persona, she’s got a cat’s focus on its prey – and a cat’s need for constant distractions.

Thanaak the Advocate
Male human Weapon Master 4

Initiative: +3

Languages: Common
Defense: 17 (touch 17, flat-footed 10)

DR: 1d3
HP: 42

Fort +6, Ref +7, Will +4

Speed: 30 ft.

Melee: Masterwork dire flail +10/+10 (1d8+9/1d8+9)

Ranged: Sling +7 (1d4+5, 50 ft.)

Base Attack: +4 (+5 w/dire flail)

Grapple: +9

SA: Mighty blow, sneak attack +1d6

SQ: Weapon pool, weapon agility

Abilities: Str 20, Dex 16, Con 15, Int 10, Wis 10, Cha 6

Traits: City Rat (bravo), Strong
Skills: Climb +12, Diplomacy +0, Heal +7, Jump +12, Move Silently +10, Sense Motive +7, Survival +0 (+2 in cities), Swim +12

Feats: Improved Sunder 2, Two-Weapon Fighting 1, Weapon Focus 1 (dire flail), Weapon Focus 2 (dire flail)

Equipment: Masterwork dire flail, heavy pick, dagger, sling, sling bullets (20), masterwork spiked studded leather, Advocate’s badge, adventuring gear.

Personality: Thanaak was a judicial gladiator called an Advocate, a court-appointed combatant in the fighting pits of the city of Faishan. Without pity or remorse, he battled and often slew his fellow champions to settle legal cases and criminal charges. When he went a year without losing, he grew restless and bought his freedom with his winnings. Now he seeks greater challenges. Thanaak tends to speak in proverbs, seeing them as wisdom, and judges people by their combat prowess.

Denix “Changeling”
Male human arcanist 4

Initiative: +2

Languages: Common, Ancient Speech, Draconic, Infernal, Kolorean
Defense: 15 (touch 15, flat-footed 10; +3 with Overwhelming Presence 1)

DR: n/a
HP: 22

Fort +5, Ref +6, Will +6

Speed: 30 ft.

Melee: Masterwork sickle +3 (1d6-1)

Ranged: Masterwork light crossbow +6 (1d8, 19-20, 80 ft.) or eldritch dart +5 (1d6+4, 50 ft.)
Base Attack: +3

Grapple: +2

SA: Eldritch dart, spells
SQ: Primary school 3 (transmutation), secondary school 2 (abjuration), tertiary school 1 (divination), mana limit 21, precognition 1/day, lore pool

Abilities: Str 8, Dex 14, Con 12, Int 19, Wis 14, Cha 16

Traits: Intelligent, Shadow Born (precognition)
Skills: Appraise +11, Bluff +10, Concentration +8, Decipher Script +11, Diplomacy +12, Disguise +10 (+12 w/character), Gather Information +10, Handle Animal +10, Heal +13, Hide +9, Intimidate +12, Knowledge (arcana, geography, the planes) +12 (+14 w/nature), Listen +9, Move Silently +9, Perform (acting, oratory) +9, Profession (scribe) +9, Ride +4, Search +11, Sense Motive +9, Sleight of Hand +11, Spellcraft +13, Spot +9, Survival +9 (+11 w/lost, hazards, other planes, tracking), Swim +6, Use Magic Device +10 (+12 w/written)
Feats: Beast Lore 1, Beast Lore 2, Healing Lore 1, Overwhelming Presence 1, Skill Focus (Knowledge)

Equipment: Masterwork sickle, daggers (2, one concealed), masterwork light crossbow, bolts (20), journal, scrolls of natural and unnatural history, adventuring gear.

Personality: Denix is a pleasant man touched by dark power. Born of a demonic line (or so it’s rumored), he drifted into the arcane arts as a youth. His specialty is transforming things into other things, perhaps a metaphor for unhappiness with his place in the world. Denix is happy to hang back and let others bear the brunt of danger, aiding them as best he can from behind and waiting for a chance to show off his obscure knowledge.




